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QUARTERBACK CHANGING PLAY AT THE LINE OF SCRIMMAGE:

CHECK-OFF SYSTEM

1. PLAY CALLED AT THE LINE OF SCRIMMAGE CHANGING CALL MADE IN

" HUDDLE. THERE WILL BE SITUATIONS BY GAME PLAN WHERE THE BEST
WAY TO TAKE ADVANTAGE OF THE DEFENSIVE ALIGNMENT WILL BE WITH
A CHECK-OFF.

2, COLOR Umm_o,z>._.mo AS LIVE WILL BE USED AS CHECK-OFF SIGNAL,
3, SNAP COUNT FOR ALL CHECK-OFF PLAYS SHALL BE ON ONE.

4, WHEN THE QB CALLS THE LIVE COLCR, THEN THE PLAY CALLED IN THE
HUDDLE IS ERASED THE NEXT NUMBER CALLED WILL BE THE PLAY RUN.

-+ ¢ NUMBERING'OF HOLES"

1. HOLES ARE NUMBERED EVEN Ao.mk.m.mv TO THE RIGHT - ODD (1-3-5-7-8) TO THE LEFT AS IN THE
DIAGRAM ABOVE.

2.0N >C. BASE BLOCKING, THE HOLE IS o_mmodk OVER THE NUMBERED MAN,
(EXAMPLE - RIDE 35).

3. ONALL OTHER BLOCKING, THE Iorm 1§ OFF THE INSIDE HIP OF THE NUMBERED MAN,
(EXAMPLE: JAB 36 POWER),

NUMBERING OF BALL-CARRIER

1. RUNNING PLAYS WILL BE NUMBERED FROM 10 THROUGH 39, AND CALLED IN BACKFIELD wmx_nw BY.
WORD DESCRIPTION. (EXAMPLE - RIDE 36 BOSS - SPRINT 43 - JAB 35 COUNTER).

Oomooo Oomooo OODOOO

@ @ @ @ TEENS @ FaTEENS
00D 205 EVEN 20'S 00D 20S @ oooa
EVEN 30'S 0DD 30'S m<mz 30 , EVEN 30's
OOO.mWOO _ OOOWOO Slalenlele)

: O

D @ COTEENS D @ @ F=TEENS
oDD 20°S EVEN 20'S EVEN 20§ . G 000
EVEN 30'S oDD30's 0oDD 30° EVEN 30'S

2.ALL 40'S ARE DRAWS (FB) “H* WILL DESIGNATE HB DRAW.

3. 50 THROUGH 90 - DROPBACK PASSES

4. 100 SERIES - ARE PLAY ACTION PASSES WITH THE QB SETTING UP BEHIND THE FAKE WITHIN THE
TACKLE BOX,

5. 200 SERIES - ARE MOVE THE POCKET PASSES WITH THE QB SPRINTING TOWARD THE zczmmm
CALLED AND SETTING UP DIRECTLY BEHIND THE TACKLE.

6. 300 SERIES - ARE BOOTLEG PASSES WITH THE QB ROLLING AWAY FROM THE FAKING BACK OR BACKS

7. 400 SERIES - ARE RUNNING PLAY PASSES WITH THE DESIGNATED POSITION AS THE PASSER.

8. 500 SERIES - ARE SCREEN _u>mmmm REGULAR wommmzm PLAY >o.:oz SCREENS, AND QUICK
SCREENS.

9. SPECIAL PLAYS - ARE vr><m 41>.q DO NOT FIT INTO ANY OF THE ABOVE o>._.moom_mw THEY WILL BE
GIVEN NAMES OR UNUSED zcz_mmmm

’
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1.

FORMATION: (6, ocz 8, 0 OPEN, m._.ov

"PLAY: NUMBER OF PLAY, (RIDE 34 ZONE, S0 HITCH 0mmooz ETC.)

O_<m THE SNAP

UNT: (ON 2, ON 2nd SOUND, ETC.)

GIVE COMMAND "READY - BREAK®

ALL CLAP HANDS THEN JOG TO L.0.S. AS INSTRUCTED.
EXAMPLE OF CALL IN HUDDLE: *0-RIDE 36 BOSS- ON 2 - (PAUSE) - mm>o< BREAK"

CADENCE AT THE LINE OF SCRIMMAGE

1.

2.
3,

EVERYONE WILL ASSUME DESIGNATED STANCE. BASIC IS 3 POINT EXCEPT FOR QB, WR,
AND HALFBACK POSITIONS. .
QB WiLL LOOK OVER DEFENSE AND DECIDE iF A CHECK OFF IS NECESSARY.
QB CALLS LIVE OR DEAD COLOR (PAUSE BY QB) "WHITE 19 - WHITE 19
A ANY SHIFTING OF THE BACKS, X, Y, OR Z WILL BE DONE ON THE FIRST OOrox
WHITE 19 - WHITE 19
B, . ANYMC MOVEMENT WILL BE STARTED ON THE QB'S HEEL.
C. - ANYSHIFTING WITH zo<mz_mz._. SHIFT ON FIRST OOrom Zo<m oz THE QB'S
. JHEEL . - o
D. THE om CAN o>_._. THE LIVE Oorox DURING THE CADENCE.

THE QB MAY PUT Em ._.m>§ INTO >9. 10N IN FQUR <<><m

4,

ON"2ND chzo. Acmmc vx__s)x:k IN 2-MINUTE SITUATION). “BLUE Go..
ON1,2,3,4, ETC. AS PREVIQUSLY DESCRIBED. (Rhythmic omam:omv

ON 1- "WHITE 85-WHITE 85-SET-HUT"

ON 2 - *"WHITE 25-WHITE Nm.mm._..:c._..z:ﬂ.
SILENT SNAP COUNT.. .
OMAHA. THE QB CALLS "OMAHA" AS THE OFFENSIVE cz:. .m BREAKING THE HUDDLE.
THIS MEANS THE 40/25 SECOND CLOCK IS RUNNING OUT AND WE MUST GET TO THE L.O.S.
QUICKLY. ANY SHIFTING OR MOVEMENT CALLED IN THE HUDDLE IS QFF AND YOU SHOULD
ALIGN IN WHAT WOULD BE THE FINISHED FORMATION. THE BALL WILL mm mzzuvmo ON
THE 2ND SOUND - "BLUE GO".

VENSE

"2005 PLAYBOOK
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m,o%w_%:mzs.mza_amza_m_aﬁ_oz .

“CHECK WITH ME”

GAP

, | | o 1. THE QB WILL HAVE A MINIMUM NUMBER OF PLAYS FROM WHICH TO
d ¢ b a A B C D SELECT. THEY USUALLY WILL BE CALLED ACCORDING TO DEFENSIVE
OO OO oo " FRONTS OR COVERAGES. WE WILL USE EITHER GREEN OR BLUE TO
: S O ' INDICATE WHICH PLAY WE WILL RUN. IF THE QB USES THE COLOR GREEN

IN HiS CADENCE WE WILL RUN THE FOOTBALL. IF HE cmmm BLUE <<m RUN
THE PASS v_,>< o>_._.mc IN THE HUDDLE.

2. THE mz>v COUNT FOR ALL “CHECK WITH ME" PLAYS WILL BE ON ONE.

O. . , _ 3, EXAMPLE: HUDDLE CALL 6 “CHECK WITH ME" QUICK 45 BASE/SE D SLANT
, _ A ON ONE.
*GREEN 88" (QUICK 45 BASE IS THE DESIGNATED PLAY)
*GREEN 88"
(PAUSE) “SET"
‘HUT" (BALL SNAPPED)

| anpe o - | | NO HUDD
DEFENSIVE ‘ HEDDLE
. I . h ) A EXAMPLE OF HUDDLE CALL: “ALERT FOR NO HUDDLE. THIS PLAY IS “6-58 D SLANT
>—l_oz gmz.—.. : ) i -~ ON ONE". AFTER RUNNING THE FIRST PLAY, THE OFFENSE WILL LINE UP ON THE

oo L.0.S. THE QB WILL CALL *CHECK - CHECK 45 -CHECK - CHECK 45" AND WE WILL
967 544i322i101201234i45 769 RUN QUICK 45 BASE ON ONE, WE WILL CONTINUE TO RUN THE HURRY UP OFFENSE
@v d 8 o UNTIL THE QB CALLS FOR AHUDDLE. (USE OF HAND m_oz?mzﬁo_ﬁzm
, FORMATION AND PLAY.)

T OFFENSE IN THE HUDDLE. EXAMPLE OF QB CALL: ALERT FOR “RED BALL" THE PLAY
. R 1S GUN SPREAD RIGHT 66 TIN DELAY H SNEAK ON 1", AFTER RUNNING THE FIRST

L ., . PLAY, THE OFFENSE WILL LINE UP ON THE L.0.S. THE QB WILL CALL *CHECK -

: : : - CHECK - 72 (#2) / CHECK - CHECK 72 (#2)" AND WE WILL RUN THAT PLAY ON THE
. SECOND SOUND, (BLUE - GO). WE WILL CONTINUE TO RUN THE TWO MINUTE

OFFENSE UNTIL THE CLOCK IS STOPPED OR QB CALLS FOR AHUDDLE OR TIME

" OUT. WE CAN AND WILL USE THE TWO MINUTE OFFENSE EVEN THOUGH THERE

MAYBE MORE THAN TWO MINUTES ON THE CLOCK.

O . S m h - B TWO z__zS_.m = “RED BALL" - THE QB WILL ALERT THE TEAM FOR "RED BALL"

.G.,g — ,ugnv;xuoox ) . war - 881.580.03.
6 BASIC _z_uOm!)q_Oz S - 4 BASIC INFORMATION




10.

ERSC
REGULAR (21)
3 WIDES (20)
DETROIT (12)
HALF (11)
3 BACKS (30)

4 WIDES (10)

5 WIDES (00)

NEW YORK (22)

SHORT YARDAGE (22

GOALLINE (23)

\EL COMBINATIONS

)

2 BACKS, 2 WR'S; 1 TE

2 BACKS, 3 WR'S

(ONE DESIGNATED ASY)

1 BACK, 2 WR'S, 2 TE'S
(ONE DESIGNATED AS F)

1 BACK,3WR’'S, 1 TE

(ONE WR DESIGNATED AS F)

3 BACKS, 2 WR'S

(ONE RB DESIGNATED AS Y)

1 BACK, 4 WR’S (ONE DESIGNATEDASY -

AND ONE AS F)

5 WR'S (THREE DESIGNATED AS H-F-Y)

2 BACKS, 1 WR (X/2), 2 TE'S (ONE
DESIGNATED X OR Z DEPENDING ON

FORMATION)

Z

) 2 BACKS, 2 ._.m.m~.> SPECIFIED PLAYER AS

2 BACKS, 3 TE'S/OL'S (ONE AS X, ONE AS Z)

2005 PLAYBOOK - .

! BASIC INFORMATION

B 'RECEIVER =ALIGNMENT VARIATIONS FORXAND Z -

| (X)
N’ - l - - .
- NORMAL  TIGHT | D
NGRMAL: SPLITRULE
_ TIGHT: 170 3 FEET FROM TACKLE
SPLIT: SPLIT RULE
_ (2)
! G sor OOO OO | rANK
.z 020 2 2 (T
OVER CLOSE NORMA
1
QD @D
_ _
1 NORMAL: SPLIT RULE
1 cLosE: 170 3 YARDS FROM Y - 1 YARD DEEP OFF LOS
1 FLANK: . 3706 YARDS FROMY - 1 YARD DEEP OFF LOS
b siom LINE UP HALFWAY BETWEEN X AND WEAK TACKLE
1 over: POSITION AS NORMAL X SPLIT 1 YARD OFF LOS
1 wioe: SPLIT RULE
...... *
-’ v
)
- § 2003 FLAYBOOK =
BASIC INFORMATION © v
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NORMAL:

FLEX:
WIDE:
OFF:
YO:
YOG
YORK:

s STIGHT/ENDVARIATIONS

zoka......

Y3 .H” V5 FlEx

YOGI YO OFF
@ &

2 FEET FROM TACKLE

POSITION YOURSELF 3 TO 5 YARDS FROM TACKLE OFF LOS

POSITION YOURSELF LIKEANORMALXORZ = .

POSITION YOURSELF 1 YARD OFF LOS IN NORMAL FORMATION CALLED
POSITION YOURSELF 1 YARD OUTSIDE WEAK TACKLE 1 YARD OFF LOS
POSITION YOURSELF HALFWAY BETWEEN X AND WEAK TACKLE
POSITION YOURSELF AS THE WEAKSIDE RECEIVER 1 YARD OFF LOS

@«

-..,

.cc‘.

WIDI

of

2005 PLAYBOOK .

'BASIC INFORMATION

-

P m>ozm,ﬁmm®w=uﬂ_ezm S

NORMAL HIF: Szm cv mOOq TO FOOT WITH TACKLE WITH YOUR TOES § <>x0w FROM THE BACK
TiP OF BALL. ’

NEAR: LINE UP FOQT TO FOOT WITH STRONG TACKLE WITH YOUR TOES 5 YARDS FROM m)Ox
TIP OF BALL. 2 POINT STANCE,

FAR: LINE UP FOOT TO FOOT WITH WEAK .;nx_rm WITH YOUR TOES 5 <>x0w FROM BACK TIP
OF BALL. m POINT STANCE

up: POSITION YOURSELF 1 YARD OUTSIDE WEAK TACKLE AND 1 YARD OFF LOS,

ON: POSITION YOURSELF ON LOS 1 YARD OUTSIDE WEAK TACKLE.

HALF: ) POSITION YOURSELF BETWEEN WEAK TACKLE rZU X, 1 YARD OFF LOS

SPLIT: POSITION YOURSELF AS THE WEAKSIDE RECEIVER, 1 YARD OFF LOS.

FLOOD: POSITION YOURSELF 1 YARD QUTSIDE TE AND 1 YARD OFF LOS,

.<<10an POSITION YOURSELF HALFWAY BETWEEN THE WIDE RECEIVER AND THE TE, 1 YARD OFF THE LOS.

our. - POSITION YOURSELF AS THE STRONGSIDE RECEIVER 1 YARD om_u THE _.ow

ZERO/ ONE: vOm_._._oz YOURSELF o_mmo,:k BEHIND QB s:.:.. TOES 6 YARDS FROM BACK TIP OF BALL.

CHANGE: -H&F mxo:>z®m ALIGNMENTS AND xmwvoz&m_r_j\ iIN FORMATION ok._rmo

BACKS ALIGNMENTS VARIATIONS FOR F AND H
_ (F)

ON
L EBEOO OO . L L
CE> (FY R (E2 (B2 (RS
SPLIT HALF . UP FLOOD WHOLE ouT
CE3 (E> G
-E oA
FAR . NORMAL  NEAR

NORMAL F: LINE UP DIRECTLY BEHIND QB WITH TOES'S YARDS FROM BACK TIP OF BALL

CHY CHY (A
FLOOD WHOLE ouT

(
(A (CHY . ¢

<~ ~ -

SPLIT  HALF

(H> . (H2
NORMAL ~ (_HZ NE

<2 NEAR
(FAR) ZERO/ONE

wnsy .. 2005 PLAYBOOK
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. mowzr.zezw ANDVARIATIONS
WE WILL USE A COMBINATION OF NUMBERS AND DESCRIPTIVE TERMS TO GET INTO OUR VARIOUS

FORMATIONS. OUR BASIC mOWEﬂOzw WILL BE CALLED BY zc.smmxm 0,2,6,8 (EVEN) TO THE RIGHT AND
1,3,7,9(0DD) TO THE LEFT. .

THE X, Y, Z, H, F AND QB WILL HAVE THEIR OWN DESCRIPTIVE qu_sw THAT WILL vom_._,_oz Emz INA
VARIATION OF ALIGNMENTS.

NOTE: ANYTIME "GUN" PRECEDES THE FORMATION CALL, THE QB WILL NOT BE UNDER CENTER,

THE FOLLOWING PAGES <<_ wxo xm wox_v:<m TERMS MSED TO GUIDE ALIGNMENTS. THE TERMS

SHOUD BE ASSOCIATED WIT o 40
CONSIDERED THE STRONG. 0P EASSDRODTHE FORMATION. THE TIGHT END 1S
Ly bb»m m_EEozm
\i\, g - \\\v(\V JvM
\\
" d
E w
K i 332553
> APCCOHOO © | © oofEym o
oy <. apoooco P
. - SOPHDDD
S P ¢ ® @
'IL L o _\J
”..m a
z 5 S o 8
£ £2 g nnuv 0p) -
- ot=fel > 1 &1,
® VPOOROTE 9ifr 0°8PPeE o
o Efwr_C39°8 & LxE-
CHloe=ghT O SoHE 2
- a¥ogpaon L ESypox
z T e s T 9 TE o oS0 =
H,ﬂ;ﬁe@d.nwmm 3 m.gssms C
hﬁhLerw.nls_m.u mu @R%%m% unw
D @OO@&@% W@Co@ﬂ OCOoOEIPTATN O
QLo Pocgae ccccec D
Ol aEtE3>Poo : £E3333 Q
@ HOannnodPono @ @SG@%GG W
- o)

Hitch
1.
2
3
4
5
6
7
8
9.
f?'é

a.ﬁ%%ﬁ% o 7

Nt

o ®

)

._

BASEWORD/FORMATIONS
GUN EMPTY LT _ . GUNEMPTYR'
, @@.@ codooc @ _ | o ® oodoo > "
. - | .
... GUNSTEELERLT cuNStERLER R
® _ Loodoco o @l @& CoUOO ¢
o o
. GUNRAVENLT ‘ m,E RAVENR]
@6®OODOO ® o | ® ® OODOO@Gn
_ o O
| @,@@OOWOO ®| ® OOMOO@@@@
COWBOYLT COWBOYRT
_.®,®®600nﬂu_00_ © | @ colCOpe ®
)
.| RAIDERLT | ~ RAIDERRT
”® 6@@00%00 © | @ OOnDuO_O@@@@
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BASEWORD:FORMATIONS 2
_ o~
TE _ | BMMECLOSE .
oooJoo® @ooldooco . ~
o O @ A
@) ® ® - ® .
AVY LT , A HEAVY RTOVER
cooJoo® N |
® _m > @OOWOOG@
@ ®
AVY LT FLIP _ - HEAVYRTFLIP
coldJooo :
PoOOHood, o®CoHoo a
® .. ®
TRUMP - , 0 TRUMP
O _oodoo D
®° m_u ® ) OADUO O o
@ @ _
[REY ‘ OTREY .
D Q)
@OOWOO ® OOA_M_UOOQu @
@ @™
UNCH . , 0 BUNCH
6@00@00 e OOW Co-®
® @

2005 PLAYBOOK,

BASIC INFORMATION

BASE:WORD FORMATIONS
1FAR : _ ONEAR
coodoo ® | ® cocldooo -
@ : S . . , (@ e
T e S ®
® ®
1FAR OVER B ONEAR FLEX
| GOOnDVOO @ ol @ OOADuOO D 4
® : ®
@ @
. O
® GOOM.OO@_ ® ©) OO.WO o @
@ @
1 FLOOD | | I 0.FLOOD SLOT
. . ®. _oodooco
, ePocdoe @ | @ g 4 o
® - @
JELLY LT . 0. 0UT SLOT
ofloo | ® _ ocodoo
®_ O WO.@OU > Qooo
® ®
{WHOLE 3 S - QHAWF
| . © .
D> ® @0.0_nquO . @ & OOADUOOG -
® ®
FENSE - 2008 PLAYBOOK
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MOVEMENTIVARIATIONS

1 FLOOD FAC

6 WHOLE FIG

coolloo ® @ OO co®
D A@f...-..w......o ,,,,, - [P 52 e blylalaiah ~. . OC
® @
30UTZIG } NoE,o<me_v.
cooJoo @ ® oOoJoo®
) @ ovrosos = B (> A h e “ O . G
® © o
YAC 6 8 YAC
% ocococldoo @ ® ooldoco o
€5 NEPRR N R il e <D
® ®
L ® ® ;
JFLEX HAX
o oodoo ®
D )
“...uulv
®
7 WIDE YIP . Ni_cm;n
! - OO
Y..@.u...x.nunuWOO ® | ® OO._W_W ......... o
® ® ® ©
1 m.>z CLOSE FAT , \ 6 CLOSE 2IG
o ®) : ocodoowm
, @@OOADUO @ @ [ P A ©)
dmcmvnvenam e aan o)
@ ) ®
ANSE . 2005 PLAYBOOK
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Ch e o ————— —— ——

MOVEMENT:

1. MOVEMENT WILL BE IDENTIFIED BY DETERMINING THE POSITION TO z_o<m AND OFFERING THE
_ FIRST LETTER OF THAT POSITION TO THE TYPE OF MOVEMENT,

EXAMPLE: IF'Y MOVES ACROSS THE mom_s»._._oz THAT IS YAC MOVEMENT.

[

X MOVEMENTS WILL START WITH THE LETTER W FOR EASIER nxozczQ_».:oz

Fd

HAND F MOVEMENT TO THE TE m_om WIL BE (AT) AND MOVEMENT ._.o THE X SIDE WILL BE Qco
THIS WILL APPLY TO BACKFIELD ALIGNMENTS ONLY.

PES:

—

" 1. AC-MOVEMENTACROSS ._.Im FORMATION

g

IP- MOVEMENT TOWARD THE BALL mxoz 0>E.m_u SIDE NOT omOmm_zo mox_sE._oz
3. 1G- MOVEMENT 40<<>wo THE mZ._. AND RETURNING TO ORIGINAL POSITION

4. AT- z_o<m§mzq. BYH om F TO TE SIDE OR STRENGTH FROM m>o_Am_m_.D SET

5. >x MOVEMENT BY : ORF ._,O THE X SIDE OR ovmz SIDE FROM BACKFIELD SET

NOTE: >n IP,AND IG >mm FROM ANY SPLIT vom:,_oz cv OFF, CLOSE, OR mrooc
AT AND AX CAN ONLY BE FROM 0 THRU 9, NEAR AND FAR.

EXAMPLES:

X W) Y z . H E
AC WAC v <>n ZAC HAC FAC
P wP . YP ZP . HP AP
IG WIG YIG 216 HIG " FiG
AT e o HAT  FAT
AX e e HAX EAX
Nz 332.3.600%
16 BASIC INFORMATION




BASE WORD FORMATIONS MOVEMENT, VARIATIONS
1TRIO | | 0 TRIO LZaC - O NEAR WIDE YIP
ocooJoo ® ® _ oodJoow® ooodJoo ® | ® OO O« _
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- MOVEMENT VARIATIONS o - | | 4:3DEFENSES
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4:3 DEFENSES
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4-3.DEFENSES
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4-3 DEFENSIVE LINE TWISTS
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"34 LINE STUNTS

Bojeds

AT

DOUBLE VEER ANGLE LOOP SLANT LOOP
4-3 LINE STUNTS
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OPFENSE

azo:@v and - (weak) side will flip with the &33@5 of the formation,

Blitzes involve linebacker(s) or defensive back (s) making a predetermined charge
across the line of scrimmage and into the offensive backfield, usually _sama_m”mz on
the snap of the ball. : ,

We designate the blitzer by name (SAM, MIKE, JACK, WILL, STRONG CORNER,
STRONG SAFETY, WEAK SAFETY, WEAK CORNER). We further designate the path
of the blitzing linebacker with letters indicating the ~gap in which they rush. The +

d c b a A B C D

2005 PLAYBOOK : ORFENSE
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4-3 LINEBAUKRER BLIIZES
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3-4 LINEBACKER BLITZES

.. COVER2- -

COVER3.’

T

THE $S AND FS EACH DROP TOWARD zcz_wmmw COVERING HALVES OF THE n_mro THE
LB'S AND CORNERS WILL PLAY THES czommsz,I >mm>m _z ZONE COVERAGE, THIS

WILL ALSO APPLY TO SLOT.
. VARIATIONS T oo :
" 2STICK- PLAYING MIM ON INSIDE RECEIVER (EX. STICK #2) -
2SLICE - THE FS AND CB SWITCH COVERAGE RESPONSIBILITIES,
270 SLOT - COVER 2 WITH BOTH CORNERS TO THE 2 WR'S SIDE,
THE UNDERNEATH COVERAGE PLAYERS CHANGE
RESPONSIBILITIES.
2WALK - COVER 2 T0 SLOT AND THE WILL LB WALKS OUT ON THE #2
RECEIVER.
2 MAN - THE SS AND FS EACH DROP TOWARD NUMBERS, COVERING

HALVES OF THE FIELD. THE LB'S AND CORNERS WILL PLAY
THE 5 UNDERNEATH AREAS IN MAN COVERAGE, THIS WILL
ALSO APPLY TO SLOT.

A STRONGSIDE ROTATION TO 3 DEEP ZONE COVERAGE. THE REMAINING SAFETY AND
LB'S WILL COVER THE 4 UNDERNEATH ZONES. 'IT IS ASSUMED THAT THE $S IS THE
DEFENDER RESPONSIBLE FOR THE STRONG FLAT UNLESS A VARIATION IS CALLED.
SOMETIMES A STICK TECHNIQUE WILL BE USED.

VARIATIONS
3CLOUD -

3Buzz -

3 SLIDE -

3 FIRE ZONE -

3 SEAM -

>

THE STRONG CORNER ROLLS TO THE FLAT AND THE SS TAKES
THE DEEP THIRD.

SAMAND SS EXCHANGE COVERAGE RESPONSIBILITIES

MIKE WORKS STRONG TO OVERLOAD STRONGSIDE COVERAGE
LEAVING WILL ON THE WEAKSIDE.

AZONE COVERAGE BLITZ WITH LB'S AND SAFETIES, DL's <<=._.
DROP AND REPLACE THEM IN Oo<mm>om

COVER 3WITHA 5 MAN xcmx SEAM INDICATES THE 5th RUSHER
IS ALBer.

J M J Mo
N N s|wE\N \E s
/@omoo mo O| © m 00
2 [ B
SAMD WIiLLc SAMB WILLb MIKEB _JACKa
b M J M
W E E S
oo@ o3 @ooo
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'COVER4-

AFOUR DEEP LOOK WITH THE CORNERS AND SAFETIES EACH PLAYINGAQUARTEROF
THE FIELD. THE DEFENSIVE BAGKS WILL PLAY MAN TO MAN ON VERTICAL ROUTES WHILE
LE'S WILL PLAY ZONE UNDERNEATH. IF THERE IS NO VERTICAL THREAT, THEN THE DB'S
ARE FREE TO HELP ANOTHER DEFENDER,
VARIATIONS
4RENO- . OUTSIDE LB'S BUZZ TO HELP IN FLATS OR ON THE OUTSIDE
RECEIVERS.
- 4STICK- DEFENDER WILL LOCK TO CERTAIN RECEIVERS.
COVERS-  AWEAKSIDE ROTATION TO 3 DEEP ZONE COVERAGE. IT IS ASSUMED THAT THE FS IS
RESPONSIBLE FOR THE WEAK FLAT.
VARIATIONS
5CLOUD - - THE WEAK CORNER ROLLS TO THE FLAT AND THE FS TAKES THE
DEEP THIRD.
5BUZZ - THE FS AND WILL CHANGE RESPONSIBILITIES. .
§ FIRE ZONE -  AZONE COVERAGE BLITZ WITH THE LB's AND SAFETIES, DL's E_F
. © DROPAND REPLACE THEM IN COVERAGE..
COVERG-  ACOMBINATION COVERAGE PLAYING COVER 4 T0 THE STRONGSIDE AND COVER 2TOTHE
WEAKSIDE
VARIATIONS
6TOSLOT. COVER 6 WITH BOTH CORNERS ON THE SLOT WR's.
THE UNDERNEATH COVERAGE PLAYERS NOW CHANGE
RESPONSIBILITIES,
6 WALK - COVER 6 VS A SLOT FORMATION WHERE THE WILL LBer WALKS
OUT ON THE #2 WR.
COVERB-  ACOMBINATION COVERAGE E><_zo COVER 2 TO THE STRONGSIDE AND COVER 4 TO THE
| WEAKSIDE.
] 2005 PLAYBOOK , : : - ‘
8 DEFENSIVE COVERAGES S , . -

COVERAGES WILL BE DESCRIBED WITH THE USE OF NUMBERS AND WORDS, THE NUMBERS WILL TELL
.US THE BASE COVERAGE AND THE WORDS WILL TELL US THE VARIOUS TECHNIQUES USED WITHIN THE
BASE COVERAGE.

COVERO -

MAN TO MAN COVERAGE ON ALL RECEIVERS WITH NO FREE SAFETY IN THE POST AREA,
THIS NORMALLY INVOLVES A6 MAN BLITZ. SAFETIES CAN BE COMMITTED TO EITHER SIDE.

VARIATIONS _ :
0 FIRE ZONE - BLITZ WITH DL'S DROPPING OUT INTO MAN COVERAGE. THE

SAFETIES ARE INVOLVED N THE BLITZ OR COVERAGE.

MAN TO MAN COVERAGE ON ALL RECEIVERS WITH EITHER SAFETY FREE IN THE POST

COVER1-
AREA. NORMALLY INVOLVES OUTSIDE TECHNIQUE ON INSIDE RECEIVERS.
VARIATIONS
1D0G- AFIVE MAN BLITZWITH A m%mj REMAINING FREE IN THE
. MOF.
1 DOUBLE - . EXTRACOVER z>z DOUBLES 1 THRU 5
180X - ATRIANGLE COVERAGE _z<o§zm THE'SS. ITIS USED TO %zcrm
BUNCH OR STACKED LOOKS.
1 LURK / ROBBER - ONE OF THE SAFETIES WiLL DROP INTO THE MIDDLE AND BE FREE
(FUNNEL) UNDERNEATH,
(THE WORD FUNNEL WILL BE USED WHEN THE FS LINES UP DOWN
IN THE BOX PRE-SNAP AND HE DOES NOT COME FROM DEPTH)
1FIG- COVER 1 WITH THE FS DOWN TO THE WEAKSIDE INJOUT ON
#2.
sy 2005 PLAYBOOK
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. COVERAGE . . COVERAGE -
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COVERAGE , T COVERAG! : _
DlO<mm 2 MAN: 2-Deep, 5- C:amq Man Fire Zone 3 /3 Seam: Pressure / 3-Deep, 3-Under
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COVERAGE
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COVERAGE

'COVER 2: 2-Deep, 5-Under Zone
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~ suB COVERAGE

WE USE SUB COVERAGE RULES ANYTIME THE DEFENSE HAS FIVE OR MORE DEFENSIVE BACKS INTHE

FIELD. IT IS CALLED THE SAME AS REGULAR EXCEPT WE USE DOUBLE DIGITS TO TELL US THE BASE
COVERAGE. THUS A COVER 3 WOULD BECOME 33 COVERAGE. .

EXAMPLES:
00

il

22

§5

- 66

88

PLUS TAGS
PLUS TAGS
PLUS TAGS

PLUS TAGS

PLUSTAGS

PLUS TAGS
PLUS TAGS

PLUS TAGS
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COVERAGE
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NICKEL FRONTS

SUBSTITUTE DEFENSES ARE USED BY OPPONENTS IN LONG YARDAGE
AND THIRD DOWN SITUATIONS TO MATCH THE OFFENSE'S SUBSTITUTED
PERSONNEL (3 WIDES / 4 WIDES / HALF / SUB). THE DEFENSIVE wmmmozzmr
IN THE LINEBACKER POSITIONS WILL BE IDENTIFIED AS LINEBACKERS
EVEN THOUGH THEY MAY BE DEFENSIVE BACKS. -
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Line stunts involve defensive lineman when they are making directional or cross charges.
In some instances, the cross charge may involve a defensive lineman and a linebacker.-

"“This will only be notad by the gap the linebacker charges in as itis assumed that the DL

in the front has compensated In gap responsibility.

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 (example: the weak DT drives first with the weak DE looping over the top behind him)
as a WTE. A 34 twist in which the nose stunts first with the weak DE looping behind would
be called a NWE.

Athree man twist will be designated with the drive man called first and the looping DL named
second. For Instance, If the WT and ST drove into their respective gaps and the SE looped
behind the WT, we would call that a WT/SE. This would tell us that the SE came all the way

“over behind 5m WT on the weak side.

We will only designate a cross charge involving a defensive end or a defensive tackle with a
linebacker when it takes the form of a twist.” We will designate the stunt 3 the first charger
(example: 43 W/WE, 34 MIN). -

A veer involves a directional charge to the inside by a defensive end over an ofensive tackle
or a dart by a defensive tackle over the offensive guard. A slant/angle involves similar
directional charges by two defensive linemen. Slant = Weak, Angle.= Strong
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THERE ARE THREE SPECIAL SITUATIONS WHEN OUR OFFENSE HAS THE BALL IN REGARD qo.._._gm
HANDLING THESE SITUATIONS CORRECTLY CAN OFTEN MEAN THE o_m_...mmmzom IN <<_zz_zm AND
LOSING,

‘

" 1. WE HAVE THE BALL LATE IN THE GAME AND WE'RE BEHIND

2, <<m I><m THE BALL _.>4m IN THE onm >zo THE SCORE IS TIED OR WE HAVE THE BALL Cﬁm IN THE
FIRST HALF REGARDLESS OF THE SCORE.. A

3. WE HAVE THE BALL LATE IN THE GAME AND WE'RE AHEAD,

NOTE: WHENEVER WE ARE MANAGING THE CLOCK, IT IS IMPERATIVE THAT EVERY 2.><mx ON
OFFENSE UNDERSTANDS THE RULES GOVERNING THE CLOCK DURING THESE SITUATION.

THE CLOCK m._de AND DOES zo.q START UNTIL THE mz>v

1, ,zoozﬁﬂm n»mm

2. CHANGE OF POSSESSION

3 TEAM TIME-OUT.

4. NOTIFICATION OF TWO MINUTES
5. CATCHAFTER FAIR CATCH SIGNAL

6. TOUCHBACK

N

OUT OF BOUNDS. (BALL CARRIERS AND RECEIVERS ATTEMPT T0 GET OUT OF BOUNDS OR STAY -
IN BOUNDS ACCORDING TO THE SITUATION). GP: ON 3RD AND 4TH DOWNS, BE AWARE OF 1ST
DOWN MARKERS. GP: LAST § MINUTES OF GAME OR LAST 2 MINUTES IN THE 1ST HALF

8. IF REFEREE STOPS PLAY mmo>cmm OF GROWD zo_wm (THOUGH THE GAME CLOCK DOES NOT
START UNTIL THE mz>3

2005 PLAYBOOK .
TIMEMANAGEMENT

1.

2.

3

USE OF TIME OUTS IN THE.LAST TWO MINUTES

THE LAST TIME QUT WILL BE SAVED FOR AFIELD OOZ. OR WHEN <<m o>zzo._. RUN ._.<<o PLAYS
<<_._‘Ioc,_.4xm o_.oox mczz_zo QuT.

THE mmoozo TO LAST TIME OUT. E:.r mm SAVED TO USE WITHIN 50 SECONDS INA m_ch‘_oz
WHEN WE WOULD WASTE TOO MUCH TIME BETWEEN PLAYS.

THE FIRST TIME QUT (PROVIDING WE GO INTO THE 2 MINUTES <<ZI >:. THREE .:Zm oc._.mv MAY
BE USED AS THE SECOND TO LAST, BUT WITHIN 2 MINUTES OR ANYTIME PRIOR TO THE LAST 2
MINUTES FOR A CRITICAL 3RD DOWN SITUATION,

RED BALL OFFENSE COACHING POINTS

BE AWARE OF COMPLETE SITUATION AND PLAY BEFORE TAKING FIELD.

OFFENSIVE TEAM BE AWARE OF CLOCK BEFORE TAKING FIELD,

'ALLPLAYS ARE ON THE SNAP COUNT OF SECOND SOUND IF CLOCK s mczz_.zo.

OUR BASIC STOP THE CLOCK PLAY WILL BE *CLOCK-CLOGK." THE OLAND RB WILL BLOCK 3 STEP
SOLID PROTECTION FROM TACKLE TO TACKLE AND ALL OTHER PLAYERS MAY ALIGN ANYWHERE At

" LONG AS WE HAVE 7 MEN ON THE LOS IN ALEGAL FORMATION, THE QB WILL SPIKE THE BALL

. DIRECTLY BEHIND THE CENTER. THIS PLAY WILL BE USED ONLY ON 1ST OR 2ND DOWN UNLESS

USED FOR A FIELD GOAL TRY WITH LESS THAN 15 SECONDS. CP: WE WILL SNAP-THE BALL oz
2ND SOUND.

NO I.mxo_nm <DONT ..,m<,4xm IMPOSSIBLE.

BALL CARRIERS CONSERVE .j_sm BY :)zo_zm THE BALLTO AI.m. OFFICIALS.

GET CLEARLY OUT Om.moczom. IF nOmm_m_.m. GET YARDAGE UP .w.cm_._zm. THEN STEP OC._..
TEAM - m_m GAIN, RUN >zo GET OVER BALL OC_OE.«

QB CALLING TIME OUT - GO TO REFEREE mmmOmm PLAY IS STOPPED AND SIGNAL TIME IF PLAYER IS
TACKLED IN BOUNDS.

10.-QB - COME TO SIDELINE DURING TIME QUTS AND ALWAYS CHECK SIDELINE WHEN jg,m IS NOT OUT.

11. ALL OFFENSIVE PLAYERS LOOK TO SIDELINE FOR INSTRUCTION FROM THE HEAD COACH.

2005 PLAYBOOK o
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THE FOUR MINUTE OFFENSE

WE HAVE THE BALL LATE IN THE GAME AND WE ARE AHEAD. WE MUST MAKE 1ST DOWNS AND CONTROL
THE BALL. BACKS AND RECEIVERS STAY IN BOUNDS AND KEEP THE CLOCK RUNNING, NO PENALTIES

. THAT WILL STOP BOTH US AND THE CLOCK. OFTEN A GAME-GETS EMOTIONAL AT THIS TIME. DO NOT LET

AN OPPONENT BAIT YOU INTO A FOUL. THE OFFENSIVE TEAM WILL SNAP IN >zo ouT Om THE Icocrm
AND QB WILL CONTROL THE TIME ON THE CLOCK.’

THE FOUR MINUTE OFFENSE no>nz_zm POINTS

1. BREAK THE HUDDLE LIKE NORMALAND USE AS ZCOI TIMEAS _uOmm_mrm AVOID OVERLY CHANGING
YOUR ROUTINE.

'2. PROTECT BALL.
3. KEEP THE BALL IN BOUNDS.

4, NOPENALTIES,

o

EXPECT BLITZ - BLOCK AGGRESSIVELY

KILL THE CLOCK

6.TIGHT DIAMOND WITH BACKS PROTEGTING THE GB:
® &
(2 8yards

4 TIME MANAGEMENT



6.

7.

SITUATIONS

RUN TO VICTORY _
A situation where the amount of time on the game ¢lock combined with

. their remaining time outs means that we must run 6-7 seconds off the

clock by running. Take the shot clock down before we w:wu the ball after
their time outs are expended.

xzmmr TO VICTORY

Their time outs, or lack of them, oo:&_:ma with time left on the game clock
means we can kneel as long as we let the shot clock go down to one (1)
before we snap the ball on each v_m<

Kneel (6 Tight Diamond)

258 EXTRA AIR BALL (NY - Heavy Rt Fig)

If Coach needs it. Under 6 seconds, 4™ down, end of half or m:a of the
game 8 avold kicking risks. Up by 2 or less.

NO BRAINER (Freeze)

. Line up as if to run a play continually going thru omam:om trying to lure the

opponent offsides. Center can snap the ball if the opponent moves into
Neutral Zone. (QB must be ready all the time) >oc “Freeze” — Takes the

“snap option away from the Center.

RED BALL (2 Minute Save Time)

Set Formation (Spread Rt)

Set Cadence (Blue ~ Go)

Set Plays — 9 Possibliities (7 Passes / 2 Runs)

. Check Opposition In Film for Huddle Calls

Calls should reflect their tendencies. Sometimes a QB would be best
served to continue RED BALL when clock m,ouuoa it he 8: be certain of
same a&m:wo.

4 MINUTE (See Run to Victory / Kneel to Victory)

Situation where we must expend time. Stay In bounds. Take all the shot
clock and be prudent about passing the ball for risk of poor play or clock
stoppage. QB Is “fail safe” if we attempt pass.

LAST PLAY BACKED UP .

Little time (25 seconds or less) _
No time outs — Need a TD .

73 LA Express

Hook & Lateral

75 Slow Panther Express

s

»a8
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THE CLOCK STOPS BUT STARTS ON REFEREE'S SIGNAL

1. ANY OTHER OFFICIALS TIME OUT
2. ‘MEASUREMENT FOR A 1ST DOWN

3. INJURED PLAYER REMOVED FROM GAME. (IF THE INJURED PLAYER IS FOR THE EXTRA 4TH TIME OUT,

10 SECONDS WILL BE RUN OFF THE CLOCK; IF THE INJURED PLAYER 15 FOR THE EXTRA'STH TIME OUT,

10 SECONDS WILL BE RUN OFF THE CLOCK PLUS A5 YARD PENALTY).

4. IF YOU BECOME INJURED, GET OFF THE FIELD ON YOUR OWN IF AT ALL PHYSICALLY POSSIBLE.
WE WILL HAVE TWO (2) KINDS OF .§z,>omgm3 OFFENSES IN REGARDS T0 TIVE.
1. THE TWO MIMUTE Qummz.mm

2. THE'FOUR MINUTE OFFENSE.

THE QB WILL ALERT THE TEAM FOR “RED BALL" IN THE HUDDLE. EXAMPLE OF QB CALL:
“ALERT FOR RED BALL." THE QB WILL THEN MAKE THE INITIAL HUDDLE CALL.

AFTER RUNNING THE FIRST PLAY, THE OFFENSE WILL LINE UP ON THE LOS. EXAMPLE THE QB WILL
CALL “"CHECK-CHECK 72 (#2) / CHECK-CHECK 72 (¥2)" AND WE WILL RUN 72 GHOST 40mmmm Oz THE
mmoozo SOUND (BLUE-GO). .

<<m WILL CONTINUE TO RUN THE RED BALL OFFENSE UNTIL THE CLOCK IS STOPPED OR QB CALLS
FOR HUDDLE TIME OUT. WE CAN AND WILL USE THE RED BALL OFFENSE EVEN ,_.IOCQI THERE
MAY BE MORE THAN TWO z_chmw ON ,:._m Q.Oox .

- TIMEMANAGEMENT




TE/ TACKLE TECHNIQUE

5. “STEEL” - Inside zone technique for FST / Y vs Red look.

FSY: Settle step take off for midline of down man, vOmaEm,wmﬂ off for LB vs scrape.

FST: Flat step take off for near hip of down man. 1 hand push vs hang, 2 7..&& push vs stack,
2 hand push vs scrape. Try to.displace TE on down man.

Ly ly

DD DL @\%w\
“STAG” - Outside zone technique for FST / Y vs Red loak,

FSY: Settle step, take off for area outside of midline of down man. Work head beyond his .
helmet. Keep pushing (Try to get head outside defender’s body - don’t turn your body to
accomplish this.) Look for scrape LB over the top. (Don’t get off until he gets to w.os )

FST: Drop step with near :m:a to hip of defender POA - Near #, 8 midline of E. Use 1 hand
vs hanging LB. If he goes to stack, start pushing with 2 hands but don’t bury your head until

you know he’s past defensive lineman. Now slip head to #1, middle and cover man up, keep -

pushing. Try to displace FSY vs hard scrape.

B. - B™

od ol
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QB CENTER EXCHANGE:

STANCE - A Quarterbacks' stance must be oneé to transmit oo::aw:om m:a facilitate for

movement.
1, Feet : '
a. Faet about the width of the arm pits
b. Weight balanced on the balls of the feet.
2. Hips
a. Lower the hips 5o that the knees are slightly bent. )
b.  Lower the hips so that the hands can be placed in the center’ 8 220:
wrist deep and also allow the arms to bend at the elbows.
3. Body
a. ~ Stay tall, an erect torso spins faster.
4, Knees ) ‘ )
a. The knees must be bent as extension of the legs wili facilitate you
getting under way faster,
5. Weight
a. Balanced over the balls of your fest. .
6. Arms
a. Always keep them slightly bent, relaxed, ioose and ciose 8 the body,

This enables you to:

1. Follow the center by stralghtening the arms.

2. Adjust to the ball inthe event that the center doas not hit dead
center of the to hand. Minimize the margin for error on the
mxn_._w:om. ..

7. Hands
RIGHT HAND
a Right is top hand
b. in center's crotch, wrist deep.
c. Push palm down

d. Extend, spread fingers,

Right hand Is in dead center of nm:”mxm crotch

Apply upward pressure, it is the center's target. Make him feel it.

. The thumb of the right :m:a is under the thumb of the left hand.
(optional)

Q"o

LEFT HAND

a.  Leftthumb is over the right thumb. This Is the _oizo vo_a of :m:am
b. Left hand taces center’s right foot.

c. Fingers extended and spread, pointing toward ground



i,

Take Inventory of yourself. See how wall you qualify with the above characteristics, tn analysis of the

Se~oQoOe

CENTER

A)  STANCE
Both 3@.& parallel

B) SNAP
1.
2,
3.

4,

Snap ball as hard as possible

Exchange must be executed with speed.

As you drive the ball to 50 top 3m:u give It a slight wrist - % twist so it fits the
QB's hands.

The ball must be vmi_m_ to the ground at ooamQ with the top hand of QB.

| TSTAND P ARTERBACK
Must exercise leadership
Naver suffer from Indecision '
Never gets carried away with himself
Exempilifies confidence but not arrogance.
Never loses his nerve.
Adversity on the fleld doesn’t bother him,
Abllity to react in clutch situations.
Is great under pressure.
He knowsa what he wants to do and doss it
. Has natural passing, faking, ball handiing, play calling ability.

K. He knows and can road defenses. .

L Can throw long or short. Can drill and can uo:o: and throw with a light touch.
m. Sets up quickly without wasted motion,

n Can pumnp the ball and look off defenders.

0.  Has a quickness with arms, feet, and hands.

p. Gets the ball away fast.
q. Has a great arm and mind - a rare combination.
r. Must forge a working relationship with the Head Coach.

former n_.mm,m these qualities very am:::mz prevailed.

V.

ART

There isn’t any doubt but all the factors that spsll success In football, proper <election of plays
Is by far the most Important. Poor play calling will kill a great team. Good play calling will

'S STR

permit an ordinary aggregation o rise to tha :mazm.

There are rmany factors which govern play om_ :o All factors are superseded by these two
Important principles:

1. What plays, passes do we own that due to the design of the play and the personnel we

possess must be run regardless of who we are playing.

2. What plays, passes have we included In the game pian to take advantage of the
particular team we &re playing.

The above two u:aoimm.ma most important and basic In a QB's strategy or o.m_._.o‘ m&_o:,

2

30

3

)
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The offense .:oacnr_«\

The theory of defenses and the abi tles of their awa:mzw nmao::m_
The capabilities of his teammates.
Certain general rules for play selection,

KNOW YQUR OWN OFFENSE

N -

Know every man’s assignment agalinst every defense

If you are famillar with the blocking combinations, a change in the base call ofa
play ¢could help win a game. . -

Know how blocking comblnations change Into varied defenses,

You must know how our plays fit into serias, how they are coordinated and
made to look allke to the defense, so that the success of one play wili help
another to be good.

Go through your offense and analyze each play as to type and o:mzomm of
success under various clrcumstances,

You must remember to use the plays that are <<o%_=o If nmaosE plays are
gaining ground, keep using them until an adjustment is made to stop them, then

call the companion play. Take what they give you and w wear it out. When it's
worn out, go to 8322:0 else,

2.

You must know how 1o attack the weaknesses of thelr totai umams of defense
as well as the individuals within the defense.
Wae will attack system waaknass first and personal weakness second,

YOU MUST KNOW THE CAPABILITIES OF YOUR PLAYERS

1.

Some men are better In ane phase of the gama than others. You must use the
plays which best suit the personnel in the omam at any nzm: time.

Know the strengths of each player.

Know the weaknesses of each player.

Some will rise to the ooomm_o: great 8:62_83. Others never measure up In
a clutch.

Read carefully the basic rules as ocz_:ma In play calling mma&_o:
Tactical situation Is made up of six items:
Time - (2-minute offense - ahead, behind)
Weather and field conditions :
Distance
Down
Score .
Fleld position
Play calling Is effected by all of the above six items.

Run - get the 1* down. It is'the best time to get the 1* down. Third and one is the
most difficult time. Do not be so foollsh and pass in this situation as the defense plays
pass, Consequently, It Is easler to get the 1* down, also something could happen
(pass protection breakdown) to causa a loss. To do something that may result In a
possible loss Is an unforgivable sin o* nm:mﬂm_m:ﬁ in this m_Em:o:

2-6 or Less
You have succeeded in getting our average. We have 2 aossm to get slx, you should
Tun 90% of the time. Follow the ready list for another strong running play.

2™ and More Thap 8 (Know defensive ,m:am:o_mwv :
<<m have not reached cur average. "You can run or pass. If you run, outside might be
best unless the game plan Sa.omﬂmm o?mzsmm mo_‘omsm Draws, Rolls, Waggle (if no
dog) are good.

3"° Down _

All downs are of vital importance, however, victory as mom_:mn loss can fraquently be
pin-pointed to the success or failures of 3" down situations. U_ﬂm:om to be gained
should influencs your call.

3%and2or rm. s (They will be in Short <wamno Defenses)

We must maintain possession. On occasion, we might throw a quick or slant with as
much as 2 <wam to nm.? With less than 2 yards, use our

3%and30r4,5 (Will probably use regular defense)

These situations are the most difflcult situations In Quarterbacking. Run as against
pass will be determined by the nature of the defense we encountsr in this situation.
Some clubs play pass detense in s:_os case wa should run.

39 and More ._.Umm 5 (Prevent Um&:mm m_EE_o:v
This Is definitely a passing situation, On occasion; an oEmEm play (Sweep) is definitely
_:a_omdaa <oc can expect a Qoon_:n or Em<02 defense.

PANTHERS PA
1. Percentage Passing
a. Our passing attack inciuded 3 classifications of passing:
, 1. - Short - Hitches, Slants, ste, - ,
2. Medium - o:%: Ins, Stops, Seams, etc.

-3 Uomv - Go, Q, etc.

b. Pass oo<m$nm will dictats the passing mvuamn: to any game.
Howsever, the umamamom approach is a mixture of the short and
. madium type passes with the deep pass thrown at no greater
percentage than one for 4 or 5, The medium length pass is thrown with
greatest degree of consistency. :
60 plays - average
36 running plays
24 passes



.:._mw<m.‘mnwcmwm:oc_acomuuaox_ana_ﬁ
: 8 Short
12 Medium
4 Deep

The aﬁm of pass coverage will o:oon the above figures.

‘The above percentages are round :ocsw It i_._ serve to uzo us the <E_m:o:

in depth of throwing we need.

‘To utilize any one phase of our passing game too frequently will hurt us. For

example, to throw deep constantly or to throw short too consistently will hurt us.

You must key and read your keys properly, Our passing game Is E.m&om.oa on
throwing to the single coverage man. Throw where the coverage Is the
weakest. Like the running game, we run where there are fewer people - where

- we have angles, wa must pass whére there are fewer people. To be able to

accomplish this, you must follow your keys.and throw accordingly.

Must control the underneath coverage. The success of any pass defense
depends upon the help that the deep men get from thair linebackers. If they
don't. no. any help, no pass defense will hold up.

Timing 2 the throw. Getting the ball 5@3 on time _m of vital importance. Hit
them on the break or before Is necessary for completions. |t takeslong, hard,
i It [ art. :

Pump and look off, These are the necessities or the finesse that go with
accomplished artists. The above also takes work to know who has to ba looked
off and where to pump 50 a6 10 help the receiver remain free or to open once
he has defeated his opponent,

SETTING TQ PASS

It you expect protection, you must understand the area we are trying 8 protect
and stay there,

a. Width of v.oaozoz area - from outsida hip of one offenslve on.m to
anather, ’

b. -Depth of anozo: area - 9 yards

Setting to pass as fast ag possible without losing body control, will aid your
completion record. It gives you time to look to <o..= receiver mca %__<2. the ball
Eouw% 2_5 the necessary timing.

E,

PLAY CALLI
Critical situations mmumS”o the men from the boys.
1. Goal line or short yardage attacks. -
. Long yardage sltuations
. 3™ down situations

. Deep in own territory
. Use of special plays and passes

[$ AR )

Football, in any classification, is a percentage game. A Quarterback who goes agalnst
percentages too often will fall, He'll have to be extremely lucky. No cne figures 1o be that
lucky due to 50 many mxﬁo:cg_:o circurnstances involved in a 22 man game.

The following rules for play calling have been omsu:w:mn for 30 Panthers to reduce the

margin for tactical error. Errors In play calling will kill us quicker than mistakes in any other
phase of footbail.

1. 60% run
2, 40% pass

.:.5 above percentage batween pass and run is the heaithy approach to pro football in any
tightly played football game. To run more than 80% of the time will result in low scoring unless
we are definitely superior. To pass more than 40% could mean costly losses as the result of
fallure in pass protection with loss of ball possession and fleld position.due to interceptions.
To expect perfect passing and protection with promiscuous throwing Is unreasonable, due to
difficuities encountered Iin pass protection.

F.

ROWN AND DISTANCE SITUATIONS
The percentage of run as against pass on first and ten should be 3 runs to 2 passes.
Reason: We must avoid the mistake - loss of position, possession or the QB thrown

for a loss. We must avold the 2™ and 15 situation. Avold the loss on 1* down, select
the sure fire running plays listed in the game plan, If <oc vmua‘ select the gyre fire pass

“listed in the game plan,

The best play to call is a play that we consider our basic - a play that we are capabls of
running well, regardiass of the opponent we are playing. |f the defense Is set 10 stop
our baslc runs, wa must consider and increase In passing % on 1* down - - passes that
take advantage of glaring weaknesses.

NS Um n .

What we do on 2™ down is governed by what we have gained on the 1* down. If we
gain the charmed figure of 4 yards, we should tun: If not, we can pass. An opponent's
long yardage defense might, however, effact the above thought. For example, they

might go into soma type of Prevent or Gone Defense which leads tself to find outside
running.
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10.

e At the snap, you must study your reading area.

The key 8 moz_:n .o pass 2:: necessary speed _m vcmzzc. or 9_<_:m off the
right foot.,

a.. Prevents sitting out.
b. Throws body away from line fast,
¢c. - Enables you to follow the center on snap.

Discipline is the key to successful passing. You must moooan__m: the _o__os_:o
to become a top professional passer:

a. Read the coverage before the ball i m:mvuoa (pre-snap look).

b, After the ball Is snapped, push off your key foot - right foot.

c. Get away from the line of scrimmage as quickly as you can.

d. First stride should be a ong one.

f, You must use the proper footwork o fit the route run 3 :6 recelver in
order to obtaln good timing of the throw,
g. After reaching your setting spot, if the receiver is not open, move up in .
the pocket for additional protection and time.
h: Be certain to read the underneath coverage as the flare action 3m< be
. your best receiver, .~ - ) -
i, Throw or “Take Off” at first um<_62

Our set up areas <2< moooa_:n to the pass thrown. Itis. ammmcan in length oa
stride:

Out&Curl 1and4 (5)
Go's & Corners 1-6  (7)

Pump and look off is-accomplished while mmn_su up.

The ball must be held chest Zo: and with two hands. If the pattern anc_am
pumping the ball, pound it into your left hand. xcov it chest high and in BOTH
HANDS; ready to unload quickly. -

Steps in Drop Off EEEPPEBIEE
moz_:u up must be done as quickly es possible.

mqomx your sprint back with right foot and get cocked and ready for delivery.

Zmro a move Into the pocket. Stay tucked. )

The key to good passing technique is to drop off to the required distance with

intense speed. Set up to pass in a good balanced position. Keep the ball chest

high, hold the ball with 2 hands prepared for a quick delivery, .Stay In tha

pocket oblivious to rush and put the ball in the air at the proper time with the
proper speed and :m_oso? >oooac__% this and you have it made.

d. " Flare actlon is designed to :o& _umoxm-m. If cmnxo—m are loose, I_._. flare
men.

e. The sacret to mzm.oxm:o Cover 1 (man for man) is 1o attack the single
- coverage man'who is on his own with no :m_n short or to either side
(Inside, Outside)

f. You must know :6 __a_sncm_ Emmx:mmmmm of our opponents and attack
them.

9. There are many methods of dropping off by deep secondary men. Each
method provides a weakness - know them,

7. Cover, Two, Four, Three ﬁo:.&
-8, To successfully attack zone defense, concentrate on attacking the slots.

b. Flare action is a must to hold the. backers close to the line to help cpen
up the zones behind them.

c. Running is great vs Zone with walked off backer.
d. Must know if It is an inside zone or outside zone.
e Must know if it Is a fleld position zone, ball, of fleld zone.

f. .Our passirg game will be set to attack either Inside or outside zones.

9. Attack Zones:
1. Flood 3.
2. Hitouter edges 4,

I_. seams
Vertical stretch

8. Exact knowledge of defensive coverage and the patterns to take
advantage of these defenses Is a must,

L. . H P 10N PA

1. This phase of passing Is most important. Both in relationship to Plus (+) and
Minus (-) areas and hashmark location,

2. Someteams play defense by field position. If they do, most of our passes are
best thrown from certain posltions on the field _: S_m:o: ~o hashmarks.

3. Consideration for each pass according to fleld position will be Sxm: as the pass .
play Is given to the team. Heed it carefully, It will enhance :w $uCCess.,

4, . Some passes need a great deai of area to be successful, Q:m_‘ passes need
proper formation set in relation to hashmarks to be successful. You must"

czqo_‘m,m:uSmmxmo::moéo::mm:mo:_‘_m:_o_auom_zo:u_mva_:nsm
success or fallure of a pass om:m:_ ) :
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AREA PLAY CALLING - ) L : 11, Make your move up and out - never around. This will résult in the big loss. You

; - must.avold the big logs. Second and 10 is nothing. Second and 20 kills us.
. o C | ing around'rushers vecially you,
,oo>_. OPPONENTS GOAL LINE - | GOAL . . v ) Wandering off end running around’rushers hurts us and more especially you
, S 12, !f you don't like what you see and can't go to your outlet, RUN - straight away.
50 . PLUS (+) %0 _ ‘ 4 IMINGOFPASS
MINUS () . :
1. The caso of the delivery is omwo:zm_ Itis sm single most important item to
successful passing. :
GOAL PANTHER GOAL. LINE GOAL - 2. Each route has its own distinct timing, As routes and patterns are developed
. " on the fleld, the exact point of delivery will be emphasized. (Final Move).
) : 3. Take mental notes on the field on timing of the throw - set your drop oft
a. The football field is divided into 2 areas - Plus (+) and Minus (-) accordingly. >__ QB's stride vary.
b. Minus area Is the area from our goal line, the goal line we are defending - on . )
. outto the 50 yardline (mid fleld). , 4, If you cannot coordinate eye and arm to get the ball at Its intended spot
c Plus area Is the area from the 50 to the opponent’s goal line. (mid field) to the properly ard on tims, ‘you are not a vmmmoﬂ
goal line we are attacking. .
d. In certain areas of the field, our thoughts must be channeled with certain ideas 5, Keeping tha ball in both hands and chest high is part of the answer.
predominating. . .
) 6. Generally speaking, the proper timing of any pass is putting the ball in the air
INU 2 YARD ‘ ) : before, or a8 a recelver goes Into his final move.
1*and 10 ' 7. I you wait until the recelvar is well into his final move, you are oo late.
Sneak or Wedge or m:m_u:» >:mma stuff to get onmqmszn room. [f pass, use only
maximum protection. In this area, they send everything but the equipment man after .
you. _ ; K.  ATTACKING DEFENSES
2™ and 3° Downs 1. You must know tha theory of all coverages. Without this knowledgs, you are
IF RUN: dead. :
1, Use 0-2-3-4-5 holes. 4-5 holes are best as blocking adjustment to varying S )
detenses Is easier.. 2. You are elther attacking man for man defense or zone dafsnse.
2. No difficult ball handling. o
) : 3, Vs man for man defense, you are beating the MAN.
IF PASS: . .
1, The pass Is the best way to get out - If you throw E_»: your MIND, Use 4, Not knowing the difference will result in stupid interceptions,
rnaximum protection passes. i 4
5. Study your coverage sheets so that by marely glancing at a defense, you know
2. Must throw 10 outside men outside unless covered short. the total coverage design.
3. Must throw 1o inside men outside, 8. Cover 1, Cover 0 (Man to Man)
4, Q, Out, Stop, Hitch, a. Hit the single coverage am: Thig will _88 you in business for a long
- time, . .
5. Neaver hit Y on the inside, . b. Stay away from recelvars who are doubled short and long.
, ) Example: X End with X Backer,
6. Be prepared to throw it in the stands. . B ¢ Wae do not throw to post If weak safety is frae unless the nmzm:._m weak

safaty control - even then it can te dangerous.
7. Go’'s - Q, Y to Corner are good,

10 8



‘8. This a.l dog area - use strong protection. :

9. .- Rolls to the outside are ::o,
10. ,:6 oxma pass n_mva wlll be __mama in omao u_m:.
MIN . 1

1. Sneak is not necessary.

2, The same thought as above prevalls,
MINUS 10 TO MINUS 40

1. All rules are off, however, use discretion,

1. A mistake In u_% ou_=:o._: this area will force us to kick a field oo,m_. We don't
want 3 points, we want 7 points,

2. ‘1" and 10, ltIs RUN va PASS 310 1.

3. The charmed average n_%o:no upon the 25_3 point.
4, . With 4" down and _ow« than a foot, wa may go for It - so divide the total a.mﬁaoo
. tobe om_;oa by 3 downs. The answer _u the charmed distance,
.8 K <oc make the charmed distance, keep E::.:o.
8. mm_< on oE goal line running list. Don't let your _Bwn_:m"_o: om. the best of you
unless the defense is ooan_ms_< out of unzos
7. If you fall to make the o_.s_.z..ca distance, then re- o<m=§o_ take what you have
decided will give you the best chance for TD.
PASS
1. 99% of coverages used in this area are normally of 2 varlaties - Red 2 or Red 4,
or blitz. Some blitz zons I8 incorporated to force early throws Into zone.
2. . Cover Zero Blitz is another mixture of MarZone, '
3. All goal line. passes are sharp breaking patterns deslgned to beat the man pto
- the end zone. Think of throwing into the end zone.
4. Throw for the score.

5. . It is the area of INTENSIVE rush

19

——

15,

16.

20.

21,

22,

23.

- 24.

25.

26.

27,

<..uc must'use variation In Q.uou of Pass Action - use Straight Back, Boot, Roll
Qut, Play Action, Motion, Double Wing. It aa:::oq xmmum a amﬁm:mm loose, But
know when and where to use them.

Proper use of m_ma Action is most important to gid pass n%m_,:m‘ Flare Actlon
Is outlet passing - hit flare men if coverage is loose on them.

Good judgment as.to whether to hit main nmzms or =m3 action Is necessary to
become a Pro Passer.

it you dacide to hit'the flare instead of 50 main nmzms don't change Knm
mind,

Our passing game is set up to beat Man for Man Coverage or Zone Coverage.
You must know the tools to use vs either type of defense.

Don't get touchdown hungry by throwing too many long passes. Mix the long
pass with the short pass. The goal line will hit you faster with this theory and
xmmv you maczu longer. Long pass percentage is 1 to 4 or 5.

Study and .oma the ummu_:n game for u_cm and 3_=cm areas. Mistakes in either
annihilate us.

Study, _029 and use proper vmm.m_:n audibles. A good audible can heip us win,

vmwm_:n audibles are. om:ma

a. = To rectify a cma om__ In huddle.
b. To take advantage of glaring weakness in a defensa.

Don't be a “Fraternity Jos" by throwing to your favorite buddy. it Is possible to
have a favorite receiver only uoomcmm he is the best, surest, and most
consistent o_snz receiver,

mm_mnoma 5655@ to all _.moozma will win for us.
We a_m:xo stupld _2282_0:» __xm.

a. - Throwing into the Post vs 3 Ova zone.

b. Throwing Inside at minus area. Y inside, etc.

c. Roll Outs - hitting men on inside pattern no farther than in; We will
tolerate bad throws with good deslgn in which the unexpected happens.

'd. - Throwing for grabs - completion for us or them will not be tolerated. -

The key to successful passing is woam? Draw, Short, Medium, and
Intermittently deep.  Hit flare when deslgn does not look healthy. -
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ELIMINATE INTERCEPTIONS:

Points to help completion average:

1

»

9.

10.

1.
12
13.

14,

15,

18.

- Know coverage

‘Use the Screen, Draw, Slip, Boot, Play Pass, Roll. K om off .

Read propetly’
Good timing of pass.

Good judgment ag to when you should throw or run. Must have a chance for

completion. Don't throw for grabs. 50-50 nsm:oo Is not a good percentage.

See the underneath oo<m_.woc and learn control,

Hit the single coverage man.

x:oi the proper :w_oﬁo_‘ Drill, w_ooumr Practice 552_5 each (Definition).

Throw away from oo<2nco man c.sma_: of error).

Aom:mqm_q spoaking, the myo.:oq the pass the harder you ::os It. | -

Uo_.: throw off aw_wzoo‘ If you are having Eoc_m..:m. this single uo_a may be
the answer.

Point the belt buckle in the direction of the ball tlight.
Don't allow the ball to be In the air too long!

2m<o..§3<<§mm:o:um§.o:nm:aﬁm_o:anmmmmzon.2m<m::3<<smz:am
raceiver. '

Don't throw out of play action on an obvious passing down,

Throw where the receiver wlill be - not where he Is.

14

@

They rush with .5 least 6, Cover with 5. Sometimes .Em.:.s%: 7, Cover with 4.

7. Quick play action Is good - it holds linebackers, m__oim backs to slip into flat
behind a slant - hit single 8<2mno man,

8. A Quarterback must NEVER, NEVER take a _omm in this area.

é

1. Wa must hit X, Y, or Z deep early in the ball game. "Use play action or Backs
Stay. It will help on our over-all passing game. Vs blitz defenses, which

eliminates Weak Safety, we must be able to throw over the top.

2 We must hit outside men outside. It wiil not o:_< help set up Inside routes, but it
is the gafest area to throw In.

3 Tryto noan_o,m your first pass. it will enhance the Bc_.m_m and confidencs in
our umma_su gamae.

If thay are crowding our recelvers, hit the Deep and Go routes.

If they are loose on our racelvers, use Curls, Outs, Stops, Ins, Hitches.

Crossing patterns are Scn: to defense In pro football. Use them.

N~ o o

. Picks can't be defensed with cover one. However, if rotatlon (zone) coverage
hit Y, Z on Inside-hit X outside or sharp to inside. (medium)

8, Hit X from 3-1 set, Hit Z from 2-2 set, especially vs teams SE defense
formations.

9. The best iw< to obtaln weak safety control:
a. Clrcle weak (Streak)
b. Fan out or swing weak. (Wheel)

10. - If defense s aooo.ac.. use passes in which Y blocks. Use occasionally,

11, If nothing seems to materlallze - go to 2-2 or 3-1 formations.
12. . DO NOT throw from play action on an obvious passing aoss Set straight
back.

13, ItIs a good Idea to occaslonally throw 2 screens In & row. First down screens
are generally the best down - obvious passing down I8 next best. (zone downs)

14.  Screan, Draw, and Slip whather they are successful or not.

12



parameters?) throw the ball away (when and why) take a sack (ever?).

The Boo:m:_om of 332_8 accurately. S B o . . . a

“The athletic mw___z and practice o no» in and 3»58_: um_msoo or body position 8 repeat good n o b.

562_8 Boozmz_om_

The wszo_u&_o: s:z: Eo patterns and routes of the 38.53 to pass Sm am__ to them befora o c,

‘ EEE :2 m:o_, they are ooo:.

._..._m judgment as to 5_63 to pass the um__ to, when to pass =6 ball; when not to pass the ball.

When yau don't pass the bali and uc__ it aoi: and begin to run or maneuver - what judgment is . d.
used to make the best dacisions. Run (where and how) run and pass (do you have -

1. PASSIN A . . .

-

a, Keep the cw_‘_ at chest :,m_oZ no fower,

b. Shoulders vmag,a_oc_m..,a target

c. Shoulders-paralle! to the ground -.not tiited.
4 Fest shoulder width.

. Eyes on the 569_

=

f. The hody should be in positlon by the back foot being planted with the weight
: on the instep: ,

g Knees bent - . , , _

h. Body tucked. o , . ' 3. ANTI

i The left foot (right handad passer) moves forward and opens to the target in ! a.
order to put the belt buckle In direct line with the target (The target is not the

receiver but rather where the receiver wiil be when the ball reaches him. This !

point is very important in the overall scheme of things. b,

j. Ouoz._ac the left foot allows for the shift of weight from right to left in an even
: manner. Just as the golfer myst get the left hip out of the way in order to -
smoothly bring the club through, the passer must do the same.
K. Through the entire motion keep owom on the target.
N The natural movement of the ball being raisad and thrown s started by the left

side pulling down and to the left (hip and elbow) not out, but down. This pushes )
the right slde up in position, extending the arm as it does so.. :

ING IN POSITIQN AND BALANCE
You read proper balance under the center Aom Manual)

“When the ball is w:nuvoa pressure should be ucn naturally on =,_o right foot to
push away from the center.

Two 3@503 (backing out) (turning out). In either case, try and keep the upper
body straight and slightly tucked and take steps that never allow you to lose
your body balance. The steps uzoc_a be Sxo: In odd increments - thres (3),
five (5), seven (7). i

On apy odd step either backing out or turning 05_ you should be prepared to
start your throwing mechanics as were earlier described. Therefore, your right
foot should be perpendicular to the line of flight or you should be ready to do so.

Your body should be tucked and ready. Practice throwing with a smoothness
and lack,of violence in your motion.

The lower uoa< ghould rotate quickly and efficiently tied to those control mnoum
and the upper body should remain erect and calm. The arms should move In
concert with the lower body so it appears the ball is moving across your body
from shouldet to shoulder as you retreat.

The transition from retreating to omsmq_:n is in the footwork (short oo:.:o__mn
strides) and in the body position (erect torgo, tucked body). This allows you to
make the :mzazo: to a position of readiness ,o ‘pass the football,

Just as mnzoﬁmaan the recelver with the throw Is Iimportant, ma_o_nmg:m the
geaneral direction of the throw (by key) during the dropback aliows you to
maneuver the final stride for bast transition, Never have the weight outside the
right foot.” That flaw creates multiple probiems - all very ni_ocz to over-come.
_Stick the final foot with Sm_a:_ on the _:mﬁou

IPATI _ S .

Oo<2mnm reads, recelver nuances, basic and mumnz_o timing of nmnm_jw and
routes.

Know coverage. By knowing you can see one or two and know where the rest
are. It gives you the confidence to put the ball In the alr using “margin of error”,
‘Master the technique of moving people with your eyes.
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1.

2.

3.

4.

JUDGMENT . . . o

a. Somatimes may separate the men from the boys in this business. Factors
involved are field.position, scors, weather, time left in the game, off voao::mﬂ
- def personnel.

Conversation on all these subjects and your own abillity develop a fesling for

when to gamble and when to be conservative. Also what your abillity to pull it
down and scramble brings to the table. Know the rules of spiking to stop the
clock and when you can legitimately throw it away to avoid loss.

DESCRIPTION AND REASONS FOR DRILL, o.

All of the passes in fllustration 1 are straight throws from polint “A: to point “8"

By adjusting the *oogo_‘x before the throw Auom_»_o:_:mv wae theoretically can and should throw

them all alike.

Factors that o:m:.oo after the setup:

a.

b.

I8 the receiver moving when he receives the pass?
From our right to left or from our left to right

Is the timing mcn: 52 so can walt slightly and drill or do we :mwa to arch the ball or
pass the ball with touch?

Is there something between the final spot and us or Is there somathing behind the final
spot or on elther side of the final apot that is dangerous and must be avolded. “Margin
of Error” throwing coo_sm <<§ the endzone and sidelines and §o= away from the
defender.

Recelver will be asked to make sure their final move puts them between the nearest
defender and the QB unless deep or outside.

If the recelver i going from our left to right we must under frame so that as we release the ball
he comes Into the target and we throw comfortably. If he I8 coming right to left, we over frame
for the same reason. This principle holds true whether he originates on our right or left.

18

One should think of two forces to be Imparted on the football: Gentrifugal and

Centripetal. The first is the force to serd the projectile forward to the target.
This force Is generated by the left hip through the right forefinger. When the
ball is released, it should fesl that a string Is attached to the left hip and the right
hand and is cut just as the ball is releases. The second is imparted on the
football by the wrist swap and the fingers pulling. It creates outside-in spin
(spiral) which has a very positive effect on accuracy. Just as the laft side
should go down not out the right side should go up not out to the side. The
arm and elbow therefore, should stay as close to the center of the action (use
the head as a guide) as possible. If the left side gets awinging horizontally with
its pull Instead of vertically, it will cause the right side to get outside the line of
flight, the result will be that the ball will be Influenced only by the 1* force

"(centrifugal) without the control of the second and creates a slice. You feel this

when you don't bend your leéft knee - lock it out and spin around it to throw the
ball. Coaches call it “all arm” or throwing off your back foot.

The passing motion should bs a relaxed movement that takes full advantage of
the mechanics yet still allows for last second adjustment by the wrist and-
fingers. These adjustments take place because of eye-hand coordination,
Poor body mechanics make It impossible to take advantage of that patural
phenomenon. , ' s

Passing the footbali should appsar smooth, natural, not viclent. Violent
mvvow.w:ow i the result of trying to overcome mechanical flaws.

Some of these flaws...J09 long a stride with the left 32 Throwers do this to
get the feft hip out of the way and creates poor balance. Jerking the left side
out 1o the left (throws the right out the other way). This Is done because

" thrower didn't open tha left side far enough. Cocking the shoulders (right

shoulder toward the ground - lett shoulder toward the sky) (thrower doesn't
understand or belleve In mechanics and thinks he needs to wind up).

A note for side arm. Slde arm passers can appear smooth howaever, the longer
the throw, the more difficult to be accurate because of the force imparted, Also
in the NFL a side arm thrower has a tough time with the trajectory needed on
many throws over defensive line and In front of defensive backs..

The natural follow-through should be as a result of the elbow and wrist locking
out togsther. Bacause the Idea was to keep the ball In the line of flight, just as
in golf, the follow through with the club head should be to the target and then
naturally downy in front - not across your body. Palm facing the ground and
thumb pointing at the ground. The torso should remain erect.

18



GENERAL LINE PRINCIPLES

To be fundamentally sound and tough, each individaul must know what is expected of him and

_ how to master these requirements. Blocking can be developed to a greater degree than any other
phase of football because it is the miost unnatural task. It requires patience and many hours of
“hard work” because there are more mmvmnﬁ to learn. .

The more techniques you can master, the easier it will be to cope with various situations. Repitition
must be accepted as a way of life for a blocker and success can only be brought about by
tremendous confidence in one’s ability.. Concentration, self-discipline, communication, and
willingness to pay the price are part of being a respected Offensive Lineman.

Determined, intelligent, and aggressive blocking are indispensable qualities of a great football
team; from both a technical and psychological standpoint. It is difficult for a team to have
outstanding morale, confidence, and enthusiasm when it lacks the ability to sustain a great
ground game or provide adequate protection for the passer.

2005 OFFENSIVE LINE / INDIVIDUAL - PAGE #4

wﬁOQQZm..

Ermvmﬁn vcwsEm we will strive to make the nmmmzmém man take the path of least resistance.
Make your man escape around or behind you, so he is forced to take the long path for pursuit.
Never allow him the angle on the ball carrier. Each player must have a good understanding
of total play action, It is impossible to position yourself properly or to anticipate w.oE. man’s
nmmnﬂoﬁ if %o: don‘thave a moom ::mmnmﬂmsa:am of the play.

You must have a good ::mmnm.sb&:m of the basic defensive alignments so that you can
recognize alignments immediately. You must also be prepared to anticipate which defenses
(alignments, charges, blitzes) are used. You must know the situations in which they most
frequently occur. Based on past experiences and from viewing game films, we will decide

on the best method of approaching each situation and defensive man.
ZBUIL K.

- Once we establish a strong running game, a consistent running attack, controlling the line

of scrimmage, and protecting the passer, there will be titles, championships, and a feeling
of pride and togetherness that can never be taken away.

2008 Omﬂmza_<,m LINE / INDIVIDUAL - PAGE #3




LINE .Hma,ﬁZOﬁOOK
ASIC TERMS |
. ON - A man approximately :mmm-.cv on you and on'the LOS. | o
. QVER - A man mn?oxwgmnm_w head-up on %o: and off the 1.OS.

. INSIDE - Any man Emv:nm from head-on you, to your :G&P up to the head-up of next
man inside,

QUTSIDE - First man to your outside to and including head-up on next man to %,9:.
outside.

. E ,Hrm side to the play,
BACKSIDE - The side ,miﬁ« from 5..» play.
. PQA - Point of Attack
LQS - Line of Scrimmage
- 1 QL - First down lineman on the LOS, -

0.2 OL - Second down lineman on the LOS. .

1. LB - A linebacker located anywhere from your outside shoulder to head-up the man on
your inside.

2. LB INSIDE - First LB to your inside - all the way to head-up on the Center.

3.FSLB - Frontside Linebacker. When used means first on frontside regardless of his position
from over you to your outside.

4.BSLB - Backside Linebacker.

5. STRONGSIDE - Side of formation denoting strength (usually to TE).

6. WEAKSIDE - Side of mo_.guzo:.ms_m% from strength (TE).

7.EVEN FRONT - Defensive alignment where no lineman is on the Center,

8.0ODD FRONT - Defensive alignment where there is a lineman on the Center.

2005 OFFENSIVE LINE / INDIVIDUAL - PAGE #4

“BLOCKING

1. Wewant to develop tough, mmu..mmm?P intelligent blocking. Wewant our enemies “HIT".
Do not confuse this with finesse blocking or influence technique where we endeavor to
guide a defensive man’s unc.o:m to help a particular play.

2. We will work ?:amam«:m:% on blocks which we want you to reduce to rmc:m Never. /7
mme._:nm the “BLOW for the sake of thiriking about wmoznﬁcmm.

3. We must have Fm_.s.mcm_ vmam. Strive to be the best blocker in football,”

4. You must have pride - ”
the best line in Professional Football.

- Strive to make a nosq_ccg: to become

5. You must know the complete play in o«umn to end up in the v«ovmn follow- s:.ocw: A -
position. Finish each job given.

6. Blocking is a matter of pride and desire; refuse to be whipped by the defensive man. The
‘ cgmq hand can be gained by 9»2»5 intimidating the defender,

Effective line play begins in the 7:&&? Upon rmu:: the play. call from Em QB, you must
visualize your assignment and possible adjustments or calls at the line. Keep the snap count
continually in mind. If you are slow coming off the ball or uncertain for any reason, you
can expect to get licked, It is impossible to be aggressive when you are uncertain.

The difference between a great blocker and a fair one is the fractional time between contact
and follow-through,

BLOCKING FAILURES ARE CAUSED BY:

Ignorance of assignment - poor concentration -failing to read defense.
Loafing or indifference about assignments or techniques.

Tipping - failure to master “stance”.

Lack of aggressiveness or hustle, ,

No hit - poor contact - hitting early or late ~ no arms.

Slow start (not off on count) - unsure.

Failure to operate from a good base.

Losing your feet after contact - poor blocking interval.

Lack of confidence in your ability or a teammate’s ability - - hesitation.

R R

There is a correct and incorrect way of mxmn:a:m every block. We will not permit a mcwm:«cnm
technique.
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LINE TERMINOLOGY

!

)

|

|

19. TUFE - Term Bmm.smnm LB has walked up into LOS on someone,

20. BUBBLE - Area in front of cuno<m~mm :nm:..m:..

21. SPLIT - Spacing between g,o linemen.

22 VERTICAL SPLIT - Alignment up or back in relation o ball.

23, INTERVAL - Time period from Snap to Whistle,

24.SUSTAIN . Blocking and .m:&;zm with man zﬁocmv completion of the play.

25.EMOL - End man on LOS.

26, INFLUENCE - Maneuver by offensive man to induce wrong move by defender.

-27. BOB - Back on Backer

28. BOSS - Back on Strong Safety (Force ‘\ Support).
29.SCHEME - Basic v.mamg of ,Eonw,im for designated plays.

30. Oimw UPFIELD - When blocking, get Eo<m302 back first in a vertical fashion. nm%mn
than horizontal.

31. AIMING POINT - An WBw%:mQ point of reference. (POA)

mw.wOD.E.mO-wmmmmnwmamirﬁm,cmnrmmoovvom:m Owg;::mgm: w::ﬁo.vnowmams
QB. ‘ ‘ ‘

33. hmbcz.amw - Play where flow starts one imv\ but ball goes 5 opposite direction.

34. CUT-OFF BLOCK mwormam technique cwmn_ to Emé& a ammm:m:\m player from vznmE:m
to POA.

35.DRAW - Delayed handoff to RB from QB off pass protection.

36. DROPBACK - HVWmm action by QB straight back from Center.
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LINE TERMINOLOGY

55. ISOLATION - A play where a defender is isolated by Eo&aﬁm scheme.

56. HELMET ADJUST >¢E€ to move %oE helmet to Q:om ammmzmmu after contact has been
initiated.

57. STAY - Pass protection scheme where TE <<E zone Eonw with OT on EMOL and not vacate
the area.

58. SLOW - Pass protection scheme where OT and any eligible nmanS s:: zone block the area
and allow the receiver to nm_mwmm‘

59. SUGA m.mr LB walks up into LOS during the cadence and either fakes a blitz or comes on
Snap.

. 60. SQLID - Man on man blocking.

mp HELP - Refers to uncovered OL or Back who checks his own nmmvanEQ w..ms vavw ona
designated rusher.

62. KEY BLITZ /GREEN DOG N ED G- rm,\ Secondary technique where LB has a coverage ﬂ.mn?

his read stays to block so he now rushes.
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OFFENSIVE LINE CALLS
CENTER '
Run Calls:
? “Seal” - Call to alert FS Guard that you must block gnr and he must cover ”rm man

-and get on proper path to BSLB.

on you or shaded to your side.
Ve V.

“Solid” - Call to change scheme to a Man theory, Rule is on, BS Gap, LB.

X<

“Back” - Call to alert that you're uncovered and covering BS.

S®S
BACK :
:ms:vm:menrnmngﬁcmcmmmosnozmv_mfirm%%ocmsa mmO SEEonx:o_wm

and BSLB. You'll work nose to the frontside for FS# and Guard will flat step swipe
on the nose to READ BSLB.
v

Ol

“Scoop” - Call to alert BSG that nose is shaded FS and he’s your man, BSG - Flat step
B

I%*

v

, SCOOoP
“Swamp” - Call to alert BSG that nose is shaded and you will work through him for

BSLB. B A

Q Aw SWAMP

“Slip” - Draw play swipe when BSG i G uncovered.

° v
@W@ SLIP
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LINE TERMINOLOGY

37. EMPTY - No back in offensive backfield.

38. EXECUTION - Efficient and proper way of getting job done.

39. HQOK BLOCK - Single block by offensive player to vwoiw: outside ?,:mc:.
40. LOG - Hook block vw vcEsw player to pin the defender to w:mﬁm.

41. NAKED - Play égmam flow goes one Smw.nsa.Ow goes the other but is unprotected.

4. PLAY ACTION PASS - Action simulates running play before pass is thrown.

43. REACH - Type of zone blacking scheme.
44. SCRAMBLE BLOCK - Low cut off technique executed with power upfield.

45. g A pass which develops behind LOS to allow defender to penetrate while
" offensive linemen fake blocks and set a wall for the receiver,

46. SHOT GUN (“GUN") Omma?m formation with QB 5 ww&m deep to take direct snap.

47. STUNT - ?&%nﬂ:& move by line or backers resulting in a ?Sms rush,
Ammno:amQ defender could be utilized.)

48. TACKLE BOX - Area between the N offensive Tackles.

49. ZONE BLOCKING - Eo&&bm scheme by area.

50. rmb D STEP - A step from your stance up into LOS.

51. FLAT STEP - A step from your stance that is parallel in depth to the LOS.
52. DROP STEP - A step from your stance 53.5 back from the LOS.

53. INSIDE ZONE - A 4/5 hole play with inside u.:anm points.

54. QUTSIDE ZONE - A 6/7, 8/9 hole play with outside and wide aiming points.

noo« OFFENSIVE LINE / INDIVIDUAL - PAGE #6




OFFENSIVE LINE CALLS

“Stretch” - Zone call for Center and FS Guard to block on B Gap LB and 21 technique.

B
\Y

mqmmﬂoz

“Slap” - Double team call for Center wza FS Guard to block nose E& BSLB on an

,,,,<
@d SLAP (ACE)

10. “Schnoz” - Call to let a Guard blocking down know that nose is shaded to your
backside and that you will handle him initially by yourself. ,

11.”Gary” - Call to tell FSG that nose shade to frontside is a vnozmu.: and that you want
him to come down to block nose and you will pull around for FSLB:

\Y

m GARY

12.”BSLB" - Call to BSG who is covered that you will work his man for the BSLB. A

v

O

isolation scheme. (ACE)

SCHNOZ

BSLB

13.“Swipe Off" - Call on cut back plays to facilitate seal of nose and BSLB ("Clamp Off"

tells FSG that the 2 of you will cut back block the DT and MLB on ?obg_nw flow).
ad
O.\/ SWIPE OFF

14. “Shovel” - Zone block between G / BSG Vs a 0 stack when C must get to 0 stack LB.

B
v

SHOVEL
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OFFENSIVE LINE CALLS

=

— —

8. “Roger / Louie” - Call to signify your man in protection scheme when you are
uncovered. (Could key a “Fan” call out of UNC tackle if TE on slow scheme.)

~ . m
]
’
'
;
J
’
’
I
v
’
’
v
,

v
OO

9. “Solid” - Call to let backs know that MLB is your first check and your nmmvonﬂz_w? .

ROGER

e D

O@O

10.“Orange/ Yellow” - Telling opposite side OT he has squeeze possibilities.

(Orange = Right / Yellow = Left) B .m
ViV N v
HOROD
'GUARD 20f3 “ORANGE"
" Run Calls: .

1. \dmoﬁmm: - O:B.m call to bring Tackle up under %9..:. block for an inside fold.
Used primarily against an inside.control front (4-eye technique).

B
\vj
GEORGE
“Chuck” - Guard call to bring Center to man covering you to allow you to fold up

underneath for LB. . B

\Y

2

CHUCK

3. “Larry” - w:: call by Guard on sweep trap, voo* or counter Emwm alerting people
around that you are wmmS:m

v v

S e
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OFFENSIVE LINE CALLS

.

5.

o

N

o

O

“Rake” - FS Guard call vs a line and LB combination to alert FST that he is to block
LB after he goes thru the hip of the defensive man over you if he can get to him. (FST

call on zone concept when LB is inside of T.)
& e

“Clamp” « Zone scheme W/C vs a MLB look over ball, (Add you / me depending on
alignment of DT.) w..lv

®@ o

“Doctor” - Call to alert an adjacent lineman who is uncovered to help you pick up an
inside gap stunt possibility. Used on frontside or backside to cover for games. (You/Me
possibilities exist depending on DT’s alignment.) B

v
@ CD vocror
“Reach” - BSG call to alert BST he'll have help on cut off, <mnmnm~ no,nnmﬁr
Y/
“Clip” - BSG call to alert BST he’ll have no help on BS cut off, Horizontal concept.
< .
CLIP

“Deuce” - Double team call between Guard and Tackle. (“Ace” - between C/G)

m_._.W, DEUCE
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OFFENSIVE LINE CALLS

15. :H&Em: Call to BSG/BST vs Bear look to handle a O mnwnw on zone type plays,
This is a 3 man maneuver. B

v v

Pass Calls: :

“Hinge” - 45 degree depth move after aggressive reach step to FS Gap keep butt square
to LOS wzmq drop blocking BS for hard rush -.contact turn tail to QB.

B——~
oV

TRIPLE

HINGE

'S

“Gate” - P / A pass protection call - step up hard to play side and block BS gap

aggressively after run.

3. “Zone” - Dropback pass protection call Vs a twisting front where we will block zones

instead of men,
v V 3T,
O

Block rule on man protection.

EBS v

:m:mm; Call to tell BSG woc re coming BS Gap.

- __
Q.@ m_._mw .

GATE

ZCONE
4. "Base” -

i1}

6. “Gone” - Call to alert Guard that you are <mnma:m v.oE, area to check another defender.

OA@ O GONE

7. “Right / Left” - Call to alert backs which way you are protecting when you are

uncovered. B
v\ V¥
@ rmm.ﬂ
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OFFENSIVE LINE CALLS

10. :nomz - Call by mmO vs Dart 3 Snréacm on zone type E s. Facmom BSG.
. T—
v ¥

@Mu& 4 copP

SR

12.“Down Off” - Call to tell FST who's coming down on man covering you that he’s *

inside too far for him and that he must block man over him. B
& Cromor

13. “Front” - BSG call to alert BST that man is inside of wo: and that you will block him
by yourself. cAmwm BST to vc: for BSLB.)

11. “Solid” - Call to change scheme to a man theory.

FRONT

14, “Reach Off” - BSG call to alert m,m,_h that wo: will stay on block as long as possible.
BST will not bury his head and the both of you will seal DT and LB for cut back.

Bt |
_ v | ‘
@ REACH OFF

15.”Con” - Influence scheme where FSG sets up man over him for trap by BSG. FST goes
down inside for Mike and FSG pulls to area over FST. B . B

v
-~ con

16. :OE: FSG fold trap scheme vs a MLB, where FSG bases man over him and BSG moE

around C for MLB.
v v
. @@ ouT

2005 Omwmzmzm LINE /INDIVIDUAL - PAGE #13

OFFENSIVE LINE CALLS

4. “No Slide” - FSG call to alert Che is based on nose in a slide protection concept.

.. B
v v v
A , Mzo mr_cﬁm E FAN
5. “Area” - Guard call to alert those around you that you are in a zone mode.
- o B
Y
m AREA
6. "Molly” - mqg._mmam Guard double check vs White on Mike Ea mm:W B
vV
7. “Maggie” - Weakside Guard double check: v :
8. “Hinge” - BSG call on Sprint / Roll Pprotection. Indjcates zone principles.
, . B :
v ¥
o HINGE
9. “Big Fan” - BSG call when C is uncovered and working backside with 3 Emrmnm on
LOS. (Echo from BST.)
v v v
BIG FAN

10. “Gate” - BSG in P / A when uncovered. Hard step 2:5 playside foot to turn and

block BS B Gap aggressively.

. GATE
2005 OFFENSIVE LINE / INDIVIDUAL - PAGE #15 °




OFFENSIVE LINE CALLS

11.“Ace/Slap” - FSG in P / A to TE when uncovered. .HmE:w C that you are coming

down to block nose / BSLB tandem in zone with C.
4
g ACE/SLAP

12. :wmmm Gate” - mwO inP / A to TE when Mike mcmmnm up on you during cadence.

Gate turn to BS and protect FS A Gap to out BS. (Back has B Gap and Center must
protect BS A Gap.) B

%

D

BASE GATOR
13.”Gap” - FS / BSG on dropback pass vs Tuff A Gap threat. Alerts ntw:::m vmnx to

block man on Sr:m you're rm:arsm the A Gap threat.-

v

5

: GAP
B
14. "Gap Jeft” K /
v v
GAP JEFF
TACKLE
Run Calls:

1, “Tag” - FST / FSG call vs White where FST & FSG will zone block the DE and FSLB.

(Used on o:»mam zone plays. v B

g
G

TAG
2. “Tex” - Call for Tackle - end fold when Tackle blocks out and TE comes around to
inside. g )

TEX
2008 OFFENSIVE LINE / INDIVIDUAL - PAGE #18
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OFFENSIVE LINE CALLS

17,”Gus” - Call by FSG vs wide aligned 3 technique on crack concept plays. FST now
blocks 3 and FSG pulls on crack course taking over FST's responsibilities.

Q\g GUs

Pass Calls

1. “Combo” - v8 1 or 2 eye BS. (Zone technique C / BSG must zone Eo&A man on line
and LB to BS.) (Keys BST to man protection on EMOL.)

. “Mable” - vs 2 or 3 technique backside. (BSG call, guard has man on line Sg_m Center
has LB man to man.) (Key BST to man vnonmnnon on EMOL,)

m

MABE

S

“Combo Slide” - FSG call when uncovered and working with Center.

”

w

\Y

:

COMBO SLIDE
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OFFENSIVE LINE Q:Pm

3. “Hump” - Zone 8&55:@ used on inside zone plays. FST POA i is ndn::_m or a little
wider, FSG aiming point is near hip with near hand.
m.llv

Q.W HUMP

4. “Qlson/Trey” - FST call alerting TE that you are powering thru for FS or BS LB. End
" is TE’s man unless he won't let you release Emam. then he’s yours. ("Olson Me” call

alerts TE that DE is in 41 mrmngmav /4

% OLSON/TREY

5. “Ice” - FST call. This call alerts FB to block LB instead of DE who will be blocked by

.TE. Only used to the TE side. B
vViv V

©/D D

ICE

6. :m&._ Hmnw_m call vs Red where T rmm #2, Guard has #1. Call alerts back to Eonw
LB. Could be a FS or BS call. B

v |Y

@& FAN

7. “Mug” - FST call to alert trapping Guard that he will block the down lineman over
the FST. T will set and turn out influencing the man to widen. (Call alerts TE that

Mike is his man.) B
Y Y Md

' 2005 OFFENSIVE LINE / INDIVIDUAL. « PAGE #17

Ommmmeé EZM CALLS

14.“Ted” - FST call on toss. Used for change zv vs White. FSY comes down and seals

DE while FST drop steps and blocks mmE on his outside # area hooking him,

V< V

TED

15, “Ted Off” - FST call on toss when “Ed” has been called and DT aligns inside of FST.

Call takes off the Ed scheme and reverts it back to breach scheme.

v v

@ @ TED OFF

16. “Tiger” - FST call on Bob vs tight aligned or veer threat DE in a White look. Call

changes scheme to FS zone for FSG/T on DE to Mike. (Supercedes a Slap call)
; _S . <<

&n Q TIGER’

17. Jmm - FST call on Base vs tight aligned or veer threat DE in a White look. Call

changes scheme to FS vertical zone for FSG/T on DE to Mike. (Supercedes a Slap call

Moy <<},

AMWNO»

18.”Gang” - FST call on mov vs tight aligned or fill threat DE in a Red look. Call

changes mnrmgm to full horizontal zone ?oB FST to wma

:....x..
.

O\,@\@\ Y

“Packer” - P / A to TE side when you block Gap to your inside and everyone works
to BS on Gate principle. B.

BT e

“Duo” - FST call used vs Over Defense on stay type protection to TE side.

J
VY

L RO F

Pass Calls

o’
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OFFENSIVE LINE CALLS ; OFFENSIVE LINE CALLS
8. “Ed” - FST call on toss when FST uncovered and LB %ﬁ% or to outside. T will pull
v .

3.

:Mu_m.ﬂt .

4.

BST, FST call if T uncovered and G covered. Call alerts back that he has LB
. B to block LB | A
&u D

v i Y
Call to alert C that you m.%. blocking down on the man covering the Guard

R ©/@M
9. "Down” -
. (Ball)
2 @
DOWN (BALL)

. . \v FAN
- Usually a BST call when both you and BSG are covered and another rusher

10. “Breach” - FST call. This call alerts FSG that you have man on you all the way. Used
on weakside v8 reduced look to SE when DE is playing within an arm’s reach and LB

“Big Fan” -
is on LOS outside of you in a threat position. Used in a slide protection where Cis
coming BS to help. Call signifies a full 3 man ?: to wm .
v ,
AWUAW“UA 2 o ran : .

. is outside and someone else’s responsibility. (C / FSG must work full reach scheme
to front side, usually denotes a clamp call.) B

Vv ¢

5. “Waltz” - FST vs 5 technique defender (A DE only). Call alerts FSG that he hag a man
on if covered. B ,
@ @/ eresc

check.

@

<
<

)
o)

ey DT P
=
Zz

<
<

6

FST call vs MLB look where FST / FSG must block DT and MLB

1o

SOLID ._. WALTZ .
6. “Base” - Man on you is your responsibility in pass. Backs and Guards or nmimn will 11. “Doc / Rake” - F
block LB’s. B : - a BA
> &y . : =
@ | @ DOC RAKE
, BASE
7. “Double” - ST on 62/63 vs diamond look. Double check on LB over to outside aligned 12 mem_ \Emmw,» osz <mm wmaw wquoz Ns”%m woMm Em%ﬂ Call alerts FSY that %o: and
defender. Drop mn.&mz back to intersect outside rusher. Key LB over if he goes inside. - are blocking DE / LB tandem with inside emphasis. .
He's yours. B B . B .
. m " DOUBLE o ) w : STEEL
“Triple” - FST on 62/63 vs dubs look - you are responsible for all three to your , 2 emmﬁmm Em m.m o __wm N\Nm%w_wcxnoﬁ oiw_Ea No=% P m_ o, e PR that youand
side. Same technique as Double with same responsibilities. . are blacking DE andem with outside emphasis.
. . . m , . } ml' ﬁ M
. - vy B o v Y
| . - d..ﬂ:urm T . . " 2005 OFFENSIVE LINE / INDIVIDUAL - PAGE #18 STAG




STANCE AND BASIC BLOCKS.

OFFENSIVE LINE CALLS

9. :mo:a: - FST call to wm« whenT and Y are in zone protection to their side.

v V¥
D D
SoLID

10. “Down” - FST call on 62 / 63 (64 / 65) with free release FS and FST vs diamond /dubs
look when LB Sugarsup into A Gap and FST can’t get to him. FST now blocks man
over FSG and FSG checks LB in A to out FS.

11. :wpsmmum
(Hand Signal Squeeze). Can also be used on 5 step drop for scat vnognuoz to side
opposite OC’s call.

ol
WN@
-

LOUIE KUOEZ

2008 Oﬂ..mz.u_<m LINE / INDIVIDUAL - PAGE #21

B B

vl
@WNW/@Q
veltow (O

SQUEEZE

- FST / BST call vs A Gap threat opposide side of OC’s call on 3 step a«ov,

~— o~

C.

CENTER STANCE AND EXCHANGE

If control is desired, take off should be a littie bit Emrmn with m:ﬁrum—m vm_sm 8:32
on target that is moving.

1. Stance:

A,
B.
C.

D.

G.

H.

—

Feet .mrocE be .&6,&&2 width or slightly wider.

.memm turned out directly over feet - ur.or;m. not buckle inward.

Toes parallel or a :Em stagger. | |

Little heel raise - wieght balanced.

Ball infront m.:ﬂ._.c.mn off right eye - close to center of body line butjust slightly off.

Right hand grips the ball, the “V” or 3:&5«2 wza thumb is split 3\ seam of ball.
Contact the ball with finger tip pressure.

Left hand placed on left knee.
Head raised in bull neck vo&cm:. You must be able to see LB’s feet at 3 yards depth.

Tail almost even with head, save n.mx:um:v. in the legs.

)

Exchange:

A,

B,

C

- D.

E.

Lift the ball directly to hand of QB, it mrocE not be a looping motion,

Natural elbow movement will cause ball to turn mrmrz% Oo not consciously or forcibly
turn the ball.

Keep back flat as c_m: is mnwvva\ mo not dip your head.

m:m_u wnn_ m"mvwagczmgoaoa :HESW: %oE. Sm,mr" Sovvom:mmoowianr u:oim
the foot to Um Enrma up easier. A :

Center is nmmwon.&gm for Ow hand vnmmm.e:,m. Tell him if you can’t feel the location.
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mH>ZOm AND BASIC BLOCKS . STANCE %U BASIC wﬁonﬂm
BASICBLOCKS , E o - Ly
1. mm,mm Blocks (Drive): B BASIC STANCE
A. You must be in a good stance. Without that, it is impossible to fire out. - . . 1. Balanced Stance:
B. Drive off up foot and step with back. This must be a powerful step. The m.zm“m.msa ‘ A. Feet under mvocimnm\v,vomlnmm straight upfield.

foot used in step may vary depending on alignment of n_mmmnamn.

@

v Peet parallel with stagger no greater :;5 toe instep. (Up foot should be almost flat
C. Use a short 6” 1st step and get 2nd mnmv on ground as soon as vOmEEm. Don't over on the ground.)
stride to cause extension. .

C. Dorninate hand down on the finger tips with distance between elbow and knee around
D. Do not narrow base, as you drive man, keep feet in straight line. 6-8 inches. Hand should be down from shoulder and directly in front of back foot.

E. Point of aim is: Man in stance - chin strap, Man standing - belt buckle - keep head up D. Weight distribution should be 50% on each foot. Very little weight on hand.
and eyes open.

, , ‘ E. wmnx is parallel to ground or at a very slight angle with the butt higher than the
‘m.mzzmm:s:vwoaﬂmnnmvowaoz\3&6552noEmaizrocaEm029.33?::d% mro:Em;.

hips up and under and bring feet with you. Follow through and finish man off, -

, F. Head is in a natural position. mrosa be able to see no more than the feet of the man
G. Sustain the block. Don’t stop until you hear the whistle, . 5 yards away.

H. Fight the stalemate by keeing power angle in vmox after initial hip thrust and feet G. The off arm is comfortably draped on thigh.
moving. Widen your base. -

H. You'must be able to “Think” the weight to either foot without physically informing

I. Leverage is important - always try and stay lower than defender. C anyone.
_J. Explode through to point beyond. If Eo&ﬁ:m LB, don't block him until you are on I.. Knees must stay in line with the feet and hips to allow maximum power from legs.
top of man. ' . ,

, : . , J. We have vertical as well ad horizontal splits:
m.woimnEOnrAUoczm.Hmmav" . , . ,. A u. zmagﬁs.dv&rﬁsﬁﬁ,osnm:ﬁmimmrocﬁmnnynm.;

2 Maximum - Top of helmet.on Center’s beit line.
A.Post - Em want to stop defender’s charge and give lead man a clear ,

\ shot at defender’s near hip. ’
v 1. POA - Chin strap of down lineman, . 2. Take Off:
2, Attack man as close to center as'possbile, Get lift and stop ‘
@\ charge. - A. 1st step should be in direction of vré call with short 6” step being emphasized.
3. Youmusttry and get under him no matter how low he goes. (Lead step.)
4. Onceyou feel pressure, turn your tail to lead manto seal
. defender inside - always work to get to this position. i B. 2nd step should be in line with blocking angle and mb:?_m should be to get it on

the ground as soon as vOmm_Em_
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STANCE .PZU w>mmn erOmAm

HANG LB

B

T
@D
! STACKLB
w.nlv
b v
D
| RUN LB

)

TAG

>~

B. Lead - .
1. ° Step with near foot for w.vom,:.ﬁ just behind defender’s near hip.
2.  Explode into man’s hip area and rip up through the armpit to
. seal and get movement. Maintain good low pasition
throughout this stage.
3. Beunder control and don’ Zgonr postman off block. He'll
swing tail to you for seal and you keep working for movement.

C. Responsibility Exchange -
1. Occurs when man slants toward the lead on snap.
2. Resporsibilities are now reversed and proper. changes should
take place with Minimum delay.
3. Good control at LOS on take off will insure our ability to
accomplish this.

3. Hump Technique (Area blocking scheme) (frotside gap):

A. Take a flat lead step, put outside ?Sm on near En of next down
defender to frontside.

- B. Stay in good position and focus on LB for stack or run read.

C. If LB hangs - 1 hand push focus LB and get off when you get there.
1f LB stacks - 1 hand to 2 hand push and keep head out of block to
block drop off LB. If LB runs - 1 hand to 2 hand push and try to
displace FST off DT, keep on, feet and push.

D. Tag is same except your POA is near # of defender and take off a
little flatter (you'll go to 2 hand push quicker unless LB is really slow.)
Bury your head as soon as LB passes DT and cover man up! Tackle
will get off quicker as he’s trying to get outside head gear position.

Tackle on DownMan - Inside foot settle step, POA midline vs 5, or 3"
OS5 midline vs 4, deep shoulder angle and move feet, cover man'up,
sustain. ,
m — _——
T: Same technique as Guard on Hump. \
Y: Same technique as Tackle on Hump.

When covered by a Lineman and the Lineman to @ @@

your inside can pick up inside move :(Hump or Tag). STEEL

Steel -
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T

STANCE AND BASIC BLOCKS

v

GEORGE

RAKE

D. Use good arm whip for mx_&mm?m hit.

TR
@G

E. ?.oan up the wom%.

F. Quickness of move will insure success.

vs. RUN OVER
"Fold Technique - “Chuck, George”, “Ted” Calls
A. Man responsible for down lineman: .
1. Base block on man aligned inside or outside of you.

B. Man responsible for LB:
1. Take lateral step, then cross over
~ 2. " Putlead hand on far hip of partner, keep a tight course. (Tex,
.TE goes 1st.)
3. Keep shoulders mncmnm to LOS
4, Base technique on contact, must get movement.

Rake Technique - Co-op scheme between 2 linemen when blocking a
lineman, LB combination when lineman has leverage on inside offensive

player.

A. Inside Blocker:
1. Step frontside as on hump nmngﬁcm good POA is needed.
2 Get head and shoulders beyond by working hard to get there.

3. Don't go to your knees - keep going EuamE maintain outside
_mcmnmmm‘

B. Ocnmwnm Blocker:
1. Flat step through outside hip of down lineman
2 Make contact with both hands and drive through, don't involve
your head in the block.
Don't let defender split the zone.
4. "Continue to next responsibility which is LB, block s:zs the
inside shoulder and keep shoulders square to LOS, cut him om
course.

W
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8. Pulling Technique .

STANCE AND BASIC BLOCKS

A. General Description

1, Weight should be m:mrzw back but don't tip it off.

Pulling over up foot, pivot inside heel and open ?vm\ crossover.
Pulling over back foot, crossover and get hips open.

Turn head quickly.

Eyes on the target.

Stay low. A

Never m:oi an unblocked defender to cross your face.

R I AN N

B

@W\M@ Eodd

SEAL
PULL - PULL 2
(Short ﬁmE Pull/ Lead

B. Situations:

Short Trap:

Follow basic principles.

You will have to go upfield through area of nmxn player.
Focus on target as soon as possible.

POA - Base of numbers in middle of defender,

On contact - explode through, get feet and hips out of hole,
Log in only when you can’t kick him out.

‘Slip head in the g_@ use helmet adjustment.

O

NE..E&@P

Follow general rules.

Stay on LOS, until appropriate seam, running at full speed: .
Drop inside shoulder when turning :vma_a -
Don't throw, run over.

POA is middle of target, to FS¥ area, go at maximum velocity but under control.

kle Pulli
Follow general principles. :
. Stay flat for 2 steps then belly back to \V v \v}
45 degree area.
Get eyes on defender quickly. @
4, Be on balance and be ready to use helmet
adjustment. : PULL

L R e

2

3 ==

it

. SICKLE
-DEUCE
(Doctor)
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STANCE AND BASIC BLOCKS

A. When defender is lined on your outside shoulder, POA should be his
midline. Take a short settle step but keep feet going in angle
direction. Work to keep proper shoulder angle.

Bha

x
c
=
o

B. Tag is same except you must get outside leverage. Short lead or flat
step on angle working outside as much as possible. Your head must
get beyond man’s helmet. Read LB for fast flow and get off when he
shows.

B

TAG

_ q C. If he goes inside, stay on angle course to pick up man coming into
your area from backside throttle down and keep shoulders on angle
to LOS if defender reacts slowly. Cut if he's too ?m: B v\

STAG

4. “Swipe” - vs a head up technique. Backside Guard and Center must
block the middle Guard and Backside LB, -

Stag - FST: Same technique as Guard on tag. 4
FSY: Same technique as Tackle on tag. @

A, Work together. Read block after the snap.

' B. Backside Guard - Flat step, gather with 2nd step, feel nose with near
. hand, eyeball LB for hang or scrape. 1 hand push vs hang, 2 hand
\Y/ push vs stack, 2 hand push vs scrape. Try to displace C vs scrape.
If no pressure from NG, then play off to BSLB - don’t overrun BSLB.
BSG may displace C off nose if BSLB on dead run.,
5. Seal Technique (Used to block an area from which a man is pulling):

A. Recognize defender’s alignment as to depth off the ball.

B. mgmv.zzr near foot to near hand of the defensive man. Gain width

on 1st step. Stop penetration and keep man out of play. (Head gear

in front of defender). (Helmet adjust on move.)

C. Never use crossover step.
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STANCE AND BASIC BLOCKS

L rap: . , .
1, Follow general principles. ,
2. Pull flat-along LOS. (Possibly up into
LOS if enough movement by FS.) \vj VAR,
3. Attack middle of EOL if he’s outside
contain - Kick EB out if he squeezes or

~ attacks.. PULL OLSON
4. Focus on EOL as soon as possible, Use SEAL
helmet adjustment as you contact him. (Long Trap)

9. Breach Technique - (Man block off a zone scheme):

- A. Midline is POA,

B. Don’t come forward on 1st step - come out high, under control. Short position step.

{Settle.)
C. You must be able to react if man goes inside. Be on balance.
D. Never allow penetration to outside. Anticipate ,o.EmEm charge 1st.

E. Never leave your feet, keep shoulder on angle to LOS, working for movement,

F. Keyis to explode through 2nd step after read on defender.

10. Scramble Technique:
A. Flat lateral play side step (angle depends on alignment).
B. mO.P.“ 4" above play side knee,
C. Explode with backside shoulder and arm - don’t leave feet.

D. On contact, keep head frontside, whip through crotch area while steping with cmnr
foot powerfully - play side and upfield.

E. If you feel you are losing man to ?onmmam, drop to all 4’s and scramble, working
upfield toward goal line.
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1.

TE / TACKLE TECHNIQUE

U:

“FSY: -will block down on DT, step mou. near hip with head. Try to get head across in front to

seal penetration should DT veer to inside. If DT loops or works outside, swing hips upfield
in reverse body position and pin him. If DT backs off the ball, plant inside foot, bring your
mroﬁamn parallel to the LOS, on your 2nd mﬁu drive your head upfield and cut the DT off.

FST: Pull flat or drop with FS foot around down Eo&n by FSY - your POA .&SE@ be FS# or
wider. You want to hook Sam to inside - don’t let him work parallel to LOS you must get
movement back toward original @% placement or backward on mnoammu line from LOS. {Call
Ted off if DT mrm:ma in 4l.)

TED .

" >~vm: . . . . , ‘
FSY: Step down on DT with near foot for head across position, drive man down LOS flat,
allow no penetration. If DT pinches with OT, work upfield on 2nd step to pin LB on the
scrape technique. If DT works outside or loops, square him up and work back off LOS.

FST: Power thru inside # of DT and get to FSLB with good angle upfield. Don't flatten out

on initial step; work north and south to LB. If DT pinches across your face, drive him dowr
LOS with high BS flipper and head across - allow no penetration.

w\@

GAPS
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TE / TACKLE TECHNIQUE

FSY: Cut down split to 2’ 1st step should be semi-flat to inside to get on the outside of # of

the DE. 2nd step should be to seal or drive defender straight back if he plays straight or loops.

If DT goes to inside, come upfield with 2nd step and look for FSLB to pin if he’s inside of
you. If he has gone over you, continue to BS for BSLB - don’t chase FSLB,
\/mlv h—
v

OLSON OLSON ME

FST: Power thru DT to get upfield to FSLB if he fills B Gap or steps up. If he goes over top,
don’t chase, work down inside for BSLB. If the DT pinches with you, work head across in
front, allow no penetration and work man down LOS. Tackle responsible for inside 1/2, Y
respongible for outside 1/2. .

. “TEX" - Fold scheme between FST and Y to allow TE to go up under for LB to inside.
. FSY: You're going 1st. Take best angle to get to LB over FST’s head. POA inside # of LB.
Block LB high and don’t allow him to get to ball, Shield man off.

FST: Pass set'and block out on EQOL when he rushes, POA is inside a
B o -~ B
v o v

MIV,VI 1 TEX 1 2 TUX
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5

. STANCE AND BASIC BLOCKS
BREACH BREACH BREACH
(OS Flow) (Inside Flow)
v | vqmu. _ =
SCRAMBLE SCRAMBLE POWER UPFIELD
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A

GENERAL - BALL CARRYING

WHEN 0>mm<_zo THE BALL, RUN WITH FORWARD LEAN. USE ARM WHIP,
SHOULDER RAM, LEG KICK, ETC., TO BREAK TACKLES. YOU MUST BE ABLE TO
RUN THROUGH ARM TACKLES WITH A SLASHING STYLE OF RUNNING.

|IGNITE YOUR TEAM BY BREAKING TACKLES AND FIGHTING FOR EXTRA
" YARDAGE. NEVER GO DOWN FOR LESS THAN THREE (3) TACKLERS.

WHEN RUNNING INSIDE, CARRY THE BALL WITH TWO HANDS UNTIL YOU ARE
PAST THE LINEBACKERS AND OUT OF THE HEAVY TRAFFIC AREAS. ALSO,
COVER THE BALL UP WHEN YOU FEEL MORE THAN ONE TACKLER CONVERGING -

SPEED 18 IMPORTANT BUT HARD RUNNING WITH AN INTENSE DESIRE TO §>xm
YARDAGE IS MORE IMPORTANT. N PRACTICE, DEVELOP THE HABIT OF
SPRINTING FOR 20 YARDS DOWNFIELD AFTER YOU BREAK THE NEUTRAL ZONE.
PRACTICE RUNNING HARD UNTIL IT BECOMES A HABIT,

ALWAYS RUN TO STAY IN BOUNDS ON THE SIDELINE UNLESS WE'RE TRYING TO
STOP THE CLOCK. LOOK FOR OPPORTUNITIES TO TAKE THE BALL BACK INTO
THE FIELD,

FOLLOW YOUR m_.Oﬁxmmm Imrv SET UP BLOCKS. KNOW WHAT YOUR
BLOCKERS HAVE BEEN TAUGHT. TAKE WHAT THE DEFENSE GIVES YOU.

WHEN RUNNING INSIDE THE +20 YARD LINE OR IN SHORT YARDAGE/GOAL LINE,
GET LEVELED OFF FOR THE GOAL LINE OR FIRST DOWN AS SOON AS vOmm.mrm
DON'T CHANGE U_mmo.:Oz TOO OFTEN,

IF POSSIBLE, WORK THE BALL INTO THE ARM AWAY 1302 CONTACT TO KEEP
DEFENDERS FROM GETTING A DIRECT HIT ON THE BALL. KEEP YOUR BODY -
BETWEEN THE BALL AND THE DEFENDER. THIS WILL ALSO ALLOW YOU TO USE
YOUR FREE ARM AND SHOULDER TO WARD OFF TACKLERS. NEVER SWITCH
THE BALL IN TRAFFIC. KEEP THE w.»rr TO THE mOczc»D< WHEN RUNNING THE
SIDELINE.

0>Cmm DEFENDERS TO CHANGE THEIR omZﬂmm OF GRAVITY BY MAKING THEM
THINK AND MOVE OPPOSITE THE DIRECTION YOU ARE GQOING: AS YOU FAKE,
DO SO ON THE MOVE AND UPFIELD.



]

iN THE CPEN FIELD IN A ONE ON ONE SITUATION, DON'T START YOUR MOVES
TOG FAR AWAY FROM THE DEFENDER. GET RIGHT ON TOF OF HIM BEFORE
YOU MAKE YOUR CUT.

ALVWAYES EXPE

ALWAYS EXPECT TO BE RiT. SECURE THE BALL TO PHEVENT FUMBLING, KEEP
THE BALL IN QUR TEAM'S POSSESSION.

2 << r, S FALL :.:5 »EO 40$.>E: j._m On:.: SINE TP YOU ARE GOING

THERE ARE THREE BASIC RESPONSIBILIT
MASTER TO BE SUCCESSFUL AT THIS LEVEL. THEY ARE:
THE BALL, (2) BLOCKING THE BLITZ. AND (3) OATCHING THE F oo,a\»:;
MUST BE A COMPLETE PLAYER,,

IAHD RUNINING \WiTH At
DESIHE, 10 MAKE YARDS
.,Ox FELT, FIGHT FOR INCHES. REMEMBER GOLD B, m> CKS ARE
EY GAIN AFTER THE FIRGT HIT BY A L

YOU MUST BE ABLE TO BREAK OR AVOID

MEAS

AYS KNOW THE DOWN AND
YARDS, WE WILL MAINTAIN THE
DRIVES ALIVE.

o5

BALL P

I_(;,:_._:r Sm: i

OME OF THE MOST IMPOMTANT ATTRIC
WY OUR BLOCKERS AND HELP SE
FVYOUR BYED AS WELL AL YOUR 1S :ziﬁ

UPFIELL A5 SOGHN AY
STIVE.

SIBLE,

SALL AN
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TAILBACKS (2 PGINT: HB IN! FCRMATION QR NICKEL FORMATION)

A FEET:
PARALLEL. AND SHOULDER WIDTH AFART WITH ;_wam_.l% ON 1
FEET. TOES .VO_ZAmﬁ, STRAIGHT UPFIELD WEIG
BALLS OF FEET. USE AS STARTING BLOCKS.

O _/ru Um

B.
BN LINE WITH NS

) JUST ABOVE KNEES. e,

8]

¥

G 9154 WHERN BACKS ARE SHIFTING TO DIFFEF
FORMATIONS, THEY SHIFT QUICKLY. FAAKE SURE ¥
PLAY AVIAY BY LEANIMNG OR CTHANMNG FYOUR STARNCE,

LSE BTE
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WHEN GOING FORWARD, PUS

ST FIVE YARDS ARE T

FreRUvy YO

CHEAD AN HDDY IN THE {

8. LRIVE YOUR ARMS. THEY WiLL Al
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D. EXCHANGE o

1,

AS YOU TAKE YOUR _.u_mm._, STEP, FOCUS YOUR EYES ON THE BLOCKS AT
THE HOLE SO THAT <OC 0>z RUN mOI DAYLIGHT.

" WE WILL LEAVE THE <<>< <OC TAKE THE FOOTBALL TO <Ocm

DISCRETION. WE WOULD PREFER, IOEm<mm

A, YOUR ELBOW TO THE SIDE OF THE Ow SHOULD BE SHOULDER
HIGH, THE FOREARM PARALLEL TO THE GROUND AND YOUR !
- THUMB POINTED DOWN THE Z_UO_.m OF THE STERNUM TO KEEP

qu ELBOW UP. o

B. ._.Im FAR ARM SHOULD BE PLACED ACROSS THE BELT, WITH PALM
UP TO ACT AS A SHELF. THE ELBOW SHOULD BE SLIGHTLY |
RAISED AWAY FROM HIP TO ACT AS BACKSTOQP,

LET THE QB PUT THE BALL IN THE POCKET, DON'T SLOW DOWN TO
RECEIVER THE BALL.

DON'T GRAB, REACH, OR SCQOP FOR THE BALL. TAKE IT BY FEEL.
COVER OVER THE BALL AS YOU FEEL IT BY. BRINGING THE UPPER HAND
DOWN TO COVER THE OUTSIDE PORTION OF THE BALL AND LOWER
SHELF HAND OVER THE FRONT POINT OF THE BALL, PUTTING IT IN A

- CARRYING POSITION.

E, BALL CARRYING

1.

THE NOSE OF THE BALL RESTS IN YOUR HAND WITH THE FORWARD
POINT OF THE BALL RESTING AGAINST THE “WEB" OF THE FINGERS. ALL
OF THE FINGERS ARE GRIPPED TIGHTLY AROUND THE BALL. THE REAR
OF THE FOOTBALL RESTS NEAR THE CROOK OF THE ELBOW. PUT GOOD
PRESSURE ON THE REAR OF THE BALL WITH THE ELBOW AND ARM. THIS
xmmum THE BALL AGAINST YOUR BODY AND IN A VICE GRIP CAUSED BY
THE EIVE PRESSURE POINTS:

A FINGERS WRAPPED AROUND THE NOSE OF THE BALL
B. THE PALM OF THE HAND.

C. INSIDE PORTION OF THE FOREARM.

D. INSIDE PORTION OF THE w_omv

E. THE RIB AREA.

AFTER EVERY HANDOFF OR CATCH, IN PRACTICE OR IN THE GAME, THE
BALL SHOULD BE LOCKED AWAY IMMEDIATELY TO THIS POSITION. KEEP
THE BALL LIKE THIS WHILE RUNNING WITH IT AND YOU WILL NOT
FUMBLE. THIS WILL BE REFERRED TO AS SECURING THE BALL.

STAN
1.

HALFBACK AND FULLBACK (3 POINTS) -

A

EEET: N

PARALLEL, TOE AND INSTEP ARE NO MORE THAN TOE AND HEEL
STAGGER. WEIGHT EVENLY DISTRIBUTED ON THE INSIDE BALLS TO USE
AS A STARTING BLOCK. SHOULDER WIDTH APART: TOES POINTED
STRAIGHT UPFIELD AND HEELS COCKED SLIGHTLY TO THE OUTSIDE."

KNEES: ,.
COCKED INSIDE - IN LINE WITH FEET/ANKLES. BEND KNEES ENOUGH TO
FLATTEN BACK AND MAKE POWER PRODUCING ANGLES.,

SHOULDERS:

- SQUARED AND PARALLEL WITH THE GROUND. MIOCEU EXTEND OVER
TOES.

HEAD AND EYES:

SLIGHTLY RAISED AND LOOKING STRAIGHT AHEAD, ENOUGH TO GET A
PRE-SNAP LOOK. LOOK OUT OF THE TOP OF YOUR EYES, DON'T GIVE
PLAY AWAY BY STARING AT DIRECTION YOU WILL GO. DO NOT POINT,

ARMS:

THE UP ARM 1S BEND AT THE ELBOW, THE FOREARM RESTING JUST
OUTSIDE THE KNEE. HAND LOOSELY FISTED IN A RELAXED POSITION.
THE DOWN HAND (EITHER RIGHT OR LEFT) REACHES OUT FROM THE
SHOULDER TO A POINT EVEN WITH THE TIP OF THE HEAD GEAR AND ON
A LINE JUST INSIDE THE REAR FOOT. THIS ARM AND HAND ARE FOR
BALANCE, NOT WEIGHT SUPPORT. THE LENGTH OF REACH CAN VARY
ACCORDING TO THE FORWARD WEIGHT NEEDED TO EXECUTE A
PARTICULAR ASSIGNMENT, HOWEVER,

- EINGERS:

DOWN HAND USES A FIVE FINGER BRIDGE,

WEIGHT: ‘ '

EVENLY DISTRIBUTED ON INSIDE BALLS OF THE FEET TO ENABLE YOU TC
START IN ANY DIRECTION WITH EASE. BE CERTAIN THAT YOU DON'T
GIVE THE PLAY AWAY BY rm>z_zm LOOKING OR CHANGING YOUR
STANCE.

CP: - MAKE SURE YOU DON'T GIVE PLAY AWAY BE LEANING OR
CHANGING YOUR STANCE. CONCENTRATE AND LINE UP PROPERLY IN
YOUR STANCE AT ALL TIMES.



v_z.ﬁ

4.

AN

IN ORDER TO OBTAIN A GOOD MESH mm.._,<<mmz THE QB BLOCKER OR
FAKER'AND BALL CARRIER, WE mm.;mr_wI POINTS OF AIM AND
COURSES.

A POINT OF AIM AND PATH IS THE REFERENCE POINT AT WHICH THE

m>r_. O>mm_mm >zo BLOCKER/FAKER O_Imnu. ._.Im_m _Zz._>r OOcmwm

A vo_z._. OF >_z_ AND PATH IS mmﬁ»mEmsz )000m0_zo TOQ .qu DESIGN

OF THE BACKFIELD ACTION. "

A POINT OF AIM AND PATH MAY BE ANY PART,OF ANY OFFENSIVE OR
Umﬂmzm_<m PLAYER. -

m>x_z _n>x_zm ISA <_._.>r n)ﬂ._. OF Ommmzm_<m m>oxm_m_.0 PLAY,

1.

AYLI

1.

A GOOD FAKE HELPS OUR BLOCKERS. _4 TAKES THE PLACE OF A
DOUBLE TEAM. IF YOU FAKE <<m_.._. WE DON'T NEED TWO BLOCKERS TO
ATTACK ONE MAN,

AN EXCELLENT FAKE WILL >000cz._. mom ,_,Immm OR FOUR MEN WHILE A
GOOD BLOCK WILL ACCOUNT FORONEORTWOQ. -

CARRY OUT YOUR FAKE BEYOND THE LINEBACKERS. FAKE HARD!

AS YOU HIT THE LOS, LOOK FOR vavrm TO RUN OVER, MAKE IT LOOK
LIKE YOU ARE BEING TACKLED. HUNT UP LINEBACKERS - THEY ARE -
PEOPLE WE CAN FAKE AND HOLD.

DO NOT LOOK AT THE GROUND WHEN _u>x_zo THE DEFENSE WILL NOT
RESPECT THE FAKE., -

YOUR HEAD, ARM AND HAND WORK SHOULD ALL BE THE SAME AS WHEN

YOU RECEIVE THE BALL. DO NOT OVER-FAKE, IT I>w TO BE AS NATURAL

AS A NORMAL HANDOFF.

FAKING IS ONE OF THE “LITTLE ._,I_zmm.._.ﬂI\.:. MAKE THE DIFFERENCE.
HAVE PRIDE AND CARE ABOUT EVERYTHING YOU DO,

T RUNNI

THIS IS ONE OF THE GREATEST ATTRIBUTES OF A FINE RUNNING BACK -

~ HAVING VISION TO SEE DAYLIGHT.

MDM:

woz ITION:

>.._02 BEHIND Om WITH TOES 5 YARDS FROM ,_.Im BACK jv OF THE m>_rr

. ALIGN FOOT 40 —uOO._. OF THE m._.wozm TACKLE WITH TOES 5 YARDS _umOz_ THE
m>0x TIP OF THE m>_._..

AR _u. POS! H
ALIGN FOOT TO FOOT OF THE WEAK 4>O_Arm <<_._.I TOES § <>mom v.mOZ THE
BACK TIP OF THE BALL.

END MAN ON LINE OF SCRIMMAGE

MOST DANGEROUS MAN

. SOVERED;

Ommmzm_<m LINEMAN 00<mmm0 BY A DOWN DEFENSIVE sz.s»z

mcmmrm
Om_umzw_<m r_zm3>z OO<mmmO BY > LINEBACKER.

DESIGNATES A RECEIVER TO KEY A DEFENDER'S BLITZ TO BREAK A GALLED
ROUTE AND/OR LOOK IMMEDIATELY FOR THE BALL.

PEN: R
A SHORT LATERAL STEP TOWARD THE DIRECTION OF THE PLAY CALLED,

| LEAD STEP;

“FULL LATERAL STEP TOWARD THE DIRECTION OF THE _ur>< CALLED.

NGLE STEP;

SHORT STEP TOWARD LOS mm_zm GREATER THAN 90 DEGREES AND LESS AND
180 DEGREES

)

COUNTER:
"A STEP OR STEPS OPPOSITE THE DIRECTION OF THE PLAY CALLED.

_ A QUICK STEP o%o_m:qum DIRECTION OF THE PLAY CALLED.



CHANGES 5 STEP DROP 40 7 m._.m—u DROP m< QB (ADD 2 YARDS TO 5 mAmv

ROUTE DEPTH) . _ . _ : ’ o ,
: : _ : 2. . YOUMUST KNOW AND STUDY DEFENSES AND BLOCKING SCHEMES SO
DUAL READ: - THAT YOU CAN ANTICIPATE WHERE THE OPENING IS LIKELY TO BE. RUN
BACK IS RESPONSIBLE FOR PASS mronx_zm THE MOST c>zmmm0cm OF TWO WITH YOUR “HEAD" AS WELL AS YOUR FEET.
DESIGNATED _.m,mmm OR THE SAFETY TO HIS SIDE. . v Lo
: 3. ALL BALL CARRIERS SHOULD HIT THE POINT OF ATTACK WITH
GAP; : SHOULDERS SQUARED AND AS PERPENDICULAR TO THE LOS AS
CHANGE OF BLOCKING ASSIGNMENT BETWEEN BACK AND GUARD WHEN A ' POSSIBLE. THIS WILL PERMIT YOU TO BREAK IN ANY DIRECTION.
GUARD IS COVERED BY A DOWN LINEMAN AND A BLITZER IS IN THE A-GAP, .
: : 4. YOU MUST 0020mzqm>4m ON THE POINT OF ATTACK.
BACK SETS BEHIND GUARD AND READS FROM CENTER TO THE TACKLE TO 5..  GET INTO THE DETERMINED HOLE BEFORE YOU BREAK TO DAYLIGHT.
- HELP WHERE NEEDED. DO NOT BACK UP OR nr»Om HANDS ON AN OFFENSIVE
LINEMAN, 6. MAKE SHALLOW BREAKS OR CUTS. DON'T SHOW TOO SOON. HELP KEEP
_ . PEOPLE BLOCKED AND MOVING BEFORE YOUR BREAK. ONCE YOU SEE
STAY PROTECT: THE HOLE, DONT STUTTER STEP. HIT THE HOLE - NOW!
BACK HAS NO ROUTE BUT IS ASSIGNED A SPECIFIC GAP OR DEFENDER TO : ,
SECURE AGAINST THE BLITZ.

7. MOST OF OUR PLAYS REQUIRE THE BALL CARRIER TO OBSERVE AND
- . RUN ACCORDING TO THE REACTION OF A SPECIFIC DEFENSIVE MAN. BE
FAN; SURE YOU READ THIS MAN,

GUARD AND TACKLE BLOCK FIRST AND SECOND MAN ON THE LOS

RESPECTIVELY - BIG ON BIG! BACK IS RESPONSIBLE FOR THE LB 7O THE SIDE
OF AIm FAN,

TJAB;

A NEAR BACK AND WEAK TACKLE WORKING AN AREA BLOCK TO CUT OFF
BACKSIDE PURSUIT.

A RUNNING BACK HAVING A BLOCKING RESPONSIBILITY BEFORE RELEASING
INTO HIS PATTERN. g

EREE RELEASE:
A BACK HAVING NO BLOCKING RESPONSIBILITY BEFORE RELEASING INTOHIS -
PATTERN, . ,

: A TECHNIQUE TO “BUMP" A DEFENSIVE LINEMAN ON THE WAY INTO A ROUTE.

'
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BASE PASS BLOCK

THE BLOCK USED BY A BACK TO BLOCK A BLITZING LINEBACKER OR RUSHING
DEFENSIVE LINEMAN. IT AMOUNTS TO A FAGE UP, BUTT BLOCK. YOU MUST PREVENT
THE DEFENSIVE LINEMAN OR LINEBACKER FROM GETTING TO OUR 8.

JECH E

STEP WITH NEAR FOOT TOWARD DEFENDER'S CROTCH COMING UNDER CONTROL TO
MAKE YOUR INITIAL BLOW AS CLOSE TO THE LOS AS SOON AS POSSIBLE. FOCUS ALL
YOUR ATTENTION ON YOUR MAN:. DO'NOT KNOCK AN OFFENSIVE LINEMAN QFF HIS
BLOCKI YOUR EYE TARGET AREA IS THE BOTTOM MIDDLE OF YOU Z)Z S NUMBERS.
v304m04 INSIDE-OUT.

1. E%Erhmﬂbz LOCATE YOUR LINEBACKER. IF HE
RUSHES, MAINTAIN VISION ON HIM. IF HE DROPS TO PASS COVERAGE, RUN
ROUTE CALLED OR SWITCH YOUR CONCENTRATION TO HELP IN AN ASSIGNED
AREA - TRIANGLE READ - OR HELP ON A DESIGNATED DEFENDER.

2. APPROACH - GET POSITION TO GIVE THE OUTSIDE RUSHER ONE WAY TO GO
(TO THE OUTSIDE). ALWAYS KEEP YOUR EYES ON THE TARGET AREA OF THE
RUSHER. WHEN YOU UNCOIL, DO SO WITH A SHORT BUT POWERFUL SIX INCH
POP SO THAT YOU ARE ABLE TO KEEP YOUR BALANCE AND MAINTAIN A oooo
FUNDAMENTAL HITTING POSITION.

3. CONTACT - STRIKE THE RUSHER THROUGH THE zcz_mmmm <<2.I YOUR FACE
AND SIMULTANEOUSLY WITH THE HEELS OF YOUR HANDS, (DRIVE YOUR
HANDS UP THROUGH THE RUSHER'S LOWER CHEST AREA). UNCOIL ON THE
RISE WITH YOUR HELMET UNDER HIS CHIN, RECOIL, GIVE GROUND
GRUDGINGLY BUT ALWAYS MAINTAIN POSITION WHERE THE RUSHER HAS TO
GO .:._mnmcmx YOU TO GET TO ._.Im QB. z$xm SQUARE OOZ._.>04. ON
DEFENDER

USE THE DEFENDER'S MOMENTUM TO HELP YOU WHERE YOU HAVE TO. IF HE
IS AN OUTSIDE RUSHER, HOLD AN INSIDE POSITION UNTIL HE GETS EVEN WITH
YOU, THEN ENGAGE HIM FROM THE INSIDE.OUT. LET HIS MOMENTUM CARRY
HIM PAST THE QB. IF HE IS AN INSIDE RUSHER, TAKE A STAND UNTIL HE GETS
IN FRONT OF YOU, THEN SLAM HIM AND DRIVE HIM INTO THE PILE IN THE
MIDDLE.

11

']

YOUR ABILITY TO ANALYZE AND CORRECT YOURSELF O>zzo.ﬂ BE OVER-
\EMPHASIZED. BE FLEXIBLE AS TO YOUR METHOD OF ATTACK,. IF YOU ARE

GETTING LICKED USING ONE METHOD, YOU MUST MAKE SOME CHANGES, .
HOWEVER, YOU MUST HAVE CONFIDENCE THAT IF YOU ARE DOING |T THE WAY
YOU BELIEVE IN, YOU WiLL HANDLE YOUR MAN AN EXCELLENT PERCENTAGE
OF THE TIME. ALWAYS HAVE A PRIMARY AND AT LEAST ONE SECONDARY PLAN
THAT YOU CAN GO TO. NEVER HAVE TO LIVE >ZO DIE BY THE SAME OLD
TECHNIQUE.

NEVER GUESS. YOU ARE WRONG WHEN YOU GET BEAT BECAUSE YOU
“THOUGH HE WAS GOING TO DO SOMETHING ELSE". SET QUICKLY AND REACT
TO HIS MOVES.

REMEMBER THAT PASS PROTECTION FUNDAMENTALS ARE THINGS THAT YOU
MUST THINK ABOUT AND WORK ON FOR AS LONG AS YOU PLAY IN THE
NATIONAL FOOTBALL LEAGUE. THE TOUGHER THE SITUATION AND YOUR
OPPONENT, THE LESS YOU EXPERIMENT AND THE MORE YOU EMPHASIZE
BASIC 1C20>Zm24>rm

>r._.IOCQI WE REALIZE YOU CAN ONLY HOLD OFF <0CI RUSHER A LIMITED
PERIOD OF TIME, YOU MUST ACCEPT THE RESPONSIBILITY OF PROVIDING

"WHATEVER TIME IS NECESSARY TO GE THE BALL OFF. NEVER USE THE.
- EXCUSE OR ALIBI- THAT YOU HAD YOUR MAN LONG ENOUGH iF THE QB IS

SACKED. IF THE QB IS SACKED, WE ALL FAILED. DO NOT ANTICIPATE THE
WHISTLE, GIVE EVERYTHING YOU HAVE UNTIL THE WHISTLE BLOWSI

13




z_mz._‘mr >vvmb>mx o . . . o S
" TAKE PRIDE IN YOUR RECEIVING SKILLS .

1,

2,
3

4,

BACKS PA C BAS|

CATCH m<mm< v>mm THROWN TO YOU IN PRACTICE AND 0>z_mm , .
WORK HARD .—.0 CONTINUOUSLY IMPROVE YOUR RECEIVING SKILLS.

BE CONSISTENT. EVERY CATCH IS THE “BIG CATCH” THAT CAN Ommrz_zm THE
OUTCOME OF THE GAME.

BELEASE

1.

3,

KNOW THE PROTECTION RULES OF THE LINE IN THE Imrm)m_zo AREA SO A QUICK
RELEASE CAN BE TAKEN WITHOUT OBSTRUCTING LINE BLOCKING.

STUDY THE RUSH ;zmm OF THE DEFENSIVE LINE SO THAT A QUICK RELEASE <<_._.I
NO IO_,.U UP1s EXECUTED.

NEVER mm KNOCKED DOWN, HELD UP, OR SHOVED OUT OF YOUR BASIC PATTERN. IF
YOU ARE DELAYED, DONT PANICI MAKE AN ADJUSTMENT AND Qm._. BACK INTO
PATTERN.

PATTERN

EVERYONE IN THE PATTERN IS ELIGIBLE...NEVER STOP WORKING TO GET FREE. YOU
MUST ALWAYS THINK THE BALL IS GOING TO B E THROWN TO YOU.

THE BACKS MUST RUN GOOD, FAST ROUTES TO FORCE LB'S TO COVER CLOSELY OR
YOU WILL GET OPEN AS THE PRIMARY RECEIVER.

BE A DISCIPLINED ROUTE RUNNER. RUN PASS ROUTES CORRECTLY AT THE PROPER
DEPTH IN'A MINIMUM AMOUNT OF TIME. THE MOST COMMON ERROR IS TO NOT BE
DEEP ENOUGH.

RUN ALL PASS ROUTES FULL SPEED.

KNOW EVERYONE'S ROUTE IN THE PATTERN,

ANYTIME THE QB SCRAMBLES, WORK BACK TOWARD HIM. FIND AN OPEN AREA.

AFTER THE BALL IS CAUGHT BY ANOTHER RECEIVER, GET INTO A POSITION TO BE A
BLOCKER. DO NOT MAKE AN ILLEGAL BLOCK

14

COACHING POINTS
1. LOCATE YOUR MAN WITH A PRE-SNAP mm>o
2. GETYOUR EYES ON THE RUSHER AS SOON AS POSSIBLE.

3. ESTABLISH GOOD POSITION >z_u ENGAGE HIM AS CLOSE TO THE LOS AS
vOmm_m_.m WITHOUT KNOCKING AN OFFENSIVE LINEMAN OFF I_m m_.OOx.

4. DO NOT Ocox OR TURN YOUR HEAD AWAY NOR CLOSE YOUR EYES AND DO
NOT CUT. KEEP HEAD UPII

8. OVER ANXIOUSNESS AND OVER AGGRESSIVENESS GETS YOU OFF BALANCE
)zo CAUSES BAD FUNDAMENTAL PQOSITION,

6. DO NOT LEAN OR OVER EXTEND TO OOZ.?»O# THE mcm:mm xmmv A LOW

CENTER OF GRAVITY WITH YOUR KNEES BENT, HEAD UP, AND YOUR m<mw
OPEN.

7. ON ENGAGEMENT WITH THE RUSHER (IF NOT GRABBED), RECOIL AND GET
READY- TO DELIVER ANOTHER “BLOW"

8, MOVE TO POSITION ONLY BY SHUFFLING YOUR FEET. NEVER CRQSS QVER.

QOLDEN RULES

1. IF YOUR MAN SLIPS AND IS AT <Ocm FEET, ATTACK HIM AND TAKE <Ocm BEST
LEGAL SHOT,

(24

IF HE JUMPS IN FRONT OF YOU, DRIVE YOUR SHOULDER INTO HIS GROIN AREA.
DO NOT LET HIM GET ><<>< WITH BATTING DOWN A PASS,

3. IF YOU HAVE ERRED _z PROTECTION AND ..Om._. YOUR §>2 PIVOT >ZO RACE
TO A CUT-OFF SPOT 40 INTERCEPT YOUR MAN, .

4. NEVER QUIT OR LET UP UNTIL YOU HEAR THE EI_mj.m. DO NOT BE LOOKING
DOWNFIELD TO SEE WHO IS OPEN. STAY AFTER YOUR MAN UNTIL THE BALL 1S
._,IDO<<Z THEN LOCATE THE BALL AND COVER DOWNFIELD.

& O>Im< Oc4<0cm>wm_oz§mzq>_..02m zm<mm mmomnmzcmz.ﬂ Oz \:urmm
MAN TO DO YOUR JOB. HE MAY NOT-BE ABLE TO HELP YOU. ,

6. NEVER LOSE YOUR POISE IF YOU BREAK DOWN ONCE. IMMEDIATELY BEGIN
CONCENTRATING ON THE NEXT PLAY, ON THE SIDELINE, BETWEEN SERIES,
ANALYZE YOUR TECHNIQUE AND THAT OF YOUR OPPONENT AND CORRECT
YOUR ERROR. (EXAMPLE: DID YOU SHUT YOUR EYES? WAS YOURHEAD
DOWN? WHAT DID HE DO TO CAUSE THE mmm)xoOEZQ WHAT DID YOU DO TO
CAUSE THE BREAKDOWN?).

12
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THE RIDE SERIES IS WHERE THE QUARTERBACK FACES OUT TO THE PLAY zcgmw_
CALLED AND THE HANDOFF POINT IS ON ._.Im SAME SIDE. :
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Siant 24-25 Zone Pitch Lt/Rt

: Ride 34-35 Slam
iven L o k1) _ . ven , .. _ U _ :
Fs 5. _ B el s
c | . | L _ p .
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m.umm nw% - s\e 1/ mu w
mw«oo 0_ | " /. v @ ; .
dOw. mau .. 'DOS" ‘Base m,s_ . Hump @ ~ @ -
. . of S
~—® , Ride 35 Slam Ride 34 Slam
Concept: Quick pitch to backside from zone action. xmc =Run BLACKs= v_ss TE i lay.
Note: Gameplan could include Hand-off ¢ or Pitch call. Concept: TE side <,m:_.8_ Ems piay
Y Block 34-35 Zone, _ : Y White- Breach man on . _
, : - Red- Fan for outside support defender.  (Steel Fan)
TAGKLE~ |White-Hump Red-SteelorRake - | - RONTSIE |Whie-Hump  Red- Fan
.%_,ﬁmwcm White-Hump ~ Red- Clamp / Possible Rake _ . o N ,"m%,,qmm%m <<:=m.. Hump Red- mm_s
ENTER |Block 34-35 Zone w/ “OFF" possibilities. CENTER |Scoop .m,.zam Swamp  Clamp Possible Cop w/ FSG.
CKIIDE | Red or White- Combo w/ BST or OC to seal flow LB. Possible “OFF” , o JACKSIDE | White- mzﬁm " Swamp  Possible Copw/ OC
. S _ GUARD " |Red- Reac! _
mmm__.mm Red- Rake w/ BSG to seal BSLB. White- Base o R w%mﬂw__.mm <§=m...§ o . Red-Reach
; . . S L Vs: Frontside Guard uncovered Block Force.
FB Fake 24-25 Dive. S . FB vs: Even Dbl Tom block Sam-indside of TE
W . : . - vs: vs Dubs block bubble player.
, Jab step, take pitch. , HB Lead, Crossover, Roll.
X Block Force. _ .
: . X Safety to Comer..
Z Block mmﬁmq to Oogm_‘ : ’ ' ' , ‘ ) Z OCQM« Block Amgos
B |Reverse out, token fake to FB, & 98: to zm QB Open to Hole, Fake Keep Pass after handof.
"Riveseres | | | o e T msrAvEOK

‘14 RIDE SERIES



e 39 Siam Ride 34 Slam pee | Slant 25 Zone Pitch Rt : Slant 24 Zone Pitch Lt '

Even STACK . s . .. UnderTom - FS : EvenSTACK . 5
A | e - | | | \m.m : c ¢
e . s“« . wz $ ¢ c c W sz N
. . E T E/S bl HO % M E /g s .w
IS Jogbdh [ %ebhde) °  Yoggds
. RS Vi) ) Hump m@v Rake ~Reke © / oo @
o Reach Stretch off
,mé:cgz:os . . :

88

% | - | \zwwx ,, w /QW%QMW M

Fan O Reach v m.z_ Rake : Rake
| 2l Reach Off ) . .

) Qver Tom s Over Double Tom _ ) Qver Tom ks Qver oo:%._oaa g
] . 8 . Fs 8 . ) ¢ SS i c
) c \/ .o c w M, .8 c A ) S M : ¢ ]
) /@ FQHO%\, 5 i ovqmw o ) opdod ) w b ﬂa@m &W %
| T N\& 8- 1 -0 sleel \OBr° ‘Do’ , Rake O / Steel Z
J " ( 2 2 of2 Fan ) Base Shovel ,
_ (Posaible Swamp) © (Porsibis Swamp) _ o _ &—-" . S~ o
" Over Stack o Cuer WOEJOKER " QerStack Over WIDE JOKER
)

.a. EEEEE—— FS

L wihd 2yl F,@mo mmw/

hovel mmxa Swamp

ST .(@P@

Big Dubs £ ) Diamond

)
)
)
)
-
E\@w SNBSS @g
)
)

G

9
o
o=
b a1
o
(1]
{g{—i
B
Qi =z

. Fan o Rake- - b . Rake mmmnz

{Possible Cop)

2008 PLAYBOOK © ORFENBI

2005 PLAYBOOK
RIDE SERIES T

RIDE SERIES

| s
b

e



22-23 Fullback
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?1(.@5 Fullbac

Concept: Inside running play with Dive Option possiblities.

RED =Run BLACK =Pltch

Y Man #3 Fan/Reach
ﬁw%%m Man #2 White- /2 Qlson  Red- Doc / Reach
FRONTSIOE | Man#1  White- Slap Red- Doc / Reach
CENTER |Man#0  Slap IEan
mwmﬂw_wm Man #1 _:ma.m,_.mma Step  Fan/Reach/ Solid
wwm%__.mm z_mm ww _=mam Lead m"% Fan / Solid / Reach

FB . |Expect ball if will LB outside DE.

Aiming Polnt - Inside leg of OG. Pre-Snap mmma Front,

HB | Full Fake!

Fake Toss 37-36 Base. Expect toss if Will LB is aligned inside DE.

Block Man On,

NxX

Block #2 from outside.

a8 |Open to Hole. Bring ball back to FB, Fake Pitch to HB after :m_,a% o -

Fake Keep Pass If single cmox
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Ride 32-33 Lead Bong

=3
-t

|

Even u
§S .
s C F§ §§
c . c BN
meu ; mu\%\,z o W E s
m@_u..n:wu O | Fan ) ...._HAWW C
UedleadBong "Ride 32Lead Bo
Concept: Lead play featuring Bong and Fan blocking.
Y Block nose vs Odd  Block on course to BST vs Even
O KLEE {Red o White- Fan
ROARE [Red or White- Fan
CENTER m_onx LB opposite the shade, vs Even block LB to frontside.
Vs c_msga or Dubs block LB ounOm_”m call vs 34 block LB opposite call
BACKSIDE |White- Fan. :
GUARD | Red- Con vs Even w/ Tom, mm: vs Even. Possible reach w/ BST vs mmﬁmq down 8 cmoxm__
BACKSIDE |White- Fan, . .
TACKLE | Red- Con vs Even w/ Tom, Fan vs Even. Possible reach w/ BSG vs mmaz down to backsidr
FB |MkelB (Possible mn.oﬁ blocking S gameplan)
HB  1Open, cross over, hug bong block. ,.
X Block force. .
[4 Block force.
@8 Open step. 45 degrees to the sids of the hole called.
wENSE ’ ueout;«uo.cx
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Ride 33 Lead Bong , Ride 32 Lead Bong s
UnderTom =~ Fs Even STACK s 5
S5 . . - .
c 7
c M ¢ \.\ M //x ¢
e =8
Voshides L by
- O Fan e.o,o.r.. © BigFan
Fan
Even Double Tom 8
FS
c : S M w .L./..../:./O
Mu o W%»m mm
@.ll
Fan Con
OwrTon " Gur Doblelon
[
c. 8
) s M 3 e
_ TNV LE W :
oA S, Mu \UM )|
Fan .O...u-.@ ) )
. Fan Fan vna g
Over Sk : T S
c w B . o M s
Lol N D el f
: @ -AO | ‘ . Fan O PO
_ Fan Fan . : Fan _ ,
_ Big Dubs B Diamond - .
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22 Fullback 23 Fullback - E
Under Tom EvenSTACK ¢ 5
c o
c M
5 w M | ] SRS
M. p mmmor Reach  Stretch
‘ul.'k.ll-ln@
-Even Double Tom N i Even Eczﬁoa:w . "
o s " ,_2 c W
C %selek w m
S Y51 1 @ﬁ %%@
. Reach Solid Solid Fan
' Over Tom 8 Eﬁé FS
_ _ : c . , _ g
$§ . : ¢ W
S M ) c Mo
SR\ IS SR
. BOOd e fistar
Fan : a Reach
] w_nu. : ) ’
"Over Stack _ . Over WIDE JOKER
S8 FS : : c
) Fs ,
: c )
. M w ' C. W C W M \/mm
s ET NE T o QN ) % , s
| WHOA M W M 3l
| " Fan Slap - Slap Fan
Big Dubs Fs ’ .| Diamond ks
W ©8S
Qw ow W T _m N T m " S
/, a_w | Y1303
Reach no-o: ) Reach - ) 'Reach '
.. “Bear” ) “Bear” 7
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: RUN PG. 1
riae $z-33 ‘F' Bong - 'Ride 35-34 Zorro Ao<<§
iven 8 8 3 Fs . fen U ,
: s e , : $5 F$ Fs $
. 0 ' T .
c M . 3 : : w c
1| J-EW : h : _
AM 6ouds” % fe\dMD &S N\, &5 T W %O%u@
“.Fan O Fan Solid P L & ﬂ\.&wq zcau O Solld
- _ - : Solid Clamp : au,o%_zo Tess) -
Ride 33 'F mo:n " Ride 32 ‘F Bon Ride 34 Zorro . Ride 35 Zorro
Concept: Bong play from 2 back. Could be 'Y Bong from 1 Back vs 6 in the box. 088% Open side Inside Zone play with cutback possi
Y Red - Steel or Fan White - Solid 4 Y White- Solid (Possible Tye / Tess)
_ Red- Base cut off.
RONTSIDE | White- Sol " Red- Stesl o ) - ,
Tackie - |\Vifte-Solid - Red- Steelor Fan RONTSIDE |jjan #2 - Reg-Breach  White- Hump
RONTSIDE |\ . _ A - : ) )
Guarp ~ |White - Solid-  Red - Breach : , ROAD C [Man#1 - White-Hump ~ Red-Stretch Clamp
SENTER | Odd - Opposite shade to st LB, BSLB vs o Nose, Even - block MLB to 1st LB. CENTER |Man#0- Swipe  Scoop Stretch Clamp . Possible Shovel
stn _ - .
30ARD" | Con or Fan ACKSIDE |Man #1- White-Swipe  Red-Reach Reach Off  Solid
ACKLE. |ConorFan. e, |Man#2- Red-Reach ~ Reachoff ~ White-Solid Possible Tess
HB Open Cross Over - zcm Bong Block - Force.
Blok man on Center f covered, If uncov block f — _ : A
FB a%mowbﬂma ioﬂx ug_,ma for cmo_a_%z_.m 9& ock nex! down de m:amﬁ _Em@.aﬂ HB Open, Crossover, Downhill, Read 1st Covered OL Block. Possible Cutback.
X___ |BlockForce. v _ . . X |Block Man On.
2 |BlockForcs. ; Z |Block Most Dangerous Man,
QB | Open step. 45 degrees to the side of the hole called. : o GB |Open to Hole, Get ball deepto cm__ carrier. Fake Pass after Handoff. vs 6 in box only,
; 2005 PLAYBOOK .
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Ride 34 Zorro

Ride 35 No:.o A

Under Tom sm_wa

H

@w%w%

Solid mimmw Hmamoz

]

Ll
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Even STACK m;nx

1

1]

Ao&cfmox@

Reach
_ O_E:u

- Even Double Tom

m\t “@%ﬁw% MM

Reach - m.s ch .

Even Double Tom Walk

c

]

G

mw%%ww

;

' Qver Tom s Over Double Tom Walk Yy
_ . ¢ . .,.m.
T W :;,m ¢
d T_E
T ekl QL) ok |
Mu i ol &EH. % INMW S0 mwa
each mooov Hump . ﬁ mgov
vﬂzmsg $s Qver Wide Walk - s
, c
S T E .
Drskadr T bl ] o |
Reach Scoop | Hump Icav” Scoop Sold .
Blg Dubs s Dlamond ‘s . mm
8 M :
Es TA E W Y W .W MM .MO c
St \ Tt
o Breach g . Breagh ®
_ _ msoé_ A
Shovel
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RIDE 33 .m. BONG RIDE 32 'F’ wozo. . =
Under Tom Even a;o.x
w
M to6 _W st / _U
Solid > Fan mo_a
: wcono: ' .
Even Double .as
Im d
Hard Qo:n
Qo:n MU w@
MWQ A.Nu Con
QOver Tom QOver Double Tom , s
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Fan

4

"~ "Over Stack

88
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Dovelidee f
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Ride 35-34 Base L _ RIDE 34-35 Zone o
: Y " : - ¥
, . ven s B FS

o - S

0
(2]
-

g , z
| : ‘s E
m muov., //® SNVM.W an r%WﬂmOiWV Ma B :mWO ﬁmavo mruv_l AW % W &

O Hump
T : ‘Base _ Solid _
i Ride 35 Base o Ride 35 Zone . : ,

de 34 Zone

Ride 34 Base

‘Concept: Open side play with vertical push blocking. Possile cutback. Concept; Inside Zone play with cutback Emma_ ities. Vertical push,

, — . - Red = Steel (Rake)(Possi J K Fan call
Y Man #3 - Possible TYE / TESS / FAN (solid) | Y éﬂa :m mexm%%mm ble Fan) (Jam: Blac! man on unless Fan call)
RONTSIDE | Man #2 Red- Breach . White-DOS=Fan ' Possible Jag . ‘RONTSIDE zm: #2 - White- Hump Red- Steel " Possible Rake
TACKLE : TACKLE
ROMARE IMan#!  Red- Breach White-DOS=Fan  Slap.  Possible Jag. _ RONTSIDE IMan#1 White- Hump Red-Clamp vo,w%_m Rake
SENTER |Man#0 Swipe, Scoop, Swamp, Clamp, BSLB, Possible Triple. CENTER |Man #0 Scoop Clamp Swamp womm&_m Cop / Triple
ACKSIDE |Man#1 - White- Swamp/Swipe  Red- Reach Possible Triple. , JACKSIDE \Man#1  Red-Reach Whits-Swamp Possible Cop / Triple
\CKSIDE | an: -Sold - PossbleTYE/TESS  Possible Triple. BACKSIDE ) "Reach  White-Tat
ackie |Men#2  While- Sold P e |Man#2  Red-Rea ite-Tab
) Bob Block Will LB, Cylinder Approach. Best Entry Point. , . , )
F8 | Alert Pinch-Comer Blitz - Block Comer. Alert “DOS” Foo[Man#  Tab Solid
HB Open - Crossover - Downhill, Get Square. Read 1st Covered OL. Alert Cutback. H Open oamm Over Downhill. Get wncma Read 1st Covered _._nmam:
, Alert to Cutback,
X Block Force. X Split Accordingly mmﬂmq to Corner.
Z Block Safety to Corner. Z Split Accordingly  Block Force
QB | Open to Hole, Fake Keep Pass after handoff, - QB |Open to Hole, Fake Dropback after handof,
i , 2005 PLAYBOOK £
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RIDE 35 Zone RIDE 34 Zone £6.2 Ride 34 Base . Ride 35 Base ke
UnderTom s T EvensTack 5 Under Tom B Bvonstack o

ES .
M \Mw %@M mw&.—@mxm @.@ Mu , mm_.m mo_a
I:Ev Reach . : Reach | Hm;»n: .
- Even oo,_vfoa . s 2Even g -

W

Even Double .aa

88 _
_ c .
T c M 4 w c \ "
BRI b e

. Solld gwafhp Breach . waonoz
Hard v
O_oca

- wm_w%w <l Tukds | @@wmﬁ“ ¢ /

Reach off BSLB O Hmsos:x. ~ Clamp vo:_z. Reach)

" Over Tom s o Over DoubleTom 5 8

_ ﬁ\wwwmmu%% % , @\ww@mm&ﬂw mw
! - s ﬁémﬁé | | T gs% .‘ NG

Qver Stack 5 : Over WIDE

' M

, o§ Double .—oa

¢ $! i
c .
: m\ﬂ Mo .o .
E T T E W
, bSO | |
Reach  gfody M F uwo%_ ’ m_.:o:

Qver Stack , . s Over WIDE JOKER

mo:a

. (Possible Fan)

F§

M

@\ %M@& ) % %%%w w / w@w%@%\y

©»
2
a

e 5
o o

; (@Y1 MDM
’ Base ' :
Swamp — - Amo-_u_- Jag)

Blg Dubs £ Diamond

Big Dubs

J

)

_ GAMEPLAN

. o Kﬁwo\w&&& Mv
)

)

)

-
<

§

| | \, w. . m
c. A C
@mu Aoivod \;
. x_zno ”onoso m..nno_... - ) m_d-n O Triple . .
(Possible Triple) : N ® . (Possible Reach)

Reach O
‘Tab Possible Tripie
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Ride 36-37 Spot o T

_ ven kL]
|

| \ o \m. / el

[}

o Ride 37 Spot

-Concept: Downhill RB og.o: play featuring spot m_o%sm.

=~ Y |Whie-Breach  Red- Ball

\ | O oE <§=.m. Breach  Red- Ball

RONTSIDE . ,
s GUARD |White-Read Pull/Gary  Red- Ball

e CENTER |Scoop, Gary, or Minus.

mw_ww_w E Minus.

. ACKSIDE .
R TACKLE Minus.

- FB | Spot block force,

;  |34-35Base steps, ‘ovm?oammgm?aoi:i_.

X Safety to Corner,
- Z Force

Open Out. Bring ball back to HB. Set up after handoff.

e . 2005 PLAYBOOK
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PG. 2
. Ride 37 Spot Ride 36 Spot *
. Under Tom s Even STACK

$§ o
I g ¢ ¢
v s E Mu E m
& \© 45 &
! “greac Z:Em Z_:cw 2
® Gary
)
) Even Double Tom 5 Over Double Tom Hip
FS 3
[
c P mﬁ»\ \\/i 7 ¢ w \/ M—
| E (I T E mw &y T ¢
. mw: /uNqu Minus Minus @\ @
TerTon " Over DoubleTom
FS
c
c
. LR S I c W c
Veldind™ b | & wohdy |
IS /v@m-__ Ao : @ od
v //z Minus Minus ©)
A [ N
Fover Sack ] Over WIDE JOKER
) ] F$
I
!
W T
| o0 Llod vesg
i m..mmo: 3_2 's Minus mw\ @
i @Y
Blg Dubs Diamond
S
) S8 w M
B m.w Pl L Yseddds)
X
- ) AW mm__ Minus Minus Bal L
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JAB SERIES

THE JAB SERIES IS A MISDIRECTION SERIES WHERE THE QUARTERBACK OPENS
AWAY FROM THE -PLAY NUMBER AND THE HANDOFF POINT IS AT THE MIDPOINT.
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Jab 36-37 Double Jab 36-37 Counter (Wrap)
Even . . K Even . U . o
v . F £ . $8 ..|I s F £S 88
3 . : , ¢ c
: _ c .
| oc N z c ¢ c
AW & s "o fiod [ |
o ma Fan ) Fan O Slap _/Trey Z z
Jab 37 Double Jab wm Double Jab 37 Ctr . Jab 36 Cti
Concept; TE side run featuring double teams to vertical push. - . Concept: Counter play to TE side. Possible 3d puller on “WRAP” call,
Y |White-Trey w/ FST Red- Deuce : ) | Y | White- Olson to 1st LB inside of Double, Red- Doctor (Vs 9 Block 1stLB inside)
FRONTS . " | - FRONTSIDE | White- X
mwwﬂw r_,mm White- Trey w/ FSY Red- Deuce w/ FSG TACKLE White- Olson Red oogoq _ Oly vs Bear
_“x%_ﬁmwum White- Slap or Base - Red-Deucew/FST . mm%%mwam White- Slap /Ace chip ~ Red- Doctor _o_< vs Bear
CENTER | Odd- Slap or SwamptoBSLB  Even-FantoBSLB ~  Bear-Base CENTER {Slap/Ace chip/ Schnoz / Back Oly vs Bear _
ACKRD" |White- Swampw/ OC10BSLB  Red- Fan #1 ‘Bear- Reach vs 8, Fanvs 7 N B&0ARD | Pull, Block 1st defender On or Off LOS overthe fop of the TE block.
JACKSIDE g - ' BACKSIDE
TACKLE Fan %.. - Bear- Reach vs 8, Fanvs 7 o B TACKLE | Combo
FB Block Jab 36-37 Power Rules. Block Sam: cylinder approach. . . FB Pull, Block 1st Inside LB Spot.
HB Jab Step Downhill Path ‘ , Short Shuffle Step, Downhill Path
Same as Jab 36-37 Power , : , - HB Stay on Rear Hip of Blocking Back
. |Read Double Team to Outside. . Read Double Team to Outside. Pre-Snap Read Front.
X |Block Safety to Comer . : , X Block Safety to Corner
Z Block Force . - Z Block Force (WRAP) Block force from wrap position inside out:
Q8 | Jab Ball Handing. G8 | Jab Ball Handiing.
P T 2008 PLAYBOOK : . - C-ra 7005 PLAYGOOK
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Even STACK

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

Base OQison

(Mike)

o

Jab 37 Double

Jab 36 Double

Schnoz Doctor
o (Mike)

B 9.5 Stack.
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Under Tom ) Fs

I M%&Q

o ¢

ven STACK

Trey ,m_mu Fan
. Even cga_ioa & . FS
, «
wo e\
M Oocom Fan .
wamp
I .
1 Over Tom a Qver Double Tom 55
_ .
c Clowd
mw ot % Qmu\, <
) Fan //AU
Deuce /mnzaou

.
Ve mow c

] b
) Trey O mns.

Blp Dubs s :
) , :
) ) M W
¢ O R M G
E E W
BRI @w&@f/v
) Deuce O Reach . Fan - ODsuch
_ momw ” ‘Bear”
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Jab 36-37 “0O”
Even - 1 ou
$s F§ FS 58
C : c .
~.. o
PR ¥ W m Xa A% %
Solid “Back Mﬂ:wo m_mu Solld 7
. y . 4260
Jab 37 “0O” . AOEOV Jab 36 “Q"

Concept: 1 Back 85,2 play to TE side featuring BSG pull.

Y White- Solid (Breach) Red- Doctor
RO TeEE | White- Breach Red- Doctor Oly vs Bear
"w%_ﬁmmom White- Slap / Seal  Red- Doctor Oly vs mmm,ﬁ
Block back. Schnoz/Seal/Base.  Oly vs Bear
CENTER | Uncovered - Block back. m%_ms pulling OG.,
Okie vs 34 (Slap)
KD | Pull Block 1st LB spot off LOS. Alert Solid, Tango, Bear.
IACKSIDE
TACKLE | COmbo
B Block Most omsm.macw Man,
Short Shuffle Step, Downhitl Path
HB Stay on Rear Hip of OG.
Read Double Team to Outside. Pre-Snap Read Front..
X Block Safety to Corner
4 Block Force
@8  |Jab Ball Handling.

Ne& . 2006 PLAYBOOK

v

N

o

R PG.1
Jab 36-37 Power
Even . U
c
WE \/qm /mw s
Olson ®&--y-=- Qlson Mw .
. , " Slap
Jab 37 Power Jab 36 Power

- Concept: Power play to TE side. Attitude E%..GE& & Butter)

Y |White-Okon ~ Red-Doctor  Jam- Block big.
FRONTSIDE White- Olson Red- Doctor Oly vé Bear .
;%%mwom White- Slap or Seal Red-Doctor Oly vs Bear

>8 Seal “Chip”
CENTER Uncovered- Back block, Replace pulling 0G. Oly vs Bear
BACKSIDE |Pull 6/7 :o_m secure area, blow up color in your path.
GUARD Amsmu out the hole over 50 top of double)
BACKSIDE . ‘.
TACKLE | Combe

FB  {Block Sam LB, cylinder approach.

HB Jab Step Downhill Path
Stay on rear hip of OG.
Read Double Team to Ouitside.

Block Safety o Comer .
Block Force

@B | Jab Ball Handiing

N>

2005 PLAYBOOK
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Jan 37 Fower , Jab 36 Power , s ‘Jab 37 “Q"

Under Tom o | -
) um M , AN DA T
% mu@ , | ,@%o: % . mwﬂwmu‘%v M K Ooaco m &

o_mon Seal Combo : Combo mNM : . ombo Solid
m . ) Tango /« ,

migg_:% " s Evon Dovbe Tom 5 Fs L

An\«w MW ¢ ] o\v« =
Lfe! L mM %

7S . Ever STACK . . ~ Undr Wil Walk R Even STACK

pSelar

oo

! - YO . . < .
. Doctor N\ Back Combo - 0033 Back N Doctor . _ x Combo
Over Double Tom ; s i Over Tom s
- Ve 8 |
c _ \r s " c
AN
| o
| Doctor N\ Schnoz , '
- Over Stack : E . . , - TOver Stack :
. . . . - 8 s

¢ v ly w g

mnzsoN ) .mo_a” Schnoz
. 1 ) , '

JAB SERIES r3

. .
] i . _ b s
) c M . c } c M . |
.mwm\gqmﬂ,ms mw om .Mummqqns % _vam .
) . :V-.. ouq.@ ) Fan .m.u “O;\ o (@ oly .
) Bear' . “Bear” o o %mmwx .
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(Quick) Jab (Same) 35-34 Counter (Easy) -
¢ ) s Fs $5 ,
¢ c -
¢ &
Combo  Bad DO Solid -
Jab 34 Ctr Same35Ct
nosomun Open end counter play featuring TANGO scheme vs a OG bubble.
Frontside - Easy Release block force.
YIF  |Backside - Red / White- Hinge
Pull wrap technique 1st (Doctor) / 2nd _.mmq (Tango)
KiE" |White- TANGO/DOS  Red-Doctor ~* Oly vs Bear”
“x%mmmmcm Red- Doctor White- Seal / Slap with DOS. oq vs Bear
CENTER |Seal / Slap / Back if uncovered . Oly vs Bear
BARD" | Pull block EMOL. Alert “TANGO" = Wrapper for FSLB. *DOS / MUG" = Trap on DE.
BACKSIDE
TACKLE | COmbo
FB Block #3 cutoff. If puller “Wrapper” technique
HB Ride action. Counter back accept ball read double team
X Block force. EZ =Man On.
z Block Safety to Corner.
Q8 |Jab Ball Handiing.
=~ 2005 PLAYBOOK .
} JAB SERIES. ..

R A _ PG,
(Quick) Jab 35-34 Kick (Y/F Easy)

c

, . M - c J M R ¢
, m_mju EW % % WO e[ 3 E s L
oRQd £ Q >dQD :

_ 34 Walk .
$ s B N

- S ©
Combo . Back K%Om. o . Anﬂnhoﬁ Slap Chip
Jab 34 Kick . Jab 35 Kick
. Concept: 1 or 2 back play to opén end amazam aRB 1st, BSG m:a blocking.
Avomm_gm EZ release to frontside to create an open end.)
Y/F  |Kick out ,_.ﬁ defender Inside \ Outside FST's block. Take sm_am out mvuam% .
(KICKOUT) |Alert“DOS” (Mug)  Backside - Hinge. .
White - Bim step inside. Block 1st LBer _:mam (Power thru)
POk E- | Red - Doctor to 1st LBer inslde. vs Bear
CP - Leave 2 for the KICK / WRAPPER - n:_ ers. Alert “DOS” (Mug)
FRoNTSIDE | Red - Doclor to 1t LBer inside. (Base w/ DOS & Mug)
GUARD | White - Slap - Seal Oly vs Bear
.. |Covered - Slap - Seal - Schnoz - Base Oly'vs mmmﬂ
CENTER | Uncovered - Back block replace pulling OG.
BATREa® |Pull block 1st LB OFF LOS. (Read Kick block for possible pull over the op)
Alert "DOS” call. (Mug) - o
BACKSIDE
TACKLE | Combo
FB - |Kickblock, If WR In slot block MDM.
HB Ride action counter. Midiine ball :,m:%:u read double team.
X Block Force. EZ = Man On,
F4 Block Safety to Comer.
Q8 Jab Ball Handling.
" 2008 PLAYBOOK
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980 o4 ALK Jab 35 Kick e {Quick) Jab 34 Counter (Easy)

: s 8 v :
v : ¢ : : c .v $ : :
c n— v ¢ W LM . -C M w c
$E TNLJE 1 % ely 1 es | mw mw TN E %
Schnoz V\ Doclor Docto Back Combo . Schngz” Doctor .
. Jab 35 Kick Y ma«i : . : A
Evon Double Yom B Over Double Tom Hip B ' Even Double Tom ks
s _ F$ 58 s

. _ c ,,. M / w c
. _ _ m/w X ) E M@
O 2 A .
Hinge  gagk” Doclor Dodlor N (Back ~ Combo . : Dactor
Combo : Big Combo ~ Bac

Over Tom i QOver Double ._.oam o SerTom . . . .
S 5 s Over Doubla Tom B
c ¥ o . . : -
_ s woo S c " W oM s A be % ¢
my T T W Mv % e/ 1 .1 E | @\ s N\ M Mu
9 ©H00L, N, | ‘bson |
. Mug ol T G) e : ,
o : Combo Seg “Dos” ) . m_m._._soq Seal Hinge ! % : .
, . u Combo ) ) | Big Combo mm% Mug
erSteck , Over ViDE JOKER _ . pos
_ B FS Bver Stack "
I o ¥ MN,W Tee G . . |
_ % S ET \d« E \/@ : 4 m s
) O ; : vos..ﬁ 9o o'
. Combo - Seal _u..m:ﬁo_a Seal “O™
I - T

¢ c M
aw ﬂwm ° p@w& i M SO0 Pu | c
--- 2 -.\/ ./. > -4@.@ ) ‘ . . : : : .
ooaao Oly Oly Combo . : X : o .
“Bear” A V.@ooﬂ . - ) ) > (
) . , o . o O =
) . o ' ' *Bear Jssctrxez | . “Bear
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- QuickJab35-34T B

Concept: , .

— 3x1formation (6 in box play) o | -
NS : o _ S | |
h ,_ THE AOmmhmmw_mm IS WHERE THE Dc>3mmm>ox REVERSE PIVOTS TO THE PLAY
-+ NUMBER CALLED AND UNDERHAND 40mmmm THE BALL TO THE SAME SIDE.
T k2O e C 42 Under s : ‘ ,, .
- ~ : _ , -
- ‘W M .M .
] E T E -
- Stap |
o : )
41 Mike T , 4.2 Bat Over ;
| _ |
. W )
NS

_ E M,T E .M )

) Oly o,mo ")

| *Bear’ ) ‘_

4-2Even . _

) )

| )
. ) _
o) )
) - . ‘
o G R - T
“l 2 ) : .
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RN : , PG, !

— . : PG.A- ./ |  ma
. C e ham— ¢ i ml
Toss 38-39 Ted Crack (Special) | Toss 38-39 Ted Boss
ven , ¥ u , . — | Eun s Y
i $8 s Fs Y a 88 S . $s
c L , v . o ~
M ¢ .
RV
@ O op ,.
TED™S
foss 38 Ted Crack __Toss 38 Ted Crack Specli ) :
Concept: Toss Sweep to TE, with FST on pull. . Concept: Toss Sweep to TE featuring TED or BOSS blocking.
y  |Block#2. TED block. ~ " Block 6, 7 tech. - Y |Yip Motion. Block EMOL (TED)
Backside block #3. Vs 9 tech Banana release or team. —
‘RONTSIDE |Red or While- Pull for widest defender. ~ (Alert Quick Force) (SPECIAL = Pullforalley) ~ . S3ui2€ |Red or White- Pull Block Sam (TED)
TACKLE | Red- Possible “Gus” vs wide 3, e ) , or aley) ) TACKLE A :
| o v A RONTSIDE |Red-Block#1
RONTSIDE | Red- Man #1 / Possible “Gus” vs wide 3 o o - x%%mwcm hite - Pull for Mike. Alert “
GUARD | \White- Pull for Bubble LB - Alert Gary _ > | White - Pullfor Mike. Alert“Gany
nmz._.mw Man#0 ~ Swamp/Scoop - AlertTriple AlertGary CENTER |Block #0. Alert *Scoop® *Gary” “Swamp’-
ACKSIDE \Man#1  White- Swamp  Swipe Red- Clip & Cut - OARD. [White- Swipe / Swamp " Red-Clip & Cut
\CKSIDE Man#2 . White- Tye / Tess with BSY Red-Clp & Cut - FACKLE. | White- Inside of 2 Red- Clip & Cut
ts | Block Strong Safety - (g |BlockSS
HB Run Toss Course, Read 8-6 Dowrthill. _ HB Toss Read 8 /6 downhill
X Block Safety to Comer A . X Block Safety to Comer.
Z__|Zip Block EMOL. Vs 7 technique block LB. (SPECIAL = Man On) _ - Z __[BlockMan On.
QB Reverse Out. Toss to HB. Fake Bootleg after Toss. - . _ - QB Reverse pivot Toss - Fake Bootleg after Toss
: , B 2005 PLAYBOOK
T " Z0PLATROOK | - . | TOSS SERES 2



Toss 39 Ted Boss Toss 38 Ted Boss ==
Under Tom s Even STAGK, s wm
5 _ ¢~
Cs T M w c
W\ r E

F§

{Possible Gary}

Gr—ie

Over Double Tom

FS
¢ z_eﬁ ¥ s ¢
woE E \rmm,
% OSLIC K .
Swam i Ve
—
Diamond
F$
§
: w
o\ e o1 e s MoC
<ofiifsIol w.-m.W@
Triple
e
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Toss 39 Ted Crack

Toss 38 Ted Crack =

Even STACK

o x

F§ - 8§

o__v O owQ

| Even Double Tom

— §8

F§ $S

W M

@\ &&\w

Clip &) Gary
(Front) (O~
"

I Over Tom

Over Bouble Tor

%ta
Cc loud
X
n__v @ 95

_—~ Pecssible “Gu

Over WIDE

I
v 4

FS 8

"7
EFh . .w«v\

mtmauO - A_

—

W " i
. wwmw:uam ,
Triple 3 v
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1USS 38-39 GATOR (Tiger)(Fish)
Even u

s s : F§ '$S /

/n

Swipe

Toss 39 Gator Toss 38 Gator
Concept: Toss Sweep to TE featuring different OL on uc__.
Y ﬁw Block Force. Unless Fish/Tiger - m_o% 1t defender __..maw on/off . a
Y- Team vs OT bubble. : .
wmuﬁm,m Pull (Gator block Alley). ,_._mo_.\m_m: block MLB (R mxmv Possible “Gus” vs zam 3
w0NTsioE | Red- Breach #1 on. Possible *Gus” vs wide 3.
GUARD | White - Pull for MLB (Gator) - Possible Gary.
FISH pull for Alley If White, possible Gary.
TIGER - pull for widest a&g%_. if White, possible Gary.
Block #0 on,
'ENTER c:8<oaa Pull for MLB Bmg m_m: pull for Alley. Tiger uc__ for widest defender.
___ ‘Gay’ "Gary” ‘Gary” o
(CKSIDE | White- i - Clip
\UARD White- Swamp \ Swipe Red- Clip & Cut
CKSIDE . Insi ad- Cli
YCKLE | Vhite- Inside of 2 Red- Clip & Cut
B __u: Block 1st defender inside on/off, unless Tiger/Fish. Block 1st defender an/off.
f-FZ  |Quad vs OT bubble.
HB- . |Toss path read. 6/8 path - Outside to downhill. ’ ,
X Block Safety to Comner.
#9 | Block DE, unless FISH - ZAC, block force. .
as  |Reverse Out, dead ball toss, %ﬂ lead HB s_s toss. Fake Bootleg -
. {after toss. ,
i 2008 PLAYBOOK
" TOSSSERIES

RUN : PG

'TOSS 37-36 BOB . S
Even kL) .
_ § 8§
c u M n\ c
S EIT u EW ﬁm
Roge! |
7 Tess Z
Toss 36 Bob Toss 37 Bot
Concept; Toss play to open side featuring Slash mo:m.am.
Yy  |Zone#3- Tye/Tessw/BST.
RONTSIDE |Red- Breach / Possibl ite- i
TACKLE Red- Breach \.vomm_u_.m Gang White- Tag / Possible Tiger.
. x%%m%m_ Red- mamni Possible Gang  White- Tag, Gary, Possible Slap, Tiger. .
CENTER .|Scoop, msam._ Swamp, vomwa_m.m._%_ Tiger, Gary, or o_msm.
IACKSIDE o Swi ot
GUARD White- Swipe, m,.zmav (cut) Red- Clip. _
JACKSIDE . A - Clio.
TACKLE White .ém\ Tess w/ BSY. Red- Clip (Cut)
FB Bob Block Will LB. m-omc s.ocaam >,88m%
Alert Pinch-Comer Blitz - Block Comer ,
W8~ |Shufle, Look ballIn, Toss Path. Read OT Block, Downhill Course.
X Block Force.
Z Block Safety to Comer. .
QB Reverse Out, dead ball toss, aoi_mma HB with smm Fake mooﬁ Pass
. after toss.
e ,»8mv§.<moox
2 - TOSS SERIES




P

TOSS 36 BOB : TOSS 37 BOB bt . TOSS 38 Gator (Fish / Gator) =
Under Tom Fs B Even STACK s , P Under Tom £ Even STACK . &
. o
c c ¢ c mw
} } %@5&
| , C.P. Onside blocki Clie Rake
: K R ns ng
. ’ alorsd with Tiger | Flah |
Toss 39 Gator /r'@ call. Toss 38"
Even cg% Tom o s = . Even Double Tom ....mm . B | %] m<.m= 5
c M W cC Nw M s c
c .

) E
4 s
Allnfvmx x-r.‘ ,_.25._

Toss 38

'FB.Y
Comer Btz / Pinch
vs Cresper

9: Double Tom FS

Clip - “CShovsi

| LN - Toss 39 Tiger| = Toss 38 Gator Alort *Gary" | “Gus”
" Over Stack N er WIDE JOKER s .
§8 . : ' .

| c

: F
[ MW .
| MWMWV%VM /
) Rake @\0 )
_ . Toss 39 Fish |

. : . _ OB 8

Toss 38 G

) (Possible Tripls) {Possible Tripls) ) Toss 39 Fish

_ 2008 PLAYBOOK - o - , L 2005 PLAYBOOK . >
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RUN

o

-

(ae}
<
€D
=

(Elephant)

55 | |
AN

Toss 39-38 FLIP CRACK

k!

F§

Fs 88

Clip
Wip
Motion

Clamp
osslible “Gary”)

o

Pull 2 w mi_v.. Tye ! Tess

-

-~ —®

,

Concept: Toss play to open end side featuring FST pull.

Y Zone2/3  Alert Safety/ Tess
RONTSIDE i dest defen
Tackie | Red or White- _uc__,. Block widest %ﬁg%q.v
SOARD " |Red-Man #1/Possible Gus ~ White-Pull “Gary"
CENTER [Man#0  Swamp/Scoop ~ “Gary”
SUARD - |Red- Clip & Cut White- Swamp / Swipe
ﬂ%%hmm Red-Zone 2/3 White- Tess
p8 |Block Cut-off. '
HB Toss 9-7 Downhill,
X Block 1st defender inside at LBer level,
Z Crack EMOL. Zip Moton
QB Reverse Pivot Toss to HB. Fake Bootleg after toss.
“wnax §uv§§oox
10 TOSS SERIES




. Toss 38 Flip Crack TYoss 39 Flip Crack . :
R - DRAW SERIES
3 -+ THE DRAW SERIES IS WHERE THE QUARTERBACK TAKES DROPBACK ACTION FO!
! Mv ONE TO TWO STEPS AND HANDS THE BALL OFF AT <>m_0cw _uo_z._,m DEPENDING C
) ' TYPE OF DRAW AND FORMATION CALLED.
) | _
: ; — ! v
y Even Double 4§mu s Over Double Tom B s | o
b e s fv w ¢ wooM m ¢ S, ocood Dooco
, E, 1/ I / K _ T H44 . H45
) % Lt Dﬂ@% ® |® \UO%D W ' OVERTHE TOP / : OVER THE T
Clip QClamp Wi | Wi n_%_% e . .| HANDOFF HANDOFF
) (Elophant) . . L . . o
- TdverTom. Over Double Tom v o _ .
s FS SRR s |
)
/ ) . |
4 ) O oo O
}
H42 ACE
.  H43ACE = . OVERTHE 1
. \ OVER THE TOP . HANDOFF -
HANDOFF
: -- : Puil 2 ) . 1 . ) -
) ke m,wa _ Wie | Wp ,H.\a.mowv (Elephant) CooloOo oo oo
—Ilm— : . A”r - v llll.\l\@ - .... ‘
. ’ y UND A
! g Dubs g Diamond s Vg . ] N ZWMMM.
OVER THE TOP .
) C # “. ¢ ) HANDOFF O
| Cog | .
Stoob v
} . - ;
) , //_ (Possiole Gany) - ﬁn_..._z. Gary) )
. | : 2005 PLAYBOOK pre=r ) ) o . T _ % e eook i
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— PG.1
40-41 or QB DRAW
Even 8 4 fs 5
» ' C |
v M ;S
s. ET UT ﬁs
%6500 QN

Soiid Gut mo_a

41 DRAW . 40,08 DRAW

0_882.. Single Back draw to TE featuring Gut block by BST. *

Y Man #3 Alert "Tex" Possible Fan / Solid
m.wuﬁ_w.m Man #2 White- Base - Red- Fan or Tex/ Possible Slip w/ FSG.
m%m%m Man#1  White- Solid Red- Base / Possible Slip
ENTER Man #0 Alert wO:Q\ Slip / Chuck / FSLB
SKSIDE |m it QI . Soli
“ARD Man #1 White- Slip Red- Solid
'KSIDE , ite- ]
CKLE Man #2 Red or White- Gut / Squeeze
1B Slide Step, Keep Shoulders Square.
Run Draw. Read 1st Covered OL. Block.
‘B m_o% Force
X Block Man On.
z Block Most Dangerous. Alert for Walked LB,
B Open, Pivot. Undemeath handoff to ball carrier. Fake dropback mnmﬂ :m_a%
Midline ball handling.-
»Sm&..«moox
DRAW SERIES

) PG

RuN . [
H42-43ACE _
¢ £ mw. . .88
, c
_ c
S ET( T EW AW
[olelolmfolel
Solid Big Fan
H 43 Ace
Concept: Isolation lead draw to TE.
Y |Red-Tex(slp)  White- Solid
FRONTSIDE . ite- | -Tex or Sli
ACKLE Man #2 White- Base Red- Tex ,oﬂ Slip
FRONTSIDE |Man#1  White- Slap Red- Base or Slip
CENTER [Man#0  Slap Fan Schnoz BSLB
BACKSIDE. |pan #1 ) e Si
GUARD Man#1/#2 Red-Fan <§_ﬁ Slip .
BACKSIDE |y, _
TACKLE Man #3 Fan
FB - | Short Draw Set, Block Mike LB, Read 1st covered lineman for best course fo MLB.
HB Short Draw m& Downhill. Read 1st Oo<maa OL. Press A-Gap.
Alert to WLB, Backdoor Cut.
X Block Farce
z Block Force
QB Open to Hole, Draw Action, Set up to pass after 3m_aom O<mq Em top action ssm: the
ball crosses the formation.
OFFENSE 2005 PLAYBOOK . |
ral - DRAWSERIES




. UnderTom

2

43 A H42ACE pet 4 S 40
_ “Even STACK . UnderTom _ | EvenSTACK -

F$

._ AW m@WWfWQﬁM\MC,WM AW @N %%%m« mmrm%

B T , . ZZEven
, .88 _ S FS Ly
. , $ M W o M s
E .N 1 wq ? «/@ )11 E 5y
2080 @ oo Ao ¢ 4
) Tox Gut Gut .
o Chuck : Chuck swmcx»i
_Aons 5 e Qver Doubls Tom :

F§

) wow c c fz,, . M sm S ,o c \.z 8
Tl @mmmw@/ i iwww%@% | MV 5 M Whbdos | b b ] Skday |
) i . .

) ——

Fan Gut
~ Fan 4O sip , Fon - Shn Fan { - Awm__u. .
. ‘ Alert : : )
: . . Audible rEIOm ubs -

- d
, _lgu Dubs Dlamond A mw | Fs | amon s
. _ B M R
“) : &5 W M ] Pl . _ . ¢ | EJ M . $S
o E S IL\IN w € TIT E
) c € T T|E \S _ oﬁ H@mmu%/ w mmv % OVNWBQM- %
&\A Wa%@ b o - oblifq , DT | A
) Fan Fan Gut » wocmmNm ~Tex
w__b ) ) . Soll Tex - @Iﬂ Slip. -

) %o..a_zoq%_e - A .
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s

RUN m.mw
'H 45-44 Base (Quick 45-44 mmmmv
u
Even )
== $S
; S
FS " © FS ;
c ~J e J M c
%&% "SLEGES
Solid _ Solid Fan QO slip sold

Quick 44 wmwm , Quick 45 Base
Concept: Lead draw to open end.
QUICK = Undemeath ball handling.

Y |Red- Tex (Reach) White- Solid
‘RONTSID ite- - Soli
q>nxrmm Man #2 White- Fan Red- Solid
ROMSIOE \Man#1  White-Fan Red- Sold
GENTER [Man#0  Slp - Scoop  Slap  Sold  BSLB
JACKSIDE Man#1  White- Slip - Red- Solid Slip vs Bear
3ACKSIDE |Man#2 ~ White- Solid mg.,m_s orTex ~ Slipvs Bear

wg  |Open-Crossover - Downhill. Get Square. Read 1st Covered OL. >_mn or_smox

Quick = Underneath ball handling.

FB moc.w_oox Will LB, Cylinder Approach. Best Entry Point.

X Block Force.

Z ___|Block Safety to Corner.

QB Open to Hole, crossover dro %cwox pass action to g:n& %2 Show aaucmox after -

. |handoff. oc_ox Undemeath ball handling. ,

ravse 2005 PLAYBOOK {
6 - DRAW SERIES



H 44 Bage

H 45 Base Bt

Under Tom s

w m&% W/@

. Sold m__wwu Fa
Dc.oxt Base

Alart Safaly

Even STACK " .
c . _mm

Even Double Tom

.,\ﬁ% 3 ]

E

| Y-

ven Uouble ._.os Hl

+ Qver Tom £ Over Double Tom -
£§ §
¢ _ c _
_ _ c d; 3 c
T \E
| @--.gm@% T I SN
| Zp m__u Fan Fan Slap ._me
" Over Stack Over WIDE JOKER s
| 8$ £ c
) C " 1 : c
s EL I _
. »o6d Om_"g Mu > um%@mo
. Solid O $lap Fan m__v
_ @!\ /4@
Big Dubs S Dismond 5
) M 5 ¢ o

: %o%

w__v

mm

2005 PLAYBOOK OPFENSE|

DRAW SERIES . »adl

zm<< <o_~x o_.Omm>m<
RUN GLOSSARY 'PASS GLOSSARY:
22 waw FULL BACK 74 ROUTES
(1 FAR OVER ZIP) (EMPTYRT) -
SLT 24 ZONE PITCH LT 820RC
- (zACO 23 (HVY RY FAC)
R35 m 'SLAM . 82 TOP ORE _
(HVY RT FAC)(0 TITE) (HVYRTFAC).
R 34 am ZONE | R 130 F WHEEL
(0 FAR CLOSE) {ZAC O NR TITE)
R34 (3 W,Nozm ALERT R 130 D CURL
Az<< RTF (HVY RT) o
QJ 35.(34) CTRXEZ R 136 X RETURN
(HVY RTFIG) - (1 FAR CLOSE ZAC)
J 36 mww POWER R 136 X BOW
(HVY RT FIG) (6 TITE ZAC) (1TITE) -
J 36 mé POWER LEAD R 136 CHOICE
ONRC) . : {HVY RTFIG)
J 36 mw POWER WRAP - J144 CTRQ
sz L mmN>Q . (ONR C ZAC) o
R 36 3 SPOT J335BOOTLEG
(HVYR {ZACONRTITE) (0 TC ZIG)
- J36(37) CTR _
AI<<V mv
T 38 (39) TED CRACK SPECIAL
(HVY RT)
R38-39 G
(OCLOSE)
H42 aw ACE
(HVY RT Flg)
Q45 tw BASE XEZ .
(HWRTFG)
08
(FIP 0 BUNCH) .
, E
2005 PLAYBOOK.

NEWYORK




L~

114

‘Quick 31 Trap

Concept:
SE side trap vs S in the box defense,

C.P. Okie scheme vs 3-2 front.
C.P. .:% 1st man past the ball.

C.P. vs 6in box BST could Gut to BSLB

O

Con Back Gut

H L5l
WM NS NW M NS
E(| . LT E E T E
M \%O S M Kr SENDS
Con ™ /pack : - out © JBack
Thver TZUnder
ETWike Tuff 5]
D
‘rovE J

v
.



0 Close-ZAC, -

RIde A88Y* Bow : OOP_.._-_Zm GLOSSARY
, mcz GLOSSARY _ " PASS GLOSSARY
Myt \ SLT 22 Z CRUNCH R 130 Z POP
- (ONRC ZIP) (0TC)
= R'32 (33) WHAM R 130 DOUBLE POP
; 0 ._.Q A o ZiG) (0T CFAT) .
_ SLT322 omczoz R 136 CROSS
W g (OFARTCZIF) = . (ONRTCZAC) (0 TC)
ele)m! .
, i JAB 32(33) 0 R 136 SWITCH CROSS
. ©TC) (ONRC ZIP
a R 32 (33) ZLEAD R 136 Y BOW
' (ANRCZIP) Aoqu_nIo,_.Q
-
\ R 37 (36) BLAST R136 Y woé SHAKE
| (0TCZI6)(0TC) (0TCZA
| R 37 (38) mcm R am x BOW
v (0TC) (IFARTC) -
_ J 36 mﬁ voémm WRAP R 232 RINGO
2 (ONR (0TC2ZAC)
j - J 38 (39) POWER QUAD x 8 LUCKY
o 0T0) 070C)
- R38(39) G
] 0TC)
) ' 98 (99)
) (] qAQ v
- .u‘.
§ .
)
)
)
)
”.. .
- ,;
,4 uv
g . )
; 2005 PLAYBOOK e orPEnS: k: 2005 PLAYBOOK
NEWYORK ra11 _ .00.>Ezm




VUAL LINE

‘Ride 32-33 ‘Z' Lead

6-2

c

.

, Ride327 Lead

vy

B oY, AR

53 Triple:

S 8 B c

>

rch

(Possible Chuck)

Ride 32 ‘Z' Lead

- \FST: Block #2. vs. 5-3 Reach to FSLB. Alert Fan vs. Switch,
'FS&  Byock #1. vs. 5-3 Reach to FSLB.

\ - -

) _9 .c.:oo<m_‘ma - Porch or Backer A_vomwmc_m o:oox w/ BSG vs 6-2)
1BSG bive cut-off. Reach vs 5-3 %omwmc_m Chuck w/ OC vs 6-2)
_mm_# Block #2. Reach vs 5-3.

L
¥ Block #3.
X Block Force.
. ..N" Lead on 1st LBer. vs 53 block MLB;
L\ FB Block frontside edge. |
_”,za" Open to hole. Read OG's Block to next man outside.
QB:

Qpen to hole. Hand-off ball deep.

" GOALLINE

2005 PLAYBOOK * -

OPFENSI

vl

UM .
| SR mne Ride 130 Z Pop (Out)
16-2 | 53 Triple
y
|
_ B B 1. B
T } ..,. 2 N
$E E ST T EJE \$ $ E T
- 90PEOGE SOP
_ Combo / : Gate
)
| 1-2
) .
. Ride 130 ‘Z' Pop Ride 130 ‘Z' Pop Ot
FST: Block #2. " “vs. 5-3 Duo.
- (Solid) o _
IFse:  Block #1. 'vs. 5-3 Duo.
. (Solid) o
& Combo w/BSG. vs.5-3 Duo.
B¢ Combow/OC. vs.5-3Duo/Gate.
'BsT:

Block #2:

vs. 5-3 Duo/ Omﬁm.

vs 5-3 Duo/ Oma..

E— :
) ’ Slam #4 Run Route.
I Lead block 1st ILB; Sell run.
JHB: - . : -
\ Fake Ride Frontside. Sell run. o v
@B Fake Ride. Good Fake.
. . - " 2005 PLAYBOOK K o
‘GOALLINE .




Kiae 32-33 Wham
-2 53 Triple
B B m B m C

T !
E E E i 3
@&%&mw@& @Q&&@d@@m

Borch ' Reach O Reach
(Possible Chuck)
Ride uu Wham Ride 32 Wham

i Block#2. vs. 5-3 Reach to FSLB. Alert Fan vs. Switch.

Block #1. vs. 5-3 Reach to FSLB.

Uncovered - Porch or Backer (Possible Chuck w/ mm,o,<m 6-2)

Drive cut-off. Reach vs 5-3 %omm,c_m Chuck w/ OC <m 6-2)

' Block #2. mmmoz vs 5-3.

Block #3.

 Block #3.

Block #4 MDM.

Lead on 1st LBer. vs. 5-3 block MLB.

- Open to hole. Read OG's Block 8 next man outside.

Onm: to :o_w. Im:a.om om__ ammv

n8m Ehfwoox
GOALLINE

IR LINE

98 (QB Sneak)
32 53 Triple
B B
SIS %@ 9
fefefulde) .
Elephant Steel
Triple
98 98

ST:  Block 34 Zone. .
S6: Block 34 Zone. .
*  Block 34 Zone.
s6: Block 34 Zone.

ST:  Block 34 Zone.

' Block 34 Zone.

. m_oo_.nuﬁNo:m.

: m,_oox. 34 Zone.

Block 1st défender outside of BS TE.

Fake away from QB sneak

B:  Run to Zone side.

2005 PLAYBOOK
" GOALLINE

1




Ride 38-39 - G
2 53 Triple
Alert “Down it” _
8 m o . B B o.
$ mmnw TiE /8 .mow\qm% ’
Elephant Front Q . Elephant A%_M_O Dowy
~ Team
Ride wm G Ride3s @

T Block #3, vs. 5-3 “Down.”

Pull Kick Out/ Log. 1st Defender outside Team Block.

'

_ Fill for OG. vs. 5-3 Triple.

. Front or Triple.

Front or Triple w/ Elephant.

Team to 1st ILBer.

Elephant,

Team to 1st ILBer. .

Alert LBer run thru. Block 2nd Force.

" Open to hole, Read Quad Block to OG's Kick out.

Ovo: to hole. Hand-off deep.. Set up to pass. .

2005 PLAYBOOK &
- GOALLINE

WA LUVG

Ride 37-36 Blast
2o | | 53Triple

B

B B e
il

Ball Elephant

Ride 37 Blast

ST: . Block #2. Alert “Ball.” .

Pull Block 1st wm LBer. Alert “Ball.” (Skip pull technique)

Fill for pulling OG. Alert Triple.

56 Block #1. Alert Triple.

ST Block #2. Alert Triple.

Block #3. Alert Elephant.

) m_oo_x #3.

Block #4. Alert Elephant.
A

8: Block Force.

Open to call run 7/ 6 path. Read X's Block.

Open to call side hand-off amm.u. Fake dropback. -

ENSE ] 2005 PLAYBOOK
6 . GOALLINE




Toss 38-39 Ted Crack

nder Tom

5§ 39 Ted Crack

Over Double Tom
] §S

Toss 38 Ted Crack

Block #2. TED block.

Y CP.9 Technique = Tex release:
Backside Block #3.
{ONTSIDE rt Quick
O Pull for Force. Alert oe% Force
AR Man#1  IF"for Bubble LB AertBigSlip ~ Alert C-Switch"
ENTER |Man#0 Big Slip/Scoop  Alert Slush ~ Alert “C-Switch”
CKSIDE i .
UARD Man#1  Big Scoop
CKSIDE ;
\CKLE Man #2  Big Scoop
- Black Strong Safety.
pg  |RunToss Course, Read 8-6 Downhill .
X Block Safety to Comner
Z Zip Block EMOL. Possible Quad vs OT bubble. Backside-cutoff.
QB Reverse Out. Toss to HB. Fake Bootleg after Toss.

2008 PLAYBOOK
NEWYORK

"R39G

RUN

Ride 38-39 G

O
-

Inder Tom

Qver_Double Tom

F8 B

R38G

Quad / Possible Quick Trey

Y Quad to 1st LBer. Alert Quick Trey.
RONTSIDE _ i
AN E Block #2. Vs qmnx_m bubble TAG. Alert Quick Trey.
x%%mwcm Pull kick or log 1st defender outside quad block.
CENTER m_%x uo., vs Even fil for ‘G' guard.
JACKSIDE |g %
GUARD Big scoop. |
TACKLE . |Bi9 5000P.
'FB - |Block 2nd force. Alert for MLB or Nose Tackle run thru.
HB Run R 36-37 path.
X Block Force ‘
'z Quad to 1st LBer. . S
@B |Opento Hole. )
‘N3 2008 I..).«QOOX =
2

- NEWYORK



Ride 38 G —
Even .
c ]
c
I
prTiely
- O sm
- Downi Possible C-Switch
“Even Double Tom ;
SS FS

:

- Qver Tom

! Quad / Tex vs 9"

" OverStack

;
ur

2005 PLAYBOOK

rad

NEW YORK.

Toss 39 Ted Crack

Toss 38 Ted Crack

Even STACK

1 Over Tom - s )

] .
) .
) L

EW
BN S®
@ Big
| Alert Tag
) . ‘(\@ :
" Qver Stack Over WIDE
Diamond

. siush. O

2005 PLAYBOOK
.NEWYORK




vaw vuev1 rOWer vvrap

o

b 36 Power Wrap

93 Triple

Jab 36 Power Wrap

" Block #2 vs. 5-3 Doctor.

Block #1. vs 5-3 Doctor to MLB.,

Back U_,oox for OG. vs 5-3 block #0.

Pull for 1st defender off LOS.

Block #2. Fill for OG. Alert Combo. vs 5-3 Clip the 3,

Olson to 1st Lber inside Double : Doctor.

Block Force.

Wrap.

Block 1st fdrce outside Team block.

Jab ﬁoogoqx. Read Double Team block. Stay on 'rear hip of pulling guard. |

. Jab footwork. Fake bootleg mnm_q hand-off,

2003 PLAYBOOK
GOALLINE

s~

WAL LINE

- ——— o —

Slant 22-23 Z-Crunch .
3-2 | 53 Triple
B B g c 8 8
c T d s
I “5wbes Sob
i R @ R
—0O
Slant 22 Z Crunch Slant 22 Z Crunch

ST:  Block #2 vs. 5-3 Block 1st LBer over to inside. “Flash”

. Influence #1.. vs m..m Release up to 1st ILBer. “Flash”

i Stretch to BSLB. Covered Block 40.

186:. m:&% to BS LBer. Reach vs 5-3.

ST Drive cut-off #2. vs. 5-3 Reach. |
k .Drive cut-off #3.

_ Block Force., .,

** Pull Trap 1st DL past ocC..

‘B:

Fake Toss.

B Run Trap course, Read Trap of 2 :

B:  Reverse hand-off deep to RB.

st ueoq,m;,\moox.:

10 GOALLINE




w Wi miivhe

_»_n_m 37-36 Gus
6-2 53 Triple
_ BB c 2 B B ¢
O\Q $ § Ok LE /s
/®\m %. f _ __
: m.“vﬂ_mﬂ...mgr e O Tiple @
|
_
) _
\ Ride 36 Gus | Ride 36 Gus
FST:  Block #2. Alert DOWN. - Possible Big Combo.
Wmo“ - Pull Kick or Log. 1st Force.
% Reach Fill for OG. Alert Triple - m@ Combo w/ FST.
wmn" Front or Triple.
”w,wﬂ Front or Triple.
" Block #3.
K m_av:ua
ww Block 1st Defender on or outside X.
wm" Run 6 /7 coursse. Zm,n FS LBer run thru. Key TE's block.
8 pun6/7 course. Read TE/FSG Block.
-QB:

Open to call. Hand-off ammc. to ball carrier, m2 to throw after hand-off.

2005 PLAYBOOK
GOALLINE

OFFENSE

)

Jab 38-39 Power Quad

1 6-2 53 #E_o
. ,
),
y .
$§ E E $
) . ON‘
) Alert
. \ OOJuo Team
)
| Jab 38 Power Quad Jab 38 Power Qu:
)FST:  Block #2. vs. 5-3 Doctor.
e _ :
FSG: Block #1. 'vs. 5-3 Doctor to MLB.
v , :
¢ Back Block for OG. vs. 5-3 Block #0.
.,mmmu ) . ST
Pull for 1st Defender off LOS outside Team block.
oo — .
_ " Block #2. Fill for OG. Alert Combo. vs 5-3 Clip the 3..
v Team to 1st ILBer.
% Block #3, Alert Combo.
) ' Team to 1st ILBer.
) Block 1st Force outside Team block.
\ Jab footwork. Read Team block to Fullbacks Kick-out.
QB:

Jab *oogoqx.. Hand-off deep. Fake Bootleg after hand-off, .

2005 PLAYBOOK
GOALLINE




- s wmivem

32-33 Z- CRUNCH

53 Triple

: @
]
1 ) ’
\ 32Z Crunch . 32ZCrunch
/FST:  Block #2 vs, 5-3 Black 1st LBer over to inside. “Flash”
'FSG: . : ) -
Influence #1. vs 5-3 Release up to 1st ILBer. “Flash” -
_nn Stretch to BSLB. Covered Block #0.
)BSG: Stretch to BS LBer. Reach <m.m-w. .
BST: ,
, Drive cut-off #2. vs. 5-3 Reach.
¥ Drive cuttoff #3.
X Block #3.
.N" Pull Trap 1st DL past OC,
)FB: Fake Toss. .
- IHB: : ,
\ Run Trap course. Read Trap of Z
"Q@B:

»o!

Reverse hand-off deep to RB.

GOALLINE

2005 PLAYBOOK

OFFENSI
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Jab 32-33 “0”

1 6-2
!
_ .
c
|
$ E E $
| ®S
Solid
Chuck'
)
.
h,
" Jab 324Q"
i
ST Solid #2.
) .
PG sotid #1.
|
© - Chuckw/BSG,
SG: - )
1888 Chuck w/ OC for BSLB.
et o
_mﬂ. Solid #2.
¥ solid #3.
X solid #3.
L
v,
®  Lead on BSLS.
MB:  Jab to opposite of call side. Take ball to call side. mmma mmo s u_oox to ne»
\ down guy frontside.
QB:

‘Open ovnow:m m_am and hand ball to .mm..

2005 PLAYBOOK ) [
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-raae 150 Switch Cross

‘Ride 136

53 Triple

Ride 136

Block #2, Alert “PACKER".

(Solid)

Block #1. Alert "PACKER'.

(Solid)

Combo w/BSG.

vs 5-3 Packer.

Combo w/ OC.

vs 5-3 Packer.

Solid #2.

vs 5-3 Packer.

Run Route.

Run Route.

Run Route.

Scat - Flat.

Fake 36. Big Dual.

Fake 36 Action.

. 2008PLAYBOOK"

'GOALLINE

iOAL LINE

. Ride 136 Y Bow
»2 53 Triple
. B
$ @Wu w E T
| ®OORD
Combo ,
Ride 136 Ride 136
'ST:  Block #2. Alert “PACKER".
(Solid) A :
SG:  Block #1. Alert “PACKER".
(Solid) )
" ,Oouaco w/! mwm.., v 5-3 Packer. -
Se: Combo w/ OC, vs 5-3 vm_oxmq.
ST Solid #2. vs 5-3 Packer.
: Run Route.
*  Block #4. /
" Run Route.
w"_ m.om" - Flat.
1B: 5 .
- Fake 36, Big Dual.
B: " Fake 36. Action.
ey — 2005 PLAYBOOK
18 " GOALLINE



UVUAL LINE

_ Ride 136 Y Bow

6-2. 53 .:_m_
,_ B

| ..

$ W \ W $ E T

_ W @W .u D ®O O

. noawmx .

| .._u>O.me,

v " .

, Ride 136 Ride 136 -
FST: . Block #2. Alert "PACKER". i

(Solid) ,

IFs6:  Block #1. Alert “PACKER”.

, (Solid)

& Combow/BSG.  vs 5-3 Packer,

|BSG: Combo w/ OC., . vs 5-3 Packer.

Iaer.

_mmﬁ Solid #2. vs 5-3 Packer.

Y.

) Run Route. _

IX: Block #4.

VN‘. .

) ' Run Route.

8 Run Route.

THB:

"8 Fake 36. Big Dual

@B Fake 36. Action.

. . 20085 PLAYBOOK ; OFFENSL
GOALLINE ‘ra18

- vt b oo

Ride 136 Y Bow Shake

53 Triple

_,.-cu

...

Combo - “PACKER"

_ Ride 136 | Ride 13€
" FsT.. Block #2, Alert _._u>Oxmm.

: (Solid) -
- 1FSG:. Block #1. Alert .._u>oxmm,

_ ~(Solid).

% Combo w/BSG. vs 5-3 Packer.

BSG: __ _ _ _

"7 Combo w/ OC. vs 5-3 Packer.

_\l . .

BST: solid #2. vs 5-3 Packer.
|

.5 Run Route,

X Block #4.

_N” : Run Route,

 FB: Run Route.
- IHB: i .

§ Fake 36. Big Dual

\ ,

QB:

Fake 36. Action.

~8u PLAYBOOK
mo>_._._zm




Ride 137 X Bow

53 Triple

“PACKER"

1-2 Scan 1-2 Scan

Ride 137 "Ride 137
T Block#2. Alert “PACKER".

(Solid)
G: Block #1. Alert .._u>oxmm..

(Solid)

-Combo w/ BSG. vs 5-3 Packer:
% Combo wi OC. vs 5-3 Packer,
T Solid #2. vs 5-3 Packer.

Block #4. vs 5-3 Packer.

Run Route.

Run Route.

Run Route.”

- Fake 36. Big Dual

‘Fake 36. Action.

‘GOALLINE ¢

cuwd vew Smti Vim

mEm 130 Double.Pop

Ride 130

mw Triple

B! c . B, B B ¢
,__.. ; $ . T . m
M@&,@OO@ BopEabd |

1-2

‘Ride 130

ST:

Block #2. vs. 5-3 Duo, |

(Solid)

SG:

Block #1. vs. 5-3 Duo.

(Solid)

Combo w/ BSG. vs. 5-3 Duo.

SG:

Combow/OC. vs. 5-3 Duo / Gate.

ST:

Block #2. vs. 5-3 Duo / Gate.

Block 130 Pass Protection: Soid / Packer (Duo)

"Slam #4; Run Route.

Slam EMOL; Run Route.

Motion, run route,

B:

Fake Ride Frontside. Sell run.

1B:

. Fake Ride. Good Fake.

2006 PLAYBOOK g
GOALLINE
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UVAL LINE

" Ride 136 Cross

{

)

=

6:2 o 53 Triple.

1-2

“PACKER"

_ GOAL LINE

Ride 332 Lucky

Ride 136

53 Triple

Ride 136 Ride 332 \ Ride 332
FST:  Block #2. Alert "“PACKER". FST 7
(Solid) . - "9 Base #2, Reach w/ _umO vs 5-3.
FSG:  Block #1. Alert “PACKER”. . o . -~ rse 4
_ (Solid) , _ :  FSG:  Base #1, Reach w/ BSG vs 5-3.
c . : B _
Combo w/ BSG. vs 5-3 Packer. "G Stretch #1, Base vs 5-3.
. )BSG: _ , ,
_ Combo w/ OC. vs 5-3 Packer. , BSG:  Short playside sickle pull - personal protector.
~ I'gsT: . , - - — —
Solid #2. vs 5-3 Packer. . _wmﬂ Base #2, Down vs 5-3
<" : . IRV . .
Run Route. ¥ Block Called Protection; Block #4.
X e 4 . ,
Run Route. X Slam End; Run Route.
Z - _
=) Run Route. "% Block EMOL.
B . .
) Run Route. P8 Good Fake A Gap.
~ JHB: , . SR v , .
) Fake 36. Big Dual .zm. " Good Fake
QB: o , :
) Fake 36. Action. _ 198 Fake Ride, roll Left.
o - . 2005 PLAYBOOK OFFENS —
o) coe A onine
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GENERAL meOmOmE

lock w_o&c:m is an attitude that expresses itself ?E effort,

. technique, and toughness. Blocking is a mind set. Itis an unselfish task that requires ?.mnsnm

and repetition. One does not need to be the most gifted athlete if he is technically sound
and his mind is right. You must have the confidence and pride in yourself to accept the
challenge to defeat the man assigned to you.

1. Strength
A. Running game: Strong enough to stalemate or move a Q&mnnmn of greater size by
brute force.
B. Passing game: Strong enough to stop the defender’s charge at the LOS and maintain
the inside position on a pass rusher giving ground grudgingly until the ball is thrown.

2. Mobility
Initial quickness, feet, agility, coordination, body balance, and control
A. Running game: Quick enough to meet defender on his side of LOS and mobile enough
to stay on the block when the defender is trying to escape. :
B. Pasing game: Enough mobility to slide, mirror and maintain the inside position on -
a pass rusher giving ground grudgingly untii the ball is thrown.

Four Advantages a Blocker has:
Snap Count
Direction of the Ball
" Proper Use of Leverage

Proper Alignment -

Definition
When the blocker strikes his initial blow at a point:

1. Low enough to create a lifting force on the defender

2. Close enough to neutralize his nrﬁ.mm (segment his upper body strength from the power
of his hips and legs)

3. The force must be continued to get the defender on his heels so he is unable to make a
counter move.

2008 TIGHT ENDS / INDIVIDUAL - PAGE #1

‘ ..Hmﬂmq. mZU .HmESHZOHOOK

Base
E-b ff -

A technique used ,omnxmam ofa EE.EW Emw that has the vOmm&:_Q of cutting
back

A technique used backside of a E:E:m v_mw that has no possibility of cutting
back (work levels)

Frontside or backside call that puts the G on 1st DL, the T on the 2nd man on
the LOS, and the TE on #3 or #4

Term used to indicate the momm:uz,q of the ball carrier cutting back. The

- emphasis is to get vertical push on the DL

Term used to indicate the possibility of the ball carrier stretching the defense.
The emphasis is no stretch the defense and get to the 2nd level Qmmmzmmwm.

Term cmma in any defense irmnm z,,m 1st DL on your side of the ball is a B gap
defender (T Bubble)

Term used in any defense where the 1st DL on your side om :S ball is an A gaj
defender (G Bubble) .

Maintain pressure on a specific aiming point

‘Term and technique used by a motion man to secure EMOL. Think Trap.

Term used to indicate that a Safety has dropped down into the box. A joker
may or may not change the blocking scheme.

"Pass route or area to get to after carry out pass blocking responsibility.

2005 TIGHT ENDS / INDIVIDUAL - PAGE ‘..u



' TACKLE CALLS (AFFECT THE TE's)

1. TAG Combination zone block by FSG / FST to a DE and FSLB. This
(White)  combination alerts the TE to Reach the next defender (Sam}). -
(Outside zone blocking) _/> .

2. STAG  Combination zone block by EST / FSTE to a DE and FSLB (Horizontal)

(Red)
(Outside zone block)

S
.

3. ' HUMP Combination zone block by FSG / FST to a DE and FSLB. This combination

(white)  assigns the TE to Breach the next defender (Sam).

(Inside zone blocking) v _<_
N iE S
@ QIO ssescr
HUMP
4. STEEL, Combination zone block by FST / FSTE to a DE and FSLB (Vertical)
(Red) '
{Inside zone blocking) m

P

5. TEX Call by the Tackle to alert the TE to fold (best release) to the mm.rw
(Red) (Note: Slip or Rake Tex is off / Draw block the DE)

(Draw blocking) m m ,
1% odod
©CRO  ®QDC

" 2006 TIGHT ENDS / INDIVIDUAL - PAGE #4

TIGHT END HmﬁngOHOO< :

Erontside  The side of the play
Backside  The m.Em away from the play
POA Point of Attack
wbm. E:m of Scrimmage

r ide Side of formation denoting strength (usually to TE)
Weakside  Side of formation away from the strength (usually away from TE)
WKD.F End man on LOS |
Bob Back on Backer (Horizontal blocking concept)
Boss Back on Strong Safety (Force / Support) (Horizontal blocking concept)
Base Back on Will in hard ball calls; soft ball plays : bubble LB to Will
Scheme Basic pattern of blocking for designated plays

iming
Point An imaginary point of reference

ead St A step from your stance up into LOS
ElatStep A step from your stance paralle] in depth to LOS
Bucket A,
Step. A step from your stance that backs away from the LOS
Slow wwmm protection scheme where OT and any elligible receiver will zone block the

area and allow the receiver to release.
Sugar LB walks up into LOS during the cadence and either fakes a blitz or comes
on the shap.

Solid Man on blocking
Bre

{
A base blocking technique used to give a defender the illusion he is being reach

2005 TIGHT ENDS / INDIVIDUAL - PAGE #2




TACKLE CALLS (AFFECT THE TE's)

TACKLE CALLS (AFFECT THE TE's)

6. OLSON/TREY non..g:w:o: Gap block between FST and TE.
FST is responsbile for B Gap with TE Rmuosszm for the n Gap.
(White) (Olson Me alerts TE the DE in m:msma as.a 4])
(Gap blocking)

W—
N E S

® OO0

OLSON

M——

OLSON ME

7. DOCTOR Combination Gap block by FSG / FST on DL to BSLB. This call alerts
(Red) the TE to base the DE

(Gap Blocking)
M \/ S

® @.O&

DOCTOR

Technique used to block support with an arc release. If the defender follows
your release, lock on a fight for your leverage. Of the defender makes a
radical move and disappears to your inside, stay on track and work levels.

$

8. EASY

9. TED Tackle call that has the FSTE block zﬁ defender on 8 outside the FST and
(White)  allows the FST to pull for his assignment.
(Man Block)(Note: TED OFF call vs 41 Block Solid.)

®OQWW 205G

TED TED OFF (REACH)

2005 TIGHT ENDS / INDIVIDUAL - PAGE #5

14. TESS Backside zone no:&Ew:o: block vogmm: the mma / wmﬂm 8 handle a

low Safety (Joker)

IN E S
QROTO

15.REACH Backside zone combination between a BSG / BST. This call will alert TE to use
- the appropriate cut off technique on the BSDE.

e
® @@@

REACH

2005 TIGHT ENDS / INDIVIDUAL - PAGE #7




TE BALANCED STANCE

1.

b

»

Lt

Feet are spread the width of the manzm.

" You must have a toe-instep nm_mzo?&:w between your up foot and your back foot.

(Asa 5. side TE in a right-handed stance, feet need to be parallel.)
Feet should always be pointed straight down the field.

From this position, you drop into a squatting uoamo? dropping the arm on the side of the back
foot, down from the shoulder and slightly in front of the toes. The fingers are placed on the

_ground by forming a tripod. Arm is out in front of body so that the weight is forward,

10.

. The forward foot is now placed in a position where you have power producing angles at the

ankles and knee joints. To nm» this position, you roll weight forward on the ball of the up foot
thru your instep. This will raise the weight off the heel to a point where woc can see daylight
under the heel of the up foot.

The heel of the back foot, after you are in :;m vcw:_o? will be just ”o:nZ:m the top of the grass
with the weight distributed o<~=€ thru the balls of your feet and hand.

. The off hand on the side of the up foot is resting lightly on the knee.

The shoulders are parallel to the ground. The head is in a natural position with little or no strain
on the neck muscles. The head is cocked back slightly. The tail should be slightly higher than
the head.

. m?&:w from this stance, you drive off the far foot driving your knee into the ground. Lead with

the near foot. (This will vary with type of block used.) The knee of your near foot should drive
thru your chest.

TE’s will align slightly off the ball. (Everyone will align on the rear tip of ball on short yardage
and / or goal line.)

A. PFeet armpit width and pointed straight down the field.

B. Toe-instep relationship and arm out in front. (TE on Lt side will have a parallel stance.)

C." Power producing angles. (Drive the knee into the ground.)

D. Head in natural extensive and cocked slightly.

E. Lead with near foot first, with body weight on the insteps. Do NOT get up on z—m balls of
your feet. Be more flat-footed with your weight more on your insteps.

F. Shift weight.

G. Elbows must break the plane of hips.

2008 TIGHT ENDS / INDIVIDUAL - PAGE #8
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- TACKLE CALLS (AFFECT THE TE's)

o 10.BALL  Tackle call that has the FST block down on the 1st man on the LOS and has the
' (Red) . TE block the 2nd man on the LOS
- (Man Blocking)

) B
: ; @%\vm%

11. FAN Frontside or Backside (Run or Pass) call that alerts the G to block 1st DL / T

to block the 2nd MOLOS and the TE will block the next outside defender
(#3 or #4)

M S
) N E S T $
S @003 ROOT

12.80LID  Man blocking call frontside or backside (Use the appropriate leverage)

OBOFT™  BOED s

(Ex.: Frontside) Solid 36 “0 (Ex.: Backside) Solid 35 Base

13. TYE . Backside zone combination block cmgmm: the BST / BSTE handle a BSDE and
a fold OSLB

- ®ROJO ™

2008 TIGHT ENDS / INDIVIDUAL - PAGE #6




BASE BLOCK

BLOCK TECHNIQUES

® N U e W

Purpoge:

We believe the concept of the Base Block is the most important concept of becoming an
effective blocker. The base block techniques will be used as an individual block at the point
of attack and will be incorporated into every technique we use.

Base Block is used when blocking at the point of attack. The objective is to get movement,
often blocking defender the way he wishes to go. You chn maintain contact, allow runner
to option run mmmm:%_..

Point:

1. Initial movement is forward, not up.

2. Six-to-eight inch step with near foot for a toe-to-toe _iwco:&dv When blocking LB's,

we will take a longer 1st step and try to step on their toes. (Footwork and aiming point

will vary according to the play and the alignment of the defender.)

. Drive the far knee into the ground and near knee thru your chest.

+ Break the plane of the hips with your elbows.

Keep head up.

. Feet are m:mrz% wider than shoulder-width apart S:: Smnmrn on your insteps.

. Take short steps always gaining ground.

. Make contact with heels of hands for first. Punch the bottom of opponent’s numbers.
(Thumbs and fingers thru.) On contact, the upper body starts a lifting motion, which
causes the hips to sink further, seeking the power generated in the legs.

9. Once contact is made, keep feet moving (short steps gaining ground) 59 a good c»mm.

Keep knees bent, (Block thru the defender.)

10. Take the defender in the direction he wants to go.

11. Do not be concerned with turning your man.

12. Always battle the defender, driving him off the LOS.

13. Keep head up and keep a wide base with your feet under you. Do NOT mmn up on the

balls of your feet. Be more flatfooted with your weight more on your insteps.

14. Second effort is what counts, Sustain the block inside the whistle.

15. FINISH!

2005 TIGHT ENDS / INDIVIDUAL - PAGE #9

FNEANN] -

Inside (Not spiitting the

Pu :
Frontside zone combination Umgmms a FST and FSTE to create vertical vcmr onaDL m:a secur
a FSLB late.

. Use Base EOnx aaSEcm witha E

- Settle step with near foot.

camaﬁna you have help to %oE. inside from the Tackle. Stay square..

. If the a&mzamn angles to your inside, stay on your track to block the FSLB. (Do NOT chase
the angle.)

5. If the defender plays straight and the LB scrapes over the top :um& a stack w:m?ﬂm:c and
color shows, come off on your LB.

w\w
@@Q@ ® OO0

Straight with LB staying Vs Angle

S—.
._.,@m
Straight with LB scrape

(LB split the stack to
the outside.) -

stack to the oca_amv

TECH
Eurpose:
Technique used on the backside of a vertical push v_mw to mmnEm vwnxmam defender. (Meaning

-there is a possibility of a cut back.) -

1. moogoaw s:: vary according to the m:wsgma of the defender gSm cut off.
2. Aiming point is your outside earhole on defenders inside hip.
3. Stay on your assigned defender. Stay square.

.m,,.mf s

®@@O & O

Vs Angle Vs Looper
9 (Beware of 2nd
level blitzer)

v

v
»
3

K

®qﬁ@

" Vs Straight

._.--..-4
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BLOCK TECHNIQUES

Purpose;
- Technique used on the backside to secure mﬁ n Gap of a horizontal Emw

Footwork will vary according to the ,m:m:SmZ of the defender being cut off.
Aiming point is your BS earhole on the defender’s far hip.

H
m
w.TmzSnvwoﬁwmnxﬂamﬂagcEmmm?bamnAgwxm%mmsaﬁno;moa vmgsn wo:v
4. Track blocking. Stay on your track and block irmn shows.

5. Work levels.

e

E E
200D  ®006 ®OOMOJ

Vs Angle Vs Straight Vs Loopar
TYE/TESS BLOCK TECHNIQUE

Purpose: . : ‘ .
Backside zone blocking combination between a BST and BSTE. Technique is used on vertical

and horizontal plays to control DL and fold OSLB (TYE) or Safety dropping down into the box
Aﬂmmmv

1. PFootwork will vary according to the alignment of the defender.
2. Aiming point will be BS earhole to defender’s playside hip.

3. Base cut-off and running cut-off concepts will be incorporated into this F%Ea:m according
to the play.

$ e
SO0 @05 .@OW@

TYE Horizontal TESS TYE Vertical
Play vs Looper . Play vs Looper

- LE.S
TYE Vertical
m_m< vs Angle

.mU
TYE Horizontal
Play vs Angle

2005 TIGHT ENDS / INDIVIDUAL - PAGE #12

BLOCK TECHNIQUES

TEDB TEC

Pu : . : -

Frontside block used in man blocking schemes to stop penetration and pin a defender. We will

cut the defense at the point of attack to give the RB the option of running the ball outside or

opposite of your block.

Coaching Point:

1. Flat step slightly up pointing your toe at the hands of :,.m defender. (Keep your pads down.)
Slightly open your hip.

2. Read defender’s reaction,

3. Vs a penetrator, pivot off your near foot, cross over, get your hat across the defender and
punch with your outside hand. Sell out to stop penetration.

4. Vs reader or looper, your 2nd step will be up field at the arm pit of the defender. (Keep your
pads down and head up.) Hold your ground and keep the defender pinned inside.

5. V841 T will makea TED OFF call, which means the TED is off. Use a Breach technique.

008 ©00d ®0b0

Vs Penetrator Vs Looper or Reader TED OFF
{Preach)
0 BLOCK TECHN
Purpose: ,
Frontside combination block between the FST and FSTE in a gap blocking scheme to create a
vertical push on the DL to secure the BSLB.

1. Flat step with your inside foot. Work to stay square.
2. 2nd step needs to work up field.

3. Aiming point is the outside number of the defender. (Try to get hip to hip with Tackle to
create vertical push.)

4. If the defender disappears across the face of the T, stay on your track to the 2nd :&1 1f you
can pin the FSLB do so, but never chase. Stay on track to the BS LB.

5, Olson Me call alerts the TE the DL is aligned as a 41. Treat as a Slant DL,

. Possible Joker call will alert Olson to get vertical push and secure the FSLB.

E S S
® OO0 OO0/

Vs Straight or Looper Vs Olson Me.or >:%m

(o2

@OO

Vs Scrape
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GENERAL - PASS PROTECTION

The pass protector’s oEmnsé is to keep Em body cmgmmb the rusher m:a the passing point for
a maximum period of time while giving up a minimum amount of yardage. The Ow 5.». have
a minimum of three (3) mmnozmm to get the ball off.

1. EEE.«EM wmrsn the line of masﬁsmm when »zmnﬁgm to vmmm. Some are
caused by great pass coverage, but most are the result of poor pass protection. -

2. Keep the OB from being flushed. The ball is supposed to be thrown from a specific point
at a specific time and any deviation from this caused by poor protection, usually results
in a bad play.

3. Keep the ball from being tipped or batted by defenders. Most interceptions are caused
by batted balls or hurried throws which are the result of poor protection.

B. Common Causes of Pass Protection Breakdowns:
When evaluating yourself to determine why you broke down on pass protection, you will
probably find that you make one or more of the following common mistakes. These are listed
to help you overcome your problems and improve your pass blocking.

1. Failure to get set quickly.

2. Poor footwork which results in voo~ blocking position,

3. Over-aggressiveness. (Do not reach.)

4. Dropping your head and losing your balance.
mmq&mzma:mEm_mmmmna_oa:maogi
m
u
m

Turning your shoulders parallel to the sideline giving the rusher an open inside lane.
Honoring outside fakes.
Giving ground too rapidly.

9. Being surprised by a change in the rusher’s 8&55%.

10. Lack of concentration and poor hand placement.

11. Allowing rusher to keep his hands on you.

12. Allowing the inside rusher to gain too much depth vw turning your mrocEmnm and not
pounding post foot.

C. Cover:

A pass protector’s job is not done when the pass is thrown. Good coverage that prevents the
long return of an interception, or turns a completion into a long gain, can turn a good pass into
a great pass offense,

After each pass is thrown, all pass protectors must start quickly to their assigned coverage area

and locate the ball. If the pass is completed, sprint down field and block for the receiver. If the
pass is intercepted, sprint to the ball and surround the interceptor.
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BASIC PRINCIPLES mOw. TE’s AS A PASS RECEIVER

Learn the tendencies of the Defensive LB’s and Safeties through film mE&‘ and then observin
them during the game - if Em% mwBEm‘ mcmwm with vdF play sz or _089 inside orout,
their speed.

The sidelines m:.u end zone lines are our enemies. Always know your relative position to
them. Respect ?2.? but do not let them bother you in catching the ball - the catch comes

‘first,

Always run your patterns as if you are the vSBmQ Receiver. You never _Soi when the Q
will throw to you.

\\'\'llfl
Concentrate at all times on what you are going to do - why and how you are going to do i
Keep in mind the object of the overall vm:m_ﬂ and what your part of it is.

Keep your eyes on the ball. Your first responsibility is to catch the ball. After you make tt
catch, ﬂE:r about one thing - additional yardage and scoring.

When we are on offense and the ball is thrown, it is not a “free” g: - itis ours. Go mmﬁ it!
Never w:oé an interception.

In practice, m:mq you catch the ball, tuck it away quickly and securely and sprint upfield.
Putin a fake, spin, etc., simulate what you would do in a game.

Form the habit of going all out wmmn the ball every time - regardless of how or where it is
thrown,

When you see that the ball is thrown to another Receiver - you instantly become a blocke:
- get over and pick somebody out - help each other out. Uons chase defenders, turn back
and block.

Vary %o,.t. type of release off the line - people will be positioned to delay and hold you up
- know how you are going o release and don't let them keep youin.

Remember - one of the greatest assets a Receiver can rm<m is working back toward the QB
for the football.

.H.wwmmvnm,m:mvomorrmm&mmmmm:anm.Ziwwm_ummimnmo:vmm:mﬁgmimo:rmbmwnm,
ILB. :

Once off the line, your first concern is to determine if the coverage is man or zone.
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BASIC PRINCIPLES FOR TE's AS A PASS RECEIVER
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BASIC PRINCIPLES FOR TE's AS A PASS RECEIVER

CATCHING THE BALL - L

_nmnasm.gm football is only a part of what the TE must be able to do, but is one of the most
important parts, and it will be treated as such. We believe that catching a football is an
acquired skill, which can be developed and improved. To help develop one’s catching skills,
there are some basic principles a Receiver should be aware of;

Congentration - is your first priority. You must have the ability to locate the ball, and be able .

to focus upon the flight of the front tip (area) of the ball, and then look it into your hands.
Follow the ball with your head not just your eyes.

Don’t fight the ball. On as many receptions as possible, the arms {(elbows), shoulders,
and hands should be under control and in a comfortable state (relaxed) to cusion the

reception.

If at all possible, try to catch the ball with your hands'/ fingers. Avoid being known as
_ a “body catcher”. A -

Extend your hands and arms away from your body, just vn.mn to catching the ball. This

- ,_ will help permit the best possible hand / eye coordination. - . .

_ On high throws, get the fingers over the top of the point so if it is not caught cleanly, it
will fall downward to give you a second chance. This same technique will also prevent
the interception of a poorly thrown ball.’

On over-the-shoulder n&nrmm\ keep the elbows in to form a cradle. Immediately vnowmnﬁ
the ball once it is caught. This habit will not only insure the reception, but also give you
| an ovno_.nﬁE.Q to protect yourself. Catch the ball naturally. :

I In the next section, we will list some of the base or accepted techniques a Receiver should
constantly practice. However,as long as you are successful in catching the ball, and it is

natural for you, there will be very little encouragement for change.

The above basic principles present a big order for any athlete, yet there is nothing required

=1 of you that cannot be developed with hard work.
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BASIC PRINCIPLES FOR TE's AS A PASS RECEIVER:

Remember the fundamentals of holding and carrying the ball too. Proper ball position
between the hand and cradle position of the arm and body is importat. Keep the ball protected

"when in c.,mmmn.

Running with the ball is a great thrill. Every Receiver, sooner o later, will get the chance.
You can develop your running ability now, so mm"Vannma. The areas you must be aware
ofaree © 1,  Balance : /E._ _

, 2. Improved awareness of tacklers while tunning full speed and cutting
3. Ability to take and use evasive maneuvers

4. Ability to quickly regain top speed after stopping or dodging

5. Ability to keep the ball in the proper position when running full speed
6. . The instinct of exploding with the catch

7. —Splitting defenders .

Release - is the first component of a route since it is executed from the LOS. The direction
taken from the LOS can be either inside, outisde, or straight ahead, In most cases, you will
be required to release in a specified direction based upon the route called and by the nature
of your position. ,

Basics - Explode off the LOS. No-wasted steps or movements. Gain the wmcmsﬁm_m by getting
into the secondary as quickly as possible. Get your eyes up the field for defensive recognition.

Types of Releases - _— : o
A. Crossover - Executed by driving the far arm and leg across your body into the desired

direction. Ideally, you want to bring the arm and leg through to a position equal to that of

the far hip of the defender. As you begin the crossover move, pivot your opposite foot
slightly to insure maximum push upfield. Once you reach the desired hip position on the
defender, the far shoulder must be lower than that of the defender’s 80 you are able to pinch
the shoulder and arm through the defender. This will enable you to place your hip even or
slightly past that of the defender. The next step with your pivot foot must be directly upfield
to clear the defender. .

B. 1Step Grab / Rip - Initiated by taking a controlled step with the foot nearest the desired
direction upfield to a point outside the defender’s near shouler. At approximately the same
time, you will reach with the near hand and grab the defender’s elbow. As you start your
2nd step across your body, take your other hand getting as low as possible. Rip your arm

msuuz:mwoclmmnrnocm?H:m:mxnm:%i%wo:nvr\oioonacmnvm&qozwsvm&m»o
clear the defender. v . : :

C. 35tep Grab / Rip - Executed by taking a controlled step with the foot opposite the desired
direction accompanied by a head fake. You will then plant on that foot and execute a grab

/ rip as quickly as possible in the opposite direction.
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W m VERA
1. _.m>mz Ummmzw_<m 00<mm>mmm >m <<m_:_. >m <OCI OWN OFFENSIVE _u_.><m YOU
z_Cmq BE ><<>mm OF r_zmm>oxmm AND SECONDARY MOVEMENT.

2 m.._.cc< INDIVIDUAL DEFENSIVE vmmmOzzmr AND LOOK FOR THEIR <<m>xzmwwmm

- [ T
THEN TAKE ADVANTAGE OF THEM. , EXPL B AK
'3 VSMAN-TO-MAN COVERAGE, USE GOOD MOVES IN RUNNING ROUTES. THE TIGHTER . DONT CROSS OVER.
THE DEFENDER PLAYS THE BETTER THE FAKE OR MOVE MUST BE. THE LOOSER THE L . c 1S TIGHT, COME SLIGHTLY
DEFENDER PLAYS THE MORE THE RECEIVER MUST THREATEN TO GO DEEP. 2 RUN AWAY FROM THE DEFENDER. IF COVERAGE IS TIG SLiGH

DOWNHILL, MEET THE BALL COMING BACK TOWARDS IT.
4, VS NOZm COVERAGE, SPRINT TO THE PROPER AREA OF THE ZONE <<:.I NO §O<mm .

TO OCCUPY LB'S, CATCH THE BAL
, R v : . . R N DON'T WAIT ON IT. GO GET IT. HIGH, LOW, INSIDE OR QUTSIDE - COME DOWN WITH
[BECEIVING . . THE BALL. REACH AT THE LAST POSSIBLE SECOND. HANDS AND ARMS MUST BE
1. DONOT RUN WITH YOUR HANDS AND ARMS OUTSTRETCHED. IT SLOWS YOU DOWN . STRONG. DEFENOER WILL STRIP YOUR ARMS OR THE BALL.
. AND BREAKS YOUR STRIDE. KEEP PUMPING UNTIL THE LAST SECOND. THIS WILL - CCATGH"
ENABLE YDU TO MAINTAIN SPEED TO THE BALL A 2 SECURETHEBAL mmﬂomm AUNNING. A CATCH IS NOT A "CATCH" UNTIL YOU PUT THE

2. LEARNTO ADJUST TO THE BALL IN THE AIR. DECIDE WHERE IT IS GOING AND GO GET g | |
o : | NEVER ALLOW THE DEFENSE TO COME DOWN WITH THE BALLII
3. GET YOUR"EYES" AROUND FOR THE BALL IMMEDIATELY OUT OF YOUR BREAK, S
4. KEEP YOUR EYES ON THE BALL. ALWAYS ‘SEE" THE BALL INTO YOUR HANDS,

5. ALWAYS CATGH THE BALL IN YOUR HANDS. DO NOT CRADLE THE BALL.

.m.. xmmv<0ch>zcm<<I_m4m>zc m_.m0<<w mm§xm00~<m<<_41ﬂ1m m>_.r UNTILIT
. COMES INTO YOUR HANDS.

b2, ALWAYS COME BACK TOWARD THE QB FOR THE BALL AS IT IS IN FLIGHT. DO z,Oﬂ
: Om_m._. AWAY FROM THE BALL. NEVER WAIT.FOR THE BALL TO COME TO YOU.

8. DO NOT JUMP FOR THE BALL UNLESS ABSOLUTELY zmommm>m< RUN UNDER IT
)" WHEN POSSIBLE.

o, SECURE ._.Im BALL AFTER THE CATCH, TURN cvm_m_..c >ZO SPRINT mOm 4Im 002. -
LINE. MAKE SURE YOU PUT IT UNDER YOUR ARM WITH FINGERS OVER THE POINT,

10.  KEEP BOTH FEET INBOUNDS ON A SIDELINE CATCH. ALWAYS CATCH THE BALL FIRST

! THEN STAY INBOUNDS. NEVER JUMP FOR A BALL ALONG THE SIDELINES UNLESS
ABSOLUTELY NECESSARY. LOOK AT THE BALL - "FEEL” THE SIDELINE.

) s o Ry

e |



4,

ANTICIPATE THE TYPE ._.mOIZ_Ocm THE DEFENDER <<=.._. USE TO ._.ZAm AWAY
LEVERAGE.

RELEASE DIRECTLY AT HIM, SLIGHTLY INSIDE OR TO THE' OUTSIDE. USE HEAD FAKES
TO MOVE THE DEFENDER OPPOSITE THE DESIRED RELEASE PATH.

USE SWIM OR RIP TECHNIQUE TO BEAT THE JAM TECHNIQUE BY THE DEFENDER.
DO NOT ALLOW THE DEFENDER TO FLATTEN YOUR RELEASE.

SELL THE DEEP INSIDE ROUTE

1.
2.

RUN WITH Oo_sv)o._. FORM, HEAD AND EYES 00<<z_u_m_.0 OOOO BODY LEAN.
MOVE THE Um_umzomm TAKE HIM INSIDE OR OC4m_Om DEPENDING ON HOW HE PLAYS.

" USE BREAK FAKES, INCLUDE THE HEAD AND SHOULDERS AS WELL AS THE FEET.

)r.,mo USE A CHANGE OF PACE MOVE TO CAUSE DEFENDER TO HESITATE.
WEAVE AS YOU-RUN AS OPPOSED TO STRAIGHT-LINING-IT, DO THIS WITHOUT LOSING
SPEED.
FROM THE DE
DO NOT TELEGRAPH YOUR BREAK.
USE-THE EYES TO FORCE DEFENDER TO LOOK FOR THE BALL.

USE PRESSURE PULL-AWAY MOVE AS A CHANGE UP OR IF YOU O>zzo._. Oc.__. QUICK
THE cmmmzomm

USE RIP quIz_OCm TO GET ON THE UPFIELD SHOULDER AND TURN IN IF THE

DEFENDER IS SQUARE AT THE BREAK POINT Om USES A SLIDE TECHNIQUE TO JAM
YOu.

16
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COMPONENTS OF A ROUTE

Ceantancinncnccieccdp

D. Stick | rosenan .....”....V Mﬁmma,
s )

C. Move / Hint Quickness

B. Approach Control

{Resetting Your Stem)

A, Release

Quickness

Release: Technique described in Individual Section,

Approach: The approach part of the route is the controlled glide that puts you in position to
make a move. In the approach, you should be under control, weight over knees with good lean
putting a deep feel into the route. Shoulders should be square up field.. - :

Move: The move / hint comes after the approach with a good wide base and involves upper
body and head movement only. This is a slight movement or nod. Hips and'shoulders stay
square to give a the impression you have a 4-way go . Make the move far enough away from
the defender 50 when he reacts, you can stick his correct shoulder. Good forward body lean,
wider than normal base and short strides will give the impresslon of being full speed even though

_ youare 3/4 and gives added maneuverability.

The Stick: The stick is the final move in a route. When running an inside route you must get
to at least a head up or on the defender’s inside shoulder, This gives the defender a deep feel.
(Vise-versa on outside routes.) Once you stick the defender, the ball should now be in the air.
As in all parts of our routes, we want to use angles and not rounded turns or arcs This gives the
QB a quick definitive line to make accurate throws, _




1.

,OOmwOO

OKIE - INSIDE RELEASE FOE A DEPTH OF 4-6 YARDS, Eomx FROM GUARD TO GUARD. SHOW #'S TO QB AND
ozm MOVE TO UNCOVER V$ *HUG" LB ON QB'S EYE CONTACT,

UNDER - INSIDE RELEASE RUNNING A 5-6 YARD CROSS UNDER THE LB, ZONE = POSS SIBLE SETTLE IN OFF TE
- MAN TO MAN = STAY ON MOVE USING STAIR STEP Hoxz_ocm

SLANT - PREFERRED INSIDE RELEASE AND BREAK AT 45 cmowmm ANGLE 36 YARDS DEEP,
CURL - INSIDE RELEASE FOR 10 YARDS OVER THE BALL. SHOW #'STO QB, UNCOVER ON QB'S EYE CONTACT.

OVER - INSIDE RELEASE RUNNING A 12.15 YD CROSS OVER THE TOP OF THE LB, POSSIBLE SETTLE IN BETWEEN
ASH AND THE NUMBERS. MAN-TO-MAN = STAY ON MOVE USING STAIR STEP TECHNIQUE,

HOOK - BEST RELEASE FOR 10 YARD HOOK. PRESSURE - PULL BACK VS INSIDE DEFENDER.
OPTION - BEST RELEASE FOR 10-12 YARD OPTION ROUTE, ZONE - HOOK IN PLACE. MAN = BREAK ON OUT OR

IN - PREFERRED INSIDE RELEASE FOR 10 YARD JN ROUTE (STAY FRIENDLY).
BOST - BEST RELEASE « EXPLODE UFPIELD TO A DEPTH OF 10 YARDS, USE HINT TO WIN TO THE POST.

. SEAM OR STREAK - PREFERRED OUTSIDE RELEASE - _,.oox OVER INSIDE SHOULDER AS YOU WORK TO THE EDGE

folif 4N

, /
MREADOR S

K (BENDER) - EXECUTE SEAM AND ALERT TO BEND TO HASH VS MOFO.

. m LAY - QUTSIDE RELEASE TO A DEPTH OF 6-7 YARDS (7 STEPS o_. WIDTH OR TO INSIDE EDGE OF #5), PLANT

URN TO THE INSIDE.
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BASIC ECZQE..MW FOR TE's AS >,w>mm wmnﬂaﬂw

In order to fully appreciate the before Em::o:ma principles, a Receiver should vnmn:nm the
five basic types of catches -

HLwBFmE is the recommended position to place your hands when nw.i&& a ball ﬁrmn
is thrown ahead of the direction you are running and you have to reach for the ball, or when
you have to work back facing the throw and the ball is thrown at or below your waist,

Thumbs In - if you are facing the passer and the ball is thrown chest high or higher, the catch
should be made with the thumbs together and the little fingers pointed out. The same will
705 when the ball is thrown slightly behind you and chest high or higher.

Hm the Pocket - vmgmm: the arms or arm, and the body.

Scoop Catch - if you are facing the passer and the ball is thrown low and short, you should
lunge ‘and scoop the ball off of the turf.

Ba e - should be ?unznma when woc are in a variety of positions and the ball
is thrown high, low, behind, or too far in front.

Consequently, the defender is able to close the gap on you once the ball is placed in the air.
Explosion is the factor after making a reception, You must be able to get upfield as soon as
possible, You must be able to eliminate wasted steps before turning upstream. On certain
receptions, you will catch the ball in a stopped position. You must put the ball away, avoid
the immediate defender, and get upfield. Making a slight inside fake and pivoting to the
outside will sometimes help you elude the defensive man coming up from behind.

A Recelver gets limited opportunities to run with the ball under game conditions. The
majority of the time, the defense closes in so quickly after a catch that you are tackled
immediately, with very little chance of getting away. When you do get the opportunity to
have some running room, you should take advantage of the situation and gain as much
yardage as possible. Because of this, it is really important that a TE get in the habit in practice
of making moves, stopping and starting, and sprinting with the ball under his arm, making

" the catch,

Remember, do not start running with the ball before you catch it. Seeing some open room

will sometimes cause a Receiver to take his eyes off nrm ball in his eagerness to uaz running.
Catch the ball m:mn then mxv_cam.
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e

S

w.>moz>r oSm_omxmrms,mmmow>_um3:ov.u<>»om>zo>mv9.u<>mowmxoz w_om:zm zo._.m_mxmo
UTSIDE IS PRESSED, ADJUST TO 1 YARD DEPTH. .

WHEEL - OUTSIDE RELEASE ON ADIAGONAL THEN TURNING UP THE FIELD LOOKING OVER THE INSIDE mxoc_bmz
“TEAVE ROOM (AT LEAST 5 YARDS TO THE OUTSIDE).

READ - BEST RELEASE THEN VERTICAL UPFIELD TO A 8 YARD DEPTH, wztu IT QUTSIDE VS ZONE OR EXPLODE
‘OUTSIDE VS MAN (GET HEAD AROUND).

QUT - BEST RELEASE THEN VERTICAL UPFIELD TO ADEPTH OF 10 YARDS, DRIVE OFF INSIDE FOOT TO SIDELINE.
“ZONE = ALERT SETTLE, MAN = KEEP GOING (FRIENDLY),

NOD - SAME APPROACH AS OUT. BREAK OUT AT DEPTH THAT IS EVEN WITH INSIDE DEFENDER THEN SHARPLY
TURN UP LOOKING OVER INSIDE SHOULDER, MOFO » BEND IN S HASH. MOFC = 8TAY OUT IN SEAM.

OW - BEST RELEASE TO A DEPTH OF 10 YARDS, PLANT INSIDE FOOT AND BOW QUT INTO THE 12-15 YARD AREA,
COVERAGE FOR DIRECTION. MAY STAY THIN OR DEEP ANGLE FLAG.

Q BEST RELEASE TO A DEPTH OF 12 YARDS, USE HINT WITH HEAD - INSIDE FOOT AND mxv_bUm ONA emmmv
E TO THE CORNER.

oxo_om BEST RELEASE FOR ADEPTH OF 10 YARDS AND MAKE A CHOICE TO RUN A POST IF MOFO OR A DEEP
ANGLE FLAG IF MOFC.
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- ROUTES
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HITCH out SLANT RETURN
. 1012 ¥ds ‘
i 8Yds
.... 6 yds
_ CURL STOP IN QuICK ouT
12Yds Yo 12vas . 14 Yds A
@M H 8Yds £
UNDER DELAY SMASH GO | FADE
5 yds , 5yds %
——
K B .'— .
TOPPER POST STUTTER GO —y Q COMEBACK
N . +15-18yd 18yds
; 4 :
10yds( 10yds
gtcedoox

' PASS OFFENSE
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& MAN CUMBINALIUONYS

ARROW CURL | 2y
T 10yds .
3-5yds . :
:M codoo
O .
3yds
oodJoo oo
. -‘
D-GLANCE D-Q
15-18 ydsf~.
10 yds o
3 yds . 3yds
W ocolJoo Loodoo
O o
D-SLANT DALLAS (STOP)
12Yds
8 yds
ds
ETWOODOO ocodoo
O )
ENSE 2005 PLAYBOOK
8 PASS OFFENSE

i

TWO MAN COMBINATIONS 2004

ROUTE # £
ARROW GO 35 YD ARROW
CURL 12 YD CURL 10 YD CURL
D- CURL 12 YD CURL 3 YD DIAGONAL
D-GO GO 3 YD DIAGONAL
D - GLANCE 10 YD POST 3YD DIAGONAL
0-Q Q 3 YD DIAGONAL
D - SLANT 8 YD SLANT 3 YD DIAGONAL
DALLAS 12 YD POST CORNER WHEEL
DALLAS STOP 12 YD POST STOP CORNER WHEEL STOP
DELAY 8 YD DELAY 1245 YD FLAG
GHOST GO 10YD OUT
GIN 14YDIN CUT 60
HUNT 8 YD HITCH - CP: FADE - 6 YD UNDER
ILLINOIS 14YDIN CUT 5-6 YD UNDER
LOCKIE ) 3-5 YD LOOKIE
OLE (2IP) 8 YD OUT CUT 1245 YDFLAG
OREGON Q 6 YD READ
PAR 12YD PosT p: FADE & YD READ
PEARL 12YDPOST CP: FADE 10YD CURL
PIN - 12 YO POST. CP: FADE 10YD N

rowar 2005 PLAYBOOK ¢

4 PASS OFFENSE




ROUTES

BOW / SAIL

TWO MAN COMBINATIONS 2004 (cont)

SLUGGO SHALLOW * FLAG
6Yds 12yds
4-6 Yds
READ SEAM READ TRAIN
A.,...:a Yds 6 vds
|
! DEEP STICK CLOWN
. P 8 Yds “15vds
_ P A
)
v .
| i
o
)
)
2006 PLAYBOOK "
vou

PASSING OFFENSE

ROUTE # #
RATTLER 12 YD POST 10YD CORNER |
READ 14YD IN CUT § YD READ
SEAM 12YD STOP - CP: FADE SEAM READ
SIN 20YDIN CUT SEAM READ
.mz>mz "5 YD UNDER SEAM ,m,ﬂc
STREAK '12YD STOP . CP: FADE SEAM READ
" SWITCH 1YDIN 12'YD STOP - CP: FADE
TIN 14YDIN CUT 10YD IN CUT
- TOGA o GO
TOPPER 12YD POST 10 YO POST
TOSSER 6 YD SLANT 3D SLANT
UTAH 6 Y0 SMASH- CP: §IT 14YD IN CUT - CP: SIT VS ZONE
VS ZONE
'WHEEL - 6 YD SLANT 3 YD WHEEL
A % 2005 PLAYBOOK

PASSING OFFENSE



: 2 MAN COMBINATIONS

2 MAN COMBINATIONS

DELAY |  GHosT o 1
1. 10 yds
ocodoo OODOO%
o ) . O
1 4 .
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ocoooloo ooJoo
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()
- I
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 Byds Y1215y SIS
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. oolJoo oodoo W
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. V. y
A t ‘ SMASH STREAK Y 2y
5Yds. | | . B : H
o %1 ocoJoo oooo. o
SWITCH TIN 14 yds
. 10 yds
- oodoo OOD%MW ’
. - R ,’v
A . ToGA . | TOPPER
6| oo . fovas
(NO READ) , 1
coldoo | ocodoo
: ~ JOSSER Utay 14 yds
8yds .~ 6yd
%MMDOO coJoo N
o O
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4 MAN CUMBINATIONS

WHEEL
8 Yd
ocooJoo
S
peveer 2005 FLAYBOOK
10 PASS OFFENSE

£ MAN COMBINATIONS

4

v [12Yds 10 yds

MOODOO
O .

4 . |
© 12yds SEAM
A codoo
: o

20yds’

wir 2005 PLAYBOOK.
B PASS OFFENSE




3 MAN COMBINATIONS

ALL GO
12yds, w

.....

NAME ROUTES

BUFFALO

Pylon-

» CHOICE

.. s ]15-18yds
10 Yds

Qoo _ ,
o D Farced
. [ Post
| _ ! ZORRO
- SAl A ) , 14yds
12 yds o) 12Yds
. . 5Yd
\m\ﬁ.m ) Ou/M
H . . . _ )
HDoo D ' ocoloo
_ O 2 [ _ S @
1 \ AWW %
_ 10yds N SHOUT 4 | COLT 'Y'NO GO (Backs Cross) N
. S - —— - g ) = . 3 . .
| . 10 yds 8 yds v, ' SN ) A

5 yds

2005 PLAYBOOK

PPrENSE

rall

PASSING OFFENSE

»
8yds

Jyds

. . 4.3% J - .
. o M e |
: : OWO v Omp
. @ & . % W

P v Q (Backs Cross) CURL (Backs Flare) .”
\ I } , N
: - 12¥ds 3 .
; 15-18 yds 10-12 vds w..“mLm yda A 12 yds
OOWOO.
N— .
e
2005 PLAYBOOK o
@ PASSING OFFENSE ral



__NAME ROUTES

e e

RENO

" SPECIAL

14 Yds

8 Yds

64 RED F ANGLE
10 yds \w yds
OOWOO D
>
coloo
S
ooclJoco ocojJoo
') S
' 2005 PLAYBOOK
. PASS OFFENSE
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3 MAN COMBINATIONS

10 yds : 8 yds

O )
v, L » DELI
R Y 12 yd
10 yds 12yds
Ooco
O @
Py 2005 PLAYBOOK
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A SEVEN (7) MAN PROTECTION WITH THE REMAINING BACK HAVING PICKUP INSIDE-OUTSIDE TO THE SECONDARY.
HE WILL RUN A DESIGNATED ROUTE UNLESS CALLED TO STAY. THE TIGHT END (Y) SLOW BLOCKS THE MAN OVER
AND THE OL WILL SLIDE AWAY FROM THE zczmmm STARTING FROM THE FiRST BUBBLE., Q? IF 0<mm FRONT OR

4 WEAK, >_.mm._. oco CALL."

*REMAINING BACK AND THE :Q.:. END <SC. ALSO RESPOND TO DUO CALL; 1) THE TIGHT mzo BY m_.oox_zm
,ANY DEFENDER ON THE LINE OUTSIDE THE TACKLE'S BLOCK, 2) REMAINING BACK' m_.onxm THE FIRST DEFENDER
OUTSIDE OF THE TE'S INSIDE BLOCK OR THE ONSIDE BUBBLE m>oxmx

..<<

m\m
% I nw &
(@)
COMBO LT —

"EVEN WEAK TOM

=

w.

o&w

COMBO O m .

O\. “DUO"

O<mw D erm HOZ

M\m .

--.-. w»

50-51 GAP s
GAP IS AN AUTOMATIC .m<<00.u qmoxz_ocm THE BLOCKING BACK <<=.._. mroox qu m_mm.— UmmmZOmm Oc._,m_om

. .q:m TE's BLOCK.

52-59 PASS _uxod.mna_oz 5 STEP DROP (58-59 - u STEP U»OB

ASIX (6) MAN PROTECTION WITH THE mm!Zz_zo BACK HAVING DUAL PICKUP INSIDE-QUT TO THE NUMBER, IF NO

PICKUP FOR THE REMAINING BACK MATERIALIZES, RUN A DESIGNATED ROUTE UNLESS CALLED TO ma>< THE OL
WILL mr_cm AWAY FROM THE NUMBER STARTING FROM THE FIRST INSIDE OG/OC BUBBLE.
* PACKER: REMAINING BACK WILL BLOCK THE FIRST DEFENDER QUTSIDE OF THE TACKLE'S BLOCK INSIDE.

HO' (HOT)
M ¢ .3 m\m

OVER TOM
' CP: “PACKER" CALL

TOOR ><<>< —ﬁoz THE zc2mmx TOTHE zcz_mmx OR AWAY mmoz THE zcz_mmm REFERS ._.o THE LASTDIGIT

"OFA _ur>< NUMBER.

NOTE: MAX CAN BE CALLED BY QB TO ,Umm_oza‘m AT STEP DROP

»og PASSING GAME
g.

51 7 50 EG.
_ TUnderTom T Even Stack
M w w M
-4
.@ T E T\ E S
& @,ﬂy jelejalels N
_ Solid @@.ﬂ. Combo / Mabel Combo / Mabel @“_. ©
- TvenWak LiEven
S .: W B.. ,
L ' / ...
) .
@ng
. noaco
“Qver Tom Over Double Tom
2
%
. J@O
. mw: Oco
! .ﬁ@ Ooauo
FOver Stack o<2§%§2
|
) Y] w Z/.. 88
) set]1/ W oE g W..m
oG ART PrEdt
Solid ‘.M.UOoBmo LT m Fan @“ﬂoco
| : Gap Scan
“Big Dub: : Diamond
,
) s \; <<!/;.. M
E S\T/T E W € ¥-E/ S
DROHAY DOHIOS
bwo N\ O Mabel O _/ Duo - Slow

o

2005 PASSING GAME . or
80's




EROTECTION L Bg.1
,.mm-%am,m@wm.ﬁmnv, \,,,_,

EVEN

./ M , . o M . M
WE T E IS . WE T T E IS . —
PPEOpe felajals |

Combo : , Blg Fan . Solid
. Slide Lt % O % .

52 52

Ide Pro.  OL- Slide Away from Call (4 Down + Will/Cowboy)
C.P.- PACKER Rules Apply Call Side.
Blocking Back- Dual Scan (Mike-Sam-Scan)
58-59 = SQUEEZE, not Gap (3 Step Drop) -

Y “Route,

- | White- Block#2
WONTSIDE | Red- Block #3 (Fan). PACKER
TACKLE | vs, DUBS or Over fronts w/ Mike on Weak Side. "PACKER" Away from called Protection.

Red- Block #1, .
ONTSIDE. | White- Slide Away from called protection.
Alert "Gap" vs A-Gap threat. _

Slide Away from called protection. Combo / Combo Slide..
JENTER | Alert "PACKER",  Alert "Fan or Big Fan"

ACKSIDE Slide Away from called Protection. Combo w/ OC vs reduction for Will to Cowboy.
BUARD | Alert "Fan or Big Fan”

\CKSIDE |Siide Away from called Protection. Combo call = you have EMOL. - )
ACKLE | Alert "Fan or Big Fan" ,

locking |Dual Scan.  Alert "Gap " vs A-Gap Threat Alert "PACKER" vs. Triple or

Back | over fronts, (Solid)
HB . |Route. )
X Route.
4 Route.
QB -
e . 2005 PASSING GAME . : c ) ’ o.:éa.n 2005 PASSING GAME

50's - . . . 50's



5051 _ 53-55-57-59 52-54-56-58 £

— FRt . ‘6 Tite
50 _.__8: Oregon L 50 om_u. Hitch Oregon TUnder Tom Even Stack
/ 15-18 yds . v \ / . X !
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