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43-7 Shd (7) 40: 17-35 (8)
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OReN | 7 | Tomtu'o:?
30 o 30 o
Shd Strong (7) Shd Weak (8)
w M M ,s
o\ W /I 7
N'_T E S /
AR X %7 o Tt:f
30 e 30 o)
50 (7) Bear (8)
SS
- " \
| W QG N T S E
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" J O 30 O'AlertforDB Gap vs.

Bear Blitz Teams.
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Concept: 3 Step Drop; Gap Protection.

Pos; Assignment Coaching Pt.
PST Be aggressive. No chop on Pump.

~S@" PS.Agap

P.S.Bgap

—

L

Be aggressive. No chop on Pump.

C: B.S.Agap Be aggressive. No chop on Pump.

BSG: Bs.Bgap . Be aggressive. No chop on Pump.
BST: BS.Cgap _ Be aggressive. No chop on Pump.
Y: | P-S.Cgap ' Be aggressive.

| F: Block EOL away from call -

. t inside leg of EOL. Cutblock tect
TB: | 30 Proalign to call, block to call. ﬁnlgtﬁngécks tg ca"E_ ut loc
30 P-fake, align away, block to call.

PSWR! Runroute .

. SWF[: Run route

Beat outside Blitz with throw
30 PF = nothing for you. TB flashes in fi

QB «| Gun = Catch and throw.
*| Under Center = 3 step.

[



SLAY: 60-61 PRO (BROWN - bLuc,

13-7 Shd (7) 40: 17-35 (8)
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'Concept: 5 step Drop; MDM Protection. F.G. Pro. (CHOP)

Pos; Assighment Coaching Pt.
" n Vs outside blitz, sink MDM

PSTF MDM "Bump® on inside blitz with Guard

\ 3Gj: Govered Big o e B e A g Bl

. Uncovered "Dual "Odd" = "Dual” -

Call front, identify Mike RULYMidd 43, Dual Mike o B.5. En

C: | Caet bk Cvareg eyMiddie ‘@s Force = RakerLawn (S ‘
Uncovered Dual Mike to B.S. Vi Shads Jpa0 with Wil in Dex. call RakelLawn (¢

. Covered "Big On" Blitz = Rake
BSG * Uncovered "Dual” Center "Rake/Lawn" call = Sort B Gap

S. 43 MDM "Will " to "End"

“MOM" Call "Force" vs outside biitz

BSTF Center "Rake/Lawn" call = Sort C Gap
Y: Run route

F: Not in

Emply: Far or Near=rumroute

Speed to B gap, with pocket

« I Gun: play fake awa
TB . (i.e.- rocket start rigrzt. p-fake left) fake to loose change inside.
PSWR: Runroute
P™WR! Runroute ‘

QB:

Gun = catch and throw, Under Center = 3 step.
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Concept: 1/4 Roll, Gap Protection

Pos| Assignment Coaching Pt.
PST E Gap protect PS B gap Aggressive protection, stay square
SG: Gap protect PS A gap Aggressive protection, stay square
C: Sort protect BS A gap
Bsq: Sort protect BS B gap
B ST‘: Sort protect BS C gap
1Y Gap protect PS C gap Aggressive protection, stay square
F: Gap protect P.S. D gap ?;rgiggsﬁgs;nt - outside hip of TE. Be
T BZ Gap protect PS D Gap —ﬁ;.lr___ =h:?gstﬁlee l[__’np of |E. Be aggressive
PSWR: Run route -
]SWR: Run route ‘
QB s Step/ Gun 3 with gap protection
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E "Rex 32"
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. Concept: Qk Throw - All Hitch. Fade Conv. will be sig§
Pos. ASSIGNMENT COACHING PT.
X: | 6.Yd. Hitch, inside Foot Up. 3 Full, 2 Small Steps.
* | (Fade Adjustment will be Tapped.) Rip Inside Elbow & Snap Head Around.
Z: 3 Yd. Hitch. Inside Foot Up. 1 Full, 2 Small Steps.
* | (Fade Adjustment will be Tapped.) Rip Inside Elbow & Snap Head Around.
'8 Yd. Hitch. Inside Foot Up. 3 Full, 2 Small Steps.
WU (Fade Adjustment will be Tapped.) Rip Inside Elbow & Snap Head Around.
Y/F:| Y: Block PS C Gap.
F:Block C/D Gap to Call or Not in.
TB:| 30/630 Protection. Far Alignment = Fade.
QB: Gun: Catch & Throw. Read: Shortest Throw/Deepest Defendeg
. Miss it Low & Away.

Under C: 3 Step

Fade Adjustment will be signaled.

_J
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~ "Rex 32 (Qutside Tap)"
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Concept: Qk Throw - All Hitch. Fade Conv. will be siq

T
Pos!. ASSIGNMENT COACHING PT.
. : "o ' Run Through the Outside Shoulder & Get
X: | & va. Hitch. "Tap" = ‘Fade. Back on Togp. Be Physical.
Run Through the Outside Shoulder & Get
Z: | 3Yd Hitch. "Tap" = Fade Back on Top. Be Physical.
; Tt = Stick the Post. You have the Middle of the
WI/U} & vd. Hitch. *Tap" = 5 Step Post. Field. Only side Tapped will run the Post.

Y/F:l Y: Block PS C Gap.
F:Block C/D Gap to Cali or Not In.

TB:| 30630 Protection. Far Alignment = Fade.

QB: Gun: Outside Tap = Catch & Throw. Outside Tap vs Bump Man.
v Inside Tap = 3 & Throw. inside Tap vs No Deep Man.
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' Concept:

{

Qk Throw - All Slant. Like to single WR to B§

Pos, ASSIGNMENT COACHING PT.
. Inside Foot Up. 3 Full Steps. Vs Bump - B
X: | 6vd.sant Physical & Run Away. Keep it Thin vspSofL
. Inside Foot Up. 3 Full Steps. Vs Bump - B
Z: | evd. Slant Physical & Run Away. Keep it Thin vs Soft.
Inside Foot Up. 3 Steps. Stem Out, Back Ir].
WI U 3 Yd Slant. Keep it Thin. Don't get Bubbled Out Wide.
P
YIF:| Y: Block PSC Gap.
F:Block C/D Gap to Call or Not In.
TB:| 30630 Protection
. ‘ ) Read: Boundary Shot. Keep it Thin &
QB . Sﬁger%ft%" S&t;r: row gelf'\ind vs Soft Comner to Beat the Low
afety.
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' Concept: Qk Throw - Trips Fade - Out with BS Hitch ¢

Pod.  ASSIGNMENT COACHING PT.
X: | Option Route = Hitch; Slant vs Will LB Blitz | Be Physical.
Z: Fade. Must Outside Release.

. Inside Foot Up. 4 Steps. Rip Outside
W. 6 Yd Speed Out. Elbow & Snap Head Around. QB Will

Throw it to Your Chin.
Y: . Push 2 Steps Vertical, Rolito 4 Yd
Y: 4 Yd Arrow. vs Zone. Vs Man = Stick & Run Away.
TB:| 30/530 Protection.
QB: 8#‘,2;,%?“; S&t;hrow Shortest Throw - Best Fade Match-up.
[ ' Always Take the BS Hitch when you can.
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Concept: q
Pos!, ASSIGNMENT - COACHING PT.
X: 6 Yd Hitﬁh. 3 Full Steps, 2 Small. Rip Inside Elbow &
(Rip = BS Option Route.) Snap Head Around.
. : : 3 Full Steps, 2 Small. Rip Inside Elbow &
Z: | 6YdHich. ‘ Snap Hea% Around.
{ 10Yd Comer. .
UW { (Possible tap vs man cover) 8th Step Comer - Stick the Post.
YIF: Notin.
TB:| 60/560 Pro- Check to Route Signal. Spot, Shoat.

1
H
!

QRB:| Gun: Quick 3 for Hitch/Regular 3 for Corner Read: Boundary Corner. Awareness of
' (Possible tap vs man cover) T8 Spot or Shoot. d
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Concept: q
Pos.  ASSIGNMENT COACHING PT.
. . : § Big, 4 Small Steps.
X. 10 Yd. Hook. Tap will be Signaled. Rip ?nside Eibow & Snap Head Around.
+ | &Yd. Hook. Tap will be Signaled. 3 Big, 2 Small Steps.
Z , o0 2p wil be Signaled Rip?nside Elbow & Snap Head Around.
10 Yd. Hook. Tap will be Signaled. 5 Big, 2 Small Steps.
UIWt (Possible tap vs man c:over)g Rip Inside Elbow & Snap Head Around.
1« Notlin.
YIFW Ram = 70 Pro.
TB:| sorosso Pro, Check to Route Signal Spot, Fade.
.| Gun = 3 & Throw (No Close). Shortest Throw, Deepest Defender.
QB: (Possible tap vs man cover)) Work Inside - Out
{ Alert to Tap vs No Deep Man.
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[ Concept:

2

Pos.  ASSIGNMENT

COACHING PT.

X: | 3vd Hitch..
(Rip = BS Option.)

1 Full Step, 2 Small. Rip inside Elbow &
Snap Head Around.

Z: | 3YdHitch.

1 Full Step, 2 Small. Rip Inside Elbow &
Snap Head Around.

U . Up Route.
* (Possibie tap. vs man)

Get Width to the Bottom of the Numbers.
Bump=Fade at 1-2 Yd. Soft=Fade at
6-8 Yd. (Rip =W Run Middle Seam.)

YIF:] Notin.

TB:| 60560 Pro, Check to Route Signal

Spot, Shoot

Q B' Gun: Quick 3 for Hitch/Regular 3 for Corner
*| (Possible tap vs man)

Read: Boundary Corner. Awareness of
TB Spot or Shoot.

1
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"Rex Far 562 (Fade)"
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F "Rex 62 (Spot)" - - :
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9' soncept:

Pos.  ASSIGNMENT COACHING PT.
X: | 1614 Dog Route. Must Outside Release. Streak Stem.
Z: | 16-14 Dog Route. Must Outside Release. Streak Stem.

Flat Route. .

U/w (Possible tap vs man cover) S Steps, replace #1 Alignment.

YI F: Not In.

TB: 60/560 Pro, Check to Route Signal. Spot, Shoot.

‘)B. Gun =3 & Throw . Best Match-up. Awareness of Flat

P '| (Possible tap vs man cover) Eefenf?ers Alignment. Goto TB as
ay-off.
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E "Rex Rambo
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f Concept:

-

Pos{. ASSIGNMENT COACHING PT.
Rex = streak (outside release)

. Rip = BS option route
Z: Streak. Must Outside Release.

. 4 yd Out.

. 4 yd out
U: Rip = 4 yd in (claw)

1 PS = outside blitz (speed)

TB BS = chop E.O.L. (30 Pro)
QB: 3 step sprint action. Out route. Rub look in Rip with BS opti‘
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OFF =

RUNS

| "RUN n -. GUN"
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Uncover = Down (Make "G" call).

Concept: \ 7{/'

Posj| Assignment Coaching Pt.
"Zone Unve PS C Gap.

PS ' Ram: Cover = Moe. With Y = Toy.

A.P. = QOutside #.

aq.a;:s e S v ca b o MLEPSLE
C: | B e A ke b sLe. Combo to MLB/PSLB.
Bsq *Reach B.S. A Gap. Reach to BSLB.
BSTl: Reach B.S. B Gap. Reach to BSLB.

PSY: Control drive man on.

Y: |BsY: ReachB.S.C gap. - With Wing, Toy In to PSLB.

F: | Backside Rul.

TB: Gun: Slide Open, Chase Outside Leg of PST. QB Responsible for Mesh, Eyes on PST.
« | Home: Slide Open, Chase Outside Leg of PST. | Little Wider Course in Ram Formation.

PSWR: Block Man On.

[

gt
-

"WR: p.s. Cut-off,
| .| Gun: Open to TB, Ride, Naked Away. 1 for Mesh. -
QB:| Unger Center: Front Out §/7 O'Clock, Naked Away. -ror= e for Mesh
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Concept: |
Pos| Assignment Coaching Pt.
b Vs 3 = Tight Course.
I-P ST} Block MLBPSLS. | Vs 41 = Around. Vs § = Flash.
’SG: Sg‘égcee?; I:ﬂé’ggﬁ oa&dLglingEgt EOL. "Steel” call (A Gap defender) Block Dowr
. Uncovered = Block Back. - 1
C: ONose = Gash  P.S. A Gap defender = Steel | Steel = Pull Block EOL.
Bsq; Pull, Trap 3/5 Technique. Steel = Solid.
Tight Course.
BST} BlockBSLS. : Steel = Sofd.
Y: x: gg /gt?é%‘;kfb%e ' vs. 6/ 7 technique = arch to support
F: Out.
TB: %‘gfggu'; c’:‘@dr&ap alignment. Downhill, hand off at 3 1/2 yards; QB mes
PSWR: ManOn.
 oWRE  B.S.Reach. : I
. i ) ) QB Trap = 1 Step Back, North-South thru
QB . S:}r(\eﬁé t&arg;nt Step Up on Mesh the A/B Gap Area.
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Concept:

Pos| Assignment Coaching Pt.

PST! slock Zone Rules. Chop.

**SE: Block Zone Rules. Chop.

C: Block Zone Rules, Chop.
BSG: Moe. Chop.

BST: Moe. Chop.

Y/F: Notin.

Ram:_Y Blocks Zone Rules. Chop.
XJZ:| MostDangerous Man (MDM).

MDM = Man On; Crack; Take "2".

T = Most Dangerous Man.

Wi Bubble Route. MDM = Man On; Crack; Take “2".
| U: Rex = Bubble Route. T = Most Dangerous Man.
. Rip = Most Dangerous Man (MDM). MDM = Man On; Crack; Take "2".
B:| P Fake Away from Call. T = 3 Step Flare Bubble. Geton the.

. T = Lead TB and Chase Throw.
QB:| Catch and Throw. Rip = Alert for One Step Route.
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Concept:
Pos;| Assignment Coaching Pt.
PST! subble cutoff |
P ~— Pre-snap blitz awareness. _ q
S Pull, get depth and chop E.O.L. Run wide rush/blitz upfield
Get to LOS - don't stay deep in QB's wa
C: Block back
BS@G: Reach "Build wall"
BST: Reach "Build wall"
Y' : Run route
F: Run action. 346-347 run flat route
. Block EOL
TB: Play Fake, block C gap Block DE, or LB biitz.
PSWR: Run route
E NR: Runroute i
QB Naked action off of play fake. 316-317 (Gun Gut); 318-319 (I Toss)
| Readiness to throw, you are an option. 346-347 (I Counter Toss)
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MDM

O

"MIDDLE"

‘Concept: 5 step Drop; MDM Protection. F.G. Pro. (CHOP)

Pos r Assignment Coaching Pt.
) "MiaKe "Force™ call vs b,
PST‘ "MDM" Alert for "Rake/Lawn” call = sort "C" gap
) "Punt pro" f Rakellawn s an the ciner g
B'Sd' Covered "Big On" Alzﬁr;o: 'I?{lagkoe?liawn" call = st:r;J ?B" a
a " - p
Ur;covered ual "Punt ?ro" if Rake/Lawn is on the othger $iC
Call front, identify Mike Rt/Lt/Middl $ 43, Vual vike o B.9.
C: Covered blockhcfgve;e?:l (50 tIS“eA;ensee) 23 ,f"g‘-e = Ra"'-’”.-“v&é‘:""b“): I Rake/Lawn (€
Uncovered Dual Mike to B.S. . IV §0acal Kes wgo m?-‘grcel'ns:dé' call RakefLawn (2
. Covered "Big On" " » =
BSG: Uncovered "Dual® Center "Rake/Lawn” call = Sort B Gap
s. 43 MOM "Will " to "Eng"
BSTE "MDM" Call "Force” vs outside blitz
Center "Rake/Lawn" call = Sort C Gap
Y: Run route 4
F: Not in
TB: | Runhot route to call
PSWR: Run route
t N ﬂi Run route 1
QB i Quick throw rhythm.
*| Gun = catch and throw, Under Center = 3 step.
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Concept:
Pos} - Assignment Coaching Pt
PST }  Control Drive. Pass set vs. an upfield rusher.

lsq

. Vs 3 = Control Drive.
« Vs 1/shade/0 = Gash to MLB/BSLB.

4

Make 3/1 Call.

C:

Vs PS 1/ PS Shade /0 = Gash to MLB/BSLB.
Vs BS Shade, BS 1 = Smash to BSLB.

Smash = combo with Center to BSLB.

BSG: cutofBsAGsp. Vs 50, Pull to PSLB.

BSTF Pull, PSLB, Alert for 1/3 Calt. - Vs 50, Bubble Cut-off.

Y: Reach BS C Gap.

F: Not In.

T B: Gun = offset away from call. - Sell 14/15. fsolui'dr?\ :spr:n two step plant. QB responsib
PSWR: Block Man On.

E Nﬁti: B.S. Cut-off.

QB:

Gun = Back to Call, Open to TB, Naked Opposite.
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Concept:

Pos| Assignment Coaching Pt.
PST! Control Drive.
-';’D’Q V3 1/shadeld = Gash to MLB/BSLE. Make 3/1 Call L
C: |VESI s

BSG: cut-offBs A Gap. Vs 50, Pull to PSLB.

BST; Pull. PSLB, Alert for 13 Call. Vs 50, Bubble Cut-off.

W: Reverse off Shovel Pass. - Loose a little Ground to get North.

U: 10 Yd Comer Route.

Z: 6 Yd. Bar Route.

x: Post Track to Block Safety.

T 33 cutoff DE from Near Alignment.

S
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Concept:
Pos| Assignment | Coaching Pt.
PQT ' Block play. Awareness of passing spot.

'S {2 Block play. Awareness of passing spot. q
C: Biock play. Awareness of pass;ing spot.
BS@G: Block play. Awareness of passing spot.
BST# Block play. : Awareness of passing spot.
Y: Run route
H:
TB: Play Fake, block C gap + Block DE, or LB biitz.
PSWR: Runroute
" SWR: Runroute ‘
QB:| Naked action off of play fake.
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on naked action.

Pos’. ASSIGNMENT COACHING PT.
X: | 6vdHich.

Z: 16 Yd Dog. Must Outside Release.

Y: Clearance Streak. Must Bend slightly out to stay

in phase with QB on Naked.
F: 3 Yd Flat. Settle at Bottom of Numbers.
TB:| Block ¢/D Gaps Off "I Dart Action.
Fake "I" Dart Action and continue Naked Away. Flat to Curl.
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Concept:
Pos;| Assignment Coaching Pt.
. { Don‘t be Down Field. °
lF -JT; Control Drive. Aware of Passing Spot.
Vs 3 = Control Drive.
. = Don't be Down Field.
fPS :Vs 1/shade/0 = Gash to MLB/BSLB. Auware of Passing Spot.
C . Vs PS 1/ PS Shade /0 = Gash to MLE/BSLB. Don't be Down Fleld,

’ Vs BS Shade, BS 1 = Smash to BSLB.

Aware of Passing Spot.

. Don't be Down Field.
Bsq- Cut-off BS A Gap. Aware of Passing Spot.
BSTE Pul, Run with Speed to Pull Defense. Eﬂ;‘:f& %:::irgeé%ot,

W: Fake Reverse off Shovel Pass.

U: 10 Yd Comer Route.

2 6 Yd. Bar Route.

X: | Hitch

H TB:| cut-off DE from Near Alignment.

Awreness of Passing Spot.

Q B Sprint Action, Fake Shovel Pitch to W,
i Continue on Sprint Course for Mustang.
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PLAY: 566 - 56/ rrcuve

A

"Rex 566 (Sneak):
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[ ' Concept:
Pos, ASSIGNMENT COACHING PT.
X: | 3 step skinny post. Do not cross the hash.
Z: | 3rdstep skinny post Do not crass the hash.
UIW E Slice route. Run up the bottom of the numbers.
F: Not in.
TB:| Runout route sneak

C |QB:

Gun = 3 & throw (No close).

Middle safety: Work best inside post.
Cov 2/Man. Field post, wheel, TB sneak.
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Concept:
Posl - Assignment Coaching Pt.
. Don't be Down Field.
P ST} Control Drive. Aware of Passing Spot. G
Q. Vs 3 = Control Drive. Don't be Down Field.
! Sq « Vs 1/shade/0 = Gash to MLB/BSLB. Aware of Passing Spot.
C . Vs PS 1/ PS Shade /0 = Gash to MLB/BSLB. Don't be Down Fleld,
. Vs BS Shade, BS 1 = Smash to BSLB. Aware of Passing Spot.
S Don't be Down Field.
B Sq » Cut-off BSA Gap. Aware of Passing Spot.
Don't Be Down Field.

BST& Pull, Run with Speed to Pull Defense.

Aware of Passing Spot.

W: Fake Reverse off Shovel Pass.
U:

Press Route = Wheel

4 Press Route = Post

X: Hitch.

“ 3| Ccut-off DE from Near Alignment.

Awreness of Passing Spot. ‘

QB' Sprint Action, Fake Shovel! Pitch to W.
»|  Continue on Sprint Course for Mustang.
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PLAY: 566-567 TExALU
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"Rex 567 (Hot)" : - X
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i 111

q Concept:

POJ. ASSIGNMENT COACHING PT.
X: | 15yddogroute. Attack the ball,

Z: 9 step post. Stick comer.

W: 6 yd drag a;oute. Must came undemeath.

Y: 12 yd middle cross. Come flat - don't drift.

TB: Run het route to call.

Q B: S;:gh:ug gnT:'xrig\gfe throws. 8§§ %:g%g’:;rgiﬁ vs blitz




[: "Rex 566 (Scat)":
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r
. Concept:
Pos{. ASSIGNMENT COACHING PT.
X: | 3rd step skinny post Do not cross hash
Z: | 3rd step skinny post. "Stick” your route - expect ball
U/W f Slice route. Run down the bottom of the numbers.
F: | Net in.
TB:| Runscat route.
. - Middle safety: Work best inside post.
. QB «| Gun=3& throw (No close). Cov 2/Man:tyBoundary post, whepel. TB sq
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Concept: q
Pos{ ASSIGNMENT COACHING PT.
. Burst into your fade-
X' 16 yd dog route. . Pull DB byyif he's even.
. 6yd hitch route vs Cov 3, 4. ;
Z 6{(3 run away (drag) route vs Cov 2 or man. Do not drift
W: 12yd bend in route, come back to route. Do not drift.
Y: Spot route - 6yds.
TB: Run hot route to call. .
| . Cov 3. Dog - Hot
QB:| Gun=3&Throw. Cov 2: Bend - Drag
Hitch up on middle throws. Cov 4,0: Post - Hot vs blitz
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2000 PRE-SEASCM OBJECTIVES

1. ATTACK: We will play a fast break, up-tempo
attack. We will force each opponent
to react and adjust to our offense.
We will always use intelligence and
conditioning to our advantage.

2. GATA: We will "GET AFTER THEIR ASS!"
This is the cornerstone principle of
Northwestern Football.

3. ELIMINATION OF SIW's: It's tough enough to
beat your opponent. Take away the
negative plays to ensure that we don't
beat ourselves. TURNOVER RATIO
is the number one factor in winning
and losing college football games.

4. SCORE: The object of the RUN-n-GUN Offense
is to score. We will score first, fast, and
we will finish the fourth quarter. We
will maximize the Red Zone and we will
take advantage of every turnover that
our defense creates by scoring points."

5. TEAM: Foremost, we must be become a true team
On and off the field, we act as one, united
as a whole group, where together we can
accomplish greatness.



A.

C.

D.

COMMUNICATION SYSTEM

Signal System

The formation and the play will be signaled from the sideiine. The QB and
WR's must get the signals. In most cases the TB and TE will get the signals
as well. If a WR does not get the signal from the sideline, he will look in to
the QB with both hands up to indicate he does not know the play.

Formation Substitution

All skill players are responsible for being on the field with the proper team.
Once a formation is signaled from the sideline, if a player is on the field and
he is in the next formation, he stays on the field and goes to his alignment.
If a player is on the field and is not in the next formation, he will sprint off the
field. if a player is on the sideline and he is on the next team, he will sprint
on the field to his alignment. All WR's are eligble by alignment, except for
the boundary WR. The X (Boundary WR) must stay inside the Numbers
until the Referee has put the ball in play. The X's base alignment is two yds.
outside the base of the Numbers. The X will get to his final alignment after
the Referee has placed the ball in play. The QB needs to be aware of the
alignment of the WR's before he calls for the ball.

COMMUNICATION TO THE OL/TE/TB

The QB will verbalize to the offensive line, tight ends, and backs what play we
will run. The QB has three systems to cumminicate to this group. . -

1. Number System: Two Numbers Used, First Number is Live,
Second is Dummy.

2. Deuce Number System: Two Numbers Used, Second is Live.

3. Colors & Buzz Words.

FINAL CHECKS:

QB will check back to the sideline for fnal clearance on the play call. He w
get the "Go" Signal, or he will get a new play. The WR & TB are responsit
for the new checks or the "Go". The QB needs to communicate to the OL

there is a change of play. No need to tell OL if the routes change and the

protection stays the same. Try to keep your hand signals very discrete so
our opponents will not see many of them. '

READY COMMAND

The QB will call "Ready” or give a "Foot Kick". Many defenses will stem -
move on your foot, so only use this when the crowd is a factor. The Cen

will look up after the command, and the OL and the Center will work on a

timing system to come off the ball.



{I. SNAP COUNT VARIATIONS

ONE COUNT: All plays that are communicated through:
- Colors
- Buzz Words
- INDY Package

TWO COUNT: All plays communicated through the base number system

THREE COUNT:"Water" Alert to hold count for a three count.



[V. FORMATIONS

| RIGHT LEFT
® - O0O00® Velomee
) ©
® ®
o o
ROVER LOVER
Lo e nlele ® ololmelolv)
o) ® ©
® ®
) o
JGHT TIGHT LEFT TIGHT
®O000®
,Qoogoom ° -
® ®
0) o
FLEX RIGHT FLEX LEFT
) ooOQ0 ) elene'e)
o) ® o .
® ®
o - o




Ill. PERSONNEL GROUPINGS

1. RIGHT/LEFT: Y,X, Z
(Rover/Lover) T,F

2. RIGHT WING /LEFTWING: Y, X, Z
T, H(Y)

RAM / LION: Y,X,Z,W,T
RICKY /LUCKY: Y,X,Z, U, T
REX/LEX&RIP/LIZ: X,Z,UW,T

RIGHT TIGHT / LEFT TIGHT: Z,Y, Y(Second Y),,
‘ T, F .

7. RHINO | ELEPHANT: Y, Y (BS), Y (Wg)
'F

» o O



IV. FURMAITIUND (Cont.)

—

'REX LEX
® e oo nele
o 9%° o °|° o © ©
® 0
REX STACK LEX STACK
Q00 ® o
% 08X e®|% %
v
e
REX CLOSE LEX CLOSE
® ® |
o OOF00 ©, 00gO @
o Mo
RIP LIZ
® 00 - |
G0 o0 @ @ o @ OGO




IV. FORMATIONS (cont.)

r

RHINO ELEPHANT
®000000® @O00I0®
® ® ® N
® ' ®
) V)
RIGHT WING LEFT WING
- ®0000
® oogoocz)@ o | SO ®
o o©
RAM LION
® O00HO0® o oo @ ®OOO0 ®
o @
RICKY LUCKY
® o oogoom o o ‘®oogoo o ©
o




VI. MOTIONS

—

A

‘oom" = Z across ball

®OODOO

"Zoom Lover"

"Zip" = Z short motion in toward ball

meele) |
® OO@ VWD
o .
"Zip Right C|o?;"

"Zag" = Z return motion

® olo/mee )

&)
"Zag Right Clc:seiCB

Jam” = X motion across ball

) ololmlolelw

L)
L)

"Jam Rover"

"Jip" = X short motion in toward ball

@ OO0O000®
@
L
L)
"Jip Rover"

"Yo" = Y motion across ball

® 00000
VWS MV

(&
fo Rightofr ©

®

“Yag" = Y return motion

S iR

&
mvag Right ot &




Ve LIMMIND Jhabald W | \WJ

"|" = Implied (Rt/Rover/Tight/etc...)

‘UNDER“ = Home Postion

3 0000 ® oo ©
“RIGHT" @ "REX (UNDER)"
U
"GUN" = Align to Responsibility Side "FAR" = TB align in outside WR
to the Call
| \ ® ooO00
€ o o 0/Nee ® - ® o ® d
"REX" © O "ReX FAR" ©

"FAR" = TB align in outside WR
to the Call

D OOEIOOQ ® 0 O

"RAM FAR" g

"FAR" = TB ALign in outside WR

to the Cal!
® oo melolu -
O @ .
"RICKY FAR"@

"NEAR" = TB Align in Wing Position
to the Call
® ®

o CCHOO o ®
"REX NEAR"

"NEAR" = TB Align in Wing Position

o BB, oo
‘ ®O ® 0
"RIP NEAR" ©

()
"AWAY"=TB align in Slot WR Away
from Call '
® OO0 d
O ® O
"RIP AWAY"

"AWAY" = TB align in Slot WR
Away from Call

@GOODOOG)

"RAM AWAY"
@

® C




VIl. BASE OFFENSIVE SERIES (cont.)

Il. Base Passes

Package Route Play #s Buzz Words
3 STEP : Red /

. 30's Hitch 32-33 Black
Outside 32 - 33 "
Tap !
Inside 32 - 33 "
Tap
Hitch 32 .33 w
Pump
Bow 34 -35 "
Bow w/ ‘ "
Inside Tap 34 - ,3’5

Rocket /
Arrow 534 - 535 Laser
Red/
Slant 36 - 37 Black
Slant . o= "
Pump 36~ 37
Slugo 36 - 37 "
3 Step Rambo | ] Rambo /
Sprint Limbo 800 - 801 Limbo




VIl. Base Offensive Series

. Base Runs
Concept Plays | Buzz Words
Belly 12 - 13 -
Zone 14 - 15 indy 3
Sweep - 16 -17 Indy 7
Option/ Orange /
shovel | 18-19 | veliow
Draw/ QB
Diaw 20 - 21 Indy 9
Iso 22 - 23 _ -
Power 26 - 27 | -
Trap QB | 40 44 Indy 1
Trap
Dart 44 - 45 Indy 5
Counter | 46-47 | =
Reverse | 44-430r -
_ | 46 -47 -
QB Sneak = Indy 10 FB Wedge = Indy 11

" Rhino / Elephant = 29 - 29 Bam



Vil. BASE OFFENSIVE SERIES (cont.)

. Base Passes (cont.)

Package - Route - Play #'s ~ |Buzz Word:
Sprint Out 80 - 81 Green / Gol
8(‘)3'5 Mustang | 7g0 - 781 Indy 6

80 - 81
Pony 280 .781 |CGreen/Gol
84 - 85 Green / Gol
Flood 784-785 | Indy 8
Quarter Roll Quarter 94 - 95 .
90's
Quarter U;r 94 - 95 --aa
Quarter Gc} 94-95 | ...
Screens WR Screer| 50 - 51 Rio/ -
: | Leo
Bubble 52 .53 | Radar/
Screen | Lava
Dump ‘ I
Screen 54 - 55




VIl. BASE OFFENSIVE SERIES (cont.)

|l. Base Passes (cont.)

Play #'s

Package Route ay #s  |Buzz Word
Drop Back | Mustang 60-6T  [Brown/] Biu
60's & 560's| (Colt) 560 - 561 | Dark / Lighi

Slice 60 -61 "
560 - 561
62 - 63 "
Hook ?ﬁg %263
Dog 562 - 563 !
-Exxon 567 - 566 | Dark/Ligt
Texaco 567 - 566 "
Shell 567 - 566 "
Crease 566 - 567 "
Press 566 - 567 "
Claw 566 - 567 "
Scat 568 - 569 "
Sneak 568 - 569 "
Snake 568 - 569 "
Go 78 -79 -ue
Drag 568 - 569 | Dark/ Lig




Vil

INDY FALVLRACGLE

580

o

Indy #'s Play

Indy 0 Exxon
Indy 1 Trap

Indy 2 Hook

Indy 3 Zone

Indy 4 Naked
Indy 5 Dart

Indy 6 Sprt. Mustang 3C
Indy 7 Sweep
Indy 8 Sprt. Flood
Indy 9 Draw

Indy 10 QB Sneak
Indy 11 FB Wedge

Colors/Buzzes Play

Red / Black 10's
Rocket / Laser 530's
Brown / Blue 60's

Dark / Light 56Q's
Green / Gold 80's

 Radar /Lava Bubble Scrn

Orange/ Yellow Option




Vil. BASE OFFENSIVE S%RIES (cont)

. Base Passes (cont.)

Paékage Route Play #'s Bi:zz Words
NaBI;e‘g; / Cross g}‘é’ i g:"; | lncﬂiy 4
| cobra 314 - 315
Viper 314-315 | ----
Flyer 344 - 3;45 | me=-

lil. Additional Pass Concepts

A. P Fake Passes ,
(With Quick Game and Bubble Screens)

B. Short Yardage Pass off Power or Bam
(126 - 127 or 128 - 129)

C. Reverse Passes with Mustang or Press Ro!
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OFFENSE

Defensive
Recognition

"RUN _..n‘ _ GUN"



DEFENSIVE

FRONTS
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V N V] )

Q N T E
CPOPOD
O ,
43 43-Sh (Shade)
N M S W M S
Q N T E Q N T E
CODIPOD CORIDPOSOD
o o
43-5ld (Slide) 43-7 (Tech.)
W M S W M S
Q N T E Q N T E
CO®OOO OO O
-] o

43 Ag (An-  Away)

43-7 Er (Angle Away)

W M S W M S
Q N T /E Q (N T E
cCox®000 cCo@o00
o | o
43 Sam 45Wi|l
N M M S
Q N T E S Na N T E
COROOD CoODIOD
S o




43

40

60

Weak -

Strong -

(S8
50

Tilt
(Ti)

Bear
(DE)

80

Middle Linebacker Family
7 man front
4 DL, 3 LB (1 MLB, 2 CL5j

4-4/ 4-2 2 Linebacker Family

* '8 man front/ nickel front

4 DL, 2 LB (PSLB & BSLB), 2 alley defenders (OLB’s)/No weak alley in nickei

Reduced 40 Family
7 man front (8 is goalline)
4 DL (reduced on TE side), 2 LB (PSLB & BSLB), 9 tech. OLB

Shade Nose Weak Family
8 man Front
Shade, Five, OLB Weak - variations to strength, 2 LB (PSLB & BSLB)

Shade Nase Strong Family
7 Man Front :
Shade, Five, Nine OLB Strong - variations to weak side, 2 LB (PSLB & BSLB)

0 Nose, 5-2 Family
7 man front
3 OL (0 Nose), 2 LB (PSLB &-BSLB), 2 OLB

Tilt Nose 43 Family
7 man front
7 DL with Tiit Nose, PSLB to Tilt, 2 OLB (9 tech.)

Double Eagle (46) Family

7 or 8 man front

Inside 3 covered (nose & 2 3 tech), 2 L8 (1 LB vs one-back), man press
Defender on TE ,

Goal Line Family
8 man short yardage fronts
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- 0 0 0
80 00 80
Z
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‘ererisive L ¢

b ALV 4 A Smd o i, ~

a line movement. 5 players involved Is an ousue v,

" SL (Slant): DL moves to TE.
3. IT: DT's move to TE.
5. SQ (Squeeze): DT's move inside.

2) AG (Angle): DL moves away from TE.
4) ER: DT's move away from TE .
6) Pl (Pinch): DT's and DE's move inside.

1) 43 SL 2) 43AG.
W M S W M
Q N, T, E Q N T _E
O o|l® olo © oo
o 5o &) Roflop
3) 40:17-37 1T 4) 40: 36-15ER
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player will always be written ﬁrst; folle =d by the > ;ign (meaning “over”), and men‘t'he‘ 'lle

the position that his stunt takes him dir

.tly over. Some stunts will involve more than 2 pas

. Q> N: Quick end over nose
3. N>Q: Nose over quick end
S. T> N: Strong tackie over nose
7. IT>Q: Strong&dde over quick end

2. E>T: Strong end over tackle
4. T>E: Strongtackle overend
6. Q>N: Quick end aver nose
8. Q>T: Quick end over tackle

1) 40: 37-17 Q>N

2) 40:36-15 E>T

NOM S e

N M S
Qv N T E Q N T E
o@eooo ©a@ploo
o o
3) 40: 37-15 N>Q 4) Wk-37 T>E
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INSIDE STUNTS: Will be cailed by using the letter of tne posiion ouwn: B e =
are blitzing into. (Slash indicates blitzing over nose to other side of footbal\ from on

alighment.)

EXAMPLES:
1. SA: Saminto A gap.

3. M/A: Mike over ball to oppaosite A gap.

S. MB: Mike into B gap
7. WB: Will backer in the B gap.

2. SC: Sam into C gap.
4, SC M/A: Sam into C gap, Mike overto A g
6. S/A: Sam over to ball to opposite A gap
8. SC: Sam into C gap

1) Wk 36 SA 2) 50 SC
M S S '
W 5 M S\
Q N g E ANQ N TlE
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o o
3) Wk 36 WA 4)Wk36$CM/A
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5) SG 37 MB 6) SG 37 M/A
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o © a}d alo cloploo
o. ) =)
7) 43 W8B 8) 43 SC
w\ M S N M S
QN T E @ N T &E
[doaooo ooeooh]
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Zxamples:

v WD: Outside LB blitzing in D gaps. ' 2. Max: Max 8 man blitz
Sia {Storm): SS blitzing outside D gap 4. Sk (Strike): 5S blitzing inside
Zr {Crash): C blitzing outside D gap 6. Cr (Crunch): C blitzing inside
7. Fl(Flame}: FS blitzing outside D gap 8. Fr (Fire): FS blitzing inside
1) 43 SD WD 2) 40 Max \ |
W M S W M \ S\ S
: fag N T g} S Ny T] E
; \chﬁo@/. 1@@#@?@/
] -] o
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7} Sg-35 Fl (Flame) 8) Wk-36 Fr (Fire)
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3 DEEP FAMILY

A. Zone
1. -
2.

-]
F‘&“.“?‘N.“E bl of

4

2 (Zone)

2 (Match)

2 (Soft)

6 (Comers Over)
2 (Invert)

4 Boundary
4 Field

2 (Man)
0 (4 Weak)
0 (Double outside)

3 Zone)
3 (Read)
3 (Roll Strong)
3 (Roll Weak)

3 (Heavy)

1 (4 man rush)

1 (S man rush)

0 (Double iInside)
0 (Double Qutside)
0 (4 weak)

0 (4 strong)
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Roll up pattern read man tech. vs #1 field
Deep 1/2 field |

Deep 1/2 boundary

Roll up pattern read maz tech. vs #1 boundary
Pattern read man. tech vs #2 stroang

Pattefn read man tech. vs #3 strong

Pattera read man tech. vs #2 weak

ARy
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Roll flat - field

Deep 1/2 field :

Deep 1/2 boundary

‘Roll boundary flat

Strong hook/curl .

Middle hook

». Weak hook/curl

O



Roll up flat - field

Field deep 1/2

Boundary deep 1/2
Field hook/curl
Strong curl/flat

Strong hook/cur%

Weak hook/curl
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Soft drop tech. (Pattern read #2'11;1d)
Deep 1/2 éield (Pattern read #2 field)

Deep 1/2 bounda;y (Pattern read #2 boundary)
Soft drop tech (Pattern read #2 boundary)
Strong hook/curl

Middle -~ hook

Weak hook/curl
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FC.:

BC:

S
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Soft drop ted"\nique - field outside 1/4
Pattern read #2 - field

Plattem read #2-boundary -

Soft drop technique - boundary outside 1/4
Strong cu.;rUﬂat_

.Mid&le hook

Weak curl/flat
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Degp 1/2 = field
Curl/flat - 1ielﬁ
Boundary deep 1/2
;oll up boundary - ti;t

Stroang hook/curl

. Middle hook

Weak hook/curl



Roll - field flat

Deep 1/2 - field

Pattern r?ad #2 - boundary

Soft drop technique - boundary outside 1/4
Strong hook/curl

Middle hook/strong hook

Weal; curl/flat
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FC:

BC:

Soft drop technique - field outsi;le 1/4
Pattern read #2 - field

Deep 1/2 - boundary

Roll bouridary - flat

Strong curl/flat

Middle hook/strong hook

Weak hook/curl
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Man #1 ~ field

Man #2 ~ field °

Man RB to free
Man #1 - boundary
Man #2 = boundary
Blitz weak B

Blitz weak D
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Man underneath #1 - field
Deep 1/2 - field

Deep 1/2 - Boundary

ﬁan underneath #1 - ﬁoundqry
Maﬁ #2 strong

Man #3 strong

Man #2 wezak,
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Ha? #1 - Field
Man #2 ; Field:.
Man #2 - Boundary
" Man #1.- Boundary ~ °

Blitz Strong D

Man RB

Blitz Weak D



Soft drop technique - field outside 1/4 =
Buzz flat - field

Pattern read #2 - field

"Soft drop technique - boundary 1/2

Stroug hbok/curl :
WVeak hook/curl

Buzz flat-boundary
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Deep 1/3 - Field
Curl/Flat - field
Deep 1/3 - middle
"Deep 1/3 - boundary

Stroag hoak/curl

Weak hook/curl

Weak curl/flat
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Roll up flat - field
Roll deep 1/3 - field
Middle deep 1/3

Deep 1/3 - boundnry‘-
Strong hook/curl -
Weak hook/curl

Weak curl/flat
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Deep 1/3 - field

Middle 1/3

Roll deep 1/3 - bouundary

" Roll up flat - boundary

Strong curl/!lat:

Stroang hook/curl

Weak hook/curl
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BC:
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Deep 1/3-field
Flat - field
Deep 1/3 - middle

Deep 1/3 - boundary
Strong curl
Strong hook

Weak curi/flat
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Man #1 field

ng #2 fi?ld

Deep middle 1/3
¥an #1 boundary .
Man RB field/robber

Man RB boundacy/robber

Man #2 boundary
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Man #1 Field
Man #2 Field
Deep middle 1/3
hnn ?1 boundary
Man #3 field
Man #2 boundary

Blitz D - boundary
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Man #1 field
Man #2 field
Man RB/Robber
.uan #1 boundary

Blitz inside

Blitz inside

Man #2 boundary



Man #1. field

Blitz outside - field
Man #2 field
Man #1 boundary

Man RB/Robber

Man #2 boundary

Blitz outside - boundary



Man #1 field

Blitz outside~ field

~ Man #2 field

Man #1 boundary
Blitz inside

Man RB/Robber

Man #2 boundary
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Man #l_tield
Man #2 field
Man #2 boundary
;an #1 boundary

Man RB
Blitz inside

Blitz outside - boun&ary
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PENN STATE'S BASIC LU 7_WNSE “-

. Linebacker’s: Q,? < e »
Sam - Strongside outside linebacker

Backer - Middle linebacker )
Fritz - Weakside linebacker

Qualities:

Sam - Most athletic linebacker, combination cutside linebacker and strong safety.

Backer - Defensive Quarterback, powerful athlete with good judgment.

Fritz - Strongest outside linebacker, combirniation outside and inside linebacker.















. GENERAL DEFINITIONS:

A. Bpundarv rule - The ball is considered to be on the hash (open)
field call, the boundary rule prevails) when it is on the hash mark
and up to 3 yards inside the hash.

B.  Strongside - Side of play to the open field or to the strength of the
formation, if the ball is considered to be in the middle of the field.

C  Weakside - Side of play into the sideline or away from the strength
of the formation if the ball is in the middle of the field.

D.  Numbering of receivers

3 <
o) O
]
@) 2 o) [
000 ROO O

E Flanker side: - The strength of the offersive formation. The side of
2 or more receivers. Must be determined versus Double Wing and
Full T.

Stance:

1.~ Two point stance with toes pointed straight ahead, feet parallel
and at least shoulder width apart.

2. Knees bent and weight of the body on the balls of the feet.

3. Upper body is bent slightly forward and is alert but not tense.
Hands are positioned slightly outside the knees, palms
fadng inside.

4. Shoulders square and head and eyes focused on key.
5. From the waist down you should be alert and tense. Body parts

6. In summary, linebackers should be in the best body position to
move in all directions without drastic changes of body position.

. above the waist should be relaxed, and you should appear confident.



Aliennient

N

Sam - Strongside, 4 yards deep, straddle inside leg of tght end. Inside eve of
offersive tackle.

Backer - Straddle leg of center to the tight end side, 4 vards deep.
Fritz - Weakside, 4 yards deep, straddle inside leg of tight end, inside eye of
offensive tackle.

Basic Prinaples of Plav Recoenition:

In order for a linebacker to make the proper reaction and to do it as quickly as
possible he must be able to see the ball and the flow. The purpose is to get to the ball
as quickly as possible. However, a linebacker must be able to recognize the total play
In order to be in proper position. As a result, many times we talk about reading the
ball and flow or near triangle (ball, near lineman, and near back).

Definite acton (fast flow) is determined by the following:

1. The quarterback opens both backs come (guard may reach or possibly

block down)
—O

0pg0o0

2. The quarterback reverse pivots and both backs come. Many times this
is accompanied with a go around blocking scheme (Tackle down guard

around)
o ;é
?;_cr)@oo 5




2. Anytime the guard pulls. Regardless of any backfield acnion, if the
guard puils that takes precedence.

— >
OQURIDO
Rationale
1. The ball is the fastest indicator but the initial movement could be in
the wrong direcrion.
2. The near back is decisive but can aiso be wrong.
3. The guard is accurate (doesn't lie) but sometimes is a little too slow.
. It is also difficult to differentiate between ISO and scoop blocking
* without seeing the backfield achon.

As a result, linebackers must see the total picture.

Other consideratons

The guard and tackle usually turn out on the Isoladon or Lead Draw.
Another back leads the ball carrier into the hole. Additonally, if the guard
blocks down and the tackle doesn’t (blocks out) it is an isolatSon.

pf~@oo QQORPOO0

Quick Trap Blocking - One side blocks down (usually a tackle comes down on
. an inside linebacker). The opposite side guard pulls to trap the defensive

i £



Lang Trap (Counter) blocking As a general rule versus misdirecton
(Counter) plays the linebackers should not react untl they are sure. The
backside guard and either a tackle or a back will pull. The tight end will
usually come down on the inside linebacker. The linebacker on the side
of the pulling guard should shout “guard” to help the opposite side
linebacker

Techniques vs. the run
A. Backer
1. Middle Stack
a. Key - Ball - Flow

b. Action to the tight end - slide to get even with the
offensive guard, attack fold block square with inside
shoulder and forearm, ready to handle area in C gap
outside Sam or Fritz. You can play under tackle’s
block when guard reaches our tackle. o

0543 é’ff

c Action away from tight end - Slide quickly to the action-
side guard. Play his block square, if possible, with inside
shoulder and forearm. Be ready to handle the area just
outside Sam or Fritz's fill.



Note: Sam or Fritz should spill off tackle plays to the outside so that the Backer
can play over top.

d. Isolation - attack lead blocker square. Sell out or play
‘with inside shoulder and forearm.

oF, ”CV?

e. Trap - Stay alert for tackle or guard’s down block. Beat
him, if possible. If guards pulls away, slide, ready for
tackles down block. Attack the area, ready to give off
versus tackle’s down block.



B.

Sam and Fritz

1.

Split End Side

a.

b.

Key the near triangle

Action to you - Attack the B gap. Play according to

the blocking scheme and play of the defensive end.

Start straight up the field. Attack a lead blocker or make
him miss by setting him up to the outside then coming
under to the inside. Make the play or make it bounce
deep and outside. If you take on the blocker,attack him
with your inside shoulder and forearm then immediately
come off the block to the inside.

If tackle blocks down, replace the end tightly in the C gap.
Keep everything as tight as possidle. Stay square, play
with inside shoulder, inside foot forward. Make it bounce
then be playable to it.

>,

Action away - Attack over guard on slow run action to the
tight end, play cutback. Keep on inside shoulder, take on
operning.




d Option - Play veer or QB depending on blocking scheme,

O\
go;} ?‘_* Q8.

VEER

Tight end side
a. Key through the tackle to the ball - flow.

b. Action to you - attack the C gap. Play according to the
blocking scheme and play of the defensive end. Start
straight up the field and attack in the same manner as
on the split end side. Make the play or make it bounce to
the outside.

)
V.

If tight end blocks down, replace the defensive end in the D gap.

Same technique as on split end side

o

C Action away - Attack the guard area. Realize what has
happened to the tackle. Attack an opening, keep everything
on your inside shoulder versus scoop for cutback.

3 8500
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. d. Option assignment - Qutside veer - QB. If tight end blocks

down, QB to Pitch, Pitch vs down the line option.

o oO— o
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Pass Coverage

A. 2 Deep Zone vs. tight end - flanker.

(o)
o
o
C
o ot 600800 o
Q / J f F\
CURL
Qv H;D-

H S
s < i

. 1. Zone Pass Drops

a. Ball in the middle

———————n

/ ] 1)  Curls are one yard inside the hash, twelve yards deep.

N

2)  Middle is in the middle of the field, 15 yards deep.

Lo
DA

Note: For every two yards the ball moves the zone
moves one yard.

b. Ball on the hash mark

SR fodiialy,



1) Strong curl is three yards inside the hash, 12 yards deep.
2) Weak Curl is three yards outside the hash, 12 yards deep.
3) Middle is five yards inside the hash, 15 yards deep.

Curl techniques

Retreat laterally to the curl zone. Jam and push #2 (who

is an immediate threat to a 2 deep safety) wide to the curl

zone. Sneak a peak (glance) for a number one as you go to the
curl.

If receiver runs an under, come off the curl and play up to the
under.

i OO

Middle Technique

Retreat laterally to middle zone. Look for #2 receiver;
he is the first threat. If he goes flat, #3 becomes the next
immediate threat.

B. Quarter Coverage vs. Pro Set

O

c

00000

N

Curt- FaAT Hook - H10 - Curt
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1 Curl to Flat Pass Drop

Get width toward the wide curl area (curl pius 2-3 yards).

If ball is on the hash, head for the opposite hash. Hang in
the wide curl then play up to anything that shows flat. Run
with any receiver that goes flat and up.

rJ

Hook to Middle Pass Drop

Retreat to the hook area (the area directly in front of a normal
tight end 10-12 yards deep). Match up with the tight end in the
hook area. If the tight end goes flat, hang in the middle area and
be alert to handle #3 down the middle.

3 Deep 4 Under versus twins
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DEFENSIVE FRONT STACK

JOE SARRA
DEFENSIVE LINE COACH
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Wider D Tizes C Tize 3; Tite A
Ticesz C Ticer 3 Ticer .«.l.l
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LI by v C t I 1,3 1
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b Dr C- | B~ 1
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by : |73 < S
{ , Wider D Mider C Sider 3 . Wice 4
E‘iides: D Widest C Widesz 3 . Wicder A

~Widest 4
WIDE 57 - Gap alignment cutside the TZ (Widest "D, OT (Widest “C),
.- . CG (Widest “B™), Center (Widest “A”")

WIDER - Align inside foot on the outside foot of the TZ. (Wider “D7),
OT (Wider “C"), OG (Wider “B7), Center (Wider A”).

WIDE - Sraddle the outside leg of the TE (WD), OT (WQ), OG (W3B),
Center (WAL

+ Nose on the Outside eye of the TE (D+), OT (C+), CG (B-),
Center (A+).

= Nose on the inside eye of the TE (D-}, OT (C-), OG (B-)
Weakside of Center (A-).

b ay

BASE (AB,CD) - Head up Nose to Nose) aligrament on the TZ (D), OT (Q,

: OG (B), Center (A).

% IITE - Straddle the inside leg of the TE (TD), OT (TQ), OG (TB),

} center (TA).

! TITER - Align your cutside foot on the inside foot of the TZ (Titer “D7),
] OT (Titer °C™), OG (Titer “B7), Center (Titer A)

?m 'ult.



STACK
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£ T N E WC E N T £
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WD $ WB DO WA F WC $ o ¥8 c WD
TACKLE NOSEZ TE-S I SE.=
AL'GNMENT - W8 |WR STRADCLETHE ~ |WA, STRADCLE THg WD. STRADCLE WC. STRADCLE
CUTSIDELEGOFTE  [LEGCFTFECENTER THE GUTSIOE THE OUTSICE
TO THE SE SIDE LS3CFTE LEG OF OT.
STANCE 3 POINT STANCE 3 POINT STANCE 3 POINT STANCE 3 POINT STANCE
PARALLEL - SUGHT  |PARALLZ. . SUGHT PARALLEL - SLIGHT PARALLE. - SLIGHT
STAGGER. STAGGER. STAGGER - ABLE STAGGER ABLE
TO SEZ 2ALL TO SES 3ALL AND
OT.
KEY BALL - MOVEMENT-  |BALL - MOVEMENT BALL - MOVEMENT BALL - MOVEMENT
(o] ceNT= TE or
RESPONSIBILTY |*S° GAP DONT *A° GAP DON'T C° GAP TO °C “G° GAP TO 8"
GET REACHED N GETREACHED N GAP DCNT GET GAP DONT GET
8" GAP “A* GAP REACHED TO REACHED TO
YCUR *0" GAP YOUR C" GA?
RUN REACTION |ACCORDING TOBLOCK |ACCORCTING TO THE ACCCRCING TO THE ACCORDING TO THE
OF OFFENSIVEMAN  |BLOCK CF THE BLOCK OF THE BLOCK OF THE
OFFENSIVE MAN OFFENSIVE MAN OFFENSIVE MAN
OR BLOCKING AND OR BLOCKING AND OR BLOCKING
SoBE cBE SCHEME
PASS RUSH LANE|INSIDE 8" GAP INSIDE *A* GAP WIDE CONTAIN WIDE CONTAIN
RUSHER TO TE RUSHER TOSE RUSHER TOTE. RUSHER TOSE
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XS ST+ = N AND BEAT

BASE - Drive Block

Reach.

Cutofi.

Down Blocx

Cut Block

Trap.

Double tear.

Blocker pull outside - Down block cor influence trap.
Blocker pull away - block back ar reach. )
Influence - Trap - Draw.

Screen.
Scoop.
Zone blocking.
Pass - Drop Back - Play AcHon
Bootleg.
Fold
Invert Fold
Flock
Base Block
Drive Reacn Cutoff
C
s 8 £ E
Qut Blk Blk Back Down Blk
o o ©_O SO
N /N Q’/\ ’
Scoop Draw Influence _Screen
! —
O - QO
Ve ~ A
Log(Load)

Kickout Overthrow Fold
G&: O\ - -
78 oS IR/

Drop Back

Doubie

L2
B

Traz Zone

RI® 220

_Boot_ XKickout
TS OTD
IA < S A

Inv. Fold Flock

A AN
Sorint Out
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Love a Tackle - Be a Big Hitter - Love to Win
Qualities of a Defensive Lineman
1. Tougnness - The tougher the challenge the better he plays.

2 Competitor.

3. Hard Worker.
4 Strength.

5. Quick feet.

é. Quick hands.

Mentality to dominate and punish opponents.

Judgment - athletic awareness of what is happening.

Ability to put picture schemes together and react

-Ability to shed - rush pass.

Unselfish - do his job others may make the playv.

Athletic ability to maximize performance and compersate for less strength.
Ability to change direction.

Ability to stay focused.

Ability to come off blocks.

Loyalty /Trust
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Defensive Lineman

Stance

Inside Lineman - 3 point stance .

Parallel - Slight stagger to instep.

Outside Llneman - 3 point stance.

Alignments -

Key -

Responsibility -

Reackon -

Pass Rush Lane -

Shade outside or inside. Nose (Head up - Inside or
outside responsibility) Wide-Loose alignment.
Tite Inside alignment - Gap alignment.

Ball/Or Offensive man aligned on or next ‘o him
according to assignment and or situation.

According to defensive alignment and technique.

Accordzng to biock of offensive man and or blocking
scheme.

According to defensive assignment and technique.



FENN STATE FOOTERALL

“DEFENSE” IS OUR GAME DEFENSIVE LINE “WINNING” IS OUR AIM

Nk e

DEFENSTVE TECHNIQUES AND ASSICNMENTS TO MASTER

STANCE

ALIGNMENT

ASSIGNMENT

BLOW (BLOCK, DESTRUCTION)

SHEDDING

PURSUIT

TACKLING

LATERAL MOVEMENT

POWER BASE

BACK PEDAL (BALANCE)

LOW BLOCX DESTRUCTION

HIGH BLOCX DESTRUCTION

OPTION REACTION AND EXECUTION

PASS RUSH

TAKXKE OFF

EXPLOSION

KEY READ-REACT

HUSTLE

2ND EFFORT

MENTAL ALERTINESS

PHYSICAL TOUGHNESS

TRANSITIONAL MOVES - CHANGE OF DIRECTION
REGULARLY EVALUATE YOURSELF IN THESE AREAS, YOUR
VALUE TO OUR DEFENSE IS IN DIRECT CORRELATION TO YOUR
NEARNESS TO THE BALL .
WHAT YOU DO TODAY WILL WIN FOR US IN THE FALL.
MASTER/EXECUTE YOUR JOB DESCRIPTION.
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POSITION TACKLE (NOSE)

“WA” ALIGNMENT



Posainen N/T "WA”

wr

w

Stance - Alignment

A 3 point slightlv staggered stance with the inside hand down and sgraddling
the outside (near) leg of the center. Be abie to protec: the "A” gap to the
sde of your alignment

Responsibility:

“A” gap to the aide of your alignment and close back fast on plavs away. Pusue flaton all
outside plays.

Key:

The tail (Hand) and the heac of tre center. You will also be abie o fes! the sovement of
your near guard as he becomes your irst priority as a secondary pressure pcin or xey.

Reaczens
A. Step with inside foot conool the center’s head and protec: the near “A” g2o. Dnive
the center under nis zads.
oe
3. lon 1 Block: N
AL Contsl the center wish vour defersive bicex. Drmvwe fum Taes 22 e hole
3. Fight the pressure of the block, mainain levarage on e ceries acrzlemsang
the feex. Plavabie sither way.
C. Mus: rot te cive off the Tall, staving square.
D. Ball goes away from you-fight-pressure of the dlock squesnng anc woriang

acoss the center face (but don't go 50 fast that vou @n’: protedt your gag on
a cattack. Slide vour area of responsibiiizy and vou are atie i cSme off

anc make the piay. You must get exIma pressure IO VOW nsice panc and xeer
the centes off tme linemacker. If he blocks the Sackace linezackar you Dwust

make the lacxie
O\;s_ o

Doutie Team - Guard biocks down en yow

A. Take off deliver blow into the center and beat the 1 on 1 block, keep your fest
moving. Do not get knocked off L-OS. Play into the down biock and ¥ there
is a seam try to splitit. If you feel the double team by the guards alignment ot
quickly on the first step then play out e it If splittng the seam drop inside
shoulder and drive through the gap stay as low as possible. Keep your feet moving.
By driving the center (or post blocker back and creadng a seam you can slip)
drive your hips past the center getting thun while pulling hum with your outside
hand and swimmung sast him. Make a pie or seat oll out as a last resors

)
<@
TR
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Block Back and Guarz pulls awa, Lehund e

Al

A

Fight into and through the czuters slock back. Fight acoss the cemters face. Beat hus

block.

Control the 1.OS. cossing hes face. Don't gve ground.
Keep fest driving through the biock

Cnly go back door f pinned.

Play same as a drive block fack

—
@?..a
N

Pass Read

Take off armck the conter £27 I 2ass mIsR land as 500N as Tass r2ad shows.
(pre cr pest snap read show Sas VS, Sprint Sul fass - the iruzal r2ad couid Te

the same as a reach Ticck nead or fugh hal v the zenter
guard as you beat the reach biock)

and the re3d of the



. g. Block Back and Guard puils away (for) behuns the center
A. ?gﬂ\t nto and through the centers biock back. Fight acoss the centess face. Beat hus

B. Control the | OS. cossing his face. Don'’: gve ground.

C. Keep feet dnvmg through the block.
D. Only go back deor if pinnes.
. Play same as a drive biock back
——-;-
® ?——5
N

. 10. Piss Read

Al vake off artack the cenrer 72t into rass rush land 25 soon 25 p2ss 2ad shows.
{FTe Cr pest snap meac sRew £as vs. sornt cut pass - the nuzal reac uld De
the same as a reach block head or high hat oy the tencer anc the r2ag of Hte
gaard as vou beat the reach bioek

N
cEo 88

N

N m—
4‘-.
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POSITION TACKLE

“WB” ALIGNMENT



Positon T/E Techruque “WB~ Algnment

1.

Stance - Alignment

A.

B.

3 point stance with inside hand down and sbght sagge-.

Straddle the ocutside leg of the offensive guard.

Responsipility. B gap. nside rusher.

Key: Offensive guard, ball and feel the cffensive tackle.

Reacaon:

($ 1}

Explode and step with your inside fcot szaight uprieic atadking wits Gz
face and hands. Take off, get penewaZon.

1 on 1 Block - Guard drive biocks vou. Take cff and Jght the pressure of his bicce
Maintain B gap leverage undl you pest the tiocker and lccate the ball. Say

Square.

i,

Feal turnout pressure close 0 e nsice trough fis head s@ving squarn
to the line of scwnmage don': 20 arcund his dicck Conszc: the hole
and do rot get norned out

Doutle Team - C7 blocks cown on yew

!x)

(Y1)

kaf-‘ -

Take off teat the post diccker (tha Ceard) L 2n L norgemng Geckac ol =

L.O.S.

Play out into the down block of the offensive OT and if there is @ seam =7 ©©
splitit. Attacking and beatng the offensive guarc can Seate 3 s2am I g2t
through and enable you to only have 0 beat the down biock.

I you 2o dhe doWt bicck of e T 2 D ocswr (prareac oron snap) you =
play out into it Ist beat e orfenave Frass. Vs, de down oiock, fignz cus
through the pressure and =tss s &l ¥ possitie, depencing on the siacemen:
of the U7 heac.

In splitting the seam, drop vour cumice shoulder ind dnive through Ze zar
sty as low as possible. Keep your fest moving. Work throtgh - off the
outside shoulder of the offensive guard.

By beating the guard’s biock a s2am :s ceated berween the OG and CT you an
slip (drive) your hips through the seam or shufile yourseif through the hoie
pulling the OG with you outside and or swimming past hum.

Make a pile or seat rolls as last resort - stay on the LOS. not drive cfi the
bail.



0

Reach (Lead Block)

1.

Beat the guards head and tlock by exploding and driving your hands into the
tiocker. Get under the dackers pads and following through versus the hugh
block controiling the LOS. and mamtairung leverage and contoi of the

B gap. Keep your outside arm locked out Dnve your feet upfield.

QO &
T

If he comes off low, attack with your hands into the blockers shouider and
head gear not letting hum inw your feet and concolling the B Gap. I the
bail goes outside work upfield. Great mke off - stepping with your insice

foot will help beat the biock and prevent gethng hooked - reached.

%D@

Scoop Block - Ball Awav fom vour assignment.

L.

-
-

3.

4.

Take off upfieid gertng your hands into the blocker 1f possibie - aczelerate
the feet and squeeze rum ilat dewn the LCS. Ride squesze flum as you athex

inside. Consoic: the hole. c&s
.

1
Keer the feer moving to prevent the 0T from cutang vours legs.
Quick scoop means a gghter run play and wice scoop means 3 widzr olay.

Ball goes away you must pursue - pressure down the L.OS.

Guard Pulls Inside Awayv

1.

[ S

-
S

Look insice - both g=ards and tackle puil away think sweep or counter =32

away.
o B
£

Pursue down the LOS. and ke pursuit angie according to vour assignment.

=

P

Must beat the block back by the center.

Guard pulls away - be ready for a block back by the back or center. The back may block
{cut you) with counter action away. The depth of the pull will assist ir. telling

you the type of play. —~

Also be ready for a block back by the center (Invert fold) tight acoss his face if
possible.

- 3=



POSITION END - TACKLE

"WIDE C” ALICNMENT



T/E - Techruque - WC Techrucue

1. Stance - Alignment
Al 3 point with ;nside hand down slight stagzer. Be able to see the ball
B. Straddle the outside leg of the offensive fackie. Could be nehter

depending on abiity of C techrugue plaver to defend the C Gap.

2

Responsibility: CGap. Contain rusher uniess a rush outside of vou. Contamn pursuer
undess a pursuer ocumide of vou.

Key- Offensive mckie - Ball. Explode on movement of the OT down hand and head or t=
ball.

(¥}

Reacrzon: Expiode step with your inside foot artackung wath the triangle face and
hands.

A~

Al 1 on 1 Block - tackle drive blocks into your take off and fight the pressure of his biock.
Maintain C Gap leverage until you beat the blocker and locate the ball. Stay square.

1. Feel turn out pressure dose to the inside through tus head staving scuare to the
LOS&. Do not go around hus block. Corstne: the “B” Gap. Ton't get tumed out.

B. Doubile Team - TE blocks down to vou.
1. Take off beat the post Slocker (the =zkie). 1 on 1 not getting kockad off the
L.0.8.

9

Play out into the dowr block of the 7= and if there is 2 seam = to split it
Atacking and beating the offensive mackie can ceate a seam ic g2¢ throuzh
and or enable you o only have o bea: the down biock of the TZ.

3. If vou feel the down biock of the T= is ® oczur (pre-read on snap). You an piay
out inw it 1st beat offensive tackie. ¥'s. the down Tlock fight out through the
pressure and coss his facz f possitie - epending on the tlacement of the 7275

head gear.

4. If spiitting the seam drop vour ouside shoulder and drive through the gap.
Stay as low as possible. Keep vour fee: moving. Work through - off the
outside shoulder of the OT.

5. When beating the tackle’s block 1f a seam 15 created betwesn the OT and TZ

vou can slip (dnve) your hips through the seam or shuifle your self through the
hole puiling the OT wath you outsice and or swimming past um

6. Make a pile or seat roll as a last resort. Sty on the L.OS.

S_PO@ q&vos

7. The double team could be a team biock with the tight end of offensive tackle
blocking the linebacker.

Q0 0@

v
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Reach (Lead Block)

1. Beat the head and biock by expioding and driving your hands into the
blocker. Get under the blockers pads and following through versus the hugh
block conwroling the LOS. and maintaining leverage and control of the &
Gap. Keep your cumide arm locked out. Dnve your feet upfield.

PP o e

E
lf he comes off low attack wath your hands into the blockers shoulder and
head gear not letirg hum into your feet and controlling the C Gap. If bali
goes outsice work upfield. Great take off - stepping with vour inside foot
will help beat the block and prevent getting hook - reached.

OO
E

184

Scoop Block - Ball away irom vour assigmiment

1. Take off into the ckie getting vour hands into blocker if possible -
acceleraung the feet to cover him flat down the LOS. Ride (Squeeze!
hum as you anack inside and upfield. Corstct the “B” gap.

(8]

Keep the feet moving to prevent the TZ from cutting vour legs.

Lnside scoop means tight run play. Wide scoop mean wide play.
Wide scoor means a wide play.

42

4, Ball goes way vou must know if vou have corzn or act - how vou

pursue to the tall. QEQC?{?@

Tackie Pulls Inside Away

Look inside - beth zuard and tackle puil away think sweep or counter =2z
away.

-
4o

Pursue down L.OS. and take pursuit angle according ‘o vour assignment. C.rr-'-i .
If you have contin you must be sure the QB is clean as vou chase contain. .
Think contam. @’_——t =

Tackle pulls away be ready for a block back by the back or gnard. The back may
block (cut you) with count action away. The depth of the puil will assist in telling
you if it 1s a wade play away from you or if the guard is going to block back on vou.

O

=

The tackle pulls away (shallow to L.O.S.) be readv for a tlock back by the OG
(Invert fold). Fight across the face of the tum out block

ST

B
H



Lol ]
.

Tackle release inside -
1. Close hard to the inside - rut the OT if possible as you close and constnes.

Try to prevent a clean reiease to the tnside. (If you have contam. you can't get
lost inside). See the ball tackie 1t - otherwise make sure the QB 15 clean.

. Feew
A I

Get as low as possible, atack the map and Tapper tite as possible to the LO.S.
Trap the tapper. Do not go arounc the Tagper.

19

If you se= the ball or Siccker coming out your sice react back out to the down
biock of the TE. Atack low and hard through his face. Fight pressure,
hold your ground. Don’t be driven down insice of off the ball. Vs. bootleg,
retrace your tracks.

)
.

4. Your assignment wiil tell you whether to attack and//or constric: from the
outside.

~

/c
o W ® oEg:f oo qb\;é\‘?m =

=

Tackle puils to your outside

Take crf into the tackie as @ackle puils outs.;e sigp out anc icok insice o read =2o
d be prepared o veat the down Slock of the TE> Look ior the ball anc cr 3 biccke

commung out to you. You can aisd read the depm of a pull tc vou fera kekor log. Fay

gap technigue according to assignment. If you have contam do not wrong arm. When

the offensive tackle infiuence blocks he usually sews cesper and releases deeper oumice
I QSO CPQLSD
E ' E

Pass

Take Off - know if you have responsibility. If you have a rusher outside or you -
you can rush reckless. Play sprint out pass as a reach and over throw cutback

Sermsin =
g OU;
oS df o e

o



POSITION END

“WD” ALIGNMENT



|1~

Pesimon “E” U7 Alignmen  .d Techrugque

1. Sance- alignment
A. 3 pownt stlightly stagzered stance. Be aligned wath pessible &t to be able
to see the ball.
B. Straddle the outside leg of the TE. Coulc be ughter or side according to the plavers

ability and assignments.

[ ]

Responsibility: D Gap. Contain rusher versus the pass unless a blitzer outside of you.

3. Key: Ball- TE crslot

4. Reaczon: Explede into the TZ wath yeur inside foot aracking with vour hands and face
in the sternum

A 1 on 1 Block - the T= bleck into you ke cff and fight the pressure of his block. Co

rot g2t hooked. Main@in “D” leverage. Say square locatng the ball. Versus um
out block fight pressure and constrict the hole. QB-P vs. option (uniess in a Swatch,

the piwch).
oo ose
c

W

Reach (Lead Block)

Beat the TZ dlock by expioding veour hands into the block. Do not g2t drive off
the L.OS. Constrict your area as fast as vou an by not opening a dig seam. 3y
fattening him out you can shed him as he has no power upfield. Lock out your
outside arm while exerting pressure upfieid.

If he comes off low attack with your hands into the bicckers shoulder and head
gear not letang him inte your fest and conzoiling the “T” gap. I the ball

goes outside work upfieid.
&{.O C O

C TE releases inside V (Crash Read) - Close hard inside to constict the “C” gap.
If possible use your hands to keep the Tz off mside defenders. Look inside.
Look for a blocker coming at you from the inside. Attack the blocker if you do
not have contain you attack the kick out block by attacking him and getting under
the blocker forearm. If you have contin, atack and constrict keepmg outside
leverage. If the blocker log blocks you, use your hands to keep the blocker flat
and fadng the ball deep. Versus option outside veer - QB - Pitch - according to

assignment. /’O
TR
@ S

RS«
E Switch = Pitch-Q

Crash Read = OVQ
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Log - Play as Low over X Block - Play as Co. Trap - Force ball deep
throw block. Attack up kick out. same as kickout. Don't let
into the blocker mamnzun 1t split.

K—O\@@ E%‘fmoa W@‘@

TZ Arc releases - atmek with your hands flatten him out staving square and
maintaining outside leverage. Throw the blocker off and work upfield.

Keep the release tight (2-5 slides). You have contain vs. pass uniess a rusaer
cutside of yow.

Your assignment teils vou if you have QB or Fitch - Arch release Pirch

}5006

I in a wide switch aiighment, closa the seam vs. down blocks but have outsice
responsibility - Pitch on the option - piay all blocks from the outside in. Conszic
as much as possibie dut able to contin and ke the pitch on the opton. Uniess the
TE blocks and hook ur option the QB-Pitch.

Rcoe lococse
|~

Pass - show you are the confain rusher unless involved in a pass rush game thar wouid
take ycu underneatn. Vs. spnint cut forze conmin the QB. Work uz the Seid anc
constrict the QB as much as possicie.

y
/éooe C o
E

-

)

\

If the blocker works your upfield past the QB, use your hards and momentum.
(tody balance) o throw him deep and vou come under o the inside - YOU MUST
IMMEDIATELY WORK UP FIELD and re-stablish new contanment and maxe
the sack. (When appropnate can us “Spin Technique.”)

Ak
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SECONDARY COVERAGE

(>

TOM BRADLEY
DEFENSIVE BACKFIELD COACH
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3 DEEP COVERAGE
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STRNG CORNER HE0 SAFETY WEAK CORNER i
TECHNIQUE Deep 13 Invert Zone Deeo Micdle 173 Ceeo 1/3 !
ALIGNMENT 7 Yds. US #1 5Y0S. O/s #2T.E. [12YDS. SPLIT 7 YDS., S 2t T.E. - 2 X sl
SX5 FORMATICN
STANCE 70% - 30% | 50% - 50% 70% - 30% 7C% - 30% |
KEY Q.B.-#2 -#1 QB-#3-32-# Q8. FZZLTHEREC. |[QB-22-#% |
RESPONSIBILITY | RUN TO: LATE RUN TO: FORCE RUN: ALLEY RUN TO: LATE CONTAIN
CONTAIN RUN AWAY. FOLD PASS. DEZP MIDOLE | RUN AWAY: CUTCOFF
RUN AWAY: CUTOFF | ALLEY 1/3 PASS: DEEP 1/3
PASS - DEEP 173 PASS: WIDE CURL
TO FLAT ;
COACHING CLUE VS 2 THREATY FLY FLAT VS. SFRINT| MELT ON HARD LCCK | T.2.2 X 5 AND BACK PECAU
POINTS TALX TO OUT AND 3 STE? CANES, CLUE
= LISTENFCRSC
NOTES: ]
C.ANEs;: s TE T,
AOCD _
ClE -
.. “ . - N o . :
< 3 < . < - B
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& T C = - < ~
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STRNG CORNER HERO SAFETY WEAK CORNER
TECHNIQGUE Deep 13 invert Zone Deep Middle 173 Deep 173
ALIGNMENT 7 Yds. VS, #1 5 YDS. OrS #2 TE. |12YDS. SPUT 7YDS., US#1 TE. -2X5

5X5 ' FORMATION

STANCE 70% - 30% 50% - 50% 70% - 30% 70% - 30%
KEY Q.B.-#2 #1 QB-#3-82-#1 OB.FEELTHEREC. |[QB-#2.#
RESPONSIBILITY | RUN TO: LATE RUN TO: FORCE RUN: ALLEY RUN TO: LATE CONTAIN

CONTAIN RUN AWAY:FOLD | PASS: DEEP MIDDLE | RUN AWAY: CUTOFF

RUN AWAY: CUTOFF | ALLEY 113 PASS: DEEP 173

PASS - DEEP 1/3 | PASS: WIDE CURL

TO FLAT

COACHING CLUE VS, 2 THREATS FLY FLAT VS. SPRINT| MELT ON HARD LOCK | T.E. 2 X 5 AND BACK PEDAL
POINTS TALK TO OUT AND 3 STEP CANES, CLUE

HFO USTEN FOR SC
NOTES:*

CANES S, T& Twere#d




1/2 COVERAGE
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STRNG CORNER H=FO SAFETY WEAK CORNER
TECHNIQUE Funnel Deeo 172 Deep 1/2 Furne
ALIGNMENT Q/S Press 10-12 yds. ceep 10-12 yds. aeep Q/S Press

TE. 2X20erFXF TE = 2X2 or £XF
STANCE 50% - 50% 70% - 30% 70% - 30% 50% - 50%
KEeY 21 QB -22 - QB - 32 - =1 21
RESPONSIB]L[TY RUN TO. FORCE RUN TO: SETONDARY | RUN TC: SECCNDARY | SUN TO: =CRCE

RUN AWAY: CUTOFF | CONTAIN CONTAIN RUN AWAY: CUTCFF

PASS - FUNNEL RUN AWAY. LATE RUN AWAY' LATE PASS: FUNNEL, FLAT

FLAT ALLEY ALLEY

PASS - DE=ZP 12 PASS: DEEP 172

COACHING LAY CFF THEFAKE |FPLAYD & CKEY OF | PLAY DAD KEY CF CE| LAY OFF TFE FAKE.
FOINTS JAMWITHYCUR | C& MELT ON THE JAM WITH YCUR FE37

et 1T ONRARD LCCX | HARD LOCK
NOTES:
CRACK
JUGS
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STRNG CORNER HERO SAFETY WEAK CORNER
TECHNIQUE 1/4 Match 1/4 Read Deep 172 Funnel
ALIGNMENT 7 Yds. OIS #1 2 X 10 off the TE 10-12 yds. deep O/S Press
Press TE = 2X2 or FXF
STANCE 70% - 30% 70% - 30% 70% - 30% 50% - 50%
KEY . 3 step 1o #1 #2 - QB QB -#2-M %1
RESPONSIBILITY | RUN TO: LATE RUN TO: FORCE RUN TO: SECONDARY | RUN TO: FORCE
CONTAN RUN AWAY: BACK | CONTAIN RUN AWAY: CUTCFF
RUN AWAY: CUTOFF | ALLEY RUN AWAY: LATE PASS: FUNNEL, FLAT
PASS - MATCH #1 | PASS: MAN, DOUBLEJ ALLEY
OR ZONE 1/4 PASS: DEEP 112
COACHING DEFEND THE POST | -#2 VERTICAL=MAN | PLAY D&D KEY OF QB| LAY OFF THE FAKE.
POINTS AND THE STREAK. | -#2 SHOOT=DOUBLE | MELT ON THE JAM WITH YOUR FEET.
#2 DRAG OR BLOCK | HARD LOOK.
= ZONE 1/4
NOTES:
DEUCECALL




he Tradition Continues
Football Playbook

by Hall of Fame Coach
Dale L. Tryon

Complete with: Offense; Defense; Kicking
Game; Philosophy; Goals; Keys To Being
A Champion; Having A Positive Attitude; Etc.



Baane Football

Dear Uthlete,

J fhope that you are as anxious for the seascn to start as J. am.
There is no spext in the world with as much “fun” attached to it
to begin.

Guys, F’'m not used to having a losing season. Last yeans recond
was fowibile and Tve fiad a bad taste in my mouth ever since.
ready to go. J'm cenfident we are abiout to embark on a winning
seasen. Jt will be tough, as the competition will be very goed.
However, with the emphasis on weight lfting and a Getter
attitude, we stould be able to put Beene Football back on top.
Let’s be the th Baone High team in the last 6 gears te make it te

the State Playaffs.

QA good pant of eur success will be detevmined by how. sexious you
take this playboekk. Know your assignments!

May this be a memonabile season for you!

Coach Tnyen



Boone Football
“Us good as it comes™

VARSITY SCHEDULE;

Friday, Sept. 5= Norwalk, There

Friday, Sept. 12= Webster City, Here

Friday, Sept. 19= A.D.M., There

Friday, Sept. 26= Johnston, Here

Friday, Oct. 3= Perry, There

Friday, Oct. 10= Carroll, Here

Friday, Oct. 17= Nevada, There

Friday, Oct. 24= Saydel, Here

Friday, Oct. 31= J.S.P.C., Here

Wed., Nov. 5= First round of State Playoffs
Mon.,  Nowv. 10= Quarter Round of State Playoffs

Sat., Nov. 15= Semi-Finals of State Playoffs
Sat., Nov. 22= State Playoff Finals in Dome
JUNIOR VARSITY SCHEDULE:

Monday, Sept. 8, Ames, Here at 5:30
Monday, Sept. 22, J.S.P.C. Here at 5:30
Monday, Sept. 29, Johnston, There at 5:30
Monday, Oct. 13, Carroll, Here at 5:00/7:00
Monday, Oct. 20, Webster City, Here at 5:30

SOPHOMORE SCHEDULE:

Monday, Sept. 8, Norwalk, There at 5:30
Monday, Sept. 15, Webster City, There at 5:30
Monday, Sept. 22, A.D.M., There at 5:30
Monday, Sept. 29, Johnston, Here at 5:30
Monday, Oct. 6, Perry, There at 5:30
Monday, Oct. 13, Carroil, Here at 5:00
Monday, Oct. 20, Nevada, There at 5:30
Monday, Oct. 27, Saydel, Here at 5:30



Team

Perhaps the greatest failure in most High School Athietics lies in the area of team
concept. Very few athletes in any sport, and that includes footbail, have been able to
subordinate their own personal goals, desires, etc. in favor of team goals. Instead of
asking what can | do to help the team? And what'’s best for the team now? They ask
how will being on the team help ME? Will | get to be on the first team? How much will
| get to play? All of us have personal interests and goals and, of course, all of us like to
do well. But, when you consistently put yourself ahead of the team, you become that
most limited of all athletes, the self-centered, egotistical, and short-sighted player who
never realizes (until it's too late) that his own interests and satisfaction are inextricably
bound to the TEAM. There's no greater feeling of self-satisfaction in sports (or life) than
making a significant contribution to the success of the TEAM. To know that other
people were counting on you and you came through so much more important than
any kind of personal attainment that comes without team success. Let’s all (coaches
too) remember throughout this entire season that what’s really important is (T.E.A.M.)=
(Together Each Achieves More).

Tryon’s Top Ten Tips
(To be a great athlete)

1. WANT to win-in the words of Coach Vince Lombardi, “Winning isn’t everything,
but wanting to win is.”

2. GIVE EVERYTHING you've got- , “Talent is worthless unless it is used.”

3. ALWAYS have P.M.A.- That is “positive mental attitude.” Think you can, and
you will.

4.NEVER say die- many a battle has been won the last few seconds.

5. ALWAYS be coach able- I don’t know everything, but | want you to pretend | do!.
6. Be a leader and a follower- and know when to be which!

7.Follow the rules; of the coach, your parents, the school- you may not like it, but
DO IT. You'll be making some rules yourself someday.

8. Get yourself together-know who and what you really want to be, and then be
that kind of person.

8. Climb every mountain- no matter the task, always reach higher.

10. HAVE FUN-be it football, be it life, you’ll enjoy it best if you give it your
best.



FOURTEEN COMMITMENTS
T0
"TOREADOR” FOOTBALL

Boone High School

l) Commit To Your Academics!

2) Commit To Having Class!

3) Commit To Doing The Right Thing!
4) Commit To The Program!

5) Commit To Hard Work!
6
7
8

) Commit To Becoming A Smart Player!

) Commit To Our Team Attitude Concept!
) Commit To A Winning Attitude!

9) Commit To Qur System!

10) Commit To Yourseli!

11) Commit To Your Teammates!

12) Commit To Your Coaches!

13) Commit To Your School!

14) Commit To Your Community!

You must be willing to COMMIT to reach the TOP OF

THE STATE- don'’t sell yourself and your teammates
short!!l



We must have PMA

What does PMA stand for? It means that you must have a Positive Mental
Attitude if you want to be a Champion. Let me guote some of my favorite
sayings in this regard:

“Great teama just da not happen. Jt takes character, pride and a Buning desize to
be great!”’

“Canfidence is the invisible cement that binds a team tegether.”
“Character is what you do when nebody but God is watching.”
“Living without a gaal ia lifte shooting without a target.”
“Greatness in any area involves sacrifices.”
“Ure you making an fanest effort to. de the eatra things the ceactes fave asked you
to de: werking with weights, working en ather spests, working on improving all
areas invalving strength, quickness, agility, okills? De you neally want to be a
winnex?”
“U paasitive mental attitude will felp. you cvercame problema that came up.”

IHE WINNING STATE OF MIND

JE you think gou are beaten, you are,

Jf you thinf that yeu dare net, you den’t.

JE gou'll bike to. win, but think yeu can’t,
Jts almaat a cinch gou won’t.

JIE you think yo’tl lose, yos’ve Last,
For out in the world you find

Success begina with a fellouw’s witl,
Jta all in the state of mind.

Fhint big, and your deeds will grouw,



Fhink small, and yow’tl fall befind:
Fhink that you can, and yeu will...
s all in the state of mind.

Life’s battle den’t afways ga
To. the biggest ax fastest man,

But socner ox later, the man whe wins
Js the man whe believes fie an.

“Be mane concerned with your character than with your reputation, because your
you are.”

“Qbility may get you tot fe top, but it tafies character ta keep. you there.”

“Cun belief at the beginning ef a deubtful undertabing is the one thing that insures
the succesaful cutcome of aur venture.”

“Pride ia feeling geod about yewwet] and your perfoxmance.”

“Pride is that inner feeling that drives an athlete to. perform at his Best every time fe
perfounance.”

“Pride is a strong mativating fonce because it weflects an athlete’s sense ef Ris cwn
theiv team to play together as a unit. Moot of all, winners with pride Cife
themaelues and live up to a positive self-image.”

LOOK INIC THE MIRROR
fing for a day...

Go to the mivion and take a lesk at yourself and see what that man fas te
say.

Fe's the one wha counts; not all the rest, for he’s with you clear te the end.



Yow've passed Cife’s most difficult test when you call the man in the miviat

“You become the persen yau think about the most!”

“Jn ornder to became a champion you must see younself as a champicn. Yaur
leads to defeat; (A positive self cancept leads to victony!”

HERES FHOW YOU CAN. IMEROVE YOUR SELF-IMAGE:

1. Evaluate yourself. Identify your strengths and weafinesses.

2. Fut past disappaeintments behind you and concentrate en succeeding in the
future.

3. make a commitment to. get along with peaple.

S. Eapect success and push bard te nealize it.

6. Jdentify with the end result you plan to xeach.

“Champions. are driven te great accemplishments by a pride in themoelues that
preuvents them from giving anything less than a cne fundred pencent effent.”

“Make your eppenent fear and respect gou.”-Knute Rockne
“There is a big difference between wanting to and willing ta.”

“She uill to prepare to win is much more important than the will te win.”- Vince
Lombardi

“Emphasize the fundamentals-De the little things vight and Big things happen.”

“Ghe champion is separated from the average athlete by his attitude toward
practice.”

“Euery practice session is a step. toward future success!”
“Jf you fail to prepare you prepare to fail.”

“You can’t buy sweat--you must earn it!”



“Sractice dees net make perfect!-Perfect practice makes perfect.”
“If evenything is going you way, you are probiably heading in the urong divection.
“JE s werth deing at all, it’s wexth deing well.”

“The saddest wards of tengue ox pen are these sad waorda...-it could fave been.”

i is Better ta Be alone than in bad cempany”

“Zailure is impassible!”’- Susan B. ntlony

“Jbs nat what life dees to you that counts--it's what you do te life!”- Coach Tryon
“DESIRE is a magic word that inevitably creps up. in any canveraation invcluing a
pewsar’s chance of success in a chosen endeavar: Jf we can convince cuwelues to
really want te attain a goal, it can be accempliahed!”

“Jhe real measure of an atfilete is not what he is, but what ke is capable of
becoming.”

“Believe in gourself, necognize your weafiness--then change that weakness into
power, and gou can became a champion.”

“You must Gelieve-your bady can enly achieve what your mind can perceive.
Winners expect to win, lasers fope te win!”

“Set goal. Fave a vision, a dream of just what you want to accomplish. Uhite
down the geals and go. for it?”

“Be a thinker, and a dreamer, but more impentant, be a doer.”

“Jalent will get you to the top but it takes character to feep you there”’- John
Woaden.

“Commitment means- You can count on me!”




1. Cammitment means you are always at practice..

2. Commitment means you listen and practice to improve.

3. Cammitment means. you follaw all training wiles.

4. Commitinent means you workh fard in the classroom and stay eligibile.

S. Cammitment means you discipline your pewanal lfe and be a pesitive
person aveund schaef.

6. Commitment means you prepare with dedication for afl games.

8. Commitment means you push youwrself to get in top. condition mentally and
physically.

9. Cammitment means gyou follow a well-onganized astrength training
prograsm.

“In ender ta e a winner gou must make a camplete commitment to. be the Best you
can be. Committed athletes are abile to cvercome elstacles to. thein success.”

“Jhe most important thing is. net where gou are new, but in what direction you are
teading?”- Coach Sryon

“Jt tafes less time to. da. a thing right than it dees to explain why you did i unong.”
“The superion man Blames himaself--the infexior man 8lames. others.”- Don Shula
“Everyday you fail te practice, you miss an oppertunity to improve.”

“There is no. substitute for hard work.”

“Tafent alone deesr’t insune success.”

“Practice and fard werk is like money in the bank.”

“d leader causes things to. happen. Fte actively worfs in a manner that will sewe
as a poasitive example for athers.”

“TRUE COURAGE is deing what is right Based en scund Christian principles,
nather than just going aleng with the crowd.”



“ Mental attitude and team morate axe 907, of foatball.. The othier 107, is
ﬁ - E.)’

“Jf an athlete wants te win and play fis. Best, a player must discipline his Cife.
Jhis means no smaoking, drinfing, cuer-eating, ox anything that feeps. bim from
which ke feels axe the very best for Ris team.”

WHAT II TAHKES GO BE NUMBER 1, BY Vince Lombardi

“WUinning ia net a semetime thing: it's an all-the-time thing. UYou den’t win
once in a while, you den’t do things xight ence in a while, you do them right
afl the time. Winning is a habit. Unfertunately, sc. ia losing.

“There is no naam for secend place. Fhere is enly ene place in my game and
that is finst place. J have finisfied secand twice in my time at Green Bay and
J dar’t ever want te finish second again. There is a second place bewl game,
but it isa a game fox losera played by Cosens. Jt is and always bhas. been an
Umerican zeal to be finst in anything we de and ta win and te win and te win.

“Eveny time a foctball player gees out to ply Ris trade fic's got to play from
fkim has te play. Seme guys play with their heads. That's O.K. Yew've gat
to be smant ta Be Ne. 1 in any Business. But more impoxtant, yow've got to
play with your heart-with every fiber of your bady. If you're bucky encugh to
find a guy with a lot of head and a lot of heart, fe’s never going to came off

“Running a football team is no different from nunning any otfer Rind of
organization-an auny, a political party, a business. Jhe ;principles axe the
same. She object is ta win-to Beat the other guy. Maybe that sounds fiard
and cwel. J dew’t think it is.

“Jta a reality of life that men are campetitive and the mest campetitive games
draw the moat competitive men. That's why they'e thexe-to compete. They
finow the wiles and the ofjectives when they get in the game. ke cbjective is
to win-fairly, aquarely, decently, by the ules but to win.
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“Und in buth, T've never fnown a man werth his salt who. in the long rwun,
deep. dawn in his fheart, didn’t appreciate the grind, the discipline. Fhewe is.
something in goad men that neally yearns for, needs, discipline and the faxsh

“J den’t say these things because J. believe in the ‘bute’ nature of man ox that
men must be butalized to. combative. J believe in God, and J. believe in human
decency. But I fixmly Gelieve that any man’s finest four-his greatest
fulfillment to afl fe holds dear- is that moment when he has worked his
fieart eut in a good cause and lies exhausted on the field of battle-victorious.”

“The langest play in football is the hickoff return-it takes about 12 secands an the
average. Fhe shontest play is a dive inte the line for ne gain-it tafes abut 2.5
seconds. SGhe average good play lasts abeut 6 seconds. Cn the average, the effense
nuns 50 to. 60 plays in a game. We are talking about 6 timea 60 ax 360 seconds of
tatal effort. Shis amounts to just 6 minutes a game. Jf you play both ways, it
amounts to less that 12 minutes of actual playing time in the game. Yeu must give
1007, en every plag.’”

“Neuer be campletely satisfied with your play. (Qlways leok te improve yourself.”

“Show me a completely satisfied man, and J. will show you a failure.”’-Themas. .
Edisen.”

“The tue test of character is fiow you fandle fear. Yau can rise to the chatlenge
can go unong. Use your enengy in a positive manner!”

“Ghe anly thing we have to. fear is fear itaelf.”-Franflin Rocsevelt

“Courage ia the resistance to fear, not the absence ef fear”-Mark Twain

“Caurage can be nouwristied and developed through practice, cenfidence, and action.”

“Pensistence means. you never give up. You lock at failure as a atepping-stone
instead of a stumbling bock.”

“Qliays finish what you stant! NEVER, EVER CUITL”
11
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Punt

W/

*All linemen will align with 1 *In all kicking formations, our
hands on the knees in 2-point stance. O linemen will align Strong side Right.

>

*There will be 2 4'split between C and G's, a 2' split between G and T and a 2'
split between T and E. All will step backwards with your outside foot at a 45
degree angle.Keep the inside foot planted. You are all responsible for anyone from
your nose to the nose of the offensive lineman to your OUTSIDE. We are blocking a
zone, so you may have 2 people to block. Extend both arms (outside arm out and
the inside arm straight ahead). Block solid for 2 long seconds and then sprint
down field. Be under control when you make the tackle. All linemen will swing
outward as they are going down field. Everyone turn the play inl. The ends will
aim for a spot about 5 yards from the sideline.

*The Upbacks will align about 2 yards deep and are responsible for any one that
comes in their area (between center and guard).

*The FB will block the first person to show (no matter where he is coming from).
Do NOT step back, as you may block the kick.

*The Punter will be 14 yards deep. Have a balanced stance. Step back with the
kicking foot as the ball is snapped. Take your steps quickly and kick.

*If there are two men between the end and tackle or three men between end and
guard, the tackle will call "HELP-END" and the end blocks inside. 13



Fake Punt Run

5003

¥

*All linemen block the man on you or the first person to show to your
inside. It may be a blitzing LB or the lineman to your inside.

*The "Y" end will block the first lineman to his inside. It may be a
double-team with the RT. You may combo down to the inside LB.

*The UPBACK to the right will block out on the first person to show out-
side of the block of the "Y". It may be a blitzing LB or lineman.

*The BACKSIDE LB will go up the hole and block the first person to show,
usually a LB.

*The FB is the ball carrier. Run off the block of the trap blocker. You
MUST get the first down!

*The kicker will jump, putting both hands in the air and then turn and run
backwards 5 yards. Make it appear that the ball has gone over your head.

*We may run this to the left! We may call the direction at the line! 14



Block Punt

O
\T4 E C\W

SS FS

*Just before the snap, all of the front people take the gap and rushe the
punter. Aim for a spot about 3 to 4 yards in front of the kicker.
Watch for fake. "C and C" may back off to watch for a fake.

*Never, Never, Never;
a. Be offsides.
b. Rough the kicker.

*If we don't get the kick blocked, we will have an automatic return righton.

*The returners should know that there won't be much blocking for you on this play,
so keep in mind, the possibility of the "fair catch.” 15



Punt Return
O

O

O O
OQ0® QOO0
S E
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“SS___ TS

*The deep backs should be about 7 yards apart when the ball is being

fielded. Communicate with each other. The one with the ball goes on the
inside.

*Interior linemen should bump their man and then sprint to a location about 10
yards from the sideline. The CB will get you aligned. "SLB" should try to block
kick before going to the line of blockers. "WLB" blocks out on first man down
field to outside. "MLB" and "CB" block the first men down in their area.
*Never, Never, Never!

a. Be offsides.

b. Rough the kicker.

c. Block below the waist.

d. Block from behind (clipping).

*There are more penalties on this play than any play in football, so be careful.
*We will go automatically to Eagle-Fire def., if the team decides to try for it!
*Never field a punt inside the 12 yard line.

*Our LB'ers will flip-flop according to the direction of the TE. "Liz" formation
is shown above.
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Field Goal

5365000
5077%

O

S

*All linemen should align in a 2-point stance, about 3 inches from the person next
to you. When the ball is snapped, step with your inside foot. Put your foot
over the foot to the person to your inside. You are you responsible for the anyone
on you or to your inside gap. This is just opposite as the Punt formation rule.

*The UPBACKS should alilgn 2 feet behind and to the inside of your ends. DO NOT let
anyone go between you and the end. Block area solid!

*The HOLDER should be 7 yards deep with the inside knee up. Face inward. Holler
"SET" and the center will snap the bail to you in about 3 seconds. Punt the bali
immediately down on the "T". If possible get the strings away from the kicker.
Do not let go of the ball

*Kicker should keep eyes down and kick through the ball!

*We will use the above formation on both fieldgoals and extra point kicks.

17



Y DO

THE PLAYERS WILL
T DRAWN ABOVE, Our
Same 3¢ a FAKE FIELDp GOAL.
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Kickoff

Kicker

*All linemen align in a2 2-point stance, facing inward. When kicker hollers "set"
you will go immediately to a 3-point stance. As the kicker passes you, go down
field full speed, but under control. Turn the play IN and make the tackle. Some
games we will have our players cross, as they are going downfield. This may help
confuse opponents blocking schemes. DO NOT BE OFFSIDES.

Our SAFETY will not go down more than a few yards. it is your responsibility to
NEVER let a kick returner go the distance.

*Sometimes we will kick the ball deep and other times we will use a "crazy" kick
where the ball will go to an upback. We will never, never kick the ball to
best returner.

19



On-side Kick

Safety

O (O lololo "“o O 9 9 /o

*All linemen use the same alignment, etc. as they did on the normal kickoff.
However, when the kicker yells "SET" the players on the right side of the line
will go in motion, as described above. Be sure to get in your right slot. Every-
one must fire after the ball with reckless abandon. If you can't get to the ball,
then block someone, so that the entire momentum is going the way we want it to

go.

*The safety will stay back in case they break a run on us.

*The kicker will align the same as on the normal kickoff. However, before he
kicks, he will have to get an angle on the ball. The kick must go at least 10
yards. A perfect kick would be one that rolled about 11 to 13 yards deep and
about 5 yards from the sideline.

*We may kick this from the hash mark!

20



Kickoff Return Right
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*Return Left would be just the opposite as above.

*Everyone will sprint back to about the 30 yard line. This is where we will open the
lane for the running back. 15 yards in front of the ball carrier.

*Halfbacks will cross The one with the ball will go to the inside. Make good fakes
after the handoff. Get about 7 yards apart when fielding the ball. Communicate with
each other. If you fumble the kickoff, don't cross. Practice this every night before
the practice officially starts.
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Middle Kickoff Return
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*The FB's set the wedge. C blocks #6, RG blocks #7
*Ball carrier hollers "go". RT blocks #8 LG blocks #5
*Blockers. Don't lunge. Keep contact. LT blocks #4  Ends get to wedge.
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Defensive Philosophy

It will be our philosophy to keep things fairly simple, so that we will not have confusion.
Yet, our defense will be one that will give many different looks to our opponents, in
hopes that we can confuse them. Sometimes we will slant to different gaps and other
times we will shift to the gap before the ball is snapped. We will be a defense that
attacks and pursues. We will be a defense that MAKES THINGS HAPPEN!"

Defensive Theory

1. Our defensive strategy is to stymie the opponent’s running game while controlling
the passing game and preventing the long pass.

2. We can adjust our defenses to any opponent’s strength or game situations without
changing the basic structure.

3. We execute as near to perfection as possible the indivudual and team techniques.

4. We believe that any play can be stopped if we practice against and see that play
enough.

5. We will concentrate on stopping our opponent’s best plays.

6. In Passing situation, we are either going to blitz hard or we are going to leave
several people back. This will confuse the opposing quarterbacks. To further confuse
our opponents we will mix up our defensive coverages so that we are in a 2-deep
zone, 3-deep zone, man-to-man or some kind of a man/ zone defense. The defense
will be disguised so that opponents will not be able to figure out our pass coverage.

7. We will increase the defensive pressure as our opponent gets nearer the goal line.
More blitzes and man-to-man coverage.

8. We will work to eliminate the long run. We will do this with great pursuit, good open
field tackling and pride.

9. We want to completely eliminate the long pass.

10. We want to eliminate all silly penalties.

What makes a defense strong??

24



1. Each individual must believe in our defense and in himself.

2. On every offensive play or pass, eleven defensive men have an assignment to carry
out. If one man fails, all eleven fail.

3. Pursuit and gang tackling are the two most important parts of our team defense.
4. Aggressiveness must be developed and maintained.

5. We must Stop the Third Down play.

6. We stop all teams inside our 10. THEY SHALL NOT SCORE.

7. Overall team speed, quickness and lateral movement must receive top priority.
8. Each team has its strengths and weaknesses. KNOW THEM!

9. When a sudden change situation occurs, we must mentally rise to the ocasion.

10. We will make the opponents, DO WHAT THEY DON'T LIKE TO DO. If they don't
like to pass, we will force them to pass, etc..

Defensive Goals

. Hold opponents scoreless.

. Hold opponents to less that 200 yards of total offense.

. Force 3 fumbles a game and recover 2.

. Intercept 1 of every 10 passes thrown.

. Do not allow any touchdown passes.

. Do not allow any run or pass reception of over 15 yards

. Sack the passer 3 or more times a game.

- Never let the opponent have the ball for more than 8 successive plays.
. Biock or force a bad punt.

10. Hold our opponent to an average of 15 yards or less on kick-off returns.

11. Average 15 yards or more on all our punt returns.

12. Our defensive team must score at least once a game.

wCo~NOO AN~

Eleven Keys to Being a Champion

1. PMA- Always believe you will be successfull.

25



2. PREPARATION- Practice with a purpose.
3.SELF-DISCIPLINE- Follow all training rules.

4. COMMITMENT- Make sacrifices for the team.

5.LOYALTY- Always speak about team-mates in a positive manner.
6. COURAGE- Stand up for what is right.

7. PRIDE- Be a “winner” on and off the field.

8. DESIRE- Possess internal drive to do your best.

9. CLASS- Respect others as you strive for excellence.

10. PERSISTENCE- Be able to “bounce back” from adversity.

11. WORK- Push yourself into peak condition.

“Follow these rules and you will help make our TEAM NUMBER 1! Coach Tryon

“The team with the strongest defense
will win the close games.”
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Defense
The Boone High Way

Our defense is the best possible defense. It is the defense used by practically all
of the College Bowl Winners last January. Most of the successful lowa High
School Teams used this defense last fall. Practically every Pro team runs this
defense. It is an attack and pursue defense. it involves a lot of blitzing
linebackers and stunting linemen. It is a defense that we can easily adjust
to any possible offensive formation. It is the defense of the Boone Toreadors!
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This is our base defense.

Especially good against E a g I e below.

the run.

O

O

O
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S= #7 technique toward the call.

E's= #5 technique.

T toward call= #1 technique.

T away from call= #3 technique.

M= #3 technique toward call.

W= #3 technique away from the call.
All Def. backs= Refer to your coverages.

A favorite blitz out of this formation would be "Eagle-Fire". We would go
cover-1. The "W" and the "T" away from the call would blitz the "b" and the "c"
gaps. All of the other linemen would do the same as they did on the regular
"Eagle" call. SLB also fires. MLB "teases" into the line. Safeties take No. 2 re-
ceivers.

We could make an adjustment or two according to what the offense does.
Here are some examples:

If they are a TRAPPING team: If they are a TE oriented team:
000XO0O0 | 000XO0O
S E T T E S ET T E
M W M w

Eagle defense is shown

28



Double Eagle

An excellent defense to
stop the run. We can easily
use run "blitzes."

"Double Eagle" Defense
shown below.

O
O
T

CB CB
FS

E's= #9 technique. Come hard and disrupt everything. Help look for a man in the flat
if LB to your side is blitzing.

S= #6i technique. You have No. 2 receiver in man coverage.

W= #4 technique. If they go to two TE's, then use 6i technique. You have No. 2 rec.

T's= #3 technique.

inside T= Play head up on center and then shoot gap away from the call.

M= #4 technique (if they have 2 runners). #2i technique if only 1 runner. On a pass
play you have No. 3 man. On a run you have "A" gap responsibility.

C's= Man coverage on No. 1 receiver.

FS= "Free" unless "S" or "W" LB is blitzing, then take his man.

We could blitz:

a. Double Eagle-Blitz Strong= Sam blitzes "C-gap". (FS takes his man). Mike
blitzes the "A" gap toward the call. Nose tackle shoots the gap away from
the call. "M" has #3 receiver. The outside tackles shoot "B" gaps.

b. Double Eagle-Double Blitz= Mike and Willie shoot the "A" gaps. However, if
there is a TE toward Willie's side he will slide out and take No. 2 receiver and
the FS will blitz the "A" gap away from the call. Nose tackle plays head-up.

The outside Tackles attack the "B" gaps.

c. Double Eagle- Safety Blitz= FS will blitz the "A" gap away from the call. Nose

"T"goes "A-gap" toward the call.
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Beast
We will use this in passing

situations. It is easy to O
blitz from this defense.

We call this the "Beast"
defense, because we are
blitzing a lot of wild animals;
"Tiger, Lion, Wildcats and
MadDog."

bobao% 0

O

E T T
S M

SS FS

End toward call= #7 technique. Sometimes we may align in a 6i technique.

End away from call= #5 technique.

Tackle toward cali= #3 technique.

Tackle away from call= #1 technique. Sometimes we may align in a 2i alignment.

S= #5 technique toward the TE or the call (you have "C" gap responsibility). If Def.
end comes down hard, you will have "D" gap and end will take the "C" gap.

W= #5 technique away from the call. You have "B" and "D" gaps to your side.

M= #0 technique. You have "A" gap toward call and "B" gap away from the call.

Def. Backs= Refer to the different coverages.

I Best Stunts:

a. "Tiger"= The Sam LB toward the TE blitzes with Def. end.

b. "Lion"= The Willie LB toward the Loose side blitzes with the Def. end.

c. "Wild Cats"= Both Sam and Willie blitz in their respective gaps (with ends).
d. "Mad Dog"=Mike LB blitzes in the "A" gap toward the call.

*When we blitz, we will be in cover-1. Otherwise we will be in a zone coverage.
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Cover-1

We will normally be in "Beast-Tiger" is
Cover-1 when blitzing. shown below:
This is our best

O O def. in a passing

situation

0 e opqoa\ 5

! . 'T E. /
C s T w G

2 3 5 1

1 2 1
SS FS
free free

This is man-to-man coverage. The defensive front 4 come hard!

C's=#1 receiver. Align a little to inside receiver. Don't get beat deep, espec-
ially if you don't have a "free" safety behind you.
S= Align to the TE side. Take the #2 man to man. If you are blitzing (make sure
safety is taking your man). If MLB blitzes, you may have to take his
man.
W= Align to SE side. Take the #2 man from the outside. If the
MLB blitzes, you may have to take his man. If you blitz, make sure someone
has your assigned man.
M= #3 receiver. Take him even if you are blitzing.
SS=Align to the TE side or "call" side. You are a "free", unless The SLB is blitz-
ing, then you would take his man (#2 man).
FS=Align to the SE side or side away from the call. You are "free" unless the
"WLB" is blitzing, then you would take his man (#2man).

*If your man goes in motion, you will need to go with him.
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Cover-2

We will use this zone
pass coverage only as
a change-up defense.

Shown is "Beast" def.

O
O
O
. bopdod
E T T E
S MW,

O
-‘
C

S|S FS
I

C's= Play bump and run. Stay with your man for about a 10 yard area. Do not go
across field with him. If you notice a 2nd receiver coming to the flat area,
you would release your man and take the flat.

S and W= Drop back 10 yards to one yard outside the TE position. Look for any
delayed pass to the flat, such as a screen pass.

M= Drop back 10 yards toward the TE side. If the TE comes across in front of
you, bang him. Always look for the TE as soon as you recognize a pass.

SS and FS= Align about 15 yards deep. You have deep one-half pass respon-
sibility. Align close to the hash marks. Never get beat deep!

*If there is long motion, we will stay in the same alignment, unless the motion
man makes a slot-formation (wide out and a slot-man to one side) in which case
the SS will move with him and call cover-3.

*We will not use this coverage IF we are blitzing.
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Cover-3

We will usually be in this
cover-3 zone defense when

we are not blitzing a LB O O

and they are split to only

5 bobSpor
/S N{ \ \

/ FS
<

SS= He goes to the TE side, unless all split receivers are to one side, then he goes
to the side of the receivers.

"Beast" defense is
shown:

SS, S, M, and W= Drop back 10 yards and divide the field by 1/4's. The 2 outside
men would drop back and take the flats if a screen, etc. developed. All Linebackers
must know to which side the SS aligned to.

C's and FS'= Take deep 1/3. Never get beat deep!

*If motion comes toward the SS, just ignore it. However, if motion goes away and
it gives the opponents wide outs to both side, we will convert to cover-4.

33



We will use this zone "Eagle" defense is shown
def. whenever opponents 9 )

have wide receivers to C —4
both sides. Ove r

O
O

O
opopad, o
E T T E

MW\/
T‘/

C
5
\ SvS .

O

‘\/S

C's= Play one yard outside the widest man. You have deep 1/2.

SS and FS= Key the #2 receiver from the outside. You can always go for the inter-
ception. If the #2 blocks, you must come up quickly according to #2's block. If #2
releases to flat or across the middle, just ignore him (just play football). If #2
comes down the middie on a deep pass, you go with him.

S and W= Drop back 10 yards. You have the flats. If #2 receiver aligns wide, you will
need to cheat out, so that you can take the quick out by a receiver.

M= Drop back 10 yards to the side of the TE.

*If opponents go in motion to put all wide receivers to one side, our SS would go to

his flat and call cover-3. If with long motion, there are still wide receivers to both
sides we will stay in cover-4.
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Huddle and Cadence

Z FB QB TB

Y X
ST SG C QG QT

The center calls the huddle, about 5 yards from the line of scrimmage. Only the QB will
speak. He will call the play twice. For example, he will call "183 Belly”, "183
Belly", "Ready Break". The center and any wide receivers will go immediately to
their positions when they here the play for the first time. When the QB says "Ready”
the others will turn and face the defense with hands on the knees. We will be
flip-flopping the offensive line, so if an unbalanced left play is called, the linemen
would shift to that position. On the command "Break" everyone will slap their hands
and sprint to the line of scrimmage into a ready to hit position. The QB will let the last
player set for 2 seconds and then call out the cadence, which is "Ready-Hike". If we
decide to go on a delayed count, the team will be told of this before the play is called!

Types of blocks

A. MAN= We will number the defensive linemen and LB'ers from "0" at
the center on outward. Used for running plays.
B. CUP= All linemen step to the inside and blocks the first person to
show. If no one comes help to the outside. Backs check for a
blitzing LB first and if no one is blitzing, then block the def.
end.
C. TRAP= A lineman pulls and traps on our TRAP plays.
D. COMBO= Linemen join to combo block on I-formation plays.

E. ZONE= Two time block on line and someone will slide off and block
the LB.
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FORMATIONS;

“WINGED-T” This is our “Cheetah” formation (quick team).
1. It 1s based on finesse and quickness.
2. Our favorite pass formation.
X O000O0Y 3. Our “trap” offense which features lots of mis-direction
O Z plays.
T F 4. Our line will flip-flop.

5. Our “X-end” and “Z-back” can cheat to other iocations.

13 This is our “Power” formation (power team)
l 1. Great for short yardage situations.

2. Great for bad weather games.
X O000O0Y 3. We use man-to-man blocking.
O Z 4. Our line will fiip-flop.
F 5. Our “X-end” and “Z-back” can cheat to other locations.
T
“UNBALANCED” This is a change up look for our “Power” formation.

1. Same assignments as mentioned above in “Right”
X OO0 OO0 0Y 2. Both guards will slide to the right of the center.

O
F Z
T

Our Plays will have 3 numbers in them.

1. The first number sets the formation. No. 1 means our Srong side and “Z” Back go to the right.
The No. 9 means our Strong side and “Z” back go to the left.

2. The second number does two things. (1) It sets the backfield formation and established which
series we will be running. [f the second number is ,0,1, 2 or 3, our backs will align in a Wing-T
formation. If the second number is 4 or above we will align in an “I-Formation.”

a.The second number also designates a series for us, such as:
O. “O-Series"= Winged-T formation, QB drop back passes.
1. “Teen- Series"= Winged-T formation, Quick Pitch Series.

. "20-Series”= Winged-T formation, FB up middle, Trap Series (Run or Passes)

. “30-Series”= Winged-T formation, FB leads, Trap Series.

. “40-Series’= I-Formation. “Wedge Series. Man blocking.

. “50-Series™= I-Formation. FB leads. Man blocking.

. “80-Series™= |-Formation. FB belly series. Man blocking.

ONhwN

3. The third number is the hole of attack. We number our holes from the right as shown below.
9-8-7-6-x4-3-2-1
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Offense- “Sfe Baone FHigh Way”

I-FORMATION

(Man block-
ing). Our “power” offense.
An excellent formation for
short yardage situations.
This is our “Power” Team.
Linemen will align about 6"

PLAYS:

apart.

80 SERIES=(Our FB
Belly Series):

183 Belly
987 Belly

East, 183 Belly
West, 987 Belly

East, 183 Belly Flood Pass
East, 183 Belly Bomb Pass

East, 183 Belly Bootleg *

181 Belly Keep
989 Belly Keep

181 Belly Pitch
989 Belly Pitch

188 Belly Counter
989 Belly Counter

East, 182 Belly 2nd man
West, 988 Belly 2nd man

FOURTY SERIES=(FB
Dive series):
144 Wedge
946 Wedge
146 Wedge
944 Wedge

142 Wedge 2nd man
948 Wedge 2nd man

141 Wedge Pitch
949 Wedge Pitch

149 QuicksideWedge Pitch
941 QuicksideWedge Pitch

141 Dump pass
949 Dump pass

50 SERIES= (FB lead
series):

152 Blast
958 Blast
158 Quickside Blast
952 Quickside Blast

156 Lead
954 Lead

East, 159 Quickside Toss
West, 951 Quickside Toss

WINGED-T
PLAYS:

(Trap blocking or Special
Blocking). This is our
“finesse’ offense,
especially good in big
yardage situations. We

call this our

and €
uncovered.

“Cheetah”
Team or the team with
much quickness. Linemen
are split about 2’ apart. The
TE aligns 3 wide if the
tackle has a man on him
if the tackle is

20 SERIES=

(Plays where FB goes up
the middle):

124 Trap
926 Trap

121 Down Sweep
929 Down Sweep

121 Waggle
929 Waggle

30 SERIES=
(FB lead type plays):

132 Power
938 Power

138 Counter Criss-Cross
932 Counter Criss-Cross

100_SERIES=(Drop back

pass plays):

100 Passes (call patterns)
900 Passes (call patterns)

100 Flea-Flicker Left
900 Flea-flicker Right

100 Screen Left
900 Screen Right

100 Middle Screen
900 Middle Screen
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183 Belly
Y, v

\%
Vv

O/Y

*This will be our bread Opposite play of this
and butter play! Z would be 987 Belly.

O ~

Y= Block the #3 man. However if #3 is the def. end, then block the LB.

ST= #2 man. Take him either way.

SG= #1 man.

C= #O or backside LB.

QG= #1 man.

QT= Downfield and lead the play.

X= Downfield and lead the play.

QB= Reverse pivot. Take 3 steps. Ride the FB. Give FB the ball and fake option to
the right.

FB= Short jab right. Round it off to ST. Key block of ST. You are the ball carrier.

TB= Fake a pitch to the right.

Z= Block out on defensive end.
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East, 183 Belly
Y

\% \%

<
<

V V

{dd

V, V

of

O—

*We will use this only The opposite of this
as a change-up play with play is West_987 Belly
the unbalanced line. Z

O

Y= #4 man. If #4 man is the defensive end, combo block down to the LB.

ST= #3 man.

SG= #2 man.

C= Man on or backside LB.

QG= Align to right of center and block#1 man.
QT= Align next to center and block #1 man.
X= Downfield and lead the play.

QB= Same as 183 Belly play.

FB= Same as 183 Belly play.

TB= Same as 183 Belly play.

Z= Block end out.
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183, Belly Flood Pass

*Our favorite pass play We will not r:”"[ ':chis "
from this series. ' pattern to the left side.

Y= Run a #5 route. Down 10 to 12 yards and run a "flag" route.
ST= Fire out block on #2, but don't go downfield.
SG= Fire out block on #1, but don't go downfield.

C= Fire out block on #0, but don't go downfield. If no "O" man, then hinge block.

QG

Pivot outward and block the first person to show.
QT= Pivot outward and block the first person to show.

X= Pivot outward and block the first person to show.

QB

Fake the 183 Belly and drop back 3 steps and throw. Lock deep first.
FB= Fake a great 183 Belly.
TB= Block the first person to show from the outside.

Z= Do a #1 (quick out at 5 yards).
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183 Beily, Bomb Pass

*An excellent play
when the safety is
coming up quick to stop
the belly play.

We will not run this
pattern to the left side.

Y= Run a #5 route. Down 10 to 12 yards and run a "flag" route.

ST= Fire out block on #2, but don't go downfield.

SG= Fire out block on #1, but don't go downfield.

C= Fire out block on #0, but don't go downfield. If no "O" man, then hinge block.
QG= Pivot outward and block the first person to show.

QT= Pivot outward and block the first person to show.

X= Run a #6 (post pattern).

QB

Fake the 183 Belly and drop back 3 steps and throw. Look deep middle first.
FB= Fake a great 183 Belly.
TB= Block the first person to show from the outside to your left.

Z= Block the first person to show from the outside to your right.
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183 Belly, Bootleg Pass
Y Y
Y
Vv V _ VAV
l QQRe O

*An excellent pass / We will not run this
play from this series. pattern to the left side.

Y= Run a short crossing route. Be about 6 yards deep when you arrive to far left side.
ST= Fire out block on #2, but don't go downfield.
SG= Fire out block on #1, but don't go downfield.

= Fire out block on #0, but don't go downfield. If no "O" man, then hinge block.
QG= Pivot outward and block the first person to show.
QT= Pivot outward and block the first person to show.

X= Run a #5 route.

QB

Fake the 183 Belly and run a bootleg to opposite side. Look deep first.
FB= Fake a great 183 Belly.
TB= Block the first person to show from the outside to the left.

Z= Block the first person to show from the right.
43



181 Belly Keep

V |V
X

*An excellent play when
team is shutting down
the belly play.

he play opposite of
this would be 989
Belly Keep.

Y= Hook the def. end.

ST= #2 man.

SG= #1 man.

C= #0 man or LB to the backside.

QG= #1 man.

QT= Downfield and lead the play.

X= Downfield and lead the play.

QB= Same as Belly play. Make an excellent fake. Cut inside the block of the TB.
FB= Same as Belly, but end up as a blocker downfield.

TB= Lead the play. Block out on the corner back.

Z= Help "Y" on the block of end. If he doesn't need help, go down field to force back.
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181 Belly Pitch
Y Y

*A good play when we

he opposite play of
have a fast tailback.

this play would be 989
Belly Pitch.

Y= Hook the defensive end.

ST= #2 man.

SG= #3 man.

C= #0 man or LB to the backside.
QG= #1 man.

QT= Downfield and lead the play.

X= Downfield and lead the pilay.

QB= Same as Belly play. Make a great fake to FB and pitch quickly to TB.
FB= Same as Belly play. Fake a good fake and become a blocker.
TB= Receive pitch. Read block of WB.

Z= Block the corner back. Take him in or out.
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188 Belly Counter
Y, Y,

*A game breaker if we
have a speedy "Z" back
and Belly play has been
going good.

The opposite play as
shown above is 982
Belly Counter.

Y= Block down.

ST= Block down as you need to fill for pulling guard.

SG= Pull and lead play up the hole.

C= #0 man or first lineman to backside.

QG=#1 man.

QT= You must hook the #2 man.

X= Take the defensive end out.

QB= Same as Belly play. Make a good fake and reach back to hand to "Z" back.
FB= Same as Belly play. Make a good fake. Become a blocker.

TB= Fake a pitch to the right.

Z= Take a jab step to right. Come back left and receive ball. Run off tackle. Read SG.
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East, 182 Belly Z2nd man
Y,

v Vv
Vn V

vV V .V
X

Z The play opposite of
this is West, 988 Belly
2nd man.

*Maybe out best play.
Good in big or short
yardage situations.

Y= #4 man. However, if #4 man is the Def. end, then combo inside to the LB.

ST=#3 man.

SG= #2 man.

C= #0 man or backside LB.

QG= Align to right of center. Block #1 man to playside.

QT= Align in QG's position and block #1 man.

X= Bump #2 man and go downfield to block.

QB= Start out the same as Belly play. Keep ball. Take 2 more steps and ride and
give ball to TB. Then fake outside.

FB= Same as Belly play. Make a great fake. Become a blocker.

TB= Short jab step to right. Round it off. Head for inside of defensive end.

Z= Block the end out.
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144 Wedge

V \%
\Y \Y
V
VIVE S WY &
X @ Y

*A quick hitter and a good Z I:Ii IZ Iag 4Zpa/f(;ti of
short yardage play. O ge.

e

Y= #3 man.

ST= #2 man

SG= #1 man. (take him either way). If #1 man is a lineman on you, we will probably
crossblock with the center.

C= #0 man or LB. If there is no one on you, we will probably crossblock with the
SG.

QG= #1 man.

QT= Down field and lead play.

X= Downfield and lead play.

QB= Step out at 45 degrees and ride the FB. Give ball to FB. Fake a pitch to TB.

FB= Key the block of the RG. Run accordingly. If there is no one on the center, we
will probably be running inside the guard.
TB= Fake the 141 Wedge Pitch.

Z= Go quickly downfield and lead the play.
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142 Wedge, Z2nd Man
\Y Y
\ Y,

\Y/

<

Y
v \
X OO0

Y; \
. The opposite of this play
*A great running play /
in any situation. We / s 948 Wedge, 2nd Man.

use the same
blocking as 183 Belly

Y= Block the #3 man. However if #3 is the def. end, then combo block down to LB.

ST= #2 man. Take him in.

SG= #1 man. Take him in.

C= #0 man. Or backside LB.

QG= #1 man.

QT= Downfield and lead the play.

X= Downfield and lead the play.

QB= Make a great fake to FB. Take 2 more steps and give to TB.
FB= Fake hard over the SG area and then become a blocker.

TB= Take a short jab right. Receive ball and head for inside of Def. end.

Z= Take end out.
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141 Wedge Pitch
Y v

PN

A
X

*A good play when they
are pinching everything
in.

The opposite of
this play is 949
Wedge Pitch

Y= Hook the defensive end.

ST= Hook #2 man.

SG= Hook #1 man.

C= Hook #0 man or LB.

QG= Hook #1 man.

QT= Downfield and lead the play.

X= Downfield and lead the play.

QB= Fake the Wedge play and pitch quickly to the TB.

FB= Fake the Wedge and become a blocker.

TB= Receive Pitch and run off the block of "Z". He will try to take the contain man

out.
Z= Try to take the cornerback out. If not out then take him in.
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149 Quickside Wedge Pitch
v Y,
\% \Y

The opposite of this play
is the 941 Quickside Wedge
Pitch.

A good play if a
team overplays us
the Strong side.
Y= Downfield and lead the play.

ST=#2 man.

SG= #1 man.

C= #0 man or LB.

QG= Hook the #1 man.

QT= Hook the #2 man.

X= Hook the defensive end.

QB= Fake the Wedge and Quick Pitch to the "Z" back.
FB= Fake a good Wedge play.

TB= Help with the block on the defensive end and then go the cornerback.

Z= Use speed. Receive pitch and key block of the TB.
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141 Wedge Dump Pass
Y Y
\ Y

\%
V, V W4
x6dé
*An excellent play when

the LB is overly aggressive
to the Wedge play.

The opposite of this
/ play is the 949 Wedge
Dump Pass.

Y= Go to the open area and look for a quick pass.

ST= Fire out block on #2. Don't go downfield.

SG= Fire out block on #1. Don't go downfield.

C= If man is on you fire out. Otherwise, step back with left foot and block to left.
QG= Step back with left foot and block to left.

QT= Step back with outside foot and block to outside.

X= Step back with outside foot and block to outside.

QB= Fake Wedge and hit the "Y" end if he is open. Otherwise throw to "Z".

FB= Make a great Wedge fake.

TB= Flare right and look for a pass.

Z= Block the first man to show to the right.
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152 Blast
\V, \Y

VY

X O J Cv{/\\

An excellent short yardage The play opposite of this
play. is 958 Blast.

\Y,

Y= Block the #3 man. However if #3 is the def. end, then combo to the LB.
ST= #2 man.

SG= #1 man.

C= #0 man or LB.

QG= #1 man.

QT= Downfield and lead the piay.

X= Downfield and lead the play.

QB

Get the ball quickly to the TB. Fake right.
FB= Lead the play quickly up the hole.
TB= Receive ball and hit quickly inside the defensive end.

Z= Take defensive end out.
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158 Quickside Blast

\V/ \Y
\V/
vV V v
Y/ \Y;
Ny
Yo biedd ¥

ZThe play opposite of this
is 952 Quickside Blast.

*An excellent play to
the quick side.

Y= Downfield and lead the play.

ST= Ddownfield and lead the play.

SG= #1 man.

C= #0 man or LB.

QG= Hook #1 man.

QT= Hook #2 man.

X= Take the defensive end out.

QB= Get the ball quickly to the TB.

FB= Lead the play up the hole.

TB= Get ball and go quickly inside "X's™ block.

Z= Downfield and lead the play.
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156 Leaa
Y \V,

V.| V

\Y v

3
X Y
*A great play when Z The play opposite of

a team is soft in the this is 954 Lead.
middle.

o<

Y= Downfield and lead the play.

ST= #2 man.

SG= #1 man.

C= #0 man or help with QG's block (if there is no one on you).

QG= # 1 man (you will get help from the Center if no one is on him).
QT= #2 man

X= Downfield and lead the play.

QB= Get the ball quickly to TB and fake left.

FB= Lead the play off left guard (block the middle or onside LB).
TB= Receive ball and go quickly off left guard.

Z= Downfield and lead the play.
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East, 159 Toss

*An excellent play when
a team overshifts our
unbalance alignment.

Z The play opposite this
is West, 951 Toss

Y= Downfield and lead the play.

ST= Downfield and lead the play.

SG= #2 man.

C= #0 man or LB.

QG= Align to right of center and block #1.

QT=#1 man.

X= Hook the end.

QB= Reverse pivot and pitch quickly to the TB.

FB= Help on block on the defensive end and then go on to cornerback.
TB= Receive pitch and run quickly to the left.

Z= Downfield and lead the play.
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124 Trap
v v/

Vv v
vV V
VIV LYYWV \V
X O Y
*A favorite running Z Thg play opposite of
play in any situation. O - this is 926 Trap.

Y= Inside LB.

ST= Inside LB.

SG

Lead or away (man on center or block first lineman away).
C= Lineman on. Backside gap. LB.
QG= Pull. Trap first lineman to right of center.

QT= Check block #1 man. If #1 man is a LB and he does not blitz, you can block
the #2 man.
X= Downfield and lead the play.

QB= Open. Step back at midline. Handoff with right hand to FB. Fake to TB and then
fake a bootleg.

FB= Aim for left leg of the center. Receive the ball and then break immediately to
the right. You wili be going behind the block on the LB'ers.

TB= Fake a 121 Down Sweep.

Z= Down field and lead the play.
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121 Down Sweep
v v

\V,
VAAVA AR,
X ®

*We need a speedy back

for this play. Good against
teams that are pinching O
everything in.

Z The play opposite of
this is 929 Down
Sweep.

Y= Gap, Down, LB.

ST= Gap, Down, LB.

SG= Pull. Block first man outside of "2's" block.

C= Onside gap. On. Area.

QG= Pull. Wall off to the inside.

QT= Downfieid and take the far cornerback out.

X= Downfield and lead the piay.

QB= Open at midline. Step back, fake to FB and Give to TB. Fake bootleg.
FB= Make a good fake over the QG. Fill block.

TB= Receive ball. Get quick speed. Outrun the flank. Look for QT's block on CB.

Z= Block the first lineman to the inside.
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121 Waggle
\Y/
v oo v
\% \%
vV V

XL%/og oY

. /
*Probably our / " The play opposite of
favorite pass play. — this is 929 Waggle.

QB may pass or run.

X= Do a #5 pattern.

LT= On or first lineman to inside.

LG= Pull, block first lineman outside the LT's block. . Try to hook your man. If QB
yells "GO" then lead the QB downfield.

C= On or first lineman away from the direction of the call.

RG= Pull, "LOG" the defensive end. Help the LG take him in. If the QB does not get
the end hooked, you should proceed to take the end out. if the QB hollers "GO"
then you will help lead the QB down field.

RT= Pull, check block for pulling guard.

Y= Cross at a depth of 15 yards.
Z= Run a #6 (post) pattern.

QB= Open. Take 2 step straight back. Fake a handoff to TB. Threaten flank ( no deeper
than 6 yards). Option run or pass. Look for "X", "F","Y","Z","T" in this order!

FB= Block "A" gap. Then go to 5 yards deep in the flat.

TB= Fake a sweep. If backside end is coming hard, stay and block; if not, release
to a throwback route. This will change from game to game.

*This is probably one our most consistent pass plays. It has shown a very high
completion rate.
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132 Power
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*An excellent short Z The play opposite
yardage play. of this is 938

Power.

Y= Lead or away (Man on ST or block lineman to your outside.).
ST= On. Inside gap. LB.

SG= On. Inside gap. LB.

C= Lineman on or first lineman away.

QG

Pull. Wall off to the inside.

QT= Downfield and block out on far CB.

X= Downfield and lead the play.

QB= Open at midline. Hand off toc TB. Fake a bootleg.

FB= Head for tail of ST. Block first lineman outside of ST.

TB

Receive ball and head immediately to 2 hole. Cut inside block of ST on CB.

Z= Influence first man on or outside of TE, then wall off to the inside.
60



138 Counter Criss-Cross
\V, \V,
\V,
o \V,

V¥ vV V V

. . =) The play opposite
*A gafmcle-breaker JA of this is 932
type of play. O Counter Criss Cross

Y= Pull. Lead the play. Wall off to the inside. However, if first LB blitzes, you must
take him.

ST= On. Inside gap area.

SG= Pull. Trap out at hole. Trap the first lineman to outside of QT.

C= On. First lineman to your right.

QG= Block area solid (including blitzing LB'ers).

QT= On. Inside gap. LB.

X= Lead or away. (Block the lineman on the tackle. If no one on the QT, then block the
first lineman to the outside).

QB= Hand off the TB and fake a good bootleg. Draw the defensive end to you.

FB= Block the first person to show to the right of the ST.

TB= Receive the ball and give an inside handoff to the "Z" back.

Z= Jab right. Come backward and receive an inside handoff from the TB. Cut up quickly
into the 8 hole (inside the SG's trap block). 61



100 Passes
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Q Q O Q Q Z The opposite plays

*Qur short passing :
game will be run l\o gf this are 900
from this formation. asses.

We may split out.

Y= Run patterns as referred to on the following page.

ST= Cup blocking.

SG= Cup blocking.

C= Cup blocking.

QG= Cup blocking.

QT= Cup blocking.

X= Run patterns as referred to on the following page.

QB= Drop (3,5 or 7 steps, depending on the pass). Look for primary receiver.
FB= Block to the side of the "Y" end.

TB= Block to the side of the "X" end.

Z= Run patterns as referred to on the following page. 62



Pass Patterns

#9 Fly
Aoy
- P #8 Square-In
#7 Comeback #—— | 'Y
#6 P
#5 Flag 6 Post
12 Yds
#3 Speed Cut #4 Curl-In
#2 Slant-In
5 Yds. /
#1 Quick Out @——— #0 Hitch

O

*Qut Drop back pass plays will consist of calling one of the following patterns;

*X=Split-End
Y=Tight-End
Z= Flanker

*Even numbers are always to the inside and odd numbers are to the outside.
*If we are in Wing-Right, an X-5 call, means the Split end ("X") will do a "Flag".

* Our "Audibles™" will also be based on the information above. Our offense will

quickly line up in a Wing-Right formation. A Z-7 calls means that the Z back
will do a #7 or comback pattern.

*The QB will take the following drop steps; Throw before receiver cuts.
a. 3 steps= #0,#1,#2 patterns. (1 big step and 2 little steps)
b. 5 steps= #3,#4,#5,#6 patterns. (3 big steps and 2 little steps)
c. 7 steps= #7,#8,#9 patterns. (5 big steps and 2 little steps)
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100 Flea Flicker Left
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*A big game N The play opposite of
breaker for us. l?l:::sk:asr i?g%:‘ea

Y= Run the "Flood" pass.

ST= Fire out block in area. Do not go downfield.

SG= Fire out block in area. Do not go downfield.

C= Fire out block in area. Do not go downfield.

QG= Fire out block in area. Do not go downfield.

QT= Fire out block in area. Do not go downfield.

X= Align wide. Slant in and hook at about 5 yards. Receive ball and pitch back to TB.
QB= A quick pass to "X" end. If "X" end is not open turn to right and throw to the open

man on the flood pattern.
FB= Help block to the side of "Y".

'
|

TB= You are the pitch man on this. Time it so that you catch the pitch BEHIND the
"X" end.

Z= Run the Flood pass pattern.
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100 Screen Left
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*An excellent gamé-~ « - ¢ The play opposite of this
breaker. S e is 900 Screen right.

\

Y= Run the flood pattern.

ST= Cup blocking.

SG= Cup blocking.

C= Block area for 2 seconds and then realease to left. Turn back and block any
one chasing the play from behind.

QG= Block area for 2 seconds and then release to left to lead the play.

QT= Block area for 2 seconds and then release to left to lead the play.

X= Run a #7 pattern.

QB= Drop back deep. Look right and then throw screen to left. If receiver is not
open. Look back to right for Flood pass. OR over throw the receivers.
FB= Block the first person to show to the right. Cup blocking.

TB= Bump man to the left (if he comes at you). Release to left. Turn to the inside
and receive the ball.
Z= Run the Flood pass to the right.
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Y= Run a #9 pattern.
ST= Bump and release downfield to lead the play.
SG= Bump and release downfield to lead the play.
C= Bump and release downfield to lead the play.
QG= Bump and release downfield to lead the play.

QT= Bump and release downfield to lead the play.

X= Run #9 pattern.

QB= Get depth (10 to 12 yards) quickly. Throw to "Z" back. If not open then throw
ball into the ground.

FB= Flare to the right.

TB= Flare to the left.

Z= Get quickly to one yard behind where the ball was snapped. Receive ball and

follow the blockers. 66



Tryon’s Top Thirty Three Tips To Take Through Time
by Dale L. Tryon

“*TEMPTATON to join the wrong group of
people can be disasterous. “Never let a bad person
bring you down to their level.”

**THRIVE on hard work. “Work hard and good
things have a way of happening.”

**TRIUMPH is just a little “Umph” added to Try.

*“*TARDINESS is bad. “If you can't be on time- Be
Early.”

**TEAM= Together Each Achieves More.

**TRUST is important--so is being loyal, helpful,
friendly, courteous, kind, obedient, cheerful,
thrifty, brave, clean and reverent.

“*TIME MANAGEMENT is significant. Be
organized.” Plan your work, then work your plan.”
“If you fail to plan, you should plan to fail.”

**TEACH vyourself to ‘Never give up-Never give

up!”

“*TOBACCO is bad--so is Alcohol and Drugs!

*“*THE Ten Commandments are something we
should all live by.

**TOTAL COMMITMENT should be your only
way to do things.

**TRY-ON a happy face. It takes less muscles to
smile than it does to frown!

**TACKLE your worst jobs early in the a.m. when
you are rested and still have a clear mind

**TEST yourself and keep educating yourself.
More education will always pay dividends.

**TEARING down the opposition is not the right
thing to do. Be full of Praises!

**TENACITY is a quality of all successful people.

**TERMINATE all thoughts about failure. You can
do it! Remember AMERICAN ends with “ICAN.”

**TERRIBLE to “put down’ another person. “if

you dont have something good to say about
someone, don't say anything.”

“*TREAT others like you would like to be treated.

**THERE are 2 sides to every story. Hear both
sides before drawing a conclusion.

**TODAY you should praise your kids and your
spouse and then do it again every day.

**TOMORROW is the worst word in the
Dictionary.”Dg it now” (not tomorrow)!

**TOUCH someone's life. Be a positive enfluence
on their life. “You will be a better person for having
made someone else a better person.”

*“*TRACE your roots and always remember to
respect those ahead of you.

“*TRADITIONAL Familyl Values should aiways
be a priority in your life!

**TRAIN yourself ta always set goals. Write them
down and then go-for-it.

**TRY to save money for a “rainy day.” You never
know when you will need it.

**TAKE care of your body. The Good Lord gave
you one body. He won't give you another one. You
will be living within this body your entire life. Why
not make it a good place to live? You treat it good
and it will treat you good!

“*“TRAVEL through time knowing that you have
lived your life in such a way that you have no
regrets.

**TAKE your time and do it right. “Inch by inch,
life’s a cinch—yard by yard it’s hard.”

**TRAGIC to think that winning is everything. It's
the “wanting o0 win” that is important.

**TRIGGER vyour life. Have fun in whatever you
are doing. Enjoy life!

**THANK the Lord Often!
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