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HOLE DIRECTION AND POSITION IDENTIFICATION

©» O O

{1-6

®

O 0O

(2:6)

® ®
®

Direction System

A. Direction to the right of the center are even. (2-6)

 B. Direction to the left of the center are odd. (1-5)

C. (1-2) = Tight End Side and (5-6) = Split End Side.

Position Identification

A.

mo o w

Our running backs are termed "Fuliback" or the letter

"F" and "Tailback" or the letter "T".

The split end is referred to by the letter "X
The tightend is referred to by the letter Y
The flanker is referred to by the letter "Z".

The quarterback is referred to by the letter "Q".



HUDDLE FORMATION

L.O.S.

@ < th) . The offensive play starts in the huddle. Ateam
that is disorganized when it leaves the huddie will

@ € ) probably run a poorly executed piay.

1 The center forms the huddile five yards from the line of scrimmage. Everyone must get
back to the huddle as soon as pos_sible. :

2. Do your resting in the huddle, not on the way back to it. The quarterback will be the last
man to enter the huddle.

3. Everyone stands erect with hands at their sides and their eyes directed toward the
quarterback.

HUDDLE PROCEDURES

1. The quarterback will do all of the talking in the huddle. Any information that can be helpful
should be relayed to the quarterback outside of the huddle or through the coaches on

the sideline.

2. The quarterback will call formation, play and snap count. If motion is called, it will be
called between the formation and the play.

3. If you do not hear the play, call "Check".

BREAKING THE HUDDLE

1. After saying the snap count, the quarterback says, "Ready", at which time the remaining
players will break the huddle by clapping their hands and saying the word, "Break".

2. All players will hustie to the L.O.S. and assume their positions in a minimum amount of time.
NEVER LOAF.

REMEMBER: We only have 25 seconds td snap the ball after the referee
blows his whistle.

QB/OC - Know where the 25 second clock is.




HUDDLE PROCEDURE

1. The center will put his hands above his head and give the command "Huddle".
The offense will then take their positions in the huddle.

2. When the quarterback enters the huddle, all heads will be up and looking at
the quarterback. '

3. The huddle call sequence is as follows:

Shift

Formation (T.E. Direction)

Set (Backfield Formation)

Motion

Play

Snap Count (If Applicable)

"Ready, Break" (Clap hands on break)

Example: Rt, 12/5, Ready, Break.
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QUARTERBACK PROCEDURE ON THE LINE OF SCRIMMAGE

1 Linemen assume their positions in a three-point stance. The line will_always
stay in two-point stance in Gun="Ray" or "Lee"

2 All motion will be initiated by the quarterback's heel or hand movement.



CADENCE

1. Our cadence will begin by the QB giving a directional call twice:
Right, Left, or middle.

2. Phase Two of our cadence is a color followed by a number or word. (opposite or check)
This is said twice. We will always use a dummy color (e.g., color # color #). The audible
color will be GOLD.

3. Phase Three of our cadence entails a series of "Huts" which will determine the
snap count. ' :

4. The entire cadence sounds like this:
- "Right-—-Right, Green 9-2 Green 9-2, (Pause), Hut".
"Middle~Middle, Red Opposite Red Opposite, (Pause), Hut".

5. If opposite or check (v ) is included in the call, it will follow the color:
"Right--Right, Brown v/ Brown 4/ (Pause), Hut".
"Middle—Middle, Yellow Opposite Yellow Opposite, (Pause), Hut".
(Possible Dummy or Opposite Calls On Pass Plays)

6. The following snap counts will be used.
A. Go: The QB will give directional call, then say "Go"-

E.G. - "Right, Right, (pause) - Go"

B. Assumed: There will be no snap count called in the huddle. It is assumed

we are going on the first "Hut".
E.G. - "Middle--Middle, Black 14 Black 14, (Pause), "Hut"--

C. On Freeze: No play is called in the huddle. The center will snap the ball
when the defense jumps into the neutral zone. When this happens, the
QB will go to a knee. E.G. - "Left-Left, Black 21 Black 21, (Pause), Hut, Hut--Hut"
the defense jumps--The ball is snapped; the QB goes to one knee.
- No one else moves until the whistle blows.

The QB will cail a play if it is obvious the defense is not going to jump offsides.
E.G. - The play, then--"Hut"--The ball is snapped. No color will be used.




CADENCE
Page 2

D. After Blue: A play is called in the huddle and will be run on the first "Hut"
after the color Blue is said. E.G. - "Middle--Middle, Black 30 Black 30,
(Pause), Hut, Hut--Hut, Blue, Hut The ball is snapped.

7. If an audible is called, the snap count is automatically on first "Hut".
E.G. - "Right-Right, GOLD 12/5 GOLD 12/5, (Pause)--Hut

8. If count is not assumed the QB will séy the next play is on "Go" or "after Blue”.

9. Disregard the audible means run the play called in the huddie.
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FORMATIONS AND SETS

In our system of terminology, formation “strength” is determined by the
side of the tightend.

The “strong side” of the formation is the side of the Y receiver. The side
opposite the Y receiver is termed the * weakside.”

Our * formation” term dictates the deployment of X, Y, and Z:
Right/Left and Ray/Lee.

The “set” term affects only the tailback and fullback This allows us to
attain great flexibility in alignments.

SUBSTITUTION GROUP TERMINOLOGY

(R) Regular = 2 WR's, 1TE, 2RB’s

(E) Eagle = TE Out, WR In (E) =(3 WR’s, 0 TE's, 2 RB’s)

(U)y Rhino = X Out, TEIn (U) = (1WR, 2TE’s, 2 RB's)

(Z) Zebra = Z Out, TEIn (Z) = (1 WR, :éTE’s, 2 RB's)

(8T) Stallion = X+Z Out,2TE's In(U-Z) = (0 WR’s, 3TE’s, 2 RB's)
(8) Speed = F+YOut, 2WR’sIn = (4 WR’s, 0 TE’s, 1 RB)

(H)y Hippo = FBOut, Hin=(2WR'’s, 2 TE's, 1RB)

(F)  Falcon = FBOut, FAIn = (3WR’s, 1 TE, 1 RB)

(EL) Elephant FB Out, H-Back In= (2WR’s, 1 H-Back, 1 TE, 1 RB)

FB+Z Out, 2 TE's In= (1 WR, 1 RB, 3 TE's)

(B) Bronco

(L) Lion FB Out, TB In = (2 TB'’s, 2 WR’s, 1 TE)



BACKFIELD ALIGNMENT

I = F behind QB, T behind F

Spl.it = F strong slpEitt!ing leg of OT, T weak splitting leg of oT
Heavy =F towardY, splitting inside leg of strongside tackle. Tin L
Lite = F away from Y, splitting inside £eg of weakside tackle. T in i
Weak = T weakside, splitting leg of tackle. F behind QB. o
Strong = T strongside, splitting inside leg of tackle, F behind QB.
Trip = F strongside, one yard outside TE or OT. T behind QB.
Triple = F strongside, splitting distance betv\}een TE aﬁd ‘WR. T behind QB.
T;io - = F strongside, outside WR (width may vary). T behind QB.
Double = F weakside, one yard outside of the TE (H) or OT. Tin .
Single = F weakside, splitting distance between OT and WR. Tinl.
Pair = F weakside, outside WR (width will vary). Tin 1.

Crease = F strongside, between TE and OT. T behind QB.

Change =F and T switch positions.



Flanker/Zebra Formations
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Fullback/Falcon Sets
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Split End Formations
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FORMATIONS

Reguiar--Rt/Lt
(Also Lion and Elephant)
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FORMATIONS

Regular--Rt/Lt Split
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Eagle—-Rt/Lt Split
(Open is understood in Eadle)
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~ FORMATIONS

Regular--Ray/Lee
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(Open is understood in Eagle)
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FORMATIONS

Hippo—-RULt Ace
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FORMATIONS

Hippo--RtLt Twin Deuce
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FORMATIONS

Hippo--Rt/Lt Jack
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FORMATIONS

Falcon--Rt/Lt Single
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Falcon--Rt/Lt Triple
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FORMATIONS

Falcon--Rt/Lt Bunch
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FORMATIONS

Zebra--Ri/i.t
{Wing Alignment for Zb is Understood)
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Rhino--Ri/Lt
(Tite alignment for U is understood))
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Stallion--Rt/Lt
(Wing alignment for Stallion and Tight
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FORMATIONS

Speed--Ray/t ee Spread
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MOTIONS

_ The initiation of the motion will begin with a heel lift by the QB to the side from
which the motion will originate.

 The termination of motion will be controlied by the QB calling the snap count.
 The offensive unit must be set for one second prior to the initiation of the motion.
. All motion will be behind the receiver off the L.O.S.

_ If WR sees RB is not set for one second, he will not go in motion untit legal.

Note: All motions must be parallel or away from L.O.S.



DEFINITIONS OF TYPES OF MOTION

PLAYER CALL TYPES OF MOTION
Flanker (Z) Zoom Tells the Z to motion across the
Zebra (ZB}) formation into the formation called.
Stallion (ST)

Z Return Tells the Z to start moticning across

the formation no further than the
onside guard, and then reverse his
motion toward the direction from
which he came, not turning his back
to the defense.

Z Crack Tells the Z to motion back towards
the formation, but not across it.

Zip Telis the Z to motion into the
formation from the backfield.
Tight End (Y) Yum Tells the Y to motion across the
(These motions also formation into the formation called.

refer to "Eagle”) (E)
Y Return Tells the Y to start motioning across the

formation no further than

the onside guard, and then reverse
his motion toward the direction from
which he came, not turning his
back to the defense.

Y Crack Tells Y to motion back towards the
formation from a wide alignment.

Tailback (TB) Toy ' Tells the TB to motion toward the
tightend (). However, his initial
three steps will be toward the L.O.S.
at the butt of the tackle starting with
off-side foot.

Tex Tells the TB to motion towards the
split end (X).

Tack Tells the TB to motion back.



Fullback (FB)
Elephant and Lion

Falcon (F)

Split End (X)

T Return

Fay
Fox
Fly

F Return

Fack

Fuzz

F-Return

xmo

X Return

Tells the T to start motioning across the
formation no further than

the onside guard, and then reverse

his motion toward the direction from
which he came, not turning his

back to the defense.

Tells the FB to motion towards the
tightend ().

Tells the FB to motion toward the
split end (X)

Tells the FB to motion from heavy
to light or light to heavy.

Tells the FB to start motioning
across the formation no further than
the onside guard, and then reverse
his motion toward the direction from
which he came not turning his

back to the defense.

Tells FB to motion back.

Tells Falcon to motion
Across formation into formation called.

Tells Falcon to start motioning
across the formation no further than
the onside guard, and then reverse
his motion toward the direction from
which he came not turning his

back to the defense.

Tells the split end to motion across
the formation into the formation called.

Tells the X to start motioning

across the formation no further than
the onside guard, and then reverse
his motion toward the direction from
which he came, not turning his
back to the defense.



Move TE (H)

X Crack

Haze

H Return

Tells the X to motion back
toward the formation, but not across it.

Tells the H to motion across the formation
into the formation called.

Tells the H to motion across the
formation no further than the onside
guard, and then reverse his motion
toward the direction from which he
came, not turning his back to the
defense.
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Z MOTIONS

Zoom--Z changes strength
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MO ITIONDS

Z
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X MOTIONS
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_MOTIONS

Fullback Motions

» Fay
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Fuliback/Falcon Motions
F-Return (Falcon ends up in
formation called.)
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MOTIONS

Tailback /Motions
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IlA.. GaE
Act

Aiming Point

Attack Offense

Audible

HBOI G&E

Bootleg {(Boot) Pass

"C" Gap

Check-with-me {CWM}

Cloud
Clutch Series
Contain M#n
Counter
Crackback
"D" Gap

Draw

Eight-Man Front

Fist

OFFENSIVE TERMINOLOGY

The area between center and guard.
Play-Action pass with QB dropping straight back.

Reference point on the L.O.S. toward which an offensive back will run from
his backfield set. The aiming point determines a back's path on a given piay.

Our no-huddle offense.

A verbal command by the quarterback given atthe L.O.S. to change the play
called in the huddle. C

The area between guard and tackle.

Backs fake run to one side, quarterback fakes run, then rofis out in the
opposite direction with the ball. Also referred to as an identical or
Similarity.

Focal point in the middie of the field for pass. Also the area between tackles
and tightend for run.

The drop of underneath coverage.
The area between tackle and end.
Two plays called in the huddle.
Cornerback force.

Qur two-minute offense.

Defender responsible for keeping the ball from getting outside on a play.

A delayed play, hitting opposite the direction of initial flow.

Wide receiver blocks safety or linebacker aligned inside of him.
The area between the end and outside.

Fake pass that ends up with a back running the ball.

Any defensive alignment having a three-deep secondary alignment.

The name given to our fullback. Also a blocking scheme on Counter play.

On pass, strong back stays in and blocks if assignment drops. {Normally Fullback)



Offensive Terminology

Page Two

Freeze

Gap Defense

Two-man play between center and guarterback. [f defense jumps offside,
everyone else freezes until they hear the whistle.

A defensive alignment which places the down lineman and/or linebackers
between offensive lineman rather than in front of them.

Gun Shotgun formation with the quarterback five yards deep (Ray-Lee).

Spiit Triangle look with weakside LB'er in the A-gap.

Hold Both backs stay in and block if assignment dr-og;s.

Hot A receiver looking gquick versus Dog.

Influence A maneuver taken by an offensive player to cause a defender to react in a
desired manner. '

Inside Run area inside of offensive tackles.

inside Handoff

A handoff in which the quarterback gives the ball to the balicarrier who is
breaking between the quarterback and the ..O.S.

Safety aligned more shallow than cormers="Sky" or "Safety” alignment.

invert

Knife Turn upfield and sprint with the ball splitting the defenders.
LOS Line of scrimmage

Liz Quick pass protection sliding left on weakside defensive end.
Lock Sam covers the tightend man to man

l.oose Alignment An outside shade on a blocker slightly wider than normal. (3, 6 & 9 technigue).

Lucky Slide protection left
Mike Inside linebacker to the tightend side in a 50 or an 80 or Middle LB'er in a 40.
Man Coverage Defgnsive cdverage which assigns specific defenders to cover specific
receivers.
Max Maximum protection means keeping both backs and tightend in. Also a coverage

with onlty a 3 man rush.

Move Designated players move from the formation called.




Offensive Terminology

Page Three
Offside
Onside

Outside Handoff

Perimeter

Play-Action Pass {(PAP)

P.O.A.
Red Zone

Reductiocn

The side away from the side of the POA,
Side of the formation that is being attacked.

An exchange which calls for the quarterback to give the ball to the balicarrier
when the quarterback is between him and the L.0.S.

Defensive people assigned to deep and outside segments of pass coverage.
Backfield fakes a running play before pass deveiops.

Point of attack.

Plus twenty to six.

Triangle look weakside.

Slide protection right

Quick pass protection sliding right.

Quarterback sets up behind the tightend to pass.

Strong safety lined up on the tightend. With outside rushers

Strong safety lined up on the LOS outside tightend.

Offside tightend block backside protection, don't release.

Onside tightend stays in (72-3 & Similarity).

Safety inverting weakside.

Name of the outside linebacker on the tightend side of the formation.
A back free releasing in pass protection (54-5).

The area dividing two pass defense zones horizontally.

Any defense having a Four-Deep secondatry.

Designated players move and reset into the formation called.

Quarterback and wide receiver beat unblocked defender with Quick route.



Offensive Terminology

Page Four

Triangle

—
=
-

Uncovered

will

=<

b

Zone Coverage

Zone Blitz

A form of dropback protection (Lucky/Ringo, Liz/Rip, Larry/Roger).
Quarierback attacks the perimeter to pass.

Name given to our tailback.

On pass, weakback stays in and blocks if assigment drops. (Normally tailback)
Reduced side of defense.

Tightend and strong back stay in protection.

~ Second tightend replacing the splitend (Rhino/Stallion).

A term describing an offens;ve fineman who is not across the L.O.S. from a
down lineman. Itis also a receiver that is not being covered.

Name given the weakside linebacker.

Name given to the tightend.

- Tightend-side of formation.

Name given to the split end.
A defensive pass coverage calling for defenders to defend certain areas.

Linebackers dogging with defensive linemen dropping into coverage.
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DEFENSIVE FRONT DESIGNATION

in referring to our opponent's defensive front alighnment, we are concerned with three
things: deployment of the defenders in the middie of our formation; deployment of the

defenders to the three-lineman side.

At UCLA we will express these alignments by using a double-digit number and a term
(e.g., 56 Eagle). The sequence that we will be concerned with is the middie, then the

three-man side, and then the two-man side.

Middle

Defensive fronts can be grouped into three general categories rsiaiive 1o the defensive
look that we encounter over our center. Our thinking is that the center can be covered (1

by a lineman; (2) by a linebacker; (3) by no one at all.

When our center is covered by a down lineman, we term this an Odd (Middle) defender.
It is called a 50 Front.

When the center is o‘pposite a middle linebacker, we consider ths an Even (Middle)
defender and call it a 40 Front.

When there is no defender opposite the area between the center's feet, it generally
indicates that there are four men to one or both sides of thte center. If the defense is an
overshifted seven-man front, it is termed a 20 Front. If the defense is aligned in an
undershift eight-man front, it is called an 80 Front.

B B B B B
T T N T T
OO OO OO

20/80 (or 42 Nickel)

40 50



THREE MAN SIDE

The second digit in our sequence of naming alignments refers to the placement of the
defensive end.

O O O M D D
O

TWO MAN SIDE ;

Since the vast majority of conventional defenses deploy the short-side linemen and linebackers
in a limited number of ways, we describe the entire package with one term. The basic shori-
side deployments are:

W
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CO 000
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W
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C
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Fold ~ Eagle




AUUITIJNAL T ERMS
\t times, the two-man side is tied in with the middle look, particularly with overshifting (20) fronts. Example
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Other terms will be used to indicate special alignments of the X-side outside linebacker. Examples:
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Still other terms may be employed to designate specific adjustments on the Y side. Examples:
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¢

When a defense has three down-lénemen, the two closet to the sidelines are termed EN
.niddle lineman is called NOSE, symbolized with the letter "N".

B B
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DS, while the



LINEBACKER DESIGNATION

Linebackers are named and designated as follows:

Mike (“M™) - Strongside ILB in a 50, 20, and 80 defense
MLB in a 40 defense

Will (“W?) -~ Weakside LB

Lii (*L™) - Weakside OLB in 50 and 80

Sam (“S”) -- Strongside OLB

Brute (“B”) - Extra lineman (i_.e., substitution)

DEFENSIVE BACK DESIGNATION
Defensive backs are designated as follows:

Corner (“C”) - Comerbacks
' “SC” -- Strong Corner:
Two receiver sidé FC ( Field)
“WC”-- Weak Corner:
' One-receiver side ( Boundary)

Strong Safety (“SS”)-- Strong Safety

Safety (“F”) - Free Safety
Nickel (“N”) -- Fifth DB
Dime (“D”) -- Sixth DB



FRONT ADJUSTMENTS - 26, 27

w M

COOO
O

I

W M

| L E N E S
. 26 Split DD%OOQ
W M
L E N E S
27 SAD 008000_




FRONT ADJUSTMENTS - 53 |

W

C OO

O

M

PO

O

| 53 Eagle (Double Eagle)

W M
L E N E s

53 Weak (80)

LE N E S
D©80©®

53 MAC

N E M S

53 Weak Stack

L w M
N E S




FRONT ADJUSTMENTS -85

W M
L E N E S

DOODOT
O

—

A
\J

. L W M

E N E S

55 Stack OO ODD
-
. w M

55 Eagle L E N E S

(Eagle means reduction O % O
weakside) | '




FRONT ADJUSTMENTS - 66

W

M

I Sl Tarlas o o

56 Revert

DR
O

» w M
56 Clamp g Tt e Ty
{Clamp means E is a 4 Technique ) | : 8 O
-
W M
L E N E S
56 Eagle CODODD
>N
W M
L E N E S
56 Shade Eagle DD%O - Y
R |
W M
: L E N E s
56 Tight gl e le T




FRONT ADJUSTMENTS - 46

W

CODC

M

-
O

ple Y Y !

| w

46 Under | E(D TDE%-CMD C)EOS
-
W M
o5 over Mike %QT%CI >
N

11




FRONT ADJUSTMENTS - 47

CODDODOCO
o
-

W M S
47 Over « E(DQTSCIQED
)
w M S
- 47 Over Boost (Boost E T T E
means a MLB in a 40 defense OO 8 RO
lines up outside DT)
O
EW T M T E S
47 SAD B SIS dals Tt o
) 7
| W E T M T | E S
47 SAD WAC CIOIOO

12




FRONT ADJUSTMENTS - 4849

W

M S

COPODOD

O

O

M S
W E T T E
49 WAC CIODIOD
)
W M
- 49 Stub E T T S E
{Stub means Sam‘is onTE O O 8 O Q ®
and E is outside) |
(-
' e M o gS
48 SOY CIODIOD




~ FRONT ADJUSTMENTS - 80

R

W

M
T

o

S .

80 Over

80 Split

14




FRONT ADJUSTMENTS - Bear

W M

CCOC o po
(2 Backs) © a

M
| . W T N E SS S
- Bear (1Back) DOODDPOO

-

N E 'S

Double Eagle OO % - Janlan
-




STUNTS/DOGS/
'BLITZES



e Nt et bt SN WD I WVIN O

AL B C D . ZZ Z Y X
oo eoNaNaNals | ..
O C
Ny
Strongside Dog Gap Letters ' Weakside Dog Gap Letters

-all out Blitz to Dog/Stunt.
Jl Dogs/Stunts start strong side to weak side.

I Fronts start strong side to weak side.




"W Wt 1 WY

() (C e O O
e O O O

o) O ) O O
OO Jd= 00 (J= [CO ( © O

O -O O O O
MO m MO . w O g O O
() e w O O o)
E/C O O O ®
<) -O 7O O O
OO0 Jd= 00 g=400 d O O

b =S| 0 © O
i () g% w0 WO O O



QU STUNIS

L E\W -S . L E N /E S
NCOOCOC: 00000 C
"0 | O
in f) In Strong O
W M | - W M

"0\ 00 0/0b | O O
\o \O\ -
O

Double In O Doubie Pinch

9,0

Finch '

W

‘8\0 0lo 0 O O 0/0 0O

Slant O |
0lo 0lo O\S 16 o@ O/o S

Angle Euli
it Full P 3 ngle fu —~



¥ lucu]

| I \UUI (B9 |

— T W Mg} W

00
= ()
w()

Nose Strong

Nose

Exit Strong

- N-E Strong

E-N Strong.

Lightning Strong

Exit

N-E

ihtning



oU LUOgS

o) S\O/P SO SO_
EO. O | EO EO
= O O 0 =0
d =z00 J =200 OW@@ d =200
Nﬁ e z O z O
_, EO > wEQ __Z EO EO
A I RN VR
SO SO SO SO
"o “O e “O
= O M\\V - O | M\ﬁu
O \N\@\@ d N\@‘@ O 6@ =0 (
= O = O e = O
m_,w,_ w tw T i >
mm LO LO VWA EO m LO o,
<% =l 2| - 2 ~ 3




W HTWIAl ANYTHTNCTILS

|

RAC Rogue

S Macho

Double Macho

WAC

Macho

'edge

AD

ONCHONON )N )
O

L

)

ch (Sam in 7 technigue)

VRN



B B S W B . SS
\ B E T T E Bc?CAB,_\E T T E - B
C€Cd»COPC 200000
o Oli O C
5; Goalline O ' 62 GL Gaps O
FS B - 8Ss W M S SS
B E T T E B c° g . N . 5
CD20CO0CDD g0 O
e e O ®
65 O 70 O
W M SS
~ L E T T E S ¢ . -
POIOCOCIY | 0O0O0OOOOO
62 GL Charge
g O O




RHITLLTO

(SS or Corner)

@

Rap (Twin)

Rag

F

00 O

O
O
@

c W
- C L E

N OO
O\

O
Stick (Twin)

Safety or Corner)

Sting X (Sting Y)

Rifle

Rat

at

7  Stick



OU DUYUSIDIILZES

&——-E\‘\ . 5 e R\ N :iT L E
olloNoNoNelNe w000 0C
T | \ o

\j O CE X » /

80 Inlaw O i 80 Outlaw O

R, € WT N‘ir g S = ) 3

YOO@QO O000O0O0

O Q
80 RZ 0O 80 Rifle O
O000000 | OOOO0OO0O0O0
N - O
Q- O
DEOHNONONONONe ONONONONONON®
O O
O O
DEIGCHO O OO O O O O ORONONO.
O O
O




COVERAGES



Zone = Numbers (Cloud, Sky, Stay, and Safety)

2 Max

‘Two-Deep Double Corner Roll (May Sky, Stay
or safety) '

Two-Deep Double Corner Roll (Maximum defend
rush three)

7 Max Robber =Two-Deep Double Corner Roll (Maximum defend

3 Field

3 Max

8

10

rush three robber in hole)

Three-Deep Strong Zone (Sky is understoed; may
Cloud; Liz may rush.}

To wide side of field

Three-Deep Strong Zone ( May Cloud or Stay
maximum defend rush three; may Press.)

Three-Deep Weak Zone (Cloud Weak, F§
= V5 S8, and Corner = Quarters)

Three-Deep Weak Zone (8/8 and Both Corners
= Thirds) (Safety is understood; may cloud.)

Two-Deep unbalanced secondary {Cloud is
understood; may Sky.)

Four-Deep with safeties and comers(May Safety)

Double Invert (Cormners 1/2)

MAN = Colors (May Banjo)

Silver =

Blue =
QOrange =

Black =

Red =
Green =

White =

Man with free safety. (F May X-Y-Z or Rover
May Rogue.)

Man with no free safety. (May Blue Y )
Man with two free safeties. (May Sky or Bracket.)

Unbalanced secondary man with safety and
Comer free.

Man with secondary blitz. (Rush 6+)
Maximum defend man with Three-Deep Zone.

Man with free safety and free LBer (May Robber)

4-5-2 Ratio
3-6-2 Ratio
3-5-1-2 Ratio
4-4-3 Ratio

4-4-3 Ratio

3-5-3 Ratio
4-4-3 Ratio
4-4-3 Ratio
4-5-2 Ratio
4-3-4 Ratio
4.5-2 Ratio
5-5-1 Ratio

6-3 Ratio
4-3-2 Ratio

4-5-2 Ratio

6-5 Ratio
3-5-3 Ratio

4-6-1 Ratio
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PLAY CODE



. Zone 1-2

. Sweep 1-2 (Insert)
Toss 5-6

. Quick Pass (Rip/Liz)
32-33
38-39
366-7

. 48-49 (Turnback Protection)

. DBP (Basic Protection)

52-53 (Basic) Tank, Fist, Hold, Rock
54-55 (Scat) Tank, Rock

58-59 (Basic Max)

. DBP (Slide Weak)

64-65 (Full/Split Flow) Fist
66-67 (5 Release)

. DBP (Weazk Flood)
72-73 Tank
. Slant 1-2 (Lead)

. Stretch 1-2 (Lead)
Hand 5-6

CODE

10.
11.
12.
13.

14.

15.

16.

17.
18.
19.

20.

Slice 1-2 (Solid)
Iso (G.L.) 1-2
Wham 5-6
Load 1-2

Hammer 1-2
Kick 5-6

Counter 1-2 (Bat, F)
Gap 5-6

N/A

Counter Sweep 1-2, 5-6
Lead Option 1-2 (2 Back)
Speed Option 1-2 (1 Back)

Trap (Flick) 1-2
Draw Trap 5-6

Wedgewood 1-2

17/1-2 Rev Rt/Lt

Baker 1-2 (Tease), Toss Baker 1-2
Paint 5-6

Fog 1;2

Pitch 1-2



RUNNING GAME



PLAY y v w - i - ;
. T T - —_ 1
Baker 1-2 (Tease) <::> <fij' <::jf (::;]w <i§;// (::jf iii\ j

FORMATIONS
-
2 Back "I" _ . B

zone with combo blocks.
POS ASSIGNMENT AND TECHNIQUE - COACHIRG POINTS_ 1
Support
FS )
" REC
Block # 2 area. Possible Tag with FS8G or EAT Posszible Fan call to FSTE

with FSTE when either Ray/Luke is called. Base

FST read man on or EAT with FSTE.

Block # 1 area. Possible Tag with FST. When
FSG |rRay/Luke is called, Combo with center.

Block middle. When using Ray/Luke calls, combo
CTR with FS8G. .

Block #1 B.S. area . Base cut off; possible Ice *Gut call made based on
BEsg Iwith center; possible Gut with BST. ' LB' er alignment

Block # 2 B. §. area. Base cut off based on Possible "Gut"®
BST {defensive alignment. Possible Wall/Max with BSTE.

Block # 3 area. Base read; possible EAT with FST. |Possible Solid Fan call from FST.

FSTE

Block # 3 B.S. area. Base cut off or Sift.
BSTE |possible Wall or Max with BST.

QB Reverse pivot at 4/8. Hand ball to FB. Boot away.

Heels at 7 1/2 yards. Fake sweep. Show your hands
RSB accelerate outside.

Heels at § 1/2 yards. Open crossover. Get square |Read lst defender playside of

to LOS. A.P. Outside leg of the guard. center. Think cut-back.
FB
BS cut cff. Always cut when possible.
REC

TEASE: RB and QB fake pitch opposite way._



Baker 1-2
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F
PLAY §§__
7— a ~ M ~ s N
1/1-2 {(zone) S e ‘\QT s - e\ e
PORMATIONS c/ ,;“\5 L"’"‘\ 24;\’\ /J\—“‘*f“ ::“ N
{t N’ M K R N — S
1 or 2 Back /i\ e e
' I {
BLOCKING N i v \4__3
zZone- with Combo Blocks
POS ASSIGRMENT AND TECHNIQUE T COACHING POINTS
¥s Support
REC
Block # 2 area. Possible Tag with FSG or EAT Possible Fan call to FSTE
FaT with FSTE when either Ray/Luke is called. Base
read man on or EAT with FSTE.
Elock # 1 area . Possible Tag with FST. When H
FSG |Ray/Luke is called, Combo with center.
Block middle . When using Ray/Luke calls, combo
CIR  |with FSG. '
Block 81 R.S. area . Base cut off; possible Ice *Gut call made based on
BSG |iwith center; possible Gut wigh BST. LB’ er alignment
Block # 2 B. 5. area. Base cut off based on |Possible "Gut®
BST |defensive alignment. Possible Wall/Max with BSTE.
Block # 2 area. Base read; possible EAT with FST. Possible Sclid Fan call
FSTE N from F3T.
BS Block # 3 B.S5. area . Base cut off or Sifc.
TE Possible Wall or Max with BST.
Open at 6. Give ball deep and boot away. Call White side. If two
white sides call at 7-
0B Technigue. Audible versus
Bear. If two red sides,
let call go.
Heels at 7 yards. Open cressover. - Start downhiil [Read 1st defender playside
to LOS. AP outside leg of playside guard. of center. If Shade, think
frontside unless Shade
RE crosses your face., C.P. Vvs.
40 defense, feel the Mike
LB'er and press the LOS.
Heels at 5 yards. Hold off inside leg of Tackle (2 backs)
with near shoulder away from TE.
FB
Cut off, Always cut when possibie.
BS
REC -
F-Come F-Return (Hold Off) F-Around
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PLAY

2/1-2 ({(Sweep) Support = 1 Bac

FORMATIONS

2 or 1

Back

BLOCKING {Insert)

Reach Scheme/Possible Man SBcheme

COACHING POINTS

POS ASSIGNMENT AND TECENIQUE
Alley unless Support

F3 call.

REC
Covered: Rip through man over.
Uncovered: Drop step, cross over, block #3.

F8T :
Covered: Rip through man over.

rsa Uncovered: Drop step, cross over, block #3.
Choke “A" Gap.

CTR
cCut off, possible Gut, Max, Super

BSG
Cut off, possible Gut, Max, Super

BST )
Rip through man over. Possible EAT, over EAT

FSTE

i

Super cut off, possible Max, Super.

BSTE
Reverse pivot 4/8. pitch to TB. Boot away. If
Ray/Lee, hand ball underneath and boot away.

QB - '
Heels at 7 1/2 yards. Timer step. Aim one yard Key TE's block

RB outside TE. Think outside to daylight. : .
Heels at 5 yds. Aim one yard cutside TE. Block |{Cut Block.

FB alley. ) :
Cut-off.

BS :

REC

VS. Overshift f'}'gﬁ;ss or Slice
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PLAY

2/5-6 {Toss)

FORMATIONS
2 Back
BLOCKING
Man
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Support.
Fg
REC
Block man on, outside Reach Technigque
FST
Man on, possible Ace with center. Possible Zone
FSG with Center. ’
Power with BSG. Possible Ace with FSG. Possible |When uncovered, block away.
crr |éone with Guard.
Backside wall--cutoff. Possible Power with
center. Possible Gut with BST.
BSG
Backside cutoff. Possible Gut with BSG.
BST )
Backside cut off. Possible Max with BST. Wall or OQutside call with
BSTE BST.
Reverse pivot at 4/8 o'clock. Pitch to TB. Boot|Never into WAC or 4 weak.
oB away.
Heels at 7 1/2 yds; timer step. Key tackle's Key tackles block.
block. &Aim one yard cutside tackle. Think
RB  |ocutside to daylight.
J{Heel at 5 yds; timer step. Aim one yard outsidejRead tackle's block as if
tackle. Block first onside LB'er. you were ball carrier.
ILead and cut LB'er. Never
FB block A-Gap.
Cut-off. Always cut whenever
BS possible.
REC

VS. 4 Weak AUD.VSweep Or Slice
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W 7M™ S T M
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Luke9 Wall Max Luke 9 Wall Outside
\. 47 SOY Poss. Aud. \. |
' 47 SAD/WAC
W M | & T M
L E :N :E S . V%) % :'T T S E
Big gpower Max. ‘X 9 : Super
, ‘\/l. Bear
- 55 (*Good Bear Aud.)



Play: 9/1-2 WO/RO/S0/C0O
(Stretch) (Support)
FORMATIONS
1 or 2 Backs
BLOCKING
Reach Scheme / Possible Man Scheme
~ POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Alley possible Support.
FS
REC
Covered: Rip through man over.
PST Uncovered: Drop step, cross over, block #3.
i Covered: Rip through man over.. Possible "G" Call
] ree Uncovered: Drop step, cross over, block #3.
Choke "A" Gap.
CTR '
{f .
Ctut off, possible Gut, Max, Super
BSG
cut off, possible Gut, Max, Super
BST
Rip through man over. Possible "G" Call
FSTE
Super cut off, possibie Max, Super.
ESTE :
Open at 4/8. Hand to TB. Drop Back. If Ray/lLee, Possible / or audible.
0B hand ball underneath and booct away.
Heels at 7 1/2 vyards. Dfop step. Aim one yard Read TE's block. Feel
RB outside TE. Think outside to daylight. FSG's with Man Scheme.
Heels at 5 yds. Aim one yard outside TE. Block |Hold off weak if support isj
FB alley. . called.
Cut-off.
BS
REC

Weak 9/1-2: Center/Guard block triangle weak.

VS. Overshift v/Hand or Slice
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PLAY

9/5-6 (Hand)

FORMATIONS

2 Back

BLOCKIRG

Man

COACHING POINTS

POS ASSIGNMENT AND TECHNIQUE
Support.
8
REC
Block man on, outside Reach Technigue
PST
Man on, possible Ace with center. Possible Zone
FSG with Center.
Power with BSG. Possible Ace with FSG. Possible
cTr |Zone with Guard.
Backside wall--cutoff. Possible Power with
psG |center. Possible Gut with BST.
Backside cutoff. Possible Gut with BSG. -
BST
Backside cut off. Possible Max with BST. Wall or Outside call with
BSTE BST.
Open at 5/7 O'cleck. Hand ball Fake pass. Never into WAC or 4 Weak.
QB '
Heels at 7 1/2 yds. Drop step aim 1 yard outside Key tackles block.
RE the tackle.Think outside to daylight.
Heels at 5yds. Aim 1 yard outside the tackle. Read tackles block as if
FB Block first onside LBer. o you were ball carrier. Lead}
& cut Lber. Never block
"AI! gap .
Cut-off. Always cut whenever
BS possible.
REC )

VS. 4 Weak AUD.// Stretch Or Slice
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PLAY

=5

F
4 ~ ~ s
cC / W | : g
10/1-2 {(Slice) P - T ! . : - o
S . =, A~ e
FORMATIONS e é O € S e —
k. KRN
2 Back (D\ P —-
N
BLOCKING L %
Insert {(Possible solid call) .__
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
sSupport.
PS
REC
On, inside. Possible Got-It, Alert Seolid, Eat,
FeT |Fan vs. 7-Tech.
On, inside. Possible Got-It with FST; possible
ﬂ Fsg |RAce with center.
On, first BSLB'er. ©Possible Ace. Alert tc Sink. Possible Power.
CTR
On--Rackside: Block #1 on LOS to backside.
pse |Possible Big/Power or Ice. Alert Sink.
On--Backside: Block #2 on LOS to backside. Shot put technique. -
psT |Possible Big. Alert Sink. ..
Reach influence # 3; Possible Solid, Fan, Eat.
FSTE
Wall with possible Max.
BSTE
Open at 6 o"clock. Hand ball deep to TB. Audible vs. Bear/Any
0B Dropback. 1f 8plit, show pass before hand off. Pressure. Fake Exactly
Ray/Lee, underneath hand off. action if no time to
audible vs. Bear.
Heels at 7 1/2 yds. Slide shuffle to B gap. Read
RB 1st down lineman frontside.
Heels at 5 yds. Slide shuffle to B gap. Read lst |[Alert:
FB down lineman to block frontside LB er. "Solid"®
IIEattl
!IFanl!
Cut-off. Always cut whenever
BS possible.
REC
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PLAY
12/5-6 {(Wham)
FORMATIONS
2 Back
BLOCKING
Insert
POS ASSIGHNMENT AND TECHNIQUR COACHING POINTS
===
Support.
Fs
REC
Block man on, outside Possible Fan
FST
Man on, possible Ace with center. Possible Zone Possible Fan
FSG with Center.
Power with BSG. Possible Ace with FSG. Possible |Uncovered, Power back with
CTR Zone with Guard. BSG.
Rackside wall--cutoff. Possible Power with
pgg |center. Possible Gut with BST.
Backside cutoff. Possible Gut with BSG. Wall or Max call with BSTE
BST ' possible "outside™ call
Arc to #4
FSTE
Backside cut off. Possible Max with BST. Wall or Outside call with
BSTE BE8T.
Open at 6. Give ball to TB deep.  Fake pass. Budiblie vs. 4 weak/wac
QB )
Heels at 7 1/2 yds. Open Cross over and follow
gs |FB. Aim outside leg of FSG ‘
Heels at 5 yds. Key block of 1st down lineman.
FB Block frontside LB.
cut-off
BS
REC

VS. 4 Weak AUD.V Stretch Or Slice
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NPLAY

14/1-2 (Hammer)

FORMATIONS

2 Back

Gap

BLOCKING

POS

ASSIGNMENT AND TECHENIQUE

COACHING POINTS

Fs
REC

Support.

On, inside. Possible Trey with TE unlessg FSG
calls you down. Possible Down and Deuce calls to

Do not aliow penetratiomn.
Eyes inside to BSLB'er.

REC

FST
TE.
On, inside. Possible Deuce with FST unless 0OC Do not allow penetration.
Fse |calls you down Swipe/Cage. Eyes ingide to BSLB'er.
¢n, 1st DL away. Possible Swipe or Cage to BS. Possible "You-me™
TR Possible “smash"
Pull and kick 1st defender to show off double
Bge |team.
Seal to inside; blunt inside area out. Possible "You-me"
3 n 1®
BST Possible "Smash
Block gap. Possible Trey with tackle. Possible
FSTE |Cram, Kelton, Down.
Wall man on- possible arc to #4.
BSTE
Open 6 o'clock. Hand ball to TB. Drop back.
.
Heels at 7 1/2 yds.Open step, aim at butt of
RB Guard. Stay inside of Pulling Guard.
Heels at 41/2 yds. AP inside leg tackle. Keep Stay on track
FB inside-out angle. Kick out EMOL.
Cut-off. Always cut when possible.
BS




QUICK PASSES



S




PLAY

48-49

S

FORMATIONS

1 or 2 Back

© &

BLOCKING

Turnback Protection

o oo

POS ASSIGRMENT AND TECHNIQUE COACHING POINTS
Route Emash, Cob (Jet), Bench,

PS5

Fork.

REC
Slide, Block ingide gap. Rip/Liz

FST
gslide, Block inside gap. Rip/Liz

FSG
Block Backside "A" gap Build a wall.

CTR
Block Backside "B" gap Build a wall.

BSG
Block Backside "C" gap. Build a wall.

BST
Slide, Bleock inside gap.

FSTE
Block Backeide "D" gap, unless route called. Build a wall.

BSTE
5/7 Steps to called side. Set up at "BY Gap.

QB
Block playside 1B from "C" gap to outside. If Alert any secondary blitz.

RB there is nobody to block, help FB. Look “D" to "C"
Block EMQL inside out. Aim at outside leg of

B defender to log influence.
Run route Smash, Cob (Jet), Bench,

BS

REC

Fork.
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L oddre ki

Smoke 5-6

FomATIONS v O O ® O O x
1 or 2 Back z
BLOCKING
F
Sprint Out
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Route.
FS
REC
Siide to call; block C-gap.
FET
S8lide to call; block B-gap.
" FSG
Slide to call; block A-gap.
CTR
Slide to call; block A-gap; Hinge--block area.
BSG
_ Slide to call; block B-gap; Hinge--block area.
BST
FSTE
Silide to call; block C-gap; Hinge--block area.
BSTE '
Sprint to six-yard arc.
QB '
~ |Check B-gap out away from call side. If displaced by
Far formation/motion, run
Back Shallow Cross.
Block First Man Outside FST. cut block 2 ocutside tackle.
Near
Back
Route.
BS
REC




POCKET
MOVEMENT
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PLAY

15/1-2 {Counter, F) <

FORMATIONS

1 or 2 Back

BLOCKING
L
Gap
POS ASSIGNMENT AND TECHNIQUE COACHING FPOINTS
Support.
FS
REC
on, inside. Possible Trey with FSTE unless FSG Must not allow penetration
psT |calls you down (Deuce/Solid). Possible Down call eyes inside.
to FSTE.
On, inside. Possible Deuce with FST unless OC Must not allow penetration
rse Jcalls you down (Swipe/Cage). eyes inside.
Oon, 1st D.L. away. Possible Swipe or Cage to BS. Possible Me/You versus Red.
- CTR
Pull and trap EMOL.
BSG
Pull and lead through offensive tackle's hcle. Get deep enough to read
BET B8lock first defender to show inside out. - Guard's block.
Block gap. Possible Trey with tackle to BSLB'er. Possible Chip and Cram vs.
FeTE |Possible Kelton, COtis, or Down. 45
Pull and seal C gap to center. Possible Super Possible You/Me versus Red.
BSTE |seal.
Open at 6:00 away from hole. Boot away. In
9B Ray/Lee or Split, open to B.C. Boot away.
Heels at 7 1/2 yds. Fake stretch. Get hand off. See the A gap.
RB Get on tackle's outside hip. Run off tackle's :
lead block. A.P. butt of guard.
Heels at 5 yds. Hold off the backside. Block the
|1st thing that shows off the tackle's butt.
FB InSplit or Ray/Lee, when you are ball carrier,
slide shuffle, feather near foot, and rumn off
tackle's lead block.
Cut-off.
BS

REC
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PLAY

15/5-6 Gap (F)

{Bat) c

FORMATIONS

1 or 2 Back

BLOCKING

Angle/Gap

POS

ASSIGNMENT AND TECHNIQUE

COACHING POINTS

FS
REC

Support

Block on, inside. Possible Deuce with FSG.

Versus White: Flash and
release inside to BSLB'er.

FST
Biock on, inside. Possible Deuce with FST unless
pesg |0C calls Swipe/Cage.
on, 1st D.L. away. Possible Swipe or Cage to You/Me to BSTE.
crr  |backside.
Pull and trap EMOL.
886G ’
Pull and lead through offensive tackle's hole. Get deep enough to read
BST |pjoeck first defender to show inside out. guard's block.
Arc to #4. Possible Man-0On versus
FSTE under or 50 look.
Seal pull C gap to C. Possible Super Seal. Possible You/Me versus Red.
BESTE ’
0B In Ray/Lee or Split, open to back. Boot away. In
I looks, open at 5:30 away from hole. Boot away.
Heels at 8 yds. Stretch step. Get hand off. Get Bluff: Bluff EMOL. Block
on tackle's outside hip. Run off tackle's lead #4
RB block. A.P. butt of guard. In Split or Ray/Lee
heels at 5 yds. Slide step shuffle, feather near
foot, and run off tackle's lead block.
Heeis at 5 yds. Hold cff backside. Block 1st Bat: Bluff EMOL. Block #4.
thing that shows off tackle's butt. In Split or
FB Ray/Lee whe you are ball carrier, slide shuffle,
feather near foot, and run off of tackle's lead
block. '
Cut-off. Always cut whenever
BS possible.

REC
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PLAY
18/1-2 (Lead Options)
FORMATIONS
2 Back' .
BLOCKING
Reach
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Alley
S
REC
Covered (6tech): Drive-it.
FST Uncovered: Eat or Pick.
Covered: Rip through # 2 area. Possible tag to BSLBer
psg |Uncovered: Tag with Tackle '
Choke A gap
CTR
Super
BSG
Super
BST
_ Tackle covered (6tech): Drive-it - Possible Eat or Pick
rsTe |Tackle uncovered : Rip through # 3 area Possible "Stick" or Arc.
Super.
BSTE
Step back with frontside foot. Tush with backside
op |foot. Option first man to show.
Jap step. Maintain pitch relaticn with QB.
RB '
Arc reieace. Block support (Corner). {If rifle, Rifie: &5 becomes pitch
B block FS) o man.
Cut-off. Cut backside.
BS
" REC
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PLAY 19/1-2 (Option) — sSs ‘
C WA Y] % X
Cinch opp. White opp. F Y s <t
romaTIons SSOD O I§
1 Back S~o ;
BLOCKING E
stretch/Zone/Man _ E
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS i
Man On.
FsS
REC
Covered: Drive it (& tech) Possible "Got It"
FST |Dncovered: Eat or Pick
Covered: Rip through § 2 area. Possible tag to BSLBer
psg |Uncovered: Tag with tackle.
Choke ‘'A' Gap.
CTR
Super. T
BSG
Super.
BST
Tackle covered: Drive it. Possible Arc.
ysTE |Tackle uncovered: Eat or Pick.
Super. Possible Lane backside 1/3.
BSTE
Step back with frontside foot. Push with backside Possible "Cinch® cpposite.
OB foot. Option first man to show.
Heels at 8 yds. Work to get in good pitch
REB relationship with the QB. Stay flat; don't lose
ground.
FB
Cut-off. Always cut whenever
BS possible.
REC
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PLAY
w
20 1/2 Trap (Flick) c S
E
FORMATIONS 6 _

i or 2 Back

BLOCEING

Trap

{Red Opposite)

COACHING POINTS

POS ASSIGNMENT AND TECHNIQUE
Man On.
Fs
REC
Release and block 1st ingside LB'er. No LB'er sift
FST |to Fold Plaver.
Red: Influence and block middle to BSLB.
pse |White: Listen for Cage call from center.
ist D.L. away from call. Possible Cage call.
CTR
Pull and trap ist down lineman to callside.
BESG
Release and block lst inside LB'er. No LB sift to
per |(Fold Player. ) --
Base read.
FSTE
Block man on, outside. Possible Lane to safety
BETE |vs. 40 Def.
Cpen away from call at 6:00. Hand ball off with Run at Red. Audible vs.
OB right hand on 22, left hand on 21: Flick=Skip Bear.
step=roll toward callside. :
Align 6 yas. Step to QB's foot callside.
RB Flick=Run Opticn callside. A.P. playside foot of
center.
Flick = step downhill away from callside. Aiming
FB point same as TB.
Man On. Always cut whenever
BS possible.
REC

-
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PLAY F
wW M
Paint 5-6 e T
FORMATIONS <f>
2 Back
ELOCKING

Draw (Like 12/5-6)

SoQ
|

SS

e S

COACHING POINTS

REC

POS ASSIGNMENT AND TECHNIQUE
. Support.

e

REC
Set and block man on/over. Possible Big.  Switch
call versus tackle uncovered.

FST
Man on, possible Ace with center. Possible Zone

rsG with Center. :

i

Power with BSG. Possible Ace with FSG. Possible |Uncovered, Power back with

oTR Zone with Guard. BSG.
Backside Wall-Cutoff. Possible Power with center.

BSG Possible Gut with BST.
Set and block man on/outside Possible Switch

BST Possible Big '

FSTE
Set quickly and block man on. Shot Put technique Possible

BSTE Switch
Dropback. Show pass arm gide. Give ball between {Direct to Y

oB 2nd and 3rd steps. Fake pass. :
Heels at 7 1/2 yds. Shuffle. A.P. playside foot |If Split, block directional

RB of the center. Rum to daylight. call LBer
Heels at 5 yds. Shuffle and block directional If split/Ray/Lee, you

FB call LBer. : become ball carrier
Cut off.

BS
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PLAY

piteh 1-2

FORMATIONS

Bunch/Cluster

BL.OCKING

iMan Scheme

F

/Ld’bf@é%_.

POS ASSIGNMENT AND TECHENIQUE " COACHING POINTS
Bilock first man outside TE. Crack block.
) 43 ' :
REC
Puil and block the alley. Man rules. Possible: Tackle call.
FST '
Man rules. Possible: Tackle call.
F8G
Choke.
CTR
Super
BSG H
Super -
BST
) i
Block first down man on inside.
FSTE
BSTE
Reverse pivot 4/8. Pitch tc TB. Boot away.
OB
Heels at 7 vards. Catch Pitch. Think outside to
RB daylight.
Pull for corner
FA or |support.
Wing :
Cur-Cff
BS
REC




. PASS
PROTECTIONS



QUICK
PROTECTION



x

33 Rip/Liz

MATICNS

CKING

1 Slide;Three-step Dropback

'0S ASSTIGNMENT AND TECHNIQUE
Route.
FS
EC
Siide away from call; block B-gap. Rip/Liz
=y
Slide away from call; block A-gap. Rip/Liz
T5G
slide away from call; block A-gap. Rip/Liz
JTR
glide away from call; block B-gap. Rip/Liz
235G
glide away from call; block C-gap. Rip/liz
3T “ B
Route.
'‘STE
1STE
Three-step 4rop.
QB '
Check D gap to route. If 1-back
RE formaticn, cut
first man outside
F8T.
cut first man outside FST.
FB
Route.
BS
REC
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38/39 Rip/Liz

FORMATIONS

BLOCEING

Full Slide; Three-step Dropkack

L

LS

COACHING POINTS

POS ASSIGNMENT AND TECHNIQUE
Route.
¥S
REC
Slide away from call; block B-gap. Rip/i:z
FST
Slide away from call; block A-gap. Rip/Liz
FSG '
Slide away from call; block A-gap. Rip/Liz
CTR
Slide away from call; block B-gap. Rip/Liz
BSG
Slide away from call; block C-gap. Rip/Liz B
BST
Slide away from call; {-gap. Rip/Liz
FSTE
Check D-Gap to Route. Possible Rock Call
B3TE
3 Step Drop.
QB
D~Gap Never cut on Jet.
RB If I-bacgk Formation cut
first man outside FTSE.
Block first man to show outside FSTE. Never cut on Jet
FB
Route. -
BS

REC
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DROPBACK
PROTECTION



52-53

FORMATIONS

BLOCKING
Dropback; Basic 7-Man Protection

F

c R E

s
S

A%

&

&5
T

L IV

(3% H
= l s c
;;a-;"‘\'

’ N

O

‘-.\’

{poss. B-Man protection)
PGS ASSIGNMENT AND TECENIQUE COACHING POINTS
Route.
F¥S
REC
On, outside on LOS. Possible Big, Apple, Switch Pogssible River/Lake vs.
FST or Fan. Bear.
On, Over=Listen for directional heip call. Right, Left, or Middle
¥sG call. Posgible River/Lake
vs. Bear.
On, Over=Listen for directional help call. Go to Pop-1t possible.
CTR call.
On, Over=Listen for directional help call.
BSG
On, outside on LOS. Listen for calls.
BST
Free release. Check protect if Middle, or call Middle, Right, or Left.
FSTE Away - Possible Switch.
Check release. Possible Fire call with BST
BSTE {Rock) .
5 step drop. Possible sight.
Q8
Block first LB'er weakside of the directional
RB call.
Block first LB'er strongside of the directiocnal
FB call.
Route. Possible sight.
BS
REC
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54- 85 = i
W mM :
FOGRMATIONS < R &= N E =3 o
: : T H : A
: ; y
—— . e >
- oD e oo ]
\ d - N R
BLOCKING o S - —
/—‘h‘a E "—h\’\
Dual Read ' — v - T
POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Fouze.
FSs
REC
O, outside crn LOS Possikblie River/Lake.
FST
Covered: Biock on. Possible Big.
~ > . 3 ] 3 -
FSG Uncovered: Duel read. Mike to Sam.
Listen for directional call. Rignt., Left or
1 : ] n 1 19
CTR Middle. ©Possible "Cruz" call.
On, over.
BSG
On, cutside on LOS.
BST -
Free release. Possible "Hotr»
FSTE
Free release.
BETE
DBP alert "Hor". With direction Away, ILB is
oB free.
Block first LB'er weakside of the direcrional
RSB call,
Free release. Possible "Hot".
FB
Route. Possible "Sight".
BS
REC
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64-65 Lucky/Ringo

{Poss. 364/5 = 3 step drop}

FORMATIONS

BLOCKING

Slide Weak

LA

ESF L
oo A

e s - —

|

POS ASSIGNMENT AND TECHNIQUE

COACHING POINTS

Route.
£S

REC

On, cutside on LOS.

Possible Big.

FST
On, insicde. Possible Big.
FLG Possible Apple.
On backside, first backside LB'er. Possible Sink.
OTR Possible Gilligan vs. Bear

BSG from tackle..

Fan #1 (B-Gap Area) on LOS. Possible off cail

Possible Sink, Flip, Cff.

Fan #2 (A-Gap Area) on LOS. Possible off call to Possible Sink, Flip, Off.
psT |guard.
Free release. Possible "Hot".
FSTE
BSTE
DBP hot strongside. Possible "sight” wear.
QB
Free release, and run assigned route. Possible
RE H HDt H .
Strongside double read inside out. Route. Possible Gilligan, or
FB RrRoger/Larry vs.Bear.
Route. Possible "sight”
BS

REC
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! A %Y M \ ;
66-€7 Lucky/Ringo | f . = VN e a s :
H - 5\ — .
FORMATIONS ; ; ; | ;
s oo -
NG OO .,
- O -~ C
BLOCKING — /
(Possible 366-367) Slide Weak P>

POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Route.

Fs

REC
O, outside cr LI3 Posgible Big.

FsT
On, inside., first bpackside LB 'er. Possibie Big.

FSG Possible "Apple”.
Cn, backside, first backside LB 'er. FPossikble Sink.

CTR Gillian vs. Bear
Fan #1 (B-Gap Area) on LOS. ©Possible "Off" call Possible Sink, Flip, Off,

BSG from tackle.
Fan #2 (C-Gap Arsa) on LOS. Possible "Off" cai] Possible Sink, Flip, Off.

BST Lo guard. -
Free release. ©Possible "Hotv.

FSTE
Free release.

BSTE
DBP. Red Hot strongside. Possible “Sight®.

QB
Single back, free release hot. Run assigned

RE route.
Route.

FB n
Roure. Possible "3ight™.

BS

REC

13
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72-73

FORMATIONS

BLOCKING

Dropback Protection

(Full flow weak)

L

T
\g
A
A

M S

s

USSR =4

$-

COACEING POINTS

PGS ASSIGNMENT AND TECHNIQUE
Route.
FS
REC
On, outside on LOS. Possible Big, Fan, and Fire
FoT calls.
On, over. Possible Big call.
Fsa
On, over. Uncovered: Listen for directional call.
CTR
On, over. Possible Big call.
BSG
On, outside on LOS. - Possible Big call.
BST
Block fourth defender strong, listen to Possible Fire call from
fore |directicnal call. Possible RBleck #3 with call F3T.
away.
BSTE
Dropback Direct protection Middle or
OB Callside.
Check directional call away from callside route. I1f Ray/Lee, offset weak.
RB Possible "Tank".
Route.
FB
Route.
BS

REC




80 Over
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PAP



= v Vv
Act 12/5-6 E T T —E
— S SEITIE
BLOCKING
POS ASSIGNMENT AND TECHNIQUE CORCHING POINTS
Route.
Fg
REC
Block the 12 piay. Don't go downfield. OB will stay in the pocket.
FST
Block the 12 play. Don't go downfield. OB will stay in the pocket.
FSG
Block the 12 play. Don't go downfield. OB will stay in the pocket.
CTR
Block the 12 play. Don't go downfield. OB wirll stay 1n the pocket.
BSG
Block the 12 play. Don't go downfield. QB wiil stay in the pocker.
BST
¥STE
Block man on, outside. Possible outside caiil.
BSTE
Fake 12/5-6. Set up inside FST.
QB
Fake 12/5-6 to slow Flat. Biock 4th man weak.
RBE
Block 1z/5-6 to Leak. Block piaysiae .B
FB
Route.
BS
REC




80 Over

20
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- o o
Act 89/1-2 W ™M +
=3 T E S
FORMATIONS = T - - - .
SR O S |
- T -
BLOCKING (:;::;7//
P.A.P. T
e o e e v ———— |
PQOS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Route.
Fs
REC
Block the ¢ play. Don’'t go downfield. Biock back vs. 83
FS8T
Block the play. Don‘t go downfield. Block back vs. 8C.
FSG Only full vs. ked
Block the play. Don't go downfield. Block back vs. 8C.
CTR
Block the piay. Don't go downfield. Block back vs. eu.
BSG
Block the play. Don't go downfield. Bilock back vs. 80.
BST Always block #1 & #2 from
cutside in.
Block the play. Block back vs. EO.
¥FSTE
Block the play. Block back vs. 8C.
BSTE Always block #1 & #2z from
outside in.
Fake 9/1i-2. Set up inside TE.
QB
Run 9/1-2. Check #4 to Flat.
RB
FB
Route.
Bs
REC
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. Vv M
Burn 10/1-2 - = ~ B s
FORMATIONS Cl) _QQ}z:JYi%:;_Tgig—T%:> E{; Cl)
>N :
BLOCKING
Slide Protection {(Seolid) '

POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Route.
Fs
REC
On, inside, first backside LB'er. Possible "Big" call.
FST
On, inside, first backside LB'er.
FEG
on, first backside LB'er. Ringo/Lucky calls.
CTR
Fan #1 on LOS.
BSG
Fan #2 on LOS.
BST
Free relesase. S0lid call: Stay in.
FSTE
Check #4.
BSTE
Fake 10/1-2 -- Dropback pass Sight X.
QB
Block 1st ILB'er callside. Vs. 2 oustside, Abort. Solid
: call: Check Rifle
RB
Block EMOL callside or ist outside LB'er. Solid call: Rlock Mike
FB
Route. Sight.
BS
REC

Solid Burn 1-2 in ACE Formation



Solid

Sink

47 SADIWAC

Bear

Red

49

Under




t &
Barnyard 1/1-2 ! \ \ W M s
} ! ~ T
: t T T
FORMATIONS : \ £ S —_ 5
| oo ¢ OO T
/ = O O K O O
/'—"\k ;
BLOCKING — (D\; e
POS ASSIGNMENT AND TECHNIQUE I COACHING POINTS
Route
FZ
REC
BiCCK tne I plLay Dot g downfielic. QU will set up ini DOCKer.
FST
Block the 1 pilay Don't go downfield. @B will set up in pockerz.
F5G
Block away Zrom callside. Don't go downfield. QB will set up in pocket,
CTR
Block the 1 play. Don't go downfield. 0B will set up in pocket.
BSG
Block the 3 play. Don't go downfield. QB will set up in pocket.
BEST
Route.
FSTE
Check #4 to route,
ESTE
Fake 1/1-2 -- DBEP.
QB
Fake 1/1-2 --Route.
RB
Route.
BS5 REC

24
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LAY

Jual 2/1-2
"ORMATIONS
ITILT {Also 9/1-2)

iLOCKING

3jay Action Reach

POS ASSIGNMENT AND TECHNIQUE COACHING POINTS

Route.
FS
REC

Block the 2 play only don’'t go downfield. Sell run.
FS8T

Block the 2 play only don't go downfield. Sell Run.
FSG

Bilock the 2 play only don't go downfield. Sell run.
CTR

Big or possible tight hinge. Sell run.
BSG

Big or possible tight hinge. Sell run.
BST

Reach the D GAP / Possible EAT with tackle. Sell run.
FSTE

Big or possible tight hinge.

BSTE
Fake 2/1-2, 5 step drop.
QB
Sell the run. Fake 2/1-2
RB
Free release flat route.
FB
Route. Built in sight adjustment
BS

REC
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L s V'\!. IVE:

Fire 14/1-2

FORMATIONS

Rt /Lt, Twin

BLOCKING
14/1-2
POS ASSTONMENT AND TECHNIQUE COACHING POINTS
Run Route Like Rip/Liz
FS : Make all calls
REC
Block like the play Like Rip/Liz
FST Make all calls
Blcck like the play. "C" Gap. ' Like Rip/Liz
FSG Make all calls
Block #1 on LOS from inside ocut.
CTR
Block like the play
BSG
#7 on LOS from inside out
BST
Free release. Run route
FSTE
BSTE
Fake 14/1-2. 5 long shuffle. Sight #4 weak.
OB Throw from behind FSG.
Fake 14/1-2
RB
Block EMOL Inside OQut. "D" Gap.
FB
Run Route
BS
REC
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Y (V] s
Exactly 14/1-2 E ! VT NOE
1
FORMATIONS 5 Q _E@
BLOCKING
Play action roll out
BOS ASSIGNMENT AND TECENIQUE CCACHING POINTE
Route.
F3
REC
Block tne 14 piay. Don't go downiield. OB will try to break
FST contain.
Block the 14 piay. Don‘t go downfield. QB will try to break
FSG contain.
Block #1 on LOS from inside cut. Don't go OB will rry to break
cTtr |downfield. contain.
Biock the 14 play. Don't go downfield. QB will try to break
Bse contain.
Block #2 on LOS from inside ocut. Don't go OB will try to break
per |Gownfield. contain.
Slock the 14 play. Don't go downfield. Always Cram
FSTE )
If Rhinc, hinge.
BSTE
Fake 14/1-2 nine-yard arc. Try to break contalin.
QB
Fake 14/1-2 to slow Flat.
RB
BElock 14/i-2. Don't go downfield.
FB
Route.
BS

REC




80 Over




identical

Reg: 1D 2/5-6

_ M 5
11-2 E 3 ‘\\ T E
FORMATIONS < TE K ~ é{;—ﬂ”—""

BLOCKING (:)

Bootleg
POS ASSIGNMENT AND TECHNIQUE l COACHING POINTS
Route.
FB
REC
On, outside on LOS. QB will try to break
FsT contain.
pull to TE area--personal protector for CB.
FS5G
Siock the #1 on LOS from inside out. Fill for
orr  (pulling guard.
Block A-gap to callside.
BSG
Block #2 on LGS from inside out.
BST _ '
Clobber.
FSTE
Route.
BSTE
Fake 1/1-2 nine-yard arc. TD 2/%-6& : Skip Step, Fake
QB Toss, Bootleg Away.
Fake 1/1-2. Check B-gap Lo screen. 1D 2/5-6 : Fake Play.
REB
Clobber. ID 2/5-6 : Check B Gap.
FB '
Route.
BS

REC
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Mailard 1-2 (5-6 = Twin)

N A ,
AY Y
£ LT T £
FORMATIONS ? § N )h

2 Back
BLOCKING
Rip-Liz
POS ASSIGNMENT AND TECHHIQUE COACHING POINTS
Dip Route
FS
REC
Rip-Liz Protection
FST
Rip-Liz Protection
FEG
Rip-Liz Protection
CTR
Rip-Liz Protection
BSG
Rip-Liz Protection
BST ~
8 yard banana route.
¥STE
BSTE
Open at 5/7 o'clock and 5 quick step drop. Be
0B ready to get rid of the ball.
Fake 9/5-6. Cut block the 1st defender off the
RB tackles outside hip.
Free realease flat route.
FB
Route
BS
REC
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PLAY

Similarity 9/1-2

\E
FORMATIONS ?
BLOCKING
Naked
H POS ASSIGNMENT AND TECHNIQUE COACHING POINTS
Route.
Fs
REC
Drop step and run in direction of call. Block
rsT |first thing to show.
brop step and run in direction of call. Block
Fse |first thing to show.
Drop step and run in direction of call. Block
crtr |[first thing to show.
Drop step and run in direction of call. Block
BsG |(first thing to show.
Drop step and run in direction of call. Block
BsT {(first thing to show.
Clobber.
FSTE
Route.
BSTE
Fake 9/1-2 nine-yard arc.
QB
Fake 9/1-2. Check #4. Route.
RB
Clobber. (If 2 Backs)
l FB
i
Route,
BS
REC

143
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R \
Similarity 15/1-2 wW M =
E T Tl E /
FORMATIONS ‘\g ~< ‘T—}T
BLOCKING
Naked
FOS ASSIGNMENT AND TECHNIQUE COACHING PQINTS
Route.
Fs
REC
Block 15. Don't go downfield. Qb will try to break
FsT contain.
Block 15. Don't go downfield. Cb will try to break
F8G contain.
Block 15. Don't go downfield. Personal protector [@b will try to break
cTr [for OB. contain.
Block 15. Don't go downfield. Qb will try to break
BSG contain.
Block 15. Den't go downfield. Ob will try to break
BST ' contain.
Clobber.
FSTE
Route.
BSTE
Fake 15/1-2 nine-yard arc.
QB
Fake 15/1-2--lock outside.
RB
Clobber.
FB
Route.
BS

REC
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FPLAX A
Wag 1-2 (5-6)
FORMATIONS
BLOCKING
POS ASSIGHNMENT AND TECHNIQUE COACHING POINTS
Route.
FS :
REC
Cn, cutside on LOS. QOB will try to break
¥gT contain.
On, inside. Possible Cage call. QB
FsQ will try to break contain.
Block #1 on LOS from inside out. Fill for pulling |Possible Cage call. (B
crr  |guard. will try to break contain.

Pull to TE area. Perscnal protector for QB.

QB will try to break

RBSG contain.
Block #2 on LOS from inside out. Posgible down vs. Bear. OB
BST will try teo break contain.
Route.
FSTE
Route.
BSTE
Fake 15 nine-yard arc.
CB
Fake 15 away from call. Check B-gap to screen.
RB
Route--through B-gap. Go D-gap vs. outside
FB pressure.
(SAD/WAC} and Lite.
Route.,
BS

REC
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32-3 Houston (Regular)

. CR/
Vs ?\Buﬂwb Vs, CR{Bump
i !
: !
1 7
{ z
rd
1 1T
2
2
OO OO
@
CONCEPT: One-On-One
DESIGNED FOR: Retreat Coverage
PRIMARY GOAL: Hit X/%Z
PROTECTION/S: 32-3
VANILLA FORMATION: Rt/Lt
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs.
X Hitch Bottom (14) 5-6 Yards CR or Bump
Fade vs.
Z Hitch Divide {14) L5-6 Yards CR or Bump
E-Hitch in
Eagle; 1o
Y Look In 3-5 Yards . adjustment
FB 32-3 Pro
TB Sit Check #4 3 Yards
QUARTERBACK ;
FOOTWORK: 3 Quick
CLUE: PSL - Corner Depth
MOVEMENT KEY: Flat defender
READ PROGRESSION: HOT: None 1: X/2 2: T/Y 3:

COMMENTS: Time it--alert for CR and Bump.




Play: 32-3 Okie (Regular)
Vs. CR Vs, CR
A 4
i I
1 i
l ]
" ]
\ 1
\ f
\ !
\ ]
\ /
\ i
.{ !
\ ; 1
2 -
2
x OO0O®OOQ v J
F
CONCEPT: One-On-One
Ef|
DESIGNED FOR: Loose Coverage
EE .
PRIMARY GOAL: Hit X or 2
PROTECTION/S: 32-3 -
VANILLA FORMATION: R/L Split ﬂ
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs. CR
X Quick Out Top (12) 5-6 Yards
Fade vsg. CR
Z Quick Cut Outside (12) 5-6 Yards
E-Hitch in Eagie
Y ook Cut 6 Yards
F 32-3 Pro
TB Sit Check 4 3 Yards
ART ACK :
FOOTWORK: 3 Quick
CLUE: PSL - Corner Depth
MOVEMENT KEY: Flat defender
READ PROGRESSION: HOT: None 1: X/2 2: T/Y 3:
COMMENTS: WR's will not Fade versus Bump.




Play: 32-3 Dallas (Regular)

1 1

\iog(}@/\’/

N

CONCEPT: Delta

DESIGNED FOR: Three-Deep/Man Coverage
PRIMARY GOAL: Hit X or Z
PROTECTION/S: 32-3

VANILLA FORMATION: Rt/Lt, Ace

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Mini Curl vs.
X Slant Bottom (14) 12 Yards Hash Defender
Mini Curl vs.
z Slant W Divide (16) 12 Yards Hash Defender
Y ATrTrow 3 Yards
F 32-3 Pro
TB Shallow Flat Check #4 1 Yard
QUARTERBACK :

FOOTWORK: 3 Long
CLUE: PSL
MOVEMENT KEY: Curl defender

READ PROGRESSION: HOT: None 1: X/%z 2: T/Y 3:

COMMENTS ;




Play: 38-39 Houston Jet (Regular)

A
| 4
i ]
! !
i f
' i
\ !
\ !
\ t
\ /
\
\ 2 /
\ /
/
. rd
X _
Z
T
CONCEPT: One-On-One
DESIGNED FOR: Aggressive Retreat Coverage
PRIMARY GOAL: Hit X or 2
PROTECTION/S: 38-39
VANTLLA FORMATION: R/L
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM 'i
Fade vs. CR
X Houstcen Jet Bottom 35 Yards
i Fade vs. CR
Z Houston Jet Divide 35 Yards
Y 38-239 Prot. 38-39 Prot.
FB 38-39 Prot. vV outside TE Do Not Cut
TB Sit Check #4 3 Yards Do Not Cut
QUARTERBACK::
FOOTWORK: 3 Quick--Flag--2 Quick
CLUE: PSL
MOVEMENT KEY: Deep 1/3 defender
READ PROGRESSION: HOT:None 1: X/2 2: TB 3:

COMMENTS: WR will Fade vs. cormer roll.




FlLAY: 20727 valiad WSL \ASydlal)

1
Vs,
Bump
A
i
i
i
f
!
!
!
/
!
!
/
rd
Z
CONCEPT: One-0On-One
DESIGNED FOR: Aggressive Retreat Coverage
PRIMARY GOAL: Hit X or Z -
PROTECTION/S: 38-395
VANILLA FORMATION: R/L
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH lgDJUST/COM
Fade wvs. Bump
X Dallas Jet Bottom 35 Yards
Fade vs. Bump
zZ Dallas Jet Divide 35 Yards
Y 38-39 Prot. 38-35 Prot.
FB 38-39 Prot. v outside TE Don't Cut
TB Flact v #4 3 Yards Don't Cut
QUARTERBACK:
FOOTWORK: 3 Quick--Flag--2 Quick
CLUE: PSL
MOVEMENT KEY: Deep 1/3 defender
READ PROGRESSION: HOT:None 1: X/2 2: TB 3:

COMMENTS: WR will Fade vs. Bump.




Piay: Jso-3 Patlags (lwilin-Regular)

CONCEPT: Delta

DESIGNED FOR: Threé-beep/Man Coverage

PRIMARY GOAL: Hit X . -
PROTECTION/S: 38-9

VANILLA FORMATION: R/L Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
: Mini Curl vs.
X Slant W Divide (16} 12 Yards Zone
Mini Curl vs.
A Arrow < Inside (7} 3 Yards Zone
k4 38-9 Pro C-Gap
F 3B-9% Pro
TH Flat ' 3 Yards
QUARTERBACK :

FOOTWORK: 3 Long
CLUE: PSL ~ Strong Safety

MOVEMENT KEY: Curl defender

[}
[T

READ PROGRESSION: HOT:None 1:X% 2

COMMENTS :




® O O

CONCEPT: One-0On-One
DESIGNED FOR: Goal Line / Red Zone
PRIMARY GOAL: Hit X or 2

PROTECTION/S: 38-9

VANILLA FORMATION: Rt/Lt (Split}

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Fade Top
zZ Fade Onside
Y 38-9 Pro
FB- - 38-9 Pro
TB 38-9 Pro
OUARTERBACK :

FOOTWORK: 1 Step (40 Yd. Line), 3 Quick ( 2 10 yd. ¥Yd. Line)

CLUE: Corner Match-up

MOVEMENT KEY:

fEAD PROGRESSION: HOT:None 1: X/Z 2: 3:

[COMMENTS :




Play:

38-9 Mini Cork

PROTECTION/S:

CONCEPT: One-0On-One

38-9

PRIMARY GOAL: Hit X or 2

VANILLA FORMATION: Rt/Lt (Split)

DESIGNED FOR: Aggressive Retreat Coverage

COMMENTS -

AUDIBLE: )
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Mini-Cork Top Technigque
Z Mini-Cork Divide Technigue
Y 38-9 Pro
EB 38-39 Pro
TH 38-9 Pro

QUARTERBACK :

FOOTWORK: 3 Long

CLUE: Corner Match-up

MOVEMENT KEY:

READ PROGRESSION: HOT :None 1: X/2 2: 3:




Play: 364-5 Dallas (Falcon)

Delta

CONCEPT:
DESIGNED FOR:

PRIMARY GOAL:

3 Deep

Hit X or 2

PROTECTION/S: 364-5
VANILLA FORMATION: Single
AUDIBLE:
REC ROUTE. SPLIT DOG/BLITZ DEPTH ADJE§T/COM
MINI-CURL ¥S.
X SL.ANT W. DIVIDE 12 YDS. HASH DEFENDER
MINI-CURL VS.
Z SLANT BOTTOM 12 YDS. HASH DEFENDER
Y/E ARROW 32 YDS.
FA ARROW INSIDE 3 YDS.
CHECK 1NSIDE~ I
TB LEAK ouT 5 YDS.
QUARTERBACK:
FOOTWORK : 3 Long
CLUE: PS5,
MOVEMENT EKEY: CURL DEFENDER
HOT-NCNE 1-2/X% 2-Y/Fn 3-TB

READ PROGRESSION:

COMMENTS :




riay: 0% -3 penver \\speed)
A
A
OOXO0O G
® @
CONCEPT : 1l onl

DESIGNED FOR:

MAN COVERAGES / 2 DEEP / BRACKETS / 4 / 8

PRIMARY GOAL: HIT X OR 2
PROTECTION/S: 364-5
VANILLA FORMATION: SPREAD, SINGLE, ACE
AUDTBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X ST.ANT W. DIVIDE 12 ¥DS.
2 SLANT BOTTOM 12 YDS.
Y/E CLEAR OUT INSIDE DEEP MUST COME UNDER
FA CL.EAR OUT 4 YDS. DEEP MUST CCME UNDER
CHECK INSIDE-
TB TANK ouT
QUARTERBACK :
FOOTWORK: 3 Long Hold throw
CLUE: FSL - SINGLE LE'ER

MOVEMENT KEY:

READ PROGRESESION:

COMMENTS:

CURL DEFENDER -

HOT-NONE

1-X/%Z

2-FA/E

OR SINGLE LB'ER

IF SINGLE LB'ER DEFENSE, KEY HIS DROP




Play: 3&b-307 Btick (Falcon)

e e

FA

CONCEPT: One-On-Qne
DESIGNED FOR: Multipie
PRIMARY GOAL: Hit Y/FA
PROTECTION/S: 366-367

VANILLA FORMATION: Single Strong

AUDIBLE :
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs. CR reep on
X Q Cut Top (12) 5 Yards vs. Bump
Qutside
A Streak W. Divide Run Off
get vs. Curl
defender
Y Stick 5-6 Yards
Hot uniess Pogsible Pull Cut
FA Quick Angle |4 Yards Gun 5 Yards
No upfield push
RB Shallow Flat |Cheat Out 1 Yard

QUARTERBACK :
FOOTWORK: 3 Long Plant throw

CLUE: PSL - Hook Defender
MOVEMENT KEY: Curl defender

READ PROGRESSION: HOT: Y 1: Y/FA 2: T/X 3: FA
COMMENTS: Key ILB'er. Work FA/X if he goes strong. X will not Fade vs. Bump
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iPlay: 52-3 Pole (Regular) {(Eagle)

A

OO0 O

CONCEPT: DELTA
DESIGNED FOR: COVER 4 OR 1

PRIMARY GOAL: BIT 2

PROTECTION/S:  52-3
VANILLA FORMATION: R/L, LITE
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
SET @ WIDIE OF |
X SHALLOW CROSS|TOP_ SIGHT #4 & YDS. 'y
Z CURL DIViDE 12 YDS.
Y/E ||POLE RUN OFF
FB SWING DIR. CALL L.0.S.
TB FLAT DIR. CALL 3-5 YDS.
QUARTERBACK :
FOOTWORK : 5 LONG

CLUE: PSL - S5
MOVEMENT KEY: CURL DEFENDER

READ PROGRESSION: HOT-None 1-2 2-FB 3-X

COMMENTS ; IF 2 DEFENDERS OUTSIDE Y, HIT 'X'




Play: H2-3 Arrow (Regular)

A

X

X OO ® |

: :

CONCEPT:  DELTA
DESIGNED FOR: COV 3
PRIMARY GOAL: HIT 2
PROTECTION/S:  52-3

VANILLA FORMATION: Split, R/L, Lite

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ | DEPTH ADJUST/COM
X QUTLET BOTTOM SIGHT #4 16 YDS.
Z CURL DIVIDE 12 YDS.
Y/E |[ARROW 3-5 YDS.
FB LEAK ' DIR. CALL 5 YDS.
TB FLAT B-GAP :DIR. CALL 3-5 YDS.
QUARTERBACK :
FOOTWORK : 5 LONG
CLUE: PSL
MOVEMENT KEY: CURL DEFENDER
READ PROGRESSION:  HOT-NONE 1-2 2-Y -3-TB

COMMENTS ¢




Play: 52°3 Oscar (Regular) (Eagle)

CONCEPT: One-On-0ne

DESTGNED FOR: Retreat Coverage
PRIMARY GOAL: Hit X or Z
PROTECTION/S: 52-3

VANILLA FORMATION: Split

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs. CR
X out Top (12) Sight #4 12 Yards curl vs. Bump
Fade vs. CR
Z out Outside (12) 12 Yards  [|Curl vs. Bump
Break off vs.
. FS = Broken
Y/E Mid Streak 5 Yards 18-23 Yds |,
FB Stop Dir. Call 3-5 Yards |(Burst vs. Man
B Stop Dir. Call 3-5 Yards |Burst ve. Man
QUARTERBACK :

FOOTWORK: 5 Quick
CLUE: PSL - Corner depth
MOVEMENT KEY: Flat defender

READ PROGRESSION: HOT: None 1: x/2 2: T/F 3: Y

COMMENTS: Time it--Think Y vs. Two-Deep




[E2-3 Storm (Regular)

(BEagle) _ “

et

CONCEPT: One-on-One

PROTECTION/S: 52-3

DESIGNED FOR: Tight Corner Coverage

PRIMARY GOAL: Hit X or Z

VANILLA FORMATION: Rt/Lt

READ PROGRESSION:

|AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Streak Top (12) Sight #4 44 Yards
Z Streak Outside (12) 44 Yards
Break off vs.
FS
Y Mid Streak ¥ Yards 18-23 Yards
F Cross Dir. Call 5 Yards T Under F
TB Cross Dir. Call 3 Yards T Under F
QUARTERBACK:

FOOTWORK: 5 Long Shuffle / Bump 5 Quick
CLUE: PSL - Strong Safety

MOVEMENT KEY: Corner Movement

COMMENTS: Think Y versus Two-Deep.

HOT: None 1: X/Z 2: F/T 3: Y




Blay: 52-3 Depot (Regular) (=aglie)

N e i e

T

A

A}
4

@o?\é

CONCEPT: Delta/One-On-One
DESIGNED FOR: FS defenses with Retreat coverage

PRIMARY GOAL: Hit X or 2

CLUE: Free Safety
MOVEMENT KEY: Middle Safety to curl Defender

READ PROGRESSION: HOT: None 1: X/Z2 2: T/Y 3: FB

COMMENTS: Hold Middle Safety with your eyes;

PROTECTION/S: 52-3
VANTLLA FORMATION: Split
AUDIBLE:
REC ROUTE SPLIT DOG/RLITZ DEPTH ADJUST/COM
p:4 Post Bottom (16) [Sight X 22 Yards Angle vs. CR
Duck under
7 Post W Divide (16) 02 yards |VS- Bump
nTgIe Vs. CK
Y/E Arrow 3-5 Yards
F Leak Dir. Call 5 Yards
TB Flat Dir. Call 3-5 Yards
QUARTERBACK:
FOOTWORK: 5 Quick

adjust to 5 Long vS. CR.




'Play: 52-3 Swap {(Regular) (Eagle)

OO

CONCEPT: Delta

DESIGNED FOR: Long Yardage Coverages

PRIMARY GOAL: Hit Y or 2

PROTECTION/S: 52-3
VANILLA FORMATION: Split, Ray/Lee
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/CQM
Fade vs. CR
X R4. Streak Bottom {i2) {Sight #4 Run off
Z In W Divide (18} 16 Yards
Find hole
Y/E In 12 Yards
¥ Flat Dir. Call 3-% Yards
TB Flat B gap Dir. Call 3-5 Yards
QUARTERBACK :
FOOTWORK: Gun
CLUE: PSL - Strong Safety
MOVEMENT KEY: Hook to Curl defender
READ PROGRESSION: HQOT: None 1: Y 2: Z i: FB
COMMENTS: Hit X if no Middle defender




52-3 Shark (Regular/Eagle) A

ave

A

OO

CONCEPT: China

DESIGNED FOR: Multiple
PRIMARY GOAL: Hit Z or ¥
PROTECTION/S: 52-3

VANILLA FORMATION: Split, Heavy (Change)

AUDIBLE :

e

REC ROUTE SPLIT DOG/BLITZ DEPTH

ADJUST/COM

i

X Outlet W. Divide 16 Yards

Z Smash Inside 5 Yards

Sneak vs. Bump

22-25 Yds

Y/E Corner

Flag Vs. Deep
1/3 Defender

F Pole Dir. Call Run Qff

TB Flat Dir. Call 3-5 Yards

QUARTERBACK :

FOOTWORK: 5 Long-Gun

CLUE: PSL - 3 over 2

MOVEMENT KEY: Key the Corner

READ PROGRESSION: HOT: None 1: Z2/Y 2: FB/X 3;: TB

COMMENTS :




52-3 Shark (Regular/Twin)

CONCEPT:

PROTECTION/S:

L d
-
-

T

il -

OO
@\
@

China

DESIGNED FOR: Multiple

52-3

PRIMARY GOAL: Hit Z oxr Y

VANILLA FORMATION: R/L Twin

AUDIRBLE:
I REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
I X Smash W. Divide 5 Yards
" Flag vs. Deep
. 1/3 Defender
A Corner Inside 16 Yards
Y/E Corner 22-25 Yds
F Under Dir. Call 3 Yards
No burst vs.
TB Stop Dir. Call 3 Yards man
QUARTERBACK :
FOOTWORK: 5 Long
CLUB: PSL - 3 over 2
MOVEMENT KEY: Key the Corner
READ PROGRESSION: HOT: None 1: 2/X 2: Y/FB 3: TB
COMMENTS: Think Y-side Vs, 3 over 2




rFidy i £S5 UOIXK (Reyuialr) lmaglie)

e g

=

COMMENTS: Think Y vs.

Two-~-Deep.

\\ I
@
CONCEPT: One-0On-One
DESIGNED FOR: Long Yardage Coverages
PRIMARY GOAL: Hit X/2 -
PROTECTION/S: 52-3
VANILLA FORMATION: Ray/Lee
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DPEPTH ADJUST/COM
: Angle vs,
X Cork Top (12) Sight #4 22-25 Yds CR/Bump
Angle vs.
z Cork Divide (12) 22-25 vds |CR/Bump
Break off
Y/E Mid Streak 5 Yards 18-23 Yds vs. FS
F Flat Dir. Call 3-5 Yards
TB Flat Dir. Call 3-5 Yards
QUARTERBACK :
FOOTWORK: Gun
CLUE: PSL
MOVEMENT KEY: Deep 1/3 Defender
READ PROGRESSION: HOT: None 1: X/2 ~2: T/¥F 3: Y




Play: 52-3 Cutlet (Reguiar)

v A
-------- -
€S OL] OO
@
O
CONCEPT: One-On-One
DESIGNED FOR: Retreat Coverage/Long Yardage
PRIMARY GOAL: Hit X/Z -
PROTECTION/S: 52-3
VANILLA FORMATION: Ray/Lee
AUDIBLE:
REC ROUTE SPLIT bOG/BLITZ DEPTH ADJUST/COM
X Qutlet Bottom (14) {Sight #4 16 Yards
Z Qutliet Divide {14) 16 Yards _
Break off
Y Mid Streak 18-23 Yds [|VS- TS
F Cross Bingo Dir. Call 3-5 Yards
T8 Cross Dir. Call 3-5 Yards
QUARTERBACK:
FOOTWORK: Gun
CLUE: PSL
MOVEMENT KEY: Curl defender
READ PROGRESSION: HOT: None 1: X/Z 2: T/F 3: ¥

COMMENTS: Think ¥ vs. Two-Deep.




Play: 52-3 Shoot (Regular) {Eaglie)

CONCEPT:

Crossing
DESIGNED FOR: Man
PRIMARY GOAL: Hit Z B
PROTECTION/S: 52-3

VANILLA FORMATION: Split, Ray/Lee

5 LONG HOLD
CLUE: PSL

MOVEMENT KEY: DEEP 1/3 DEFENDER / FRONT BACK WILL
READ PROGRESSION:

HOT-NONE 1-X 2-2 3-Y¥

COMMENTS ;

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Hang=0Qutside
X Rd. Streak Bottom Sight #4 Run off Streak
Stalircase Vvs.
Z Shoot Outside 25 Yds. bump
Y/E 3. Cross 5-6 Yds.
F Flat Dir. Call 3-5 Yds.
THB Cross Dir. Call 5 ¥Yds.
OUARTERBACK :
FOOTWORK::




1Play: 52-3 Charger (Regular) {kagle)
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CONCEPT: One-On-0One
DESIGNED FOR: Red Zone/FS defenses with retreat coverage
PRIMARY GOAL: Hit 2
PROTECTION/S: 52-3

VANILLA FORMATION: R/L, Rt/Lt

MOVEMENT KEY: Middle 1/3 to Curl Defender

READ PROGRESSION: HOT: None 1: Z 2: X 3: FB

COMMENTS: If Y flashes cleay, hit him.

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH BDJUST/COM
: Set vs. Zone
X S Cross 16 Yards Sight #4 £ Yards
Fade vs.
Z Bolt W Divide (16} 25 Yards Bump CR
Cross FS's
Y/EB Far Hash 17 Yards face
F Swing Dir. Call L.0O8
TB Flat Dir. Call 3-5 Yards
AR A
FOOTWORK: 5 Long
CLUE: PSL - Free Safety
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CONCEPT: Delta

DESIGNED FOR: Cover 3
PRIMARY GOAL: Hit Z
PROTECTION/S: 52-3

VANILLA FORMATION: Split, Split R/L Change, Lite, Heavy

AUDIBLE:
REC ROUTE SPLIT DOG/BRLITZ DEPTH ANJUST/COM
X outlet Bottom (14) [Sight #4 16 Yards
7 Curl Outside {(12) 12 Yards
Don’t move
Y/E Pull out 6-8 Yards |until QB
Tooks at you
F Swing Dir. Call LOS
TB Flat Dir. Call 3-5% Yards

FPOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Curl defender

REALD PROGRESSION: HOT: None 1: 2 2: FB 3: Y

COMMENTS: Y will not move until you make eye contact with him.




Play: 52-3 Razor (Regular-Twin)
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CONCEPT: One-on-0One

DESIGNED FOR: Man Coverages-Red Zone
PRIMARY GOAL: Hit X

PROTECTION/S: 52-3

VANILLA FORMATION: Split Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs. CR
X Cork Divide 25 Yards
Breakoff vs.
Post Inside 22 Yards FS
Y Corner 20 Yards
F Under : Dir. Call 3 Yards
TB Flat Dir. Call 3-5 Yards
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: 3 over 2
MOVEMENT KEY: Middle 1/3 to outside 1/3 defender

READ PROGRESSION: HOT: None 1: z/Y 2: X/FB 3: TB

.COMMENTS: Think Y-side vs. 3 over 2




Play: SQJEWScissor (Regular-Twin)
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CONCEPT: One-on-One

PRIMARY GOAL: Hit Z
PROTECTION/S: 52-3

VANILLA FORMATION: Split Twin

DESIGNED FOR: Man Coverages-Red Zone

COMMENTS: Think Y-side vs. 3 over 2

AUDIBLE:
REC ROUTE SPLIT DOGE/BLITZ DEPTH ADJUST/COM
Breakoff vs.
X Post Divide 22 Yards FS
Corner Inéide 22-25 ¥Yds
Y Fork 20 Yards
F Under Dir. Call 3 Yards
TB Flat Dir. Call 3-5 Yards
OUARTERBACK::
FOOTWORK: 5 Long
CLUE: PSL - 3 over 2
MOVEMENT KEY: Middle 1/3 to outside 1/3 defender
READ PROGRESSION: HOT: None 1: X/Z 2: Y/FB 3: TB




Play: 52-3 Bolt (Regular-Twin;
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CONCEPT: One-on-0One

DESIGNED FOR: Retreat Coverages
PRIMARY GOAL: Hit X
PROTECTION/S: 52-3

VANILLA FORMATION: Twin

FOOTWORK: 5 Long

CLUE: PSL

MOVEMENT KEY: Middle 1/3 to Curl defender

READ PROCGRESSION: HOT: None - 1: X 2: ¥ 3: 7T

COMMENTS: If 2 flashes clear, hit him

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Bolt Divide 25 Yards
Far Hash Inside Run off
Y S. Cross Dir. Call . |6 Yards
FB Flat 5 Yards
TB Swing pir. Call LOS
QUARTERBACK :




Play: 54-5 Base {(Regular) (Eagle)
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CONCEPT: Delta
DESIGNED FOR: Cover 3
PRIMARY GOAL: Hit Z
PROTECTION/S: 54-5

VANTLLA FORMATION: Split, Split Change, Lite, Heavy

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X ocutlet Bottom (14) |{Sight #4 16 Yards
Z Curl outside {12) 12 Yards

Don't move until

Y pull out Hot inside [6-8 Yards OB looks at you
F Swing Hot outside [LOS
TB B gap Flat Dir. Call 3-5 Yards

QUARTERBACK :

FOOTWORK: 5 Long

CLUE: PSL - Strong Safety

MOVEMENT KEY: Curl defender

READ PROGRESSION: HOT: Y/F 1: Z 2: FB 3: ¥ 4: X/T

COMMENTS: Y will not move until you make eye contact with him.




Play: c4-5 Base Flat
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CONCEPT: Delta
DESIGNED FOR: 3-Deep
PRIMARY GOAL: Hit Z

PROTECTION/S: 54-5

VANILLA FORMATION: Split, Split Change, Heavy

COMMENTS: Throw off rotation.

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Curl Bottom (12) !Sight #4 12 Yards
Z Curl putside {(12) 12 Yards
Y Center Hot inside 16 Yards
F Flat Hot outside [3-5 Yards
TB B_gap Flat Dir. Call 3-5 Yards
QUARTERBACK: .
FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Hook to Curl defender
READ PROGRESSION: HOT: Y/F 1: Y 2: Z/% 3 F/T




Elay: 54-5

Pole (Regular) (Eagle)

DELTA

CONCEPT:
DESIGNED FOR:
PRIMARY GOAL: HIT Z
PROTECTION/S: 54-5
VANILLA FORMATION:

AUDIBLE:

COVER 4

R/L,

OR 1

LITE

REC ROUTE

SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

X SHALLOW CROSS

TOP

SIGHT #4

6 YDS.

SET @ WIDIH OF
!YI

Z CUORL

DIVIDE

12 YDS.

Y/E POLE

HOT INSIDE

RUN OFF

FB SWING

HOT QUTSIDE

L.0.S.

T8 FLAT

DIR. CALL

3-5 YDS.

QUARTERBACK :
FOOTWORK: 5 LONG

CLUE: PSL - S8
MOVEMENT KEY:

READ PROGRESSION:

COMMENTS :

CURL DEFENDER

HOT-Y/FB

i-2 2-FB

IF 2 DEFENDERS OUTSIDE Y, HIT ‘X'

3-X




Play: 54-5 Texas (Regular)

CONCEPT: Option

PRIMARY GOAL: Hit under

PROTECTION/S: 54-5

DESIGNED FOR: Multiple coverages

VANILLA FORMATION: Split, Change, HVY

COMMENTS :

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Qutlet Bottom (14) |[Sight #4 16 Yards
Pull out
Z Hook W. Divide {16) 12 Yards
Mid streak vs.
Y Hide Hot inside 10 Yards Cover 2
Break off vs
F Under Hot breakoff|3 Yards cutside blitz
TB Flat Dir. Cail 3-5 Yards |Influence Will
QUARTERBACK :
FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Hook defender to Curl defender
READ PROGRESSION:HOT: Y/FPB 1: FB 2: Y 3: Z 4, X/TB




Play:

54 -5 Yatz

{Regqular)

CONCEPT:

AUDIBLE

DESIGNED FOR:
PRIMARY GOAL:
PROTECTION/S:

VANILLA FORMATION:

OPTION

BHIT ¥

54-5

SPLIT,

MULTIPLE COVERAGES

HVY

REC

ROUTE

SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

X QUTLET

BOTTOM

SIGHT #4

116 vDs.

4 OUTSIDE

STREAK

W. DIVIDE

RUN OFF

Y/E

CHOICE

HOT INSIDE

8§-10 YDS.

2-WAY CUT ON
MIXKE LB'ER

FB FLAT

HOT OUTSIDE

3-5 YDS.

- TB

FLAT B GAP

DIR. CALL

3-5 YDS.

IQUARTERBACK:

FOOTWORK: 5 LONG SHUFFLE

CLUE: PSL - S8

MOVEMENT KEY: HOOK DEFENDER

READ PROGRESSION: HOT-Y/FB 1-Y 2-FB 3-X/TB

COMMENTS :
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CONCEPT:

DESIGNED FOR:
PRIMARY GOAL:

PROTECTION/S:

Crossing

VANILLA FORMATION:

Hit 2Z

54-5

P .

Man Under

split (Ra-Le)

OO0 O

COMMENTS :

MOVEMENT KEY:

READ PROGRESSION:

Hook defender

HOT-Z 1-E

2-F 3-Z2 4-X%

AUDIEBELE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Qutlet Bot tom 16 Yards
Z S. Cross Outside Hot 6 Yards
Widen to outside
Y/E Curl Inside 12 Yards align
F Swing Release 1LOS
TB Flat Dir. Call 3-5 Yards
QUARTERBACK :
FOOTWORK: 5 Long
CLUE: PSL, - 88
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MULTIPLE COVERAGES

CONCEPT: CHINA

DESIGNED FOR:
PRIMARY GOAL: HIT Z
PROTECTION/S: 54-5

VANILLA FORMATION: R/L SPLIT, STRONG

COMMENTS :

AUDIBLE:
REC " ROUTE SPLIT DOG/BLITZ DEPTH fﬁ%?%%il%%2§=m
X POST BOTTOM SIGHT #4 22 YDS. ANGLE vé.BCRP
HOT-KEEP COMING
Z SNEAK QUTSIDE HOT 5 YARDS VS. OPEN MIDDLE
Y/E CORNER INSIDE 25 YARDS
FB FLAT RELEASE LOS
B FLAT DIR. CALL 5 YARDS
QUARTERBACK :
FOOTWORK : 5 LONG
CLUE: PSL
MOVEMENT KEY: CORNER
READ PROGRESSION: HOT-Z | le 2-Z 3-FB




Play: 54-5 Ram (Flat) (Regular)

CONCEPT: Option
DESIGNED FOR: Multiple
PRIMARY GOAL: Hit ¥

PROTECTION/S: 54-5

VANILLA FORMATION: Split Twin (possible Split Twin change}, Twin Hvy

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUSI/COM
Set vs. Zcone
X S. Cross outside (12) {Sight #4 6 Yards
Z In < Inside (&) 14 Yards
Y Hide Hot Inside |8-10 Yards
F Rail Hot Outside |LCS & Up Bottom of #'s
B Swin? Dir. Call LOS
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: PSIL, - Corner

MOVEMENT KEY: Corner

READ PROGRESSION: HOT: Y¥/F 1: Y 2: F 3: % 4 - 2

COMMENTS: Key corner's movement. X may set down vs. Zone




Play: 54-5 Ram Pump (Regular)

CONCEPT: One-On-One
DESIGNED FOR: Multiple
PRIMARY GOAL: Hit ¥
PROTECTION/S: 54-5

VANILLA FORMATION: s'f»t.'i- Twin (Change), Twin Hvy

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Ser vs. JZone
X 5 Cross outside (12) |Sight #4 6 Yards
Z Sean < Inside (&) 18-23 Yards
Y Pump Hot Inside |18-23 Yards
F  flRail . Hot Outside |LOS & Up Rottrom of #
TB Swing Dir. Call 1.0S
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: PSL -~ Corner
MOVEMENT KEY: Outside defender to FS

READ PROGRESSION: HOT: Y¥/F 1: X 2: F(T) 3: X/Z

COMMENTS :




Play: 54-5 SBhark (Falcon)

CONCEPT : China

DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: HIT F
PROTECTION/S: 54-5
VANILLA FORMATION: Triple

AUDIBLE:

REC ROUTE SPLIT DOG/BLITZ

DEPTH

ADJUST/COM

X Outlet Bottom

16 Yards

A Smash W. Divide

& Yards

Y Pole Hot

Run off

FA Corner

25 Yards

Flag vs. Deep
1/32 Defender

TB Flat Dir. Call

3 Yards

QUARTERBACK :

FOOTWORK : 5 Long

CLUE: PSL

MOVEMENT KEY: Deep 1/3 to Flat defender

READ PROGRESSTION: HOT-Y 1-FA 2-2 3-X/T

COMMENTS :
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CONCEPT: 1l on 1
DESIGNED FOR: coOvV 3/MAN COVERAGES
PRIMARY GOAL: HIT FALCON
PROTECTION/S: 54-5
VANILLA FORMATION: TRIPLE FUZZ
AUDIEBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X CCB TOP SIGHT #4 17 YDS. FADE VS. HANG
2 CCB DIVIDE 17 YDS. FADE VS. HANG
LOOK FOR BALL
Y/E CROSS HOT INSIDE 10 YDS. OVER WK TACKLE
3-4 YDS. BREAK OFF 3-5
FA TRAIN QUTSIDE Y 10 YDS. YDS. V5. MAN
T8 SWING DIR. CALL L.0.S.
QUARTERBACK :
FOOTWORK : 5 LONG-MAY PLANT THROW
CLUE: PS8SL, - 88
MOVEMENT XEY: CURL DEFENDER
READ PROGRESSION: HOT-Y 1-FA 2-Y 3-X 4-TB

COMMENTS :
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CONCEPT: Flood
DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: Hit ¥
PROTECTION/S: 54-5
VANILLA FORMATION: Triple
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Outlet Bottom 16 Yards
VA outside Streak|W. Divide Run off
Y Hide 8-10 Yds
Fa  |jOut 4 Yards 12-14 Yds
TB Flat Dir. Call 3-5 Yards
QUARTERBACK:
FOOTWORK: 5 Long
CLUE: PS1L - S8

MOVEMENT KEY:

READ PROGRESSION:

COMMENTS :

HOT-Hone

. 1-Z2 2-X

Flat to Hook Defender

3-%X/T




Play: 64 -5 Husky
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CONCEPT: Delta

DESIGNED FOR: 3 Deep coveragdge

PRIMARY GOAL: Hit X
PROTECTIONS: 64-5
VANILLA FORMATION: HeaVvy, Split
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Curl Bottom (14) {Sight #4 12 yds.
Z Qutlet Divide {14) 16 yds.
Don't move
Y/E Pull Out Hot Y £-8 vyds. until QB looks
Check Inside
FB Flat out 3-5 yds.
TB Swing L.0.S.
QUARTERBACK:
FOOTWORK: 5 Long
CLUE: PSL - Free Safety
MOVEMENT KEY: Curl defender
READ PROGRESSION: HOT: Y 1: X 2 s 3 Y

COMMENTS : Hit Y vs. 2 Outside




Play: 64-5 Cowboy (Regular)

CONCEPT: Delta

DESIGNED FOR: Cover 4/8
PRIMARY GOAL: Hit 2
PROTECTION/S: 64-5

VANILLA FORMATION: Heavy

FOOTWORK: 5 Long

CLUE: PSL - Strong Safety
MOVEMENT KEY: Curl defender
READ PROGRESSION: HOT: Y

COMMENTS: Think Curl vs. 2 LBer defense.

1: Z 2: FB 3:

TB

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Outlet Bottom (14) |Sight #4 16 Yards
yA curl Divide (14) 12 Yards |
Y/E Pole Hot Inside Run off
FB Flat 3 Yards
Check inside 1 LB: 2 way go
TB Choice out 3-5 Yards 2 LB: go strong
QUARTERBACK :




Play: b4-5 Chase (Falcon)

CONCEPT: Crossing QB READ
DESIGNED FCOR: Man-Under 1) 3 beep - X On Post 1lst Read
PRIMARY GOAL: Hit Falcon 2} Read Hook Defenders Weak To Strong i
ROTECTION/S: 64-5 3) No Weak Hook - Hit Z
VANILLA FORMATION: R-L Bunch 4) Weak Hook - Work Off Strong Hook Defender
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs CR
X Post Bottom (16) Sight #4 22 Yards
No set down
Z Shallow Cross 4 Yards Hot Inside 6 Yards Run like M/M
Y/E Corner Y Not Hot 20 Yards
F Under 3 Wide 1 Deep Chase Z
T Swing Inside Out LOS
QUARTERBACK ¢
FOOTWORK: 5 Long i
CLUE: PSL - Strong Safety
MOVEMENT KEY: Weak Hook defender to Strong Hook Defender
*EAD PROGRESSION: HOT-2 1: Z 2: F 3: Y/T
COMMENTS: I1If FS cheats strong, hit X on Post. Five-step hot ws. dog to 7




Play: 64-5 Chase (Reg)

CONCEPT: Crosaing OB_READ
DESIGNED FOR: Man-Under 1) 3 Deep - X On Post 1st Read
PRIMARY GOAL: Hit T 2) Read Hook Defenders Weak To Strong
ROTECTION/S: 64-5 3) No Weak Hook - Hit 2
VANILLA FORMATICN: R-L Strong 4) Weak Hook - Work Off Strong Hook Defender
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs CR
X Post Bottom (16) Sight #4 22 Yards
No set down
A Shallow Cross 4 Yards Hot Inside 6 Yards Run like M/M
Y/E Corner Y Not Hot 20 Yards
Check Inside
FB Swing Out LOS
TB Under 3 Yards No break off
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Weak Hook defender to Strong Hook Defender

EAD PROGRESSION: HOT-Z 1: 2 2: T 3: Y/F

COMMENTS: If FS cheats strong, hit X on Post. Five-step hot vs. dog to Z




Play:64-5 Dip (Falcon}
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CONCEPT: China

DESIGNED FOR: Multiple Coverages

PRIMARY GOAL: Hit Z

VANILZ FORMATION: Bunch (Z-Crack, Fuzz)

"PROTECTION/S: 64—5 (Also 54-5)

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Anglie vs. CR
X Post Bottom Sight #4 22 Yards
Pull out if nec.
A Dip 4 Yards 4-5 Dip
Outside release
b4 Corner 20 Yards
Check Inside _
T Cross _ out 3 Yards Set vs. Zone
F Flat Hot 3-5 Yards
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Deep 1/3 to hook defender

READ PROGRESSION: HOT: TB 1: ¥ 2: Z 3:; F/TB

COMMENTS: If F Flanks the defense, hit him first




Play:b4-5 Dip (Regular)

CONCEPT: China

DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: Hit Z
PROTECTION/S: 64-5 (Also 54-5)

VANILLA FORMATION: Strong (Z-Crack)

FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Deep 1/3 to hook defender

READ PROGRESSTION: HOT: TB 1: ¥ 2: Z 3: FB/TB

COMMENTS: If T8 Flanks the defense, hit him first

AUDIBLE :
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs. CR
X Post Bottom Sight #4 22 Yards
rull out if nec.
Dip 4 Yards 4-6 Dip
Qutside release
Y Corner 20 Yards
Check Ingide
FB Cross out 3 Yards Set vg. zZone
TB Flat ' Hot 3-5 Yards
QUARTERBACK :




Play: 64-65 Frisco (Falcon)

CONCEPT: Crossing
DESIGNED FOR: Man Under
PRIMARY GOAL: Hit 2
PROTECTION/S: 64-65
VANILLA FORMATION: Bunch

AUDIBLE:

REC ROUTE SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

X Post Bottom

Sight #4

22 Yards

Fade vs.
Bump; Angle vs.
CR

S. Cross & Yards

Hot inside

4-6 Yards

Set vs. Zone

Y In

10-12 Yards

Release ocutside

FA Corner Near form

20 Yards

TB Stop

Inside Qut

3 Yards

Burst vs. Man

QUARTERBACK :
FOOTWORK: 5 Long Hold

CLUE: PSL

READ PROGRESSION: HOT: 2 1:

COMMENTS: If FS cheatks strong,

MOVEMENT KEY: Weak hook defenderx

Z
hit X on Post.

2: Y

3: T/F

Five-atep Hot route to Z.

{Let it clear).
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CONCEPT: Crossing
DESIGNED FOR: Man Coverages
PRIMARY GOAL: Hit Z

]
PROTECTION/S: 64-5

VANILLA FORMATION: Strong Close (Rg) / Bunch (Fa)

1AUDIBLE:
" REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs. CR
X Post Bottom Sight #4 22 Yds.
i‘ Settle vs.
4 S. Cross 4 Yards Hot 4-6 Yds. 7 Ape
Release
Y/E In 10-12 Yds. |outside
F Stop 3-5 ¥ds.
Break at 10
TB Corner 20 Yds vards
QUARTERBACK :

FOOTWORK: 5 Long Hold
CLUE: PSL
MOVEMENT KEY: Weak Hook Defender

READ PROGRESSION: HOT: Z 1: 2 2: Y 3: T 4. FB

COMMENTS: If FS cheatg strong, think X on Post




play:

b4a~5 Lombdo

LPump)

{Falcon)

CONCEPT: CHINA / OPTION / 1 ON 1 QB Read
DESIGNED FOR: MULTIPLE COVERAGES 1} 3 on 2 to X-F - Work Y
PRIMARY GOAL: Work Best S5ide 2) 2 on 2 to X-F - Work X-F
ROTECTION/S: 6£4-5 3) Retreat to % - Work EZ
VANILLA FORMATION: SINGLE
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
BUMP - SNEAK
RETREAT - HITCH
.4 SMASH DIVIDE SIGHT #4 5 YDS.
FADE VS CR
Z ouT TOP 12 YDS.
2-WAY CO7T
Y/E CHOTCE HOT 8-10 ¥YDS.
POST W/ OPEN MIDDLE
FA FORK 4 YARDS SIGHT #4 25 YDS. (NO POST W/ PIMP)
CHECK INSIDE~
T8 MEDIUM oUT .08
QUARTERBACK :
FOOTWORK ¢ 5 LONG, IF DOGS/BLITZ - 5 L, HOLD, PT
CLUE: PSL - COVERAGE ON Z, 3 OVER 2

1OVEMENT KEY: DECISION SIDE DEFENDERS

READ PROGRESSION: HOT-Y

COMMENTS : IF NO FS8, HIT FA ON POST
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CONCEPT: 1 on 1

0B READ

DESIGNED FOR: Multiple 1) No Hot - No Sight

PRIMARY GOAL: Hit any Hook 2} Retreat - Work Outside Reciever
PROTECTION/S: 64-5 3) Hang - Work Inside Reciever

VANILLA FORMATION: Single Ra-Le 4) No Shuffle - Takes Away RAC Yards

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Curl W. Divide 10-12 Yds.
Curl Bottom 10-12 ¥Yds.
b4 Curl 10-12 ¥Yds.
A Curl 4 Yds. 10-12 ¥Yds.
Check Inside-
TB Swing out LOS
QUARTERBACK :
FOOTWORK: Gun - 3 Q PT
CLUE: PSL - Retreat / Hang CB's
MOVEMENT KEY: CB / Insidé Backer According To PSL
READ PROGRESSION: HOT: None 1: Z/X 2: FA/Y 3: TB
COMMENTS: Go away from Bump Coverage. If Single LB'er, key his drop. {4 Wide)
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CONCEPT:

DESIGNED FOR: Man
PRIMARY GOAL: Hit FA

PROTECTION/S: 64-5

Crossing

VANILLA FORMATION: Single (Y-Field)

AUDIBLE:

REC

ROUTE

SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

X

Rd Streak

Divide

Run off

Z

In

Bottom

16 Yards

Y

5. Cross

Hot

6 Yards

over Falcon

FA

5. Cross

4 Yards

5 Yards

Under Y

T8

Leak

5 Yards

QUARTERBACK:

FOOTWORK: 5 Long

CLUE: PSL

MOVEMENT KEY: Hook defender

READ PROGRESSION:

COMMENTS :

HOT: Y 1:
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CONCEPT : One on One / Triangle

DESIGNED FOR: Cover 8 / Multiple
PRIMARY GOAL: Hit X
PROTECTIONS: 64-5

VANILLA FORMATION: Single

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Pole Divide Run Off Fade vs. Bump
Z S. Cross Ouﬁside Hot inside |6 vyds.
Y/E Curl 12 yds.
FA Hook Inside Sight #4 10-12 yds.
TB Sﬁiqgﬁ
QUARTERBACK:
FOOTWORK : 5 Long
CLUE: PSL
MOVEMENT KEY: Middle 1/3 defender
READ PROGRESSION: HOT : Z 1: X/F 2: Y/Z

COMMENTS




CONCEPT: Four Verticals
DESIGNED FOR: 3 Deep
PRIMARY GOAL: Hit ¥ oI FA
PROTECTION/S: 64-5

VANILLA FORMATION: Single

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Cob Divide 17 Yards vade vs. CR
pA Cob Top 17 Yards Fade vs. CR
Y Seam/Hash rRun off
FA Hash 4 Yards Run off
TB Leak 3-5 Yards {Burst vs. Man
QUARTERBACK:
FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Middle 1/3 defender
READ PROGRESSION: HOT: Y 1: FA/Y 2: X/2 3: T

COMMENTS :




Play: 64-5 India Y-Cross

CONCEPT: Triangle

DESIGNED FOR: 3 Deep Cover
PRIMARY GOAL: Hit FA
PROTECTIONS: 64-5

VANILLA FORMATION: Single

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X ﬂFn Divide 16 vds.
Z Outlet Divide 16 yvds.
Y/E S. Cross Hot Ingide |6 vyds.
FA Pole Inside Sight #4 rRun Off No Break Off
TB Swing
QUARTERBACK:
FOOTWORK ¢ 5 Long
CLUE: FSL
MOVEMENT KEY: Deep 1/3 to Curl.
READ PROGRESSION: 1: FA 2 X 3. Y/Z

HOT: Y

COMMENTS :




SRR =

-

O T\ O OO0 a
pe

PRIMARY GOAL: Hit T

PROTECTION/S: 64-5

VANILLA FORMATION: Split

DESIGNED FOR: Multiple Coverages

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Rd Streak Divide Run off Fade vs. CR
yA In Bottom 16 Yards
Y/E Shoot Hot Inside |15-17 Yds
F Swing Ingide Cut ILOS
TB Option Hot Breakoff |5-6 Yards

QUARTERBACK :

FOOTWORK :

5 Long

CLUE: PSL

MOVEMENT KEY: Weak Hook

READ PROGRESSION:

HOT: Y

1: T 2: Y 3: 2

COMMENTS: Hit X if Free Safety jumps Y.
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CONCEPT: One-On-One

PROTECTION/S: 72-3

DESIGNED FOR: Retreat coverage

PRIMARY GOAL: Hit X or Z

VANILLA FORMATION: Single

II

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs. CR
X out Qutside 12 Yards Curl vs. Bump
Fade vs. CR
Z out Top 12 Yards Carl vs. Bump
. Burst vs. Man
Y Stop Dir. Call 3 Yards
Break off wvs.
FA [Middle Strk |Inside Sight #4 18-23 Yds. (FS
T8 Stop Dir. Call 3 Yards Burst vs. Man
QUARTERBACK ;
FOOTWORK: 5 Quick
CLUE: PSL
MOVEMENT KEY: Flat defender
READ PROGRESSION: HOT: None 1: X/2 2: T/Y 3: ¥FA
COMMENTS: Think Falcon vs. Two-Deep
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CONCEPT: One-On-One

DESIGNED FOR: Tight Corner coverage
PRIMARY GOAL: Hitrx or 2
PROTECTION/S: 72-3

VANILLA FORMATION: Rt/Lt Single

|{COMMENTS : Think Falcon vs. 2 Deep.

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DE?TH ADJUST/COM
X Streak Outside (12) |Sight #4 44 Yards
Z Streak Top 44 Yards
Y S. Cross pir. Call |5 Yards
Break off vs. F8
FA Middle strk |4 yards 18-23 ¥Yds
TB Cross Dir. Call 3 Yards T Under Y
QUARTERBACK :
FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Deep 1/3 defender
READ PROGRESSION: HOT: None 1: X/2 2: Y/T 3: FAa
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CONCEPT: Delta

DESIGNED FOR: Long yardage coverages
PRIMARY GOAL: Hit FA or X
|PROTECTION/S: 72-3

VANILLA FORMATION: Single

AUDIBLE:

REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM

X In Bottom 16 Yards

R4 Streak Bottom Run Off
Y Arrow Dir. Call 3-5 Yards
Find Hole

FA ' in 4 Yards Sight #4 12 Yards

TR Fla Dir. Call 3-5 Yards
QUARTERBACK:

FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Hook to curl defender

READ PROGRESSION: HOT-None 1: FA 2: X 3: TB 4. 2

COMMENTS :
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CONCEPT: China

DESIGNED FOR: Multiple Coverages

PRIMARY GOAL: Hit X or FA

PROTECTION/S: 72-3 ~
VANILLA FORMATION: Single
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Sneak vs. Bump
X Smash Divide 5 Yards
Outlet Bottom 16 Yards
b4 AT TOW Dir. Call 3.5 Yards
Flag vs. 1/3
FA Corner 4 Yards Sight #4 25 Yards Def .
TB 5it Offset Weak |Dir. Call 3-5 Yards
QUARTERBACK :
FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Corner
READ PROGRESSION: HOT-None 1: FA 2: X 3: Z/Y

COMMENTS :




/2-3 India (Failcon)
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CONCEPT: Delta

DESIGHNED FOR: 3 Deep Coverages
PRIMARY GOAL: Hit FA or X
PROTECTION/S: 72-3

VANILLA FORMATION: Single

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X In Divide ‘ 16 Yards
Qutlet Bottom 16 Yards
Y Arrow Dir. Call 3-5 Yards
FA Pole Ingide Sight #4 Run Off
TB Flat Dir. Call 2-5 Yards
QUARTERBACK :

FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Deep 1/3 to Curl Coverage

READ PROGRESSION: HOT-None 1: FA 2: X 3: TB 4. Z

COMMENTS :




72-3 Lorraine (Fraicon}

CONCEPT: Flood

%

K

@

OO

DESIGNED FOR: Three-Deep Covera

ges
PRIMARY GOAL: Hit X OT FA
PROTECTION/S:WTE—B )
VANILLA FORMATION: Single
AUDIBLE :
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X RA. Streak Divide Run off
Z Outlet Bottom 16 Yards
Y Arrow Dir. Call 3-5 Yards
FA Crease 4 Yards gsight #4 20 Yards
TB Flat Dir. Call LOS
QUARTERBACK:
FOOTWORK: 5 Long
CLUE: PSL
MOVEMENT KEY: Deep 1/3 defender LO rlat defender
READ PROGRESSION: HOT-None 1: X 2: FA 3: TB
COMMENTS @

4. 24




Play: 72-3 Depot (Falcon]
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CONCEPT : Oné-On—One/Delta
DESIGNED FOR: Three-Deep Coverages
PRIMARY GOAL: Hit X or Z
PROTECTION/S: 72-3

VANILLA FORMATION: Single

FOOTWORK: & Quick

CLUE: PSL

MOVEMENT KEY: Middle 1/3 defender to curl defender
READ PROGRESSION: HOT-None 1: ¥X/72 2: Fa/Y 3: TB

COMMENTS: Duck Under Post vs. Bump.

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ | DEPTH ADJUST/COM
Angle vs. CR
X Post Divide 22 Yards
Engle vs. CR
A Dost Bottom 22 Yards
Y Arrow Dir. Call 3-5 Yards
FA Arrow 4 Yards Sight #4 3-5 Yards
TB Leak Dir. Call 5 Yards
QUARTERBACK :




CONCEPT: Delta
DESIGNED FOR: 3 Deep coverade

PRIMARY GOAL: Hit X

\_,/&2

play: 72-3 Base {Falcon)
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|COMMENTS :

PROTECTION/S: 72-3
VANILLA FORMATION: Single
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Curl Qutside 12 Yards
Z . j[outlet Bottom 16 Yards
Y Arrow Dix. call 3 Yards
Don't move
A Pullout 4 Yards Sight #4 -8 Yards ?nt§1 QB
L COCR D
TB Swing Dir. Call L.0.S.
QUARTERBACK :
FOOTWORK: 5 Long
CLUE: PSL - Strong Safety
MOVEMENT KEY: Curl defender
‘READ PRCGRESSION: HOT: None X/Z 2: FA 3: Y
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ACT 8 /1-2 (Hippo) A

)

CONCEPT: Cne-0On-Cne
DESIGNED FOR: Cov 4/8/2 - i
PRIMARY GOAL: Hit on side reciever

IIPROTECTION/S: Act 9/1-2

VANILLA FORMATION: Ace : . H

AUDIBLE::
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X In Top 16 Yards
Corner if no
It Z Crack and Go Qutside Run off bite ﬁ
nct 9/1-2 '
Y Protection Act 9/1-2
Act 9/1-2
& Protection Act 9/1-2
TB Act 8 Flat : 5 Yards Check #4
QUARTERBACK:
FOOTWORK: Act 8/1-2 -- Set up on tackle; five-step drop.
CLUE: PSL
MOVEMENT KEY: Near Safety
READ PROGRESSION: HOT-None 1: Onside WR 2: Offensive WR 3: TB

COMMENTS ¢ Great Fake




ACT 12/ 5-6 {Regular) b 4
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CONCEPT: One-0On-0One
DESTGNED FOR: Cov 4/8/2
PRIMARY GOAL: Hit X
PROTECTION/S: Act 12/5-6

VANILLA FORMATION: Rt /Lt

AUDIBLE:
REC ROUTE - SPLIT DOG/BLITZ DEPTH ADJUST/COM
Run Corner it
X Ccrack and Go |Top (12) Run Off no hire
Z In Outside {12) 16 Yards
ACT 12/5-6
Y Protecticon ACT 12/5-6
FB Leak will LB 5 Yards
THGTE V5. &
TR Slow Flat Releasge 3 Yards Rush
OUARTERBACK :

POOTWORK: Act 12/5-6; five-step drop

CLUE: PSL
MOVEMENT KEY: Near safety tO cCurl coverage

READ PROGRESSION: HOT: None 1: X Z: 4 3: TB/F

COMMENTS :




Play: Act 12/5-6 India

(Regular)
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CONCEPT: Delta
DESIGNED FOR: 3 Deep Coverages
PRIMARY GOAL: Hit Z -
PROTECTION/S: Act 12/5-6
VANILLA FORMATION: Rt/Lt Twin
AUDIRBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Iin Divide {314} 16 Yards
No Break-ocff
Z Pole (Twin) Inside {8) Run Off
ACT 12/5-6
Y Protection Act 12/5-6
FB Leak will LB 5 Yards
Abort Fake vs.
TB Slow Flat Release 3 Yards 4 Rush
QUARTERBACK :
FOOTWORK: Act 12/5-6; Five Step Drop
CLUE: PSL
MOVEMENT KEY: Deep 1/3 to Curl coverage
READ PROGRESSION: HOT: None 1: Z 2 X 3: TR/FB

COMMENTS :

Think Z vs. open middle




Burn 10 / 1 - 2 Oscar (Reguiar)
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CONCEPT: One-Cn-One

IDESIGNED FOR: Retreat Coverage

PRIMARY GOAL: Hit Z/X

PROTECTION/S: Burn/Torch 10/1-2

VANILLA FORMATION: Rt /Lt
AUDIEBLE:
REC ROUTE SpPLIT DOG/BLITZ DEPTH ADJUST /COM J
_ Fade vs. CR ]
X Qut Top (12) Sight #4 12 Yards Rume & Curd
Fade vs. CR
yA out Outside (12) 12 Yards Bump & Curl
Broken Arrow
Y Middle Strk 18-23 Yardsiyve mid 1/3
Burn 10/1-2
¥ Slow Flat 3 Yards
THB Tk 5 Yards Rush
QUARTERBACK:
FOOTWORK: Burn 10/1-2 Five Quick
CLUE: PSL
MOVEMENT KEY: Flat defender
READ PROGRESSION: HOT: None SIGHT: X 1: 2/X 2: Y 3: T/F
COMMENTS: Think Y vs.

Two-Deep. Work Z side.




Burn 10/1-2 Poker (Reguiar)
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CONCEPT: One-0n-One
DESIGNED FOR: Multiple

PRIMARY GOAL: Hit X

PROTECTION/S: Burn 10/1-2

COMMENTS 3

READ PROGRESSION:

CLUE: Free Safety

HOT-None

Audible Any Pressure

SIGHT: X

1: X 2: Y 3:

MOVEMENT KEY: Deep 1/3 defender to Hook defender

VANILLA FORMATION: Right/Left
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Angle vs CR/Bump
X Cork Top {(12) Sight #4 25 Yards
zZ In outside {12} 16 Yards i
Y 8 {ross 6 Yards
Burn 16/1-2
F Slow Flat 2-5 Yards
Burn 10-- Leak Abort vs. #5
TR 5 Yards Rush
IQUARTERBACK :
il
FOOTWORK: Burn 10/1-2 Five-step-Drop

Z/T




Burr 10 /1 - 2 Storm (Regular)
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CONCEPT: One-0n-One

DESIGNED FOR: Tight Coverages/Cover 2
ADJUST/COM I

PRIMARY GOAL: Deep Pass

PROTECTION/S: Burn 10/1-2

VANILLA FORMATION: Rt/Lt

AUDIBLE:
REC ROUTQ_ SpPLIT DOG/BLITZ DEPTH
T CR-Fade
X Streak Top (12) Sight 4 44 Yards
CR-Fade
Z Streak Outside (12) 44 Yards
Broken Arrow
Y Middle Streak 18-23 vards| vs. Mid 1/3
FB Slow Flat Burn 10/1-2 3 Yards
Abort vs. #5
TE Leak Burn 10/1-2 5 Yards Rush
QUARTERBACK: |
FOOTWORK: Sclid Burn 10/1-2 = 5 Long
!
CLUE: PSL
MOVEMENT KEY: Deep 1/3 Coverage u
READ PROGRESSION: HOT-~None SIGHT: X i ¥X/Z2 2: Y 3: TR/FB
COMMENTS : ' ,ﬂ




COMMENTS:

Think Y to X to TB vs.

FS defenses

Play: BURN 10/1-~2 Cougar
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CONCEPT: One-on-0One
DESIGNED FOR: 1/4
PRIMARY GOAL: Hit Z on pole
PROTECTION/S: Burn 10/1-2
VANILLA FORMATION: Rt /Lt
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Outlet Bottom (14) |{Sight #4 16 vds.
z Pole Divide (14) Run Off Fade vs. Bump
Y Pivot 10-12 yds.|Pull out
FB Arrow Burn 10 3-5 vds.
TB Cross Burn 10 3 vds.
QUARTERBACK:
FOOTWORK: Burn 10/1-2 = 5 step drop (1 Fake)
CLUE: PSL
MOVEMENT KEY: Deep 1/3 defender
READ.PROGRESSION: HOT: ©None 1: 2 2: Y 3: FB/TB

11




[Play: Solid Burn 10/1~2 Storm (Regular}

CONCEPT: One-On-One

DESIGNED FOR: Tight Coverages

PRIMARY GOAL: Hit X

COMMENTS :

PROTECTION/S: Burn 10/1-2
VANILLA FORMATION: Rt/Lt
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Streak Top (12) Sight 4 44 Yards
A Streak Qutside (12) 44 Yards
Y Solid 10/1-2
Seplid Burn
FB Leak 10/1-2 5 Yards
Sclid Burn
TB Slow Flat 10/1-2 3 Yards
QUARTERBACK:
FOOTWORK: Sclid Burn 10/1~2 = 5 Lo-\j
CLUE: SS/Corner Depth = P5L
MGVEMENT KEY: Deep 1/3 Coverage
READ PROGRESSION: HOT-None 1: X/2 2: TB/FB




Play: BARNYARD 1/1-2 (HIPPO)
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{~ONCEPT: One-0On-One
DESIGNED FOR: FS Defenses
PRIMARY GOAL: Hit Y or H
PROTECTION/S: Barnyard 1/1-2
VANILLA FORMATION: Ace
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/CO!
X Hitch Bottom (16) Sight #4 5-6 yards Fade versu
CR or Bump
p4 Hitch W Divide (16) 5-6 yards Fade versu
CR or Bump
Y/E Hash 18~-23 yards
H Hash 18-23 yards
TB Leak Inside LB’eri5 yards
QUARTERBACK:
FOOTWORK: Token Fake 1/31-2, 5 guick steps
CLUE: Free Safety
MOVEMENT KEY: Middle Safety
READ PROGRESSION: HOT: None 1: Y/H 2: Z/X 3: T
COMMENTS: Hit 2Z/X quick versus Dog/Blitz.

242 -




Play: Dual 2/1-2 (9/1-2)

CONCEPT: One-On-One
DESIGNED FOR: Cover 8, 1, 2
PRIMARY GOAL: Hit Z
PROTECTION/S: Dual 2/1-2

VANILLA FORMATION: Rt/Lt

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Curl
X POC Bottom Built in S.A. 10 yards
Corner it
Z Crack and Go Qutside Run Off e Bt
Y Reach Hard D Gap / Possible EAT
FB Flat 1-5 Yards
TB Sell Fake
IQUARTERBACK :

FOOTWORK: Set up behind tackle: 5 step drop.
CLUE: PSL
_MOVEMENT KEY: Near Saftey

READ PROGRESSION: BOT-None SIGHT: X 1: Zz 2: FB 3: X

COMMENTS: Great fake don't force it.




Play: Exactly 14/1-2 (Regular)
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CONCEPT: One-On-0One
DESIGNED FOR: OLB‘er who spill off-tackle plays |
PRIMARY GOAL: Hit Z
PROTECTION/S: Exactly 14/1-2
VANILLA FORMATION: Rt/Lt
AUDIBLE: “
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM J
X in Top (12) 16 Yards
Stay on route
Z Cob Divide (14} : 17 Yards w%ﬁiﬂiiii?t
Y Block Sell 14/1-2
FB Block Sell 14/1-2
B Slow Flat Sell 14/1-2 3 Yards |

FOOTWORK: Fake 14/1-2 Roll to nine-yard Arc.
CLUE: PBSL
MOVEMENT KEY: Flat defender

READ PRQGRESSEON: EOT: None 1: 2 2: TB 3: X

COMMENTS: Audible vs. Rifle or WAC pPossible 2 on Jdet




Play: Fire 14 - 1/2
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CONCEPT: Flood / Crossing / 3 Levels weak

DESIGNED FOR:Cov. 8 & aggressive Will LB and Safeties trying to stop 14-1/2

PRIMARY GOAL: Hit X or Z
PROTECTION/S: Fire 14-1/2
VANILLA FORMATION: Rt/Lt = Shoot Twin = Lorraine
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ. DEPTH ADJUST/COM
X Read Streak |Bottom Run off Sight #4 “
Z Shoot Qutside | 25 Yds ‘ “
Y $. Cross 6 Yds H
B Block EMOL ﬂ
Elock wWill
TB Fake 14-1/2 backside Abort Rifle J
QUARTERBACK :
FOOTWORK : 5 Long |
CLUE: PSL
MOVEMENT KEY: Middle 1/3 to Weak Curl
READ PROGRESSION: HOT-None 1-X 2-2 3-X%
COMMENTS: Sight #4 Weak




Play: ldentica: 1/1-2 (Hippo)
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CONCEPT: One-0On-0One
DESIGNED FOR: Multi?le Zone Coverages
PRIMARY GOAL: Hit Onside Wide Reciever
PROTECTION/S: Identical 1/1-2
VANILLA FORMATION: Ace
AUDIBLE: !
REC ROUTE SPLIT DOG/RLITZ DEPTH ADJUST/COM
Stay on rte.
Onside |[Cob Top (14) 17 Yards Ve Hang
Offside lIn Qutside (12) 16 Yards
Idle vs. Zone
Offside
TE Cross 10-12 Yards
Unside
TE Clobber Hot outside [3-5 Yards
TR Id 1/1-2 B-gap out
QUARTERBACK ;

FOOTWORK: Id 1/1-2 nine-vyard Arc
CLUE: P5L

MOVEMENT KEY: Flat defender

READ PROGRESSION:HOT: Onside TE 1: Onside WR 2: Offside TE 3: Onside TE

{COMMENTS: Alert outside pressure




Play: Identical 1/1-2 Lorraine (Eippo)
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CONCEPT: Fleood
DESIGNED FOR: Multiple Zone Coverages
PRIMARY GOAL: Hit X
PROTECTION/S: Identical 1/1-2
VANILLA FORMATION: King, Ace, Twin
AUDIRLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Read Streak W Divide (16) 40 Yards
Set outside
A Crease < Inside {7) 20 Yards hash vs. Hang
Y In 16 Yards “
H Clcbber 3-5 Yards
B Ig¢ 1/1-2
QUARTERBACK : .
FOOTWORK: Id 1/1-2 nine-yard Arc
CLUE: PS5SL
i
MOVEMENT KEY: Deep 1/3 to Flat defender
READ PROGRESSION: HOT: ¥ 1: X 2: 2 3: Y
COMMENTS: Make FS stay in the middle.




Play:

Tdentical 2/5-6

(Regular)

. {9/8-6)

(12/5-6)
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CONCEPT: COne-0On-One
DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: Hit Z
PROTECTION/S: Identical 2/5-6
VANILLA FORMATION: Rt/Lt
AUDIBLE:
REC ROUTE SPELIT DoOG/BLITZ DEPTH ADJUST/COM
X In Top (12) 16 Yards
No adijust vs.
7 Cob Divide (14) 17 Yards Hang ’
Y Clobber Hor Outside {3-5 Yards
BISCK out51de]
B 1d. 2/5%-6 tackle
TB 1d. 2/5-6 Block D Gap
QUARTERBACK :

CLUE:

PSL

READ PROGRESSION:

MOVEMENT KEY: Flat defender
HOT: ¥ 1:

COMMENTS: Audible outside Pressure

FOOTWORK: Identical 2/5-6 nine yvard arc (2 Fake)




Play: Mallard 1-2

[CONCEPT: China

DESIGNED FOR:

PROTECTIONS:
VANILLA FORMATION:

AUDIBLE:

PRIMARY GOAL: FB

Rip-Liz

Mutiple Cov.

Rt/Lt

REC ROUTE

SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

Bottom

16 vds.

Z Dip

Outside

5-6 vyds.

Y/E Banana

8 vyds.

FB Flat

3-5 vyds.

TB Block

OQUARTERBACK :

FOOTWORK :
CLUE: 85
MOVEMENT XEY:

READ PROGRESSION:

| COMMENTS :

PAP 9/1-2

Flat Defender

HOT: None

1l: FRB




Play: Mallard 5-6
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CONCEPT: One on Cne

DESIGNED FOR: Mutiple Cov.
PRIMARY GOAL: FB
PROTECTIONS: Rip-Liz

VANILLA FORMATION: Twin

COMMENTS :

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST /COM
X Angle Divide 16 yds. Bump-Fade/Retreat -Angle
Z Dip 4 vyds. 4-6 yds. pull out if nec.
Y/E Rip - Liz
FB irlat 3-5 vyds.
TB Block

QUARTERBACK

FOOTWORK: Fake 9/5-6 5 Quick

CLUE:  Flat

MOVEMENT KEY: Flat Defender

READ PROGRESSION: HOT: 1: FB 2: 2 3: X




Play: Similarity $/1-2 (Hippo!
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CONCEPT: Crossing
DESIGNED FOR: Zone Coverages
PRIMARY GOAL: Hit H
PROTECTION/S: Similarity 9/1-2
VANILLA FORMATION: Ace
AUDIBLE:
REC RCUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM;J
X Outside Strk |Bottom (16) 44 Yards
In Outside (12) 16 Yards
Y Cross | 10-12 Yards Idle vs. Zone
- H Clobber Hot Outside| 3-5 Yards l
TB Wheel L Check #5 Run Off Stay W%ge I
QUARTERBACK:

FOOTWORK: Similarity 9/1-2 nine-yard Axrc

CLUE: PSL

MOVEMENT KEY: Flat defender to Hook defender
READ PROGRESSION: HOT: H 1: H 2:Y 3: Z/Run

COMMENTS: Alert outside pressure




FPlay:

STAY SIM S/1-2

(Hippo)

CONCEPT:

One-
DESIGNED FOR:
PRIMARY GOAL:

PROTECTIONS :

on-0ne
Aggressive FS defense

Hit TB

Stay Sim 9/1-2

VANILLA FORMATION:

WAUDIBLE:

Rt /Lt Ace

REC ROUTE

SPLIT

DOG/BLITZ

DEPTH

ADJUST/COM

X Cob

Top

17 Yards

No adjustment
vs, CR

Pole

Qutside (12)

Run Off

Cross

10-12 Yards

Idle vs. Zone

Stay

Hot Outside

3-5 yards

TB Wheel

Block #4

18-22 yards

QUARTERBACK :

FOOTWORK :
CLUE: PSL

MOVEMENT KEY:
READ PROGRESSION:

COMMENTS :

Sim 9/1-2

HOT: H

Be alert for hot.

1: TB

set at width of tackle

Middle to outside 1/3 defenders

2:




Play: Similarity 9/1-2 {(Regular)
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CONCEPT: Crossing

DESIGNED FOR: Zone Coverages

PRIMARY GOAL: Hit F

PROTECTION/S: Similarity 9/1-2

VANILLA FORMATION: Lite

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COMJ
X Outside Strk jBottom {(16) 44 Yards
2 In outside (12) 16 Yards
Idle vs. Zone
Y Cross 10-12 Yards
E Clobber Hot Outside | 3-5 Yards
TB Wheel Check #5 Stay Wide
QUARTERBACK :
FOOTWORK: Similarity §/1-2 nine-yard Arc
CLUE: PSL
MOVEMENT KEY: Flat to Hook defender
READ PROGRESSION: HOT-F 1. F 2: Y 3: 7 /Run

COMMENTS: Rlert outside pressure




Play: Similarity 15/1-2 (Hippo)

/

ﬁ‘\~\\\\\\\7327\k%2

TS

CLUE: PSL

READ PROGRESSION: HOT: ¥ 1: H

COMMENTS: Alert outside pressure

MOVEMENT KEY: Flat to Hook defender

2: ¥ 3: 2
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CONCEPT: Crossing
DESIGNED FOR: Multiple
PRIMARY GOAL: Hit Clobber
PROTECTION/S: Sim 15/1-2
VANILLA FORMATION: Ace
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST,/COM
X Outside Strk {Rottom (16) 44 Yards
zZ In Dutside (12) 44 Yards
Idle vs. Zone
Y Concert 10-12 Yards
H Clobber Hot Outside [3-5 Yds. |
Fake 15
TR Block Block
gut&gide
QUARTERBACK :
FOOTWORK: Fake 15/1-2 --nine yard Arc




Play: oimilarity 15/1-2 {Regular)
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CONCEPT: Crossing
DESIGNED FOR: Multiple
PRIMARY GOAL: Hit Clobber
PROTECTION/S: Sim 15/1-2
VANILLA FORMATION: Lite

AUDIBLE:

REC ROUTE SPLIT DOG/BLITZ

DEPTH

ADJUST/COM J

X Oustsie Strk |[Bottom (16)

44 Yards

A In Qutside (12)

16 Yards

Y Cross

10-12 Yards

Idle vs. Zone

FB Clobber Hot cutside

3-% Yards

Fake 15-
Block .

TB Bleck

Dutslae -
QUARTERBACK:

FOOTWORK: Fake 15/1-2 --nine yare Arc
CLUE: PSL

MOVEMENT KEY: Flat to hook defender
READ PROGRESSION: HoT: F 1: F 2: Y 3: 2

COMMENTS: Alert ocutside pressure




Play: Wag 1-2 (Regular)
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CONCEPT: Flood
DESIGNED FOR: Multiple Zone Coverages
PRIMARY GOAL: Hit Z |
PROTECTION/S: Wag 1-2
VANILLA FORMATION: Right/beft
AUDIRBLE:
REC ‘ ROUTE SPLIT DOG/BRLITZ DEPTH ahJusT/CoOM
X In Top (8) 16 Yards
z Read Strk Divide (16) 40+ Yards
Settile
b4 Crease 20 Yards outside hash
: ' Through B-gap
unless
F Flat 3-5 Yards cutgide
Wag 1-2 o
TB Screen ' Block B-Gap
QUARTERBACK:

FOOTWORK: Wag 1-2, nine-yard ArcC

CLUE: PSL

MOVEMENT KEY: Deep 1/3 to Flat defender

READ PROGRESSION: HOT-None 1: 27 2: Y 3: F/X

COMMENTS : Evaluate contain--may pull uUp or go straight back




Play: Wag 5-6 (Regulax)

3 ’
4
£
_’/
vl
X
T
CONCEPT: Flood
DESIGNED FOR: Multiple Zone Coverages
PRIMARY GOAL: Hit X -
PROTECTION/S: Wag 5-6
VANILLA FORMATION: Rt /Lt
AUDIRBLE:
REC RCOUTE SPLIT DOG/BLITZ DEPTH ADJUST /COM }
Fade VS. '1
X Read Strk Bottom (14) 40+ Yards CR /BUMD
Z In Outside {(12) 16 Yards J
Staircase Man
Y Crease 18 Yards Coverage
D gap
vs.outside
FB Flat 3-5 Yards pregsure
TB Wag 5-6 Scrn| | B-Gap l
QUARTERBACK: .
FOOTWORK: Wag 5-6 -- nine yard Arc
CLUE: PSL
MOVEMENT KEY: Deep 1/3 to Flat defender
READ PROGRESSION: HOT-Hone 1: X 2: Y 3 FB/Z
COMMENTS: Alert outside pressure




Play: Wag 5-6 (Reg) Twin

CONCEPT: Flood

DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: Hit X
PROTECTION/S: Wag 5-6

VANILLA FORMATION: Rt/Lt Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Fade vs. CR bump
p.4 Read Streak W. Divide 40+ Yards
Set vs. Cover 2
y/ Crease Inside 20 Yards
Y in 16 Yards
Through B-gap
outside D-gap
FB A}_’I'OW 3_5 Yards A nreagiyre
TB Screen B-Gap
QUARTERBACK:

FOOTWORK: Wag 5-6 --nine yard Arc

CLUE: PSL

MOVEMENT KEY: Deep 1/3 to flat defender

1: X 2: 2 3: FB

READ PROGRESSION: BOT-None

COMMENTS :

Alert outside pressure




POCKET

MOVEMENT o



Play: SMOKE 5-8 STUTTER (REG)
velelnlele
CONCEPT: One-on-0ne mmj
DESIGNED FOR: Man coverages
PRIMARY GOAL: Hit 2
PROTECTION/S: Smoke 5-6
VANILLA FORMATION: Split Twin change
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
1Force defender
X Rub Qutside (12) 15 vds. to Bubble
4 "Stutter Flat |< Inside (6) 3-5 vyds.
Y "Stay Hinge
FB Smoke 5-6 Qutside FST
May Motion/
TB B gap out shift
QUARTERBACK::
FOOTWORK: & yard Arc
CLUE: PSL:
MOVEMENT KEY: Flat defender
READ PROGRESSION: HOT: None 1: VA 2: X 3: Run

COMMENTS :

If by formation we have a backside receiver,

he will Shallow Cross




Play:

SMOKE 5-6 (Regular) Arrow

O

o

OO

CONCEPT:

DESIGNED FOR:
PRIMARY GOAL:

PROTECTION/S:

One-on-0One

VANILLA FORMATION:

Hit Z

Smoke

Man coverages

5-6

R/IL. Twin change

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Hook Outside (12) 12 yds. Fade vs. Hang
Z Srutter Flat |< Inside (6}7 1-5 yds.
Y Stay Hinge
FB Smcke 5-6 Outside FST
May Motion/
B B gap out Shift
QUARTERBACK :
FOOTWORK : 6 yard Arc
CLUE: PSL

MOVEMENT KEY:

READ PROGRESSION:

Flat defender

HOT: None

1: 2 2 X

3: Run

COMMENTS: If by formation we have a backside receiver, he will Shallow Cross




Play:

48-9 Shark Fork (Reg) (Eagle)

CONCEPT :
DESIGNED FOR:
PRIMARY GOAL:

PROTECTION/S:

VANILLA FORMATION:

One-on-0ne

Multiple coverages

Hit Z/X

48-9

Rt/Lt Lite Twin

OO®

CLUE: PSL

MOVEMENT XEY:

COMMENTS :

READ PROGRESSION:

Corner Movement

HOT: None

1: 2Z

AUDIELE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Widen on
X Smash Divide 5-6 Yds release
Z Corner Inside 20 Yards Flag vs. 1/3
Y Fork 20 Yards’
FB Block EMOCL
TB D to € Gap
QUARTEREACK :
FOOTWORK: Open @ 6:00, Set Up Over B Gap. 5 Step Drop.




Play: 48-9 Oskie Out (Reg)

@

CONCEPT: One-on-one
DESIGNED FOR:
PRIMARY GOAL: Hit X or 2
PROTECTION/S: 48-9

VANILLA FORMATION:

Retreat Coverage

Rt/Lt Lite Twin

COMMENTS :

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM “
X Qut Divide 12 Yards gurl vs. Bum
Z Hook Inside 10 to 12 Yards |
Y out 10 to 12 Yards
FB Block EMOL
TB D Gap to C Gap
QUARTERBACK:
FOOTWORK: Open @ 6:00, Set Up Over B Gap, 5 Quick
CLUE: PSL
MOVEMENT KEY: Flat Defender.
READ PROGRESSION: HOT: None 1: X 2: 2 3: Y
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Play: 48-9 Cob IN (Reg) (Eagle)

OO

CONCEPT: One-on-0ne
DESIGNED FOR:
PRIMARY GOAL:
PROTECTION/S: 48-9

VANILLA FORMATION:

Man coverages

Hit X/Z

Rt /Lt Lite Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Cob Divide 17 Yards |
Z Deep Hook Inside 15 Yards
Y - jiIn 16 Yards
FB  |Block EMOL '
TB D Gap to C Gap
QUARTERBACK :
FOOTWORK: Open @ 6:00, Set Up Over B Gap, 7 Step Drop.
CLUE: PSL
MOVEMENT KEY: Flat Defender
READ PROGRESSION: HOT: None 1: X 2 A 3 b4
COMMENTS :




Play: 48-9 Cob Jet Corner (Regq)

OO

CONCEPT: One-on-0ne

DESIGNED FOR: aggressive Corner Coverage
PRIMARY GOAL: Hit Z/X
PROTECTION/S: 48-9

VANILLA FORMATION: Rt/Lt Lite Twin

COMMENTS ;

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Zet st_ﬁggﬁ_u
X Comeback and Go |Divide 44 Yards Corner
Z comeback and Go |Inside Run Off Cross FS's Face
Y Corner 16 Yards
¥B Block EMOL
T8 D Gap toc C Gap
QUARTERBACK :
FOOTWORK: Open @ 6:00, Set Up Over B Gap, 7 Step Drop.
CLUE: PSL | !
MOVEMENT KEY: Corner
READ PROGRESSION: HOT: None 1: X 2: 2 3 Y




/

Play: 48-2 Bench (Reg)
r‘

OO

OO

CONCEPT:
DESIGNED FOR:
PRIMARY GOAL:
PROTECTION/S:

VANILLA FORMATION:

One-on-0One
Multiple
Hit Z -

48-9

Rt /Lt Lite Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Pon't go to
X Curl Divide 12 Yards far inside.
No conversion
Z Bench Inside 16 Yards vs. hang
Y Rlock
FB Block EMOL
TB D Gap to C Gap
QUARTERBACK :
FOOTWORK: Cpen @ 6:00, Set Up Over B Gap, 7 Step Drop.
CLUE:: PSL
MOVEMENT KEY: ¥lat Defender
HOT: None 1: 2 X 3: None

READ PROGRESSION:

COMMENTS :

Be patient with Z vs. Hang Coverage




r&

Play: 48-9 Wheel (Reg)

OO

CONCEPT:

DESIGNED FOR:
PRIMARY GOAL:

PROTECTION/S:

Cne-on-0Cne

48-9

VANILLA FORMATION:

Hit 2

Muitiple

Rt /Lt Lite Twin

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
Don't go to
X Curl Divide 12 Yards far inside.
Go outside
yA Wheel Ingide Run Off Iwngconmr.”
Y Block
FB Block EMOL
TB D Gap to C Gap
QUARTERBACK :
FOOTWORK : Open ® 6:00, Set Up Over B Gap, 7 Step Drop.
CLUE: PSL

MOVEMENT KEY:

READ PROGRESSION:

COMMENTS :

HOT: None

Deep 1/3 to curl defender.

1: Z

2: X

3: None




Play: 48-9 Fin (Falcon)

€A

OO

OO®

[

it

PROTECTION/S:

DESIGNED FOR: Multiple

PRIMARY GOAL: Hit X/Z

48-9

VANILLA FORMATION:

CONCEPT: One-0n-0One/Delta

Single Strong

COMMENTS :

AUDIBLE:
REC " ROUTE SPLIT DOG/BLITEZ DEPTH ADJUST/COM
. Set vs. Zone
X S. Cross Outside 6 Yards
Fade vs. Bump
4 out Inside 12 Yards
Block
FA in < Inside Sight #4 14 Yards
TB IBlock
QUARTERBACK :
FOOTWORK: 5 Quick/Long
CLUE: Corner
MOVEMENT KEY: Corner
READ PROGRESSION: HOT: None 1: X/2 2: FA 3:




' QCREENS



64-5 Cowboy Screen Rt/Lt

x ?é®g

37

QB: _ Five-step drop. Retreat two steps and throw.

TR:  64-5. If LB'er comes bump him. If LB'er drops, set inside and release to screen. (2 count)
Catch ball 4 yards outside tackle and 2 yards deep. Do not get width.

FB: Free release flat route. Possible hot outside. Block flat defender.

X: Run off. Sight 4 weak.

Y/E: Pole route.

Z: Run off. Block deep 1/3.

FST: Block 64-5 Protection. On, outside. Set deep; bring your man up the field.

FSG: Block 64-5 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Hook.
C: Block 64-5 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Will.

BSG: Block 64-5 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to FS5T
area, and block chaser.

BST: Block 64-5 Protection. On, outside.

NOTES: All downfield blocks should be full speed and throw. No double teams on protection.
Don't chase any line change variations.



TULSA SCREEN (X)

X

QB: Five-step drop. Retreat two steps and throw.
TB: Basic. !f LB'er comes, chip him. If LB'er drops, set inside and release

with guard. Catch ball 4 yards outside tackle and 2 yards deep. Do not
get width.

FB: Basic. If LB'er drops, release block direction call.

X: Block deep one-third. Crack = block 1st defender inside.
Y/E:  Pull Out route. Block backside.

Z: Block deep one-third.

EST: Block 52-3 Protection. On, outside. Set deep; bring your man up the field.

FSG: Block 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Flat.
Eyeball Wilt.

C: Block 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Curl.

BSG: Biock 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to FST
area, and block chaser.

BST: Block 52-3 Protection. On, outside.

NOTES: All downfield blocks should be fuil speed and throw. No double teams on protection.
Audible Vs. Blue



FRESNO SCREEN (Y)

T )

3,

QB: Five-step drop. Flag away from Screen side, and two steps and throw.

TB: Basic. If LB%er drops, run Screen.

FB: _Basic, If LR'er comes, bump him. If LB'er drops, set inside and release with guard. Catch
ball 4 yards outside tackle and 2 yards deep. Do not get width, ~

X Block deep one-third.

Y/E: Block Mike.

| Z: Block deep one-third.

FST: Block 52-3 Protection. On, outside. Set deep; bring your man up the field.

FSG: Block 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Flat.

C: Block 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to Curl.

BSG: Block 52-3 Protection. Covered: Hit, Extend, Go. Uncovered: Two-count. Release to FST
area, and biock chaser.

BST: Block 52-3 Protection. On, Qutside.

NOTES: All downfield blocks should be full speed and throw. No double teams on protection.
Don't chase any line change variations.



MALIBU 5-6/1-2

This is our wide receiver Screen. Malibu 5 is thrown to our left, and Mailbu 6. .
is thrown to our right. (Sunscreen on the beach.) The play is thrown to the widest

frocciie- it

receiver.

QB: Five-quick-step drop. Throw ball when fifth step hits ground while running
away from LOS. Look for throwing lane. Ball can'tbe thrown over LOS
because lineman are downfield. '

FB: Run 9/5-6 or 2/1-2 path.

-TB: In "I" formation, Swing away from Screen. Look for pass.
Y/Slot: Block #1 defender or corner if covering Z man.

Z: Run Screen if called toward you, otherwise, Streak. -

X: Run Screen if called toward you uniess a WR is outside of you, in which
case you will block the DB covering the WR.

Linemen: 52-3 Protection assignment. Punch one count, then release if onside. Hit
and extend if Screen is away.

FST: Flash, release, and block defender over receiver to callside.

FSG: Flash, release, and block callside LB'er area. CP: Be congnizant of
where you are on the field.

C: Fiash and release to the middle of the field. Block Mike LB'er area o
free safety. CP: Be cognizant of where you are on the field.

BSG: Hit and extend, release straight upfield.

BST:  Hit and extend, release straight upfield.



PRIMARY GOAL: Hit TB

PROTECTION/S: Hawaii 2

DESIGNED FOR: Multiple coverages

VANTLLA FORMATION: Rt Lite

Play: Hawaii (2)
CONCEPT: Screen

AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
X Screern 14 Yards LOS
Z Streak 14 Yards Run off Pole if Trey
Y/E Block Mike
FB AjPeel
TB ‘Swing 5 Yds deep

CLUE:

FOOTWORK:

QUARTERBACK:

5 Quick

COMMENTS 3

Outside pressure

READ PROGRESSION: HOT: None 1:

2: X 3:

MOVEMENT KEY: Wide rusher to throwing lane to X

Throw away




HAWAIT (2)

This is our tailback screen toO the right combined with a
Malibu screen to the leftc.

QB: Five-quick-step drop. ook at the TE. Throw off balance
to the TB. May drift back if throwing Malibu '

If EMOL drops or rushes = throw Hawaii
1f EMOL covers TB = throw Malibu

TB: swing to the right. aim five yards deep and five yards
outside of the TE. Look to the QB after three steps.

X Run slow Malibu 5.

Z: 1f on the right side = Block deep Third
Tf on the left side = Rlock defender on X.

TE: Block MLB'er

FB: Block defender over WR (X) .

RT: rlash and block flat area.

RG; Flask and block curl area "plley™.
C: punch and block left hoock area /[ #3.
LG: punch and block left curl area / #2.
LT: Basic 52 protection

* Could run Rt- Single
Ace
King
Trey



Play: Venice 5-6

-
CONCEPT: Screen
DESIGNED FOR: Multiple Coverages
PRIMARY GOAL: Hit X
PROTECTION/S: Venice %-6
VANILLA FORMATION: R/L, Ray/Lee, Single
AUDIBLE:
REC ROUTE SPLIT DOG/RLITZ DEPTH ADJUST/COM l
X Screen 14 Yards Behind LOS Jl
Z Streak 14 Yards Run off

Y/E Middle Streak

B Block 52-3
TB Rlock #1 _
QUARTERBACK: .

FOOTWORK: Drop Step Open and Throw

CLUE: Box
MOVEMENT KEY:
READ PROGRESSION: HOT:

COMMENTS :

1: X 2:




Venice 5-6

FS REC: Run off If Twin or Single
Block #1 Over X

FST: pass Set & Chop

FSG: Flash & Block #2 From outside/IN

CTR: Flash & Block #3 From Outside/IN

BSG: Flash & Block #4 From outside/IN

BST: Pass Set & Chop

FSTE: Free Release Middle Streak

BSTE:

QB: Drop Step, Open,.and Throw to X

RB: Rlock #1 Over X Any Slot Formation
Block #2

FB: Block 52-3

BS REC: Catch Screen



~ GOALLINE N



PLAY C wW M s

d 2/2-% (Sweep)

FORMATIONSE

Rt/Lt {Zoom}

BLOCEING
Man
POS ASSIGNMENT AND TECHNIQUE I COACHING POINTS
keacn Support.
sT
Man on, inside. Possiple Down.
FST
Pull block FSLBer.
FSG
Choke.
CTR
Ram.
BEG
Ram.
BST
Reach man on. Possible base read. Possible down.
FSTE
Ram.
BSTE
Reverse turn and toss ball to TB, Boot away.
QB
Heels at & yd. Timer step, aim 1 yd cutside
RE svrallion. Run for the flag.
Heels at 5 yd. Open cross over, lead 1 yd outside
FB of stallion. Block Alley.
BS
REC




GL 2/2-1 {(Sweep)

W M- — - SS ,l W M T T 7XC
T OE S\ C c\ L E T T E_ § s8)

’ i
GOOOQOO@ B om000/

o@@®666

O Tackle

6x/7
N\

o &




PLAY
11/2-1 {Iso}
FORMATIONS

Rt/Lt Zoom

< W

- ® |
S5ES®OOD

sSS

&

R

-

BLOCKING
Iso
POS ASSIGNMENT AND TECHRIQUE COACHING POINTS
Biock 1st man outsiae TE
ST
On, inside. Possible Got-i:t, alertr seiid, Eat Fan
Fsr  |VS: 7 tech.
on, Inside. Possible Ace. Possible Ray/Luke.
FSG
on, 1lst BSLBer. Possible Ace Possible Ram.
OTR Alert teo sink.
On, Backside: Block #1 on LOS to backside Possible Ram
B5G Possible Big, Power, Sink.
on, Backside: Block %2 on LOS to backside. Possible Ram
BST possible Big. Alert Sink.
Block Man on Inside. Possiplie Fan, Eat. Solid
FSTE
On RBackside. Possible Wall, Ram
BSTE
Reverse turn at 6:00 give to tailback, drop and S dho A vre Yoy
OB C%EF'
Heels at 6 1/2 drop step for outside leg of FSG. Follow FB, Hit it fast.
RS Never cut back.
Heels at 5 yd. Open step at outside foot of FSG.
FB Key block of 1st coverecd down lineman P.S5. Elock
l1st LB playside.
BS
REC




Got-it Powe Fan
80
S8
c  ®
c FS D) sS
WbETNNTES C L E TV T E S ¢
Sink Down Power é

T



PLAY

Power 1-2

FORMATIONS

Rt/Lt

BLOCKING

I‘IG H

[

POS

ASSIGNMENT AND TECHNIQUE

COACHEING POINTS

Block inside. Possible Drive-it. Possible Bust-

c.P.-alert for creaser ar

pirn inside.

5T it.
On, insice. Possipble crive-it, Possibie down
h|
FST call.
$uil and kick 1st cefender outside stallion.
rEG
Choke.
CTR
Ram.
BSG
Ram.
BET
Block inside. Possible Drive-it. Possible Bust-
FETE itr. Possible Down.
Ram.
BSTE
Open at 5/7. @Give ball te TB and follow. N me T
0B
Heels at Byds. Drop step, aiming point outside Press hole.
RE leg of FST. Never cut back.
Heels at 5 yd. Srep at inside leg of Tackle.
FB Widen track to block 1st man to show inside of F5G
block.
BS

REC




Power 1-2

L T T
_

GGO@@?@?)

4

¢
\ OO0

W
L E T T

Ram

62 Charge

Ram

GO0 OO0

Ram




PLAY

Operate 5/6

PORMATIONS

Rt /Lt

BLOCKING

Reach

POS

ASSTIGNMENT AND TECHNIQUE

CCOACHING POINTS

ST

Ram.

Reash man on.

Possible Tag, Possible Eat,

Possible over Eacz.

ST
Reacnh man on. Possible Tag. Possible Ray/Luke.
FSG
Choke.
CTR
Ram.,
BSG
Ram.
BST
Base read. Possible Eat. Possible over Eat.
FSTE
Ram.
BSTE
Open at 45. Ride FB's hip. Option 18t man
QB outside U end.
Heels at 8 yd. Timer step. Keep pitch
RE relationship with OB.
Heels at 5 yd. Step at outside leg of F5G. Sell
FB the dive fake. After fake widen track to block
FESLBer.
BS
REC




Operate 5/6

C
s Ss
62 62 Charge
C
3<
80
SS
E C
Ram

65



A -

Gas 5/6

FORMATIONS

Rt/Lt

BLOCKING

ngw

POsS

ASSIGNMENT AND TECHNIQUE

COACHING POINTS

5T

Ram.

¥ST

1ar; or, inside. Possibige DOWn. Possinlie Eat.

Pull and kick 1lst defender outside of u end.

FsSG
Choke.
CTR
Ram.
BSG
Ram.
BST B
Base read man on. Possible Eat.
FSTE
Ram.
BSTE
Reverse turn at 6:00. Give ball to TB and
OB beootleg. S
Heels at 8 yd. Drop step A.P. outside leg of FST. Press hole, Never cut back
RB Follow FB, press the hole.
Heels at 5 yds. Step at inside leg of tackle.
FB Widen track to block 1st man that shows inside of
FSG block.
BS\
REC
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CONCEPT:

DESIGNED FOR:

PRIMARY GOAL:

One-on—-one

Goaliine

Run ball in endzone

PROTECTION/S: Jump keep Rt/Lt
VANILLA FORMATION: Rt/Lt
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
U Hinge C gap
Corner of 2 yds. inside
S corner Wing endzone end line
Block man over |l yd inside
Y/E Delay Arrow two counts cone
F J.K. Prot. Fake Iso Cheat up
TB J.XK. Prot. Fake Isc Cheat up

QUARTERBACK:
FOOTWORK:

CLUE:

MOVEMENT EKEY:

READ PROGRESSION:

COMMENTS :

Open and Fake Iso-6 yd Arc

Outside Pressure

Flat defender

HOT:None 1:Run 2:Y 3:8

i1



S5O000O®

CONCEPT: Crossing
DESIGNED FOR:
PRIMARY GOAL:
PROTECTION/S:
VANILLA FORMATION:

AUDIBLE:

Goalline
Hit Y

Similarity 9/5-6

Rt/Lt

REC ROUTE

DEPTH

SPLIT DOG/BLITZ

ADJUST /COM

u Cross

10 vds.

5 Corner

Corner of
endzone

Y/E Delay Arrow

1 yd inside
cone

F Sm 9/5-6 Pro

THB 5m 9/5-~& Pro

QUARTERBACK:
FOOTWORK:

CLUE:
MOVEMENT KEY:
READ-PROGRéSSION:

COMMENTS :

Fake 9/1~2

9-yd. Arc

Qutside Pressure

Flat defender

HOT:None 1l:Y 2:5 3:U/Run

12
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CONCEPT: One-on—-one

DESIGNED FOR: Goalline/Short Yardage

PRIMARY GOAL: Hit FB
PROTECTION/S: Smoke 1-2
VANILLA FORMATION: R/L Zip
AUDIBLE:
REC ROUTE SPLIT DOG/BLITZ DEPTH ADJUST/COM
U Hinge
Wdii ee=-—— LD
Motion to 5 2 yds from closer than 2
S/T Corner vards from Y End Line vds.,
MUBT TEIEESE
Hook out on 1 yd inside |outside wall Sam
Y hash cone to Mike
FB Arrow
Emoke 1-Z Cut first
™8 Protection Cheat over BSGJEMLOS
r
QUARTERBARK:
FOOTWORK: S-yard arc

CLUE: Outside Pressure

MOVEMENT XEY: Flat defender

READ PROGRESSION: HOT:None 1:FB

COMMENTS !

2:8tallion 3:Y







"CLUTCH" OFFENSE

1. Must get ball out of bounds whenever possible.
2 Don't struggle for yards. Saving time is crucial.
3 Know what stops the clock until the next play.

a. Out of Bounds.

b. Incomplete Pass.

c. Time Out.

4. Know what stops the clock temporarily.

a. Injury. Be alert for official's signal to start the clock when the field is cleared of
an injured player.

b First Down. Clock will restart when chains are set.

c. Offensive or Defensive Penalty. Clock starts when officials give the signal.

* Important note: Anytime the clock is stopped temporarily, we should be on the
line of scrimmage with the play calied. This will allow us to snap the ball as soon

as the official signals the ball is ready.

5 At the conclusion of each play, every offensive player must listen to the
quarterback. The quarterback will tell us our approach to the next play. Here

are his commands:

a "Clock"--Get on the line of scrimmage; quarterback will spike the ball.

b. "Huddie"-- Huddle up.

c. "Time out"--Huddle up.

6. Following this command and assuming we are on the line of scrimmage, the
guarterback will call the formation two times (e.g., Right, Left, Ray, Lee).
This will be dictated based on the play he is about to call.

7. As we deploy the formation, the quarterback will call the play twice and signal to
receivers as he does so.



8. The quarterback will then give a quick directiona! call {e.g., Right, Left, Rip, Liz,
Ringo, Lucky), and the ball will be snapped on the next sound.

. 9. Basic points to remember when we are on the L.O.S. with the clack running:

||]H

a. Runningbacks assume RT/LT Split uniess QB puts you

b Wide receivers must hustie to their alignments when the piay is
called. If the wide receiver is having trouble hearing, he shouid look for the

quarterback's signal.
10. Here are some key elements of a successful "Clutch” offense:
a. Ball security.
b. Clock management.
¢. Make routine plays.

d Hustle! Don't make the offense wait on you. Get aligned quickly.

e. Be quick to unpile.

f Listen closely to the play called. If you can't hear, look for signal from the
quarterback. Anticipate where ball will be set.

11 At the conclusion of the game, we may be attempting to run the clock down for
a last-second field goal. We do not want to be forced to run another play
following the field goal attempt. Runningbacks: Be aware of “centering” the
ball for the kicker. The quarterback will be in charge of calling time out. At the
conclusion of the running play, the quarterback will find the referee (the offical
in the offensive backfield) to immediately alert him of his intentions. Once the
clock flashes five seconds, the quarterback will call and signal time out to the

referee.



PASSROUTES



RUNNING BACK ROUTE TREE

. Stop

. Flat

. Shallow Flat
. Under

. Leak

. Swing

. Comner

. Cross

_ Turn Out

10.

11.

12.

13.

14.

15.

16.

17.

Fresno

Tulsa
M-Route
Rail
Wheel
Clobbér
Sit

Slow Flat



O
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Stop Route: Release outside the end man
on the LOS, work to a depth of 3-5 yards
deep, with a width of 3-4 yards. Break and
run vs. man. Turn out and face the
Quarterback.

FLAT

000
ooH /
O

Flat Route: Release outside of the end
man on LOS. Worktoadepthof3to 5
yards. Accelerate toward the sideline.
Throttle down four yards from sideline.

SHALLOW FLAT

OO

@
O

ocf

Shallow Flat Route: Release outside of
the end man on LOS. Work to a depth of
one yard deep. Stretch the coverage.
Accelerate toward the sideline. Throttle
down four yards from sideline.

UNDER

Under Route: Release three yards outside
of the end man on LOS. Work to a depth
of one yard deep. Plant on your outside at
a 45-degree angle. Be under control.

C.P. break off versus outside blitz/dog.



Leak Route: Release through the B-gap

and work to a depth of five yards. Turn
inside and square your shoulders to the
quarterback.

000

Swing Route: Open three hard steps to
get width toward the sideline. Lose two
yards to help. Open shoulders to catch the
ball. Turn up two yards outside the widest
receiver on the LOS.

C.P. versus outside blitz/dog, look quickly
over inside shoulder.

O
O

000

S

Swina Route from | Position: Open and
sprint toward the sideline. Lose two yards
to help. Don't lose any ground. Open
shoulders, and turn up at the widest
receiver on the LOS. '

C.P. versus outside blitz/dog, look quickly
over inside shoulder.

CORNER

OO
O

OO0

Corner Route: Release outside the end
man on the line. Get vertical, and push up
to ten yards deep. Plant on your inside
foot, and angle to the corner. Keep the
angle high.




OSOOO

Cross Route: Release through the B-gap
or A-gap to get into route to cross the
formation. FB: Work to five yards deep.
running over Will's toes. Continue to run ~
versus Man and Zone. TB: Same release
as FB, but try to cross underneath FB as
closely as possible. Continue to Run
versus Man and sit down over the TE
position versus Zone coverage.

TURN OUT

o000

Turn Out Route: Release through the B-
gap or A-gap. Work to a depth of six yards
and turn out. Versus Man, break and run
to open area.

FRESNO

OO0O00

Fresno Route: Basic. If LB'er comes,
bump him. If LB'ers drop, set inside and
release with guard. Catch ball four yards
outside tackle and two yards deep. Don't
out run your guard.

QOOOO

Tulsa Route: Basic. If LB'er comes. bump
him. If LB'er drops, set inside and release
with guard. Catch ball four yards outside
the tackle and two yards deep. Don't out
run your guard.




M-ROUTE

OO

00O

M-Route: Step to blocking assignment with
inside foot.  Lose two yards and get three
yards wide. A.P. split the inside WR and -
the weakside tackle.

000

Rail Route: Release outside of the TE.
A.P. four yards outside of the TE's
alignment. Work to get to the bottom of
numbers. Continue upfield. Sit down
versus deep Zone coverage.

WHEEL

OO

000

Wheel Route: Release outside the EMOL..
Sell the Flat route for a couple of steps.
Plant on your outside foot, and get upfield
no closer than four yards from the sideline.

OO0

Clobber Route: Step up outside weakside
tackle. Bump EMOL with inside shoulder.
Release to flat, and look for ball.

C.P. stay flat. Don't lose ground. Throttle
down four yards from sideline.



@
-

|

OO0

Sit Route: Release outside the EMOL.

Reach a depth of three yards deep. Turn
inside and face the quarterback. .

SLOW FLAT

00O

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

Slow Flat Route: Sell the run called
Accelerate through the LOS. Throttle
down, and head toward the sideline under
control. Don't be in a hurry.




- WRMANUAL
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Route: Hitch

Release at defender taking two full steps upfield on
outside foot. Depth should be 5-6 yds. The QB will
attempt to throw at outside hip in order to aid an
outside break on collapsing defender.

Explanation:

3. Ball should be thrown
18-22 yds. downfield. 18-22 yds
. 5-6 yds )
1. Pivot, snap head, & tumn. 2. Release outside.
1. Convert to fade. v
Retreat Hang (CR)
3. Ball should be thrown 35 vds
18-22 yds. downfield. 3. Ball will be "aired-out” with Y
18-22 no deep help (35 yds.)
2. Get vertical. yds. 2. Get vertical
1. Release outside.
v 1. Reiease outside. v
O
Engage (CR) Bump

Hitch: Timing route. Plant, turn, and expect ball quickly.

Key elements:

1. Think lateral spin after catch to make corner miss,
staying outside.



Route: Stant

Explanation: Release at defender without chasing him outside. Plant
on second outside step. Burst at angle toward the Post
clearing the underneath coverage. Mini-Curl in window
versus safeties on hash look (CR).

v
2. Mini-curl vs. hash safeties.
2. Break back into seam. 5.6 yds
1. Wi & Sii
1. Stem defender. V:;gfe”ate f_,i';;o \V
o
Retreat c Hang (CR)
2. Siant underneath. 2. Slant underneath.
1. Beat defender. 1. Beat defender.
‘X ﬁ
Engage (CR) Bump

Slant: Timing route. Plant and break in seam. Stay away from
safety.

Key elements:

1. Line corner up before break.
2. Expect ball off break.

3. Must come underneath corner.
4. Must beat press corner inside.



Route: Quick Out

Release at corner's outside hip to a depth of 5-6 yards.

Explanation:
Make 90 degree cut on second inside step.
' 18-22
Vv 3. Ball should be thrown yds.
18-22 yds. downfield.
2. Snap eyes around on
second inside step. 2. Look once you clear defender.
. . 5-6 yds
1. Stem outside hip. 1. Try to release outside,
O
Retreat Hang (CR) __
3. On second inside step make
3. Ball should be thrown 1B.22 90 degree cut to seperate
18-22 yds. downfield. yds. you from defender. -
2. Get vertical. :
’ 2. Push upfield to sell fade. 5.6 vd
- yds
t. Release outside. v v
1. Release outside.
Engage (CR) Bump

Q. Out: Timing route. Make sharp cut out of break. Expect ball quickly.

Key elements:

1. Keep eyes downfield (to sell fade) until second

inside step.
2. Make sharp cut for seperation.



Route: Curl

Explanation: Stem defender while pushing to a depth of 12 yards.
Pivot step off your outside foot. Expect the ball
quickly. Route will be slightly shortened versus any

type of press coverage.

2. At top of route attack v
his outside hip thereby 3. Find a window.
forcing him to open up 12 yds.
(outside) away from _
your turn (inside). 2. Get vertical.
1. Stem defender. 1. Do not iose width {(Widen & Slip).
Retreat © Hang (CR)
3. "Swat" with outside reiease . . _
or "shoulder-ride” with 3. S\rat with ou_tsrcie re.lease
inside release. fm, shoulder-ride” with
inside release.
2. Get vertical. 5 Get vertical.
1. Take the easiest release. 1. Take easiest release.
Engage {(CR) Bump

Key elements:

1. Line defender up.
2. Expect ball quickly vs. man.
3. Do not run deeper than 12 yards.



Route: Streak

Stem defender.
risking collision.

Explanation:

Get as close as possible to him without
"Nose to nose. step on toes."

Give one

good headstick inside before breaking around defender to

the outside.
and stay skinny.

If defender is too wide, however, slip inside

44 yds.
4. Stay vertical. 4. Look once you've cleared corner. 18-22
yds.
3. Headstick inside. 3. Keep a 4 yd. minimum
cushion from SL.
2. Stem defender.
2. Get vertical.
1. Drive hard off the ball. 1. Release outside.
o
Retreat O Hang (CR) i
4. Ball will be thrown 18-22
yds. downfieid.
3. Keep 2 4 yd. minimum 3. Expect ball to be "aired-out” 35 yds.

cushion from- SL.

2. Get vertical.

1. Release outside. \v/

Engage (CR)

at 35 yds. deep.
2. Get vertical.

1. Release outside.

Bump

Streak: Stem defender before releasing outside.

Key elements:

1. Must challenge defenders leverage and remain a two-way threat.

2. Turn defender with headstick.

3. Stay vertical and away from “"sideline squeeze".



Route: Post

Explanation: Release to a point 2 yards outside original alignment 10
to 12 yards downfieid. Plant off the fourth outside step
in front of the defender. Snap head on break and
expect ball to be in flight.

3. Possible headstick inside :
3. Look for ball out of break. }\V o e Break 1o COMer. igrﬁi
2. Plant off 4th outside step. 2. Last 5 yards must be vertical.
1. Widen defender with reiease. 1 Convert to Angle route. v
Retreat Hang (CR)
4. Break to corner
3. Break to Post. \
3. "Swat" wiinside release or
"shoulder-ride" w/outside _ 2. |f defender on hip,
release. ‘ swat and duck under.
2 Take best possible release. 1. OQutside release. V
1. Convert to Angle route. : a)
Engage (CR) Bump
Post:

Key elements:

4 Must widen Cornerback to provide throwing lane.
2. Always cut across defender's face regardiess of leverage.
3. Expect ball out of break.



Route: Cork

Explanation:

Stem defender.
off the third outside step (8-10 yards).
Demand the ball with your eyes.

Line him up and make a move toward the Post

Turn his hips inside.
Running under control on the

post part of the route, plant off the second inside step, and
break back to the corner at a depth of approximately 25 yards

deep.

5. Flatten out top of route #
def. does not bite Post.

4, Break to corner off 2nd
inside step.

3. Run Post part under control.

2. Plant for Post on 3 ®outside

v

25 yds.

25 yds.

4. Chalienge safety, headstick
inside, and plant tor corner. 10-12 yds.

3. Last 5 yds. should be vertical.

2. Don't get kicked too tar inside.

step, demanding ball w/ eyes. v
1. Stern defender. 1. Convert to Angle.
Retreat Hang (CR)
3. Drive to corner. 3. Pivot back @ 135 degrees
to lose defender.
2. "Shoulder-ride” w/outside 2. "Shouider-ride” w/ outside
release. "Swat" w/ inside release. "Swal" w/ inside
release. release.
1. Take easiest release. 1. Take easiest upfield release.
\"/

Engage (CR)

Bump

Cork:  Seli Post.

You must be deceiving. Second cut must be as sharp as

possible with little loss of speed.

Key elements:

1. Demand ball with your eyes on Post move.
2. Avoid collision with DB on corner move.



Route: Out

Explanation:

degrees angle off
fourth inside step,
shoulders down, snap your chin. Expect the ball

quickly. Routh should be at about 12 yards depth.

Stem defender's outside hip. Begin break with 45

third inside step. Complete break on
running parallel to LOS. Keep your

3. Flatten out and snap head back

\Y

3. Ball should be thrown 18-22 yards

off 4th inside step. downfield.
2. Speed turn off 3rd inside step. 2. Get vertical.
1. Stem defenders outside hip. 1. Release outside. v
Retreat Hang (CR)
3. Ball should be thrown 18-22
yards downfield. 18.22 3, Swat and Curi.
> Get vertical. yards 2. Get vertical.

1. Release outside.

Engage (CR)

1. Release outside.

Bump

Out: Stem the outside hip of defender, never chasing inside.

Key elements:

4. Footwork and timing are key.

2 Don't lean into break.

3. Don't look back until fourth inside step
4. Expect ball in flight on break.



Route: Cob

Expianation:

possible.
the streak.

Drive hard at the defender. closing the cushion as quickly as
Force the defender out of his backpedal by selling
At 17 yards upfield, pivot step off inside foot

and break back at a 135 degree angle, acceierating out of the

break.
press coverage.

Route may be slightly shortened versus any type of

v/\ ;;s,

3. Pivot step off inside foot.

2. Must sell streak. Turn
detender out of backpedal.

1. Burst hard off the ball.

Retreat

3. Keep 4 yard mimimum
cushion from SL.

2. Get vertical.

1. Release outside.

Hang (CR)

4. Break back for ball

3. "Shake" at top of route
" to lose “trail" detender.

2. Sell streak.

1. Release outside.

Engage (CR)

4. Drive back @ 135 degree angie.

3, "Shoulder-drive" vs. "side to
side" defender or "shake” vs.
"trail" defender.

2. Drive back inside to dictate
course of defenders momentum.

1. Release outside.

Bump

Cob:

Key elements:

1. Turn defender (sell streak).

2. Make break with minimum number of little

steps.

3. Pivot step out of break @ 135 degrees.



~ BLOCKING
~ VARIATIONS -



TERMS PAGE 1]

"RED" SIDE )
This indicates there is a defensive

lineman aligned in the B-Gap.
OOoUOdO

"WHITE" SIDE o ) ,
v This indicates there is a defensive

lineman aligned in the A-gap.
OOLOO




FRONTSIDE LINE RUN CALLS/TECHN

IQUES PAGE 2

ZONE

N,

58

Frontside guard and center block a Zone
scheme from down defender to linebacker.
This call will work in association with a Ray
and Luke call.

Ray: Zone with center and right guard.
Luke: Zone with center and left guard.

TAG

Frontside guard and tackie block a Zone
scheme on DT and frontside linebacker.
The OT will block DT unless he slants
inside. The OG wilt block frontside
linebacker. L

EAT

Frontside tight end and tackie work
together on defensive end and inside
linebacker. Zone scheme.

rGOT-lT

Double team between frontside guard and
tackle to the frontside linebacker. The
guard and tackle read the reaction of the
frontside linebacker. The guard will handle
A-gap run-through.

DRIVE-IT

Doubie team between the frontside tackie
and tight end to block the frontside
linebacker. The OT will block the DT unless
the frontside linebacker enters the B-gap.

ACE

Double leam between frontside guard and
center to the backside linebacker. The
center will eyeball and protect backside
A-gap run-through.

DEUCE

Double team between frontside guard and
tackle to the backside linebacker. The
guard will eyeball to protect the A-gap
run-through.

DOWN

A biocking scheme used when a frontside
fineman blocks the defender to his inside.
Usually used in conjunction with a combo
block and a defender threatens inside gap.




FRONTSIDE LINE RUN CALLS/TECHNIQUES

PAGE 3

TREY

vV gz
oomo%b

Double team between the frontside tackle
and the tight end to the backside
linebacker. The tackle will eyeball to
protect the B-gap run-through.

IGUARD

4
A
L

Eroniside block between the frontside
guard and center. The guard will go first
and block the down man. The center will
pull around for the linebacker.

TACKLE

§t7
7
[:Qég

Frontside block between the frontside
guard and tackle. Tackie wili go first and
block the down man. The guard will

pull around for the frontside linebacker.

TED

Frontside block betwesn the frontside
tackle and tight end. Tight end goes first
and blocks the down man, The tackle will
pull around for the 8-Technique end.

BASE.-
STRAIGHT
BLOCKING

Call or term used to indicate man blocking
for all linemen.

SOLID OR
FAN

Call that puts the guard on the #1 down
defender, the tackle on the #2 down
defender, and the end on the # 3 down
defender.

BASE READ

1O

Base block assignment on 7-8-8
techniques for tight end and 4-5-6
techniques for tackle. Semiaggressive
technique to determine defensive
technigue.




FRONTSIDE LINE RUN CALLS/TECHNIQUES PAGE 4

WEDGE

VARV,
OO0

Three-Man block between TE/FSTIFSG
on the 4-5-5 technigque to FSLB.

INSERT

NEvA Avav,
0%566

Directs the line from the uncovered man to
the backside. Insert also directs the back
insert at the point of the first uncovered
lineman. This always directs the center
away from the middle man in a seven-man
front.

BIG-ON

258

Call for the spiitend-side guard and tackie
to fit them on the big defenders in the
defense.

iGAP

Block to your inside gap. Center wili be
blocking back to the backside A-gap.

POWER
REACH

OO

SO

A block used by the FST where he
concentrates totally on reaching the
defender and is not concerned about fine
movement. Steps and aiming points
change.

CAT

O

A blocking scheme between the center and
FST. The FST insures the center's block.




BACKSIDE LINE CALLS/TECHNIQUES PAGE 5

ICE

Center and backside guard working
together on nose and backside linebacker.
Guard will protect A-gap run through.

SUPER ICE

Center and backside guard working
together on nose and backside linebacker.
Center will not get as much of the nose.
Guard works to take over nose quickly.

SUPER

A backside scheme by center. backside
guard and backside tackle reaching fast
to the frontside.

CENTER

A backside scheme between center and
guard. Center blocks back first and guard
folds around for the linebacker.

POWER

A combination block for the backside
guard and center on a down man to the
backside linebacker. Backside guard
protects the B-gap run through.

GUT

Backside guard and backside tackie
working on a defensive tackie and backside
finebacker. The backside tackle will
protect the B-gap on a linebacker run
through.

MAX

Backside tackle and tight end work
together on a defensive tackie and outside
linebacker or fourth defender. The tight
end will protect the C-gap run-through.




BACKSIDE LINE CALLS/TECHNIQUES PAGE 6
Backside tackle has B-gap blecking
responsibility first, then he can work {0
BLUNT V C-gap.
| Ve
A call used by the center to indicate who
is blocking the B-gap.
"YOUIME" VQ "4
llMe“ HYOUH
v The center blocks back, and the backside
: guard folds around for the linebacker. This
IIPOP-IT V/(T is usually used with the Draw.
Hard, flat cut-off on your inside gap
allowing no defender to ¢ross your face.
RAM Usually used on goalline or short yardage.
A call for the backside tackle and tight
end to handie the DE and 4th defender
OUTSIDE

g i when #4 is on the line.




PASS PROTECTION CALLS PAGE 7

N The guard will block the A-gap rusher
regardless of any other defensive
APPLE V alignments.
7 The center, guard, and tackle work together
to block the DL over the guard and the LB
RIVER/LAKE V stacked behind the DL.
V ~_|The tackie and tight end work together to

the LB drops to coverage, then the tackle

FIRE LN
' P / iblocks the DE and the TE releases. If
@;O the LB rushes, then the TE stays in anc

.A hiack the DE and the LB to their side. If
]
}
f’

A biocks.
\/ An offensive lineman has two blocking
4 responsibilities. The offensive fineman
DUAL READ V v blocks the LB over him if he rushes. 1f the
\ y/ LB over him drops, then he blocks an
Q D O % ! outside rusher.
\ "Cruise” - This would indicate that the
. center has the dual read.

All five offensive lineman are responsible
for blocking five pass rushers on the LOS.

GILLIGAN This call is used vs. a Bear defense.

Full line siide protection where att
offensive lineman protect one gap in the

ROGERLARRY [/ <7 N/ |direction of the call. This is used wih

“m regular five-step dropback passing game.

Tins call is used with Similarity 9/1-2. All
lineman except the BST and TE sell run
STAY ANV v v v three steps and stop. BST and TE firm
O 5 6 man-to-man. If BST is uncovered, block

down.




PASS PROTECTION CALLS PAGE 8

Call for the guard and tackle to fit them on
leic NN

the big defenders in the defense.
Q)




TIGHT ENDS



CHARACTERISTICS OF A UCLA TE

A.Great desire to a good player

1. A player who is tough and plays physical-
aggressive,

2. A player who has great ball security and
i1s prepared to punish a defender who
attempts to tackle him.

3. A player who is unselfish and truly cares

about winning regardless of who gets the
credit.

4. A player who is loyal to UCLA, Coach
Toledo, the coaching staff, and teammates
in good times and tough times.

5. A player who possess the skills of
blocking, catching the football, route

running, and running with the football that
can win the Pac 10 Championship.



FOUR ADVANTAGES A BLOCKER HAS

1 SNAP COUNT

2 DIRECTION OF THE BALL

3. PROPER USE OF LEVERAGE- VERTICAL- HORIZONTAL

4. PROPER ALIGNMENT

BLOCKING OBJECTIVES

1. CORRECT HELMET POSITION- LANDMARK

2. FOOTWORK DEPTH- DIRECTION

3. HAND POSITION- LEVERAGE

4, BASE/KNEE BEND/SUSTAINMENT

TEACHING THE DRIVE BLOCK

1. THEORY OF HITTING POSITION

2. STANCE

3. TAKE OFF

4. CHUTE PROGRESSION

A)
B)

C)
D)
E)
F)

FIT POSTION- POWER PRODUCING ANGLES
CONTACT FIT

WALK- STRAIN THROUGH DEFEND

2 STEP HIT HOLD

2 STEP HANDS AND COIL PUNCH

HIT AND DRIVE

FINISH-ESCAPE-SPIN

ESCAPE-PULLING W-BOARDS

MATTRESS DRILL-FINISH

FINISH BLOCKS- ATTITUDE-EFFORT- DESIDE

BE PHYSICAL TOUGH AGGRESSIVE



PROPER ALIGNMENT

DEFINITION:

Includes the alignment of our Eagle position (feet, hips and shoulders)
parallel to our desired line of force.

"Line of Force"

Heel of Hands, head
and shoulder is our blocking surface

Hips and legs Jtted "
are the power L . el

source -

Feet are the wheels/accelerate on contact

MAXIMIZE OUR ENERGY POTENTIAL

1. Proper alignment of feet, legs, hips, forearms, shoulders and head.

2. Parallel to our line of force.



TIGHT END RUN GAME TERMS

FRONT SIDE
individual Blocks
Base Block

Fan

Base Read
Reach

Reach influence
Cram

Otis

Kelton

Low Reach

MAN COMBINATIONS
Guard (L/G)

Tackle (G/T)

Ted (T/TE)

Trey (T/TE)

Duece (G/T)

Ace (L/IG)

Got It (G/T)

Switch (T/TE)

Bust it (TE/Wing)

ZONE COMBINATIONS

Ray-Luke (C/G)
Tag (G/T)

Eat (T/TE)
Drive It (T/TE)
Wedge (T/TE)

BACKSIDE
Individua! Blocks
Wall

Seal-Super Seal
QOutside

Sift

| ow Cutoff

MAN COMBINATIONS
Max (T/TE)

Tex (T/TE)

Gut (G/T)

Power (C/G)

You-Me {(C/TE)

ZONE COMBINATIONS
Super

Ram

ice




FRONTSIDE LINE RUN CALLS

PAGE 1

BASE STRAIGHT
BLOCKING

Na
7 | N
OOCIOCO

Double team between the frontside tackle
and tight end to the backside linebacker.
The tackie will eyeball to protect the B-gap
run threugh

SOLID
OR
FAN

N/

v
O

Call that puts the guard on the #1 down
defender, the tackle on the # 2 down
defender, and the end on the # 3 down
defender.

BASE
READ

$

DOO% O0o0

Base block assignment on 7-8-8
Techniques. Semi-aggressive 1o determine
defensive technique.

TED

AAY
OO

Frontside biock between the frontside
tackie and tight end. Tight end goes first
and blocks the down man. The tackie wilt
pull around for the 9-Technique end. Ted
scheme s for 50 defense with a wide 5-
and 9-Technique.

TACKLE

—

<

Frontside block between the frontside
guard and tackie. Tackle will go first and
block the down man  The guard will pull
around for the frontside linebacker.

GUARD

o
.
N4
[ ]

6

Frontside block between the frontside
guard and center. Guard will go first and
biock the down man. The center will pull
around for the linebacker.

TREY -

Double team between tHe frontside tackie
and tight end to the backside linebacker.
The tackle will eyeball to protect the B-gap
run through.




FRONTSIDE LINE RUN CALLS

PAGE 2

DRIVE-IT

20 8%

Double team between the frontside guard
and tackie to the frontside inebacker.
The guard and tackie read the reaction of
the frontside linebacker. The guard will
handte A-gap run through

DEUCE

NV aRv,
0 OO0

Double team between frontside guard

and tackle to the backside linebacker. The
guard will eyeball to protect the A-gap run
through. s

GOT-IT

NV

]

Doubie team between froniside guard

and tackle to the frontside iinebacker. The
guard and fackle read the reaction of the
frontside linebacker. The guard will handle
A-gap run through.

ACE

Double team between frontside guard

and center to the backside linebacker.

The center will eyeball and protect backside
A-gap run through.

EAT

Frontside tight end and tackle work
together on defensive end and inside
linebacker. Zone scheme.

TAG

<1

Frontside guard and tackie block a Zone
scheme on DT and frontside linebacker.
OT will block DT unless he slants inside.
OG will block frontside linebacker.

RAY
ILUKE

Frontside guard and center blocking a
Zone schemne from down defender to
linebacker. This call will work in
association with a Lucky and Ringo call.




FRONTSIDE LINE RUN CALLS

PAGE 3

N TE/Tackle call Tight End goes to FSLB
< : ; and Tackle sets and blocks wide eng.
v Man Block vs. A OLB aligned in a @ Tech.
. v v Very aggressive reaching to defenders
POWER outside armpit.
OO/
Man block vs. A. OLB aligned in a S tech.
v“’“ Very similar to Reach, however on 3rd step
REACH Y _ [shotputinside arm and turn defender out.
T Nelole
Flat inside release to middle or backside
V% V4 13
CRAM | V4
inside aggressive dnve block, Otis
v v communicates to BSG or FB, that
TE is biocking end of line.
mlelole
v TE will arc outside and block 4 defender
v - lleaving man on alone.
KELTON L /
Everybody on hine blocks gap inside.
sown KOO
3 Man scheme with guard and tackle.
e 3%




FRONTSIDE LINE RUN CALLS PAGE 4
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TEMINg combo to the FSLB




BACKSIDE LINE CALLS

ICE

va
ololn

Center and backside guard working
together on nose and backside hnebacker.
Guard will protect A-gap run through,

SUPER

gl

Center and backside guard working
together on nose and backside linebacker.
Center will not get as much of the nose.
Guard works to 1ake over nose guickly.
Tackle blocks through B Gap.

TE blocks through C Gap.

THREE-MAN
SUPER

A backside scheme by center, backside
guard and backside tackle reaching fast
to the frontside. Big Zone unit.

RAM

NAAYAaYi

Hard, flat cut off on your inside gap aliowing
no defender to cross your face. Usually
on the goal iine or short yardage. -

CENTER

A backside foid between center and
guard. Center biocks back first and guard
folds around for the linebacker.

POWER

A combination block for the backside guard
and center on a down man to the backside
linebacker. Backside guard protects the
B-gap on & iinebacker run through.

GUT

Backside guard and backside tackie
working on a defensive tackle and backside
linebacker. The backside tackie will
protect the B-gap on a linebacker run
through. TE will block man on outside.




BACKSIDE LINE CALLS

MAX

V1
.
OO0

Backside tackle and tght end working
together on a defensive tackle and outside
linebacker or fourth defender. The tight
end will protect the C-gap run through

TEX

N4
Seon

Backside fold scheme by tackle and tight
end. The tackle will hiock back first. and
the tight end will fold around for the
hnebacker or fourth defender.

SIFT

N N
g Bor

Backside tackie or tight end zoning off
the B- or C-gap area by himself.

SEAL

Tight end on the backside of the counter
or off-tackle play, and th eC-gap for the
tight end. Aggressive Rip with backside
arm-shoulder.

* Super Seal vs. 6 Tech

IHINGE

Step siide inside, secure C-gap, hinge
back to secure D-gap if no one shows.

CHIP CHASE

A call for the backside tackie on the Sweep
when the backside guard is uncovered.
Tackie will cross the field to help seal the:
defense.




DOWNFIELD BLOCKING SITUATION

If the Tight End under any circumstances is downfield in front of a ball carrier or pass
receiver that has just caught the football, he should block upfield ahead of the ball.
NEVER COME BACK TO THROW A BLOCK. Never biock behind a ball carrier in the
open field. Be heads up and smart. Usually occurs on backside of option plays.

Block Middie 1/3 I—_

OCOROO

Backside 1/3 Super




PASS GAME NUMBERING AND CALLS

N/ v Tight end has free release with no

protection responsibility.

10 PASS \VARRVA
O 0000
O
v v Tight end free releases. Possible 38/39
call which keeps TE in, and now TE must
30 PASS v v vv block Rip and Liz with line.
O o0oJOO
O O
v V Tight end check releases into route.
Block fourth defender. Middle LURL.
40 PASS v v vv Possible Fire call.

Free release when call is to you. If call is

i “ \VARRV/ Middle or Away, check fourth defender.
e VARVARVA VS
O oogoo
O @
V v Free release. Possibie Hot off FSLB and
Sam LB. Scat protection.
4/ \VARVARVAV/
O oongooo
O O
Tight end must block fourth defender.
v v Middle -- Left -- Right. Possible Fire cail.
58/59 v v vv If release late, run a throw down.
O 0000O
O O
v Tight end free releases Hot off FSLB and
v fourth defender if both come. Slide
654/65 v v : vv protection.




PASS GAME NUMBERING AND CALLS

Page

66/67 Tight end must block fourth
defender Middle -- Left -- Right.
Possible Fire call. If release
late, run a throw down.
€8/69 Tight end must block fourth
v V) defender. Middle -~ Left —- Righ
call. Possible Fire call. If
v v VY release late, run throw down.
O OOLOOO
O
WAGGLE Tight end always releases inside
unless 7-Technigue. Run 18- to
\vi \V4 20-vard crease.
v VvV V¥
O OO0«
O
SIMILARITY Frontside: Clobber 2 to 4 yards.
AND V Free release always.
IDENTICAL \v/ \V4 \v4 Backside: Cross route 12 to 14
' <;L/" yards. Must go under
ololulele)e) first linebacker.
O
e
\
SMOKE Frontside: Reach pass into front-
side D-gap.
;7 Backside: Reach pass pro back-
side C-gap.
Ogob:f O d’g
ACT PASS Frontside: Block the play aggres-
v Vv sively. Base read.
YV Vv VY |Pecksides  Slock <he play agares-
P .
(SOODOOB Run throw down.
« O 32
STAY ' Huddle. call or guarterback call at
: Y ¥V the LOS to keep the tight end in
v v <7§7 protection.
oogoob
O

13




TIGHT END RELEASES

Your release is the key to your success as a receiver. You must release with as Iittle
contact as possible. Use the following tactics to artain ciean releases. '

The three basic releases are inside, outside, and Arc release. Two keys 10 the release:

Come off the ball aggressively and guickly. Head fakes should be a primary move in
releasing also. Know the defenders alignment

"7/ Technigue 8 Technigue 9 Technique

od ol o

Know technique of defender before ball is snapped. Defender’s technique will often
determine which was the TE will need to release. Remember aggressiveness, quickness,
and use of head fakes are keys to successful releases.

Outside Release (from Right F ormation) With aggressive arm rip.

OO

Step with outside foot as you drive off inside foot. Get outside position quickly. Throw
inside arm outside and past the defensive end. Lower the shoulder to the side of the
defender as you take the first step and thrust your forearm up with your shoulders on the
second step. Pull yourself past him

Head Fake (from Right Formation)

OO



Step with the opposite foot from the direction of the releases. Make a definite head and,
shoulder move to opposite direction. Then, drive off of that first step and use the arms
and body to cause separation from the end. The head fake should widen defender,

Siam & Spin
]

I ¢
Deliver a blow to the defensive man over and then spin releases downfield.
Swim
As you come out of your stance, place the hand 1o the side you wish 1o release on outside
of the defender” upper arm to that same side. Clamp his arm down as you bring your

other arm up and over his head. As you bring your arm over in a swimming motion, be
sure to pull the shoulder of. )

15



Yds 35

Yds 30

Yds 25

Yds 20

Yds 15

Yds 5

LOS b

NooosWN -

PASSING TREE FOR THE TIGHT ENDS

Shallow Cross
Cross

Center

Pull Out

in

Cross Hash
Pole

11

10.
1.
12.
13.
14.

12

Ram

Look Out

Stick

Waggle (Crease)
Arrow

Throw Down
Yahtzee

13




TIGHT END ROUTES

LOOK OUT

nooo/
O

Quick outside release of ¢ yards
depth and no more than 2 yards
cutside the original alignment.
Do not drift into flat.

ARROW/
SHALLOW
ARROW

Dooo/

Arrow 1s at 5 yards depth, and
Shallow Arrow is at 3 yards depth
In 30 Pass game, release outside
hard to gain initial proper depth.
After tight end crosses the
numbers, he gears down and faces
gquarterback.

WAGGLE
(CREASE)

Ooo

Always inside release unless
absolutely impossible. Work
vertically 10 to 12 yards. Break
to 18 to 20 yards across the hash
in the crease. If Cover 2, hang
in hash area. If Man, be ready tc
pick LB, usually in play-action
pass game.

STICK

E]OOg.

Break outside guickly 5 to 6 yards
vertically, getting vour head
around.

THROW DOWN

DOOQD

Check release route 4 yards out-
side ghost tight end position and
4 yards deep. This is an outlet
route, and protection is a
priority.

COWBOY

ooo

Blow the top off the coverage.
Inside release unless a
7-Technique. Landmark is the pole.
Do not look for the ball until you
are deeper than coverage.

CLOBRBER

/
0000

Block down in the C-gap for two
counts. Release fast and flat

2 to 4 yards downfield. 1If

4 defender blitzes from the out-
side, the tight end should treat
this as a hot. Usually used with
play-action pass game.

17




CROSS

Inside release unless 7-Technigque
12 to 14 yards crossing the field
under FSLB. Behind BSLB, gain
depth and find flat defender.
Usually used with play-action pas
game.

RAM PUMP

Route starts just like Ram at 8 t
12 yards. Give the linebacker a
hard outside pump like the tight
end is breaking on Ram. As the
tight end works upfield, he shoult
avoid contact with the linebacker
and work to a point of 2 yards
from hash at a peoint of 17 to 22
yvards downfield.

CROSS HASH

17 yards working up the field,
cross the face of the free safety.
Inside release unless 7-Technique.

CORNER

Work vertically 10 to 12 vyards.
Break hard to a point at the back
flag of end zone.

PULL oOUT

Work to the backside A~gap 6 to B8
yards under F5LB. Hook up and
wait for the quarterback’s eyes to
pull away from closest defender.
Inside release unless 7~Technique.

HOT

Replace the FSLB at 4 to 6 yards.
Shoulders are upfield. Stay front-
side of center, looking immedi-
ately for blitz by linebacker.
Inside release unless 7-Technique.

CENTER

Six~-yard route under linebackers.
Sit directly over the ball. Look
guickly for quick pass. Don‘t
drift. 1Inside release unless
7-Technique.

18




TIGHT END

ROUTES

LGOK OoUT

E]C)CDC)f
O

Quick outside release of 4 yards
depth and no more than 2 yards
ocutside the original alignment.
Do not drift into flat.

ARROW/
SHALLOW
ARROW

DOOO/

Arrow 1is at 5 yards depth, and
Shallow Arrow 1s at 3 yards depth
In 30 Pass game, release outside
hard to gain initial proper depth
aAfter tight end crosses the
nunbers, he gears down and faces
gquarterback.

WAGGLE
{CREASE)

Ooo

Always inside release unless
absolutely impossible. Werk
vertically 10 to 12 yards. Break
to 18 to 20 yards across the hash
in the crease. If Cover 2, hang
in hash area. If Man, be ready t
pick LB, usually in play-action
pass game.

STICK

E]C)C)lg—‘

Break outside guickly 5 to 6 yard
vertically, getting your head
around.

THROW DOWN

DOOQ_)

Check release route 4 yards out-
side ghost tight end position and
4 vards deep. This 1is an outlet
route, and protection is a
priority.

COWBOQY

oo

Blow the top off the coverage.
Inside release unless a
7-Technigue. Landmark is the pole.
Do not look for the ball until you
are deeper than coverage,

CLCBBER

SloJere,

Block .down in the C-gap for two
counts. Release fast and flat

2 to 4 yards downfield. If

4 defender blitzes from the out-
side, the tight end should treat
this as a hot. Usually used with
play-action pass game.

17



CROSS

Inside release unless 7~Technique.
12 to 14 yards crossing the field
under FSLB. Behind BSLB, gain
depth and find flat defender.
Usually used with play-action pas:
game.

RAM PUMP

Route starts just like Ram at 8 tc
12 yards. Give the linebacker a
hard outside pump like the tight
end is breaking on Ram. As the
tight end works upfield, he should
avolid contact with the linebacker
and work to a point of 2 yards
from hash at a point of 17 to 22
yards downfield.

CROSS HASH

17 yards working up the field,
cross the face of the free safety.
Inside release unless 7-Technique.

CORNER

Work wvertically 10 to 12 yards.
Break hard to a peoint at the back
flag of end zone.

PULL oOuUT

Work to the backside A-gap 6 to 8
yards under FSLB. Hook up and
wait for the guarterback’s eyes to
pull away from closest defender.
Inside release unless 7-Technigue.

HOT

Replace the FSLB at 4 to 6 yards.
Shoulders are upfield. Stay front-
side of center, looking immedi-
ately for blitz by linebacker.
Inside release unless 7-Technigue.

CENTER

Six-yard route under linebackers.
Sit directly over the ball. Look
guickly for guick pass. Don’t
drift. Inside release unless
7-Technique.

18
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MIDDLE READ

OO0

O

Check pre-snap coverage. Easiest release. Must push vertically upfield. Tight end's
landmark is the near upright. At 12 yards, read the middie box, which is 2 yards inside
each hash all the way down field vertically. Stay vertical down on the upright. The
quarterback will bring you inside toward the pole.

MIDDLE AREA

Versus a middle third defender, break inside at 12 yards working to 17-20 yards on an

angle across the field.



TIGHT END PASS

8- TO 10-yard route, working to outside

armpit of FSLB or MLB. Pull upfield, and
hreak back under fiat cover. Mever go

IRAM
inside or overrun the defender.
E_—_I O O if man-to-man, pick linebacker.
TE option or choice route. 7 -0 10-yards
waorking off the technique of the FSLB
YAHTZEE or Mike LB. If man-to-man, route may be

run versus a Safety or Rouge defender.




ELEPEANT FORMATION

ARROW Check protection.

STOP Check protection. Release outsid
of end man on LOS. Work to depth
- ©f 3 to 5 yards. Accelerate towar

sideline. Throttle down 4 yards
oono from sideline.

© o
TURN OUT T T |Check protection. Release throug
the outside of tackle 6 to 8 yard.
and sit down. Versus Man, break
oonOo and run to sideline.
O ©

21



52/53

Middle Call/ First linebacker on side scan
outside to 4th defender. If LB does not come.
chip and release.

52153

Right Call/ Check outside to 4th defender, if #
4 does not come. chip and release.

52/33

Left Call/ Check first linebacker on side, scan
outside to 4th defender if LB does not come
chip and releas

30 Pass

Listen for Rip-Liz call. Block outside OT. Be
on the L.O.S. aggressively

Smoke

Aggressive reach pass pro. Block outside
tackies, blocking C Gap aggressively.

22




TIGHT END PASS SETS

PASS SETS: Ability to protect the quarterback, maintaining proper body position
between defender and your quarterback.

Pass protection will come about when certain pass protection calls
are made to involve the tight end. Overload situations presented by
the defense will cause the quarterback to involve the TE. In
addition certain formations will create pass blocking situations.

VS 6 TECH: Hard lateral step to cut off 6 Tech, staying square.

E
O000

VS 8 TECH: Setinside and back to atrain inside number position.
=
LOOLO
VS 9 TECH: Set back and slightly outside on defender inside number

3
mlelele]

:

Backside of two tight, bucket step and quarter turn getting depth and
hugging the hip of the BST checking two defenders. Usually 2 TE
situations.

S C S

T E, T E
Y 55k
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MOTIONS

STALLION: 3 TITE 2 BACKS OW.R
ZOOM: ACROSS FORMATION
7 RETURN: HALF WAY AND BACK

ZEBRA: 2 TITE 2 BACKS 1W.R.
ZOOM: ACROSS FORMATION
7 RETURN: HALF WAY AND BACK

HIPPO: 2 TITE 1 BACK 2 WR
FAY: ACROSS FORMATION
FOX: TOWARD THE TE (Y)

F RETURN: TOWARD THE SPLIT END (X)

REGULAR: 1 TITE 2 BACKS 2 W.R.
| YUM: ACROSS FORMATION
Y CRACK: OUTSIDE FORMATION INWARD
Y RETURN: HALF WAY AND BACK

FALCON: 1 TITE 1 BACK 3 WR.
YUM: ACROSS FORMATION
YELL: OUTSIDE FORMATION INWARD
YAP: HALF WAY BACK

RHINO: 2 TITE 2 BACKS 1 WR
UZ: ACROSS FORMATION

U RETURN: HALF WAY AND BACK
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Rub0e For3i-DEFPENSIVE PHILQSOPHY

SWASM - This is +he Zirst and Zoremost principle of our
defense. Great swaIl prevents scores. In the final
analvsis, the effectiveness of a defanslve Yeam 15
peasured by the number of points scored against it. This

is also the best wav to "intimidate” an cffense.

"OUT PHYSIGCAL" THZ OPDPQNZNT ~ EZvery Saturday our
opponents must fear the idea of playing against a tough
physical defense. There is a direct correlation between
tuis and our swarming ability.’ This also pertains to
being a great tackling team. We must tackle in a hard,

aggressive, wrapping fashilon. Migtackles will nct be

t5lerated. Mistackles is a disease that can ccompletely
cripple a defense.

ASSTGNMINT EIXECUTION - Each man must know his individueal
assignment responsibility on every defense and execute,
to the best of his ability, each play. .27 gamble or
hunch defense by an individual can only lead to a
breakdown of our team effort and cause a long run cxr
pass. -

NO LONG RUNS QR PASSZS - Through team effort we will keep
all gains to a minimum and prevent the long run or pass
for a score or force an offensive error or turnover.
Disciplined technique will eliminate the big piay.

CONFIDENCE - When we break the huddle, we are ccnfident

in what we are doing. Confidence 1is centagiocus.
Cockiness 1s stupidity. We nave a confident, fearless
atritude about playing this game. We will be a great

cefense.



OTSE(0 DULLDO- DEFIST

GOALS

OBJECTIVE GOALS
1. LEAD THEw_</ IN DEFENSE AGAINST THE SCORE
2. LEAD THE(.+F IN TURNOVERS (TAKE AWAYS)

3. LEAD THE (a7 IN TOTAL DEFENSE

SUBIECTIVE GOALS
1. BE THE BEST PURSUIT TEAM
2. BE A GREAT TACKLING TEAM

3. INTIMIDATE OPPONENT WITH PHYSICAL PLAY )
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WEAT MAKIS A BUCCEESTUL TEAM DREFPIENSE

Fach individual must believe in our deZense. Each
individual must have confidence in himself - "I,
personaily, will not let the ball over ~we goalline!"

on every offensive play or pass, eleven defensive men
have an assignment to carTy out. IZf one man fails, all
eleven fail.

Pursuit and gang tackling are the two mcst important

parts of our team defense.

nom e . -

a. Tt is difficult for the ball carrier to get loose
when 5 or 6 players are trying to get 2 piece of him.
b. Demcralize the ball carrier.

Aggressiveness must be developed and maintained. Anyone
can play; defense is reaction, movement and hitting. -

Wwe must STOP the third down plav.
We stop all teams inside our 10. THEY SHALL NOT SCORZ:

overall team speed, qulckness and lateral movement muUsT
receive top priority.

Fach defense has its strengths and weaknesses, know them.

when a sudden change or hurry situation occurs, we must
mentallv arise to the occasion.

THE KZYS

MAKE THINGS HAPPEN

1

TAXE CEARGE OF SUDDZN CHANGE SITUATIONS
NEVER ALLOW THE BiG PLAY AGAINST US
PROPER KICK-Or~T COVEZRAGE

NO MISTAXEZS ON PUNT RETURN

TEZAM UNITY

PRIDE AND POISE



mhings we should know and be constantly aware of:

PUFp

4

)

F2Y
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GENERAL THQUGHTS

- oo -

DEFENSIVE GALL - Never leave the huddle without Xnowing
the call. T.is*en and concentrate on +he call. Do nct
let your mind wander.

CAIL XNQWLEDGT - Know what you do in pass and run. Xaow
what you priority is.. Know your alignment and any
adjustments that could. come about. Also know why and
when we call it. Xnow the coaches' thoughts as to why we
called it. ‘ o o

STRENGTH AND WEARNESS QF QUR REFENSEZ - Know, pertaining
to your position, the strengths and weaknesses of what
you must do and what can happen to you. . Example: StIong
safety 1n Cover 9. This is called for stronger Tun
support versus run and #£2 recelver vertical threat verses
pass.

NOW SITUATIONS

A. DOWN AND DISTANCE - You should always know the down
and distance. Every defense called will be predicted
by down and distance too. Xnow what to expect of
each down and distance situation according to field
position.

B. FIZLD PQSITION - This is equally or even nore
important than down and distance. You should know
what the oppeonent will do backed up on his own goal
line. Will he gamble? + what position on the fleld
will he run his regular offense; what positicn will
re use trick plavs, and gamble on +He 4th down, exzc.

C. XNOW THE QUARTER AND TIMZ REIMAINING - Many 2 gaxe has
been laost because a tean nisjudged the time left To
play in each nalf and what an cppchnentc does during

Sy

this time. In games where two teans are equal, the
time employed intelligently by a tean often
determines the winner. Our defensive rlay can
dete—xine whether cr not the offense can control tae
time. '

A FORMATIQNS - What is the copponent's tendency bY
formation? Does he run to or away frcm his

sormation? Everv formatlion has 2 favorite play from
v, and vou should Know +nis play cr plays. We will
stop this faveorite play by formation and force niz to

run something which will rot win for him.



~1

B. HASHMARKX TENDENCIES - Not only do formations tell you
a great deal, but a team nay have a hashmark
~endency. Scouting reports will tell you exactly
what the tendency has been up until our game on the
hasnhmark. Many teams prefer to ITun o ~he wide sicde,
yet others have what we call a hashmarx or short side
attack.

QPRONTNT 'S TTTGT

A. HUDDLE - Know where their pecple line up in their
huddle (toc determine strength quickly). = You should
always be aware of a no-huddle play when the opponent
is behind and time is running out.

B. ALIGNMENT - Know 1f they run from pre-shift
formation. Know if they like to go on a quick or
long count and in what situation do they do this.

Know if they take unusually large line splits. This
may encourage certain stunts if the splits are above
average.

SPECIAL SITUATIONS
A. Xnow who the opponent calls on in the clutch.
B. Know how the change of quarterback affects the game.

C. Be aware of a play run at our new substitute after an
injury to one of our own men.

D. Watch for the home-run play after we have lcst the
ball on a sudden change.

T. =Svery time the cpponent puts in a substitute, be sure
~o5 recognize his number and position. This could
constitute a change in our delense.

Dx]

. 3e aware of our substitution and who is in the gane
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T-4 Down 2nd Mecium i %, & wargas 10 90
w2 TETETIOThS zo-czzicon o wn Theory £nz gams 28 2nd Down inc norme ..
sut whatavar the gifangae se&i2Cis L3 TruD azzinsl ous, we must ncio Thgm
-z Jess than £ yards 0 Fforee Them inTd & KiCKing siTugTion.
ira Down 2nd Lonc v Or wors vards TO Q0

Tq =nis situation we s:4d through percentagss that most oFf our opponents
-smgd to rejy upon Thelr passing game more frequently than their ronning
szme.  Wiin =his in ming we will selecs one of our detenses tnet 1S C&-
signed to give Uus maximum p&ss coverade in other instances, we méy
salact on2 CT Ouv 51itzing defanses 0 cause the oppesing qua.:a":a:k o
cufTer Trom UNGUE prassurs, shys cdistursing the =iming of <heir passing
2TIEIK.



}d

15.
16.

17.
8.
15.

£y bt t
@]

[USI S 3
.

[ 2 ]

Ul 4

[S R W)
(4~ LI

DEPENSE TERMINOLOGX

AT TGNMTVT - Assuming a specific pesition in relation to

W

an offensive player or formation.

ARC - Wide release py Tight End (cption).

AIMING PQINT - Point of reference.

82T - Call used vwhen pall is in ailr or loose ball on
the grounc.

BACK SIDE LEVERAGL - control used by back side defenders
when play is away... . . , AU

BUMP - Technique used by corners in man coverage.
BLOOD -~ Aggressive inside charge by 5 technique end.
BASE — Balanced front used verses Double Tigh<.

BLITZ - Team stunt with man coverage.

BUTT TECUNIQUE - pDriving of forehead under facemask of
offensive blocker.
IN - Defender assigned to Kkeep play inside.

COLLISION - Technigue used to xnock the receivers off
pattern.

CRQSS - Stunt by Sam gacker to strong side "A" gap.
CHASE CONTAIN - pursuit of defensive end when you get
fast flow away.

CRASH - Goallline biitz inveolving both corners.

CURL - 12 = 15 yards deep between the flat and hook
zones.

CLQUD - 3 deep zone disguised by a cover 2 look.

COMBO - Inside~Outside coverage used by two defenders.
CUT—-OFF-OFFENSIVE - Blocker +ries to get head and body
between defender and point of attack.

DOWN BLOCK - Release by your key to block an inside
defender.

DRIVEZ BLOCK - Straight cne c¢cn one nlock.

DOUBLE TEAM - A two on one block.

FLEX - Term used when tight end is outside the end by 4

FUNNEL - Technigue used by corners in cover 2.
FnID - The OT blocks sown on 3 +echnigque and OG stepDs
a-ound and normally looks o block on L3.

FIRE MIKZ - Stunt DYy Mixe L3 %o strong "A" gap.
¥LOOD - Three recelivers 1ln one zone.
TIAT - Specific area on field usually 1s fron hash 0

sideline can go up to 15 yvards.
FIOW - Primary direction of backx=ield action.

TIUE MAN (Switch) - cunt between 5 technigue enc anc
willl LB.

FOLLBAGCK - Strong inside charge by strIonhg side end.
TORCE SUPRPORT - Designated player who is regpensible tO
constrict running lane and has plitch on option.

GAPS - Areas of responsibility o defend A, 3, C, D.
“ooK - Tone between the hele and curl 8 - 10 vards ceeb.

HTAVY - Pressule defense used in short vardage s.T.



39.

40.

41.

48.
 495.

50.
51.
52.

53.
=9.
50.
&61.
62.
63.

- Zone area located in the middle of the field
usually between linebacker ancd secondary caverage.

INFLUENGE — False read given Dby offensive lineman to set-
up scomething else.
xFvs - Offensive player who's movezent will indicate a

reaction by the defendex.

- An inside—out block bv an offensive lineman or
running back.
LoAD - A running Dack Bwlocking =he defender whc 1s
responsible for QB on cpticn play.
LINE QF SCRIMMAGE (LoS) - Imaginary line that covers the
tips of the football. -~ - T e
LOQSE - An alignment used by DE where he is in a ghost
alignment. :
LARKER - An eagle adjustment defense to TE side.

- A man to man coverage that allows safeties to play
zone behind.
MOVE TQ - call used when stemming up front.
NICKXEL - Use of fifth defensive back to replace LB.
QSKIz — Call yelled out when a defender intercepts the
ball.
QUVER - Defensive front that adjusts to stIong sicde.
PURSUIT - The proper angle o rake to assure tackle cf a
pall carrier.
PLAY IT - Call used by DB to stay in coverage called.
PRESS - A tight alignment used by secondary.
REACH - The offensive player attezpting to gain position
+o our shade side.
- An offensive blocking schene where OL steps Lo

play side.
SKY - A disgquised coverage where SS rolls up.
SAL - A call used in two-minute situation indicating 3
sclid 1s the coverage.
SOLID — A call indicating that the coveIage called will
not be changed.

SsPY - A technique used by defender toO caxe away 2
speciliic cffensive player.

TANGO - Call in rwo-minute used for dual coverage.
TIT e - mechnigue used bv Will or Ssam 1B to a TE.
THUNDER - Stunt by the SS.

UNDER - Front used with a two technigque tackle.
WEAX - Defensive f—ont adjustment tO weak sice.

ZONE - Coverage of areas of the field.



DEPENGIVE HUDRDRLE

- WC FS . Hauwk SC
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General Rules:

b4

Gaet back to the huddle as socn as possible aftar play is
over. We want to be raady when the offensa breaks thelr
huddle.

)

The front 5 need to have hands on kXnees - flat back ~head
up.

3. No one should talk except MIKZ and SaXM.

4. SAM gives down and distance and position of ball on the
field (hashmark or middle).

Ln

MIXZ gives defense cnce and coverage call once.

Zxample: "Base - 23"



ToAM DEFINSIVE PURSUIT and RUN COORC:INA-IGN

£ team cefensive pursuit means that every de;ender TUST Strive 0 be
wi=nin five vards of the ball when the whis~le biows. You musT secure your
‘mitfel oame: of recpensiiility fimss. then g3 SC fne Sall, taking @ oroder
aursuiz angle anc sprinting 10C%. This is the sincle mecst imporiant tnNing

we must co to be a truly great defensive team.

A5 DarT of Qur Team pursuil, we must e able T CSOrcingT2 r2Sl0n3iIiitizs
@dgainst a wice run so that 2il threatls are protectad acgainst. A wide run
couid be a sweep run, an option, or a Q08 bootieg. Run sugport vs. @ wide run
is a coordinated effort of the Tollowing defenders.

i Initial Force - This is the player respaonsible for meeting the
wide run in its formative stages and making the tackle, forcing
the cutback or forcing the ball carrier so deep that he is vul-
nerabie to pursu1 (usua]ly Sam or Will). The initial 7orce men
is responsible for the "LANE" area then working from inside out
to the "ALLEY" area.
1. Constrict the running lane - keep the cutdack arez
small.
2 Mest and defeat the lead blocker before he can turn
“ne corner. Do not make a one-tor-one trade. You
must ajter the course of the runner.

“I. Contain Force - This is the player responsible 7or making the
tackie, closing off the running lane to the inside, and keeping
the ball 7rom gezting outside. The contain force man s rﬂsoonsxole
Zor the "CONTAIN" arez, working from the outside in to the "ALLEY"
area.

Sl Plav Pass - Responsible for defending the play action pass and tne
run peass After eliminating all such threeats, support where ne2c2c.
The "Plav-Pass" man can never allow the ba!] to get ouisice oF nim.

iV Cutback - Tnis is an arez o7 varvwng width depending on coverags anc
rezction OF initial and contain force man. It is the ars2 peIween the
iniz<al forca man and the contain force men. He is normally —he %hirc
man in cur supgort pattern. Recognizs tne difierance DBIWeSN SW2ED
ond off-zackle piay and inside run. 3e In sesiTicn To ogizy baii o carriar
from inside gut, keeoing leverage on ball. Conztrol any biockar That
atzacks you, but co not aliow this control =°forT ¢ taks vou oUT CF
the cutsack arez (i.2. don't take a side;.

v NDeen Pursyit - On Diay awey yOu are Ine 12st man 70 CUr Z22T°270. You
TUsT texs 2 proper course (difierent on 2very slav: Tnat will enastis2
you to meke the play 17 no one else do2s
Usilize the sigeline, if vou ares teo TiaT you wiil enc uD 1n & CN2S2
17 vou are oo deeo, you will be vulnerazie To =he cutlack. This s
very ofien an e ors that isn’t neacecd, But 1alx c? eifort herez, on
cre Slay, Can ocost us @ 1.0., a game, & s522s50n.
Trhe szjsctive of tne entire defense, regarcdless of tne type of pidyv, 15 %0 form a
“CUP™ around the ball, surrounaing it witn full team pursuit. 7nis will enable
te th STOP the BTG PIAY. The cfiside defensive end will prove Chase Contzin wnx'o




SZCUARATION RULTI O AND COMMUNIZATIONS
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1. Mawk ~=clares cffensive formation sIirengin hy calling "le7:
or "rignt' twice. lawk anc wide carner wiil allgn o
FormaTicn sITengTh. F-po Safety anc shcr-: T2 ne” will o sliz-
Awday TrI2m ToTmM&TLSn sIiTfengita. Hawk Ccec.ares Tormaetion
sTrangIh aztZarsLng o wae following rules:

2. On hashrmark declaration of strength is always to the wlide
side of the field. The tall is consicerecdc to bDe cn the
MNashmark uniess 1t rests between Ine 18GS o7 the

Socalposts.

b. Im -ne micdis cf the field declaraticn will ts tne Two
receiver side with a two back set. With a one back set
Hawk should declare to the trips side or to tne T=. If
shere are two TE's declaration will De determinec by came
olan.

Z. Aafte- geclaring offensive sirengin Hawx “necks coverage
acceording to cell in huddlie. 1¥ tnere has been a 4dua:
coverag= call beasic rules are 0 check an even Ccoverags versus
a2 formazion wizwh couble widtn and an cdc Coverage versus &
formazticn with a single wiath.

3. Hawk is then responsible for calling ocut tnhe fTormation s2t TO
~he res= of the seconda™vy. Osher DS's snhould echo his call.

~o. Versus receiver mosigon the Hawk will communicaze any cnechk in
zocverags.

z Versus set back motion or a 2ne badk secs
are res-cns.oie Tor marking TFire” call 2
incizates a cne Tack set anc thE® Net2ss:
mant TuL2S. .

Tocicr Communrigations

Tasy Ca.ls are@ mace .0 s.fuatlitns whera a ceisnsive ZaIx g NI oo
gcco pesitisn 3 glay piton oF would Pave Iz Zover a T arc
~elease. “m2 Sam =~ Wil. mus: Tnen S$low Zliv TITIN wShil2 ThE Fres
Sa e, amc Mo<2 ~..L. ... iAs:ze Sut TIT SEZ. Z3Ev Ta2.. B51TLS8hioTS
are

1. weaks:ze ct Cover =

TZ lzentifiogTio

. Sam LI is resscnsinle for idermtifying the TI Iy calling "7
rignt or lefo.” In any defense witnout a Sam Ine Nicke! BDachk
takes ove- tnis responsinility and shoulic call "Nickel righz



Sacic Resoonsibilities:

njve: Tackles, Mike, EIncs
Q3: Sam, Wiil
Pitcn: Contain rorce Devander: Press Corner or Jufi Heawk

o O

/

.1']

TR

™ W

O

1o

ek
Respensibilities will change for cer=ain variations of the option. For exampie:

1. Qu+tside Veer - Dive is wider and a~+acks normal QB detender. QB(Sam & Witl) anc
Dive {Mike) responsibiiities ere exchanged.

— O O
QQ
Xz

-

o3
2. lLead option - No Dive Tnresat: Dive defenders ars ires Lo h2id out On QB

— O

—
= ~ OO

p——

s {
/
A
N, . M
3. Trap (Counter) Qption - Dive threat is on opposite sice of bell. Znc aormat iy
rocnnngidie .ar Five mav now neip with GE.
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LEFIY

SATVETY GALL “LLEFT -

SAFCTY CALL "Lty - thrt”

Pro TIGHT

SAM CALL “SAM LEFTY

PRO TORMATION

NS

try
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QW

SLOT LEFT
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L142n ovarg outsice ang I-3 yards ST OT wtCQ% TECELVED AnC T2lhng
. - Sy a - . .z o . z
ingice. Locx tarcugh receivar to tpe tali. If run T.0w 15 0 yOu, use
cne ©f Tne Toilcwing T2Cnnigues:
B S~p2s Technizue - QJuTrun recelver insidz and foniaan

ver outside-in, then meve argung
inside.

o v
[s T Y
[RE1]
>

3. Qu=cide Fake -~ Make an uctield meve 10 receiver's cuzsics
anc make him commic. Tnen beat him with an insicde move.

4. Grah and Pull - Hand sniver receiver nead up. Then puli
anc swim ovaer eitner insice or cutside.
Afzer vycu have clearsd the biock oF +ne re-siver, taxz on Torce herd ancd
vou musT turn the ball insice.

T pron flow 15 away, start zack Siving ground and hoiding a 2CsiTi0
on receiver for ciav pass. After run is definitaly awey, takz proper pur-
suit angle. Ycu will be the last man for run suppcrt.

17 <2 is pass, either DEP or 7low p2ss T2 you, you must contact
receiver anc tunnel him insice looking ¥or =Z. 17 22 remains up, you
shcuid-squseza receiver insice jooking Tor any tnrzal coming Sack at yecu
from the inside. When you lcse contact with receiver and you have nc in-
sige tThreaz, vou must sink back so The pcsi-<forner routs TUST B INTIwh
cver you and uncerneath the savely.

15 «ma roceiver rejeasss outside S2 owige InzT ohe canneT oo@ Tunnetec
inzide, vou MUST CoNTAcT NIM WiTh hancs 2AC TITIz NGR CUTINgE; TNRD Tol
Sezk insice, sS2ITing depin with recaivar, 1:<Ing a~ex wrnoie routa. LT I
creaks cuziics, you must level and piay 27

17 you heve pass Tiow awdy, yCu mUST G287 Q2210 mitnh rEifiLer ind i
mim 1ika2 man o man, k2esing insice pesiTiem, 17 Sossizie

[~
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ca-gs — Align 1IN A Gao. As ball Qets closer to goaline, tighten
alignment towards center. Explode on mocvement and penetrate A
gag. Do mos allow center tC reach you. Be aware cf GB sneak.

wckies— lign and play 4 Tecnnigue (3 Gag). ARttack sffensive lineman
andg Tight to ball.

de - Align anc play & Technigue to T&, "Ghost" & o SE.
Responsible for:

2

1. Mesh point on gption. (Hard Technique)
2. Contain Q3 on pass.
5. Initial Force cn Run to you.
4., Squeele Inside Run.
=_  Chase Contain Run Away from you
ike — MAlign opposite center 2-2 1/2 yards ceen (do nOoY align 1in end
+=ne). Responsible for:
1. Dive to QB on Option.
2. Pass:
-2. Cover #32 recsiver frontside.
5. 1f "Combo" call - take %2 or #Z insice man for man.
c. Migdls 1/% area 1n z0N€ coverage.
am & — Align In -~ Gaz 2-2 1/Z yarcs ceep (cde mo* align inm Wil:t &nc
-ne:. Hesponsible Tor: '
1. @S %o Pitzh on Option.
2. FPass:
2. #2 receiver man 1O man. :
5. If "Combc" ca.l — take 41 or %2 inside man o man.

c. Play 1/5 in zone coverage.
3, Contain Force OnN Rumn to you.
“. Chezk for Cutback, then Sursue Run Away from ycu.
=  Squegerr i1nNsiCe TUln.

prrne-g — Align opposite #1 receliver to YOur side,
1. 1f TE: Align &2 yards deep and 2 yards cutside.
=, 1f SE: Align 2 yarcs ceep anc ! yarg insice receiver in
trail pcsition.
2. Never align 1n enc ISNE.
AL Pas3 Resoonsgipiljtv: 8] receiver man to man.

1. ve. gingle TE: possible combo call with stucd on #i amcd 82,
with combo call play cutside release of wither 81 CF 2.




2. Play #1 ancd %2 man 0 man vs. twins.
3. Flay outsice 1/S in zane coverage.
5. Fum RessTretIl LTl i
1. vo. wice -pceive- — Slay pass. f
. vg. TI: Ccnzain Force. Pitch vs. option.
= ve. Twins: Corner over contain anc play piTon.
Y. FPass: -
a. sver #1 man for man. -

5. Make “"Combc” call %o Stud wisih TE/Near Back formaticn.
Cover #. or =®82 cutside man Tcr man.

.Quargs — same a5 ~<.

Tacvles — Align anc play 5 technicque (C gap)

Fnds — Align anc play T technique. FPlay G ©n opticn.

ike — same as So.

m L& Will = Align 1in 3 gap. Flay dive oD opticn. Step us versus

< ST w c
Tocs -« .t TE - Play & Tecnhnicus. Torce TE cutsice TEiTRsZ.
~_ ta SE - Slay "Ghost” S and piay Conta:in Force

vs. Run tc you.
. ts Te - Play Trail Tecnnigue VvVS.
W

<4
yarcs ceep on TZ'$ O «gide shculder,
=. f35 Pz - ~.L3gD cpoosite Datk 1o ycour siZe, s2i1itTIng
GLarZ vs. = farmazion. ke - Align ooZoosit2 SazZx T
your siZe, splitting guard vs. 1 formasicn.
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TITSSURIT BLITI O ZAINACE
Tme 11 Defense is a pressure Dliti package that util
a comi-inaticn of different blitzes IIom an eilgnat men Cn ot
line of scrimmage lock. It is designed to create protect
and timing oroblems for the offense in both fun and pass
5ituatizns. TFour defenders are assigned VELITIZRY
esTonsizilizy Dut onoany given Zlitoothey will 2ither oo
c- peric-m oas a "HUGSEIR." A ; dependin
“he :litz =nma- is called. Co erage w
e plaved 1o contunction wit
The xZli1tz package can be run IIcho e ore—-3llgnad se:
ov "WALKING TC" a zlitz front, usuallv fDom base. Stunzs
e Tun wi:hin a bl;:: to change rush lanes. In acdizion
will a+ times show blitz, then "JUMP" cut cf i1z, usually
a nickel ”e-ense and coverage.
SASIC BLITIZR/ZUGEER RULES
F-ee Blitrers: Those defenders, whce, bv call, are assign
0o rusn through & pre-determined gapr ©I area Ccnl Toe snap
vhe ball. RDS“CPS~~*‘iCLES will differ accoriing to the
=litz called.
Tuccerss Thcse defenders, who, bv call are assigned to =
away IZrcm the line cf scrimmage on the snap of the ball.
Hugger respeonsibility demands being up in the line oI
scrimmage so that the offense HAS TO PLAN ON YOU BLITIING
Therefcre they need to plan to block you Rich may Iree u
scmecne else. Aftsr backing out on tihe snaz Ieact
accoriingly tc munl or pass.
=N
RezzT T zal ancd DuIrsue.
O /
—~
cC oo oo -
e v
¢ )
\
Ncte g=Z vs czTLeoen
Man s man coverage restonsibility cn Sacks as Icllows:
p Tntercect back wnen ne 1s invelved In a Dass ITute.
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Ts nmli-=z 34 called bv itsell In tae nuddle we wli-ol
e g =t Y Ty mrawaliom 3 - bﬁ;-.. - 1 TVl e s POEE N B 7L e
aomomanically pre-align 21 2 liTz L2CK. =l.TZals wWoa—- ~LCT
amcco-Sing to The following rules:
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a. T CutTslce
- - -4
., TZ Insic
— - -
c. = Iaside
¢. SI Cuzside
—_ —_—
- - 1
= = =
. ~ .
—— e — S - .
=ietr i Wl i) TE Tasds ST A STcosxel
- .. - - . ; . x - et
-f wliewz call in nuddle 1S —-oceeded kv the worids WAL =
w2 will mre-allign Lo Base C2Ves 3 and walk ts the =lito
o - ey i e = . N 3 > — 4 < v S “
lrcont. ~ne k2w oI movement wWi-. =€ Ce-armineld weeX.y Z&352C
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Tl TIZIZING
T T e ma
DETgSURE 2LITED Faliaaan
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Delay move up and actively cover him.
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~lock vs Run. 5Suppoert ssary.
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i. Cormers - assigned to cover wide Iecelver men TO man.
Different situaticns will cdemand the use ct
both man and t-ail technigue. Reduce cushion
deep in our own terrltory. SUDPDOIT late Vs
~un~. Bo+th coraers cver veIrsus TWins.
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TTEMLATITON ADTUSTHMINTS
z M~ Mimke Tads: TE o the Twe recelver sice should e
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»IIDssURE ZLITE ZACZRAGE
Nefensive end and blitzer Kicxk down. Tres
move up to iine oI sc-immage and take Lnsice

SN
O OO &
S s R

Ze aware

3

Move the entire

rnmalanced: 1
erigioility of recelverss.

. , — — y
\ o = " T R 3
y o= = = /
a /
/ N 1
\ r—.—.l :
=S C
CNT BACK SET/TRIPS - FIRZ BLITZ
TTRT Siit- wii: be our adjustment to any one back set/tIips
<ormation. This adjustment will be put intc effect LI tas
cf-ense comes ouz of the huddle and pre-aligns in & one back
se- CR LI thnew shiZft oI mcoticn LT a CnE razx se=. TIFE zZlizc
sucercedes any cther »lis=- ys any cne oSack sat.
Allgnment Iu.2s are as Follows:
~evme-s - =masic aligmment rules. So=h ccornefs oveIr Wit oo
TCe roceivess to one sicz2 (f.e. sing =rips). Run Wit oany
—o=ion by wlile recelvarl. *
T-ee Safez, - aljusT allgmment and coverags I25TCRSIIZIIITY
Sased on ZcrmaIiocn Cover %2 Vvs pT iv i3
“TILTS. Versus Sa.anced cne back se< v
C=me=- “orma<tions will bpe based ©n Gax
mo-icn By owife Tecelver. <::>
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~u-side BlitzeIs - align acoc-o-ding to basic TE/SE
Cu<side should move inside zo cover TZ as in Stee
ST suzside align In ~c-mal pesizion and execuze o
assignment

nuddie.

OO

1
4 in

Zlivzer - with "TIRZ" call vou autcmatl
regardless ci r1i== called in huddle.

Bl e

%\\WQS -
o

er blitz.
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irmzer
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~afaengive ZndS:

— . . I — = N
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¥AN FOR MAN PASS DEPENSE

™vo tvpes of man-to-man pass techniques are used. The
linebacker will play a cautious man-fcr-man whaen he cdoes noT
nhave help in the deep zones. This wiil be called Blis: a0z

e
prE e .

Thgoge Teghnligque. When the linebacker has deep help, he can

slay DcTre uncderneati and reckless. This wi.l1l De called 233

m T v \
AASIONS PR ES |-

i

BLITZ AND ENGAGEZ ITCENIQUE (MAN)

A. Align normal for defense called — do not give it away
but try to have inside position on your back.

3. Read Tun or pass on.first step. First move slicde u»D
and in as if you were blitzing.

1. Concentrate hard on the receiver - do not look at
the QB.

2. Build 2 wall and +take awav Lthe jinsicde. Keen
shoulders and feelt sguare.

Cc. TIf your back blocks - go to him and engage (hug) hi=z.
mhis turns into a blitz technlque except You nust
maintain contact and take hinm with you to the Q3. Do
not run by him or let him go. You pus%t hold niz and
~ake him with you. Go as far as You can when clesing
but always be under ccntIrol.

- D. If vour back releases:
. vou must force receiver ocutside. Build a wall
cutside. Get on his jinsice shoulder and denvy an

inside release.

tJ

. Maintain a 3-4 vard cushicn on The recelver.
Never let him get closer than 3 varq
he will -un by vou. Give up tThe shcrT Tass
—a~her than 6 polnts.

1. r£aliision recelver I he t-ies =c —un insife o~
upfield. Then get 100 nis nip pgkes.  TaIn
~owards him.



4. < he breaks out ljazerally, break parallel =To
»i=. Make ycur ang.e deegb enough To malintain a 4
1/2 yard cushicn. If he breaks upfield, ycu will
be in position to break with him. QVERPLAY HEIX
TNSIDE!!

5. Look for the ball when the receiver locks and
when you hear a "Ball” called. Glance quickly to
the QB for the ball.

&. ©>2lay through the —eceiver with your inside arm in
sZont. Xeep your outside ara perind him to make

+he tackle.

7. If receiver is running up +he sideline when the
ball is thrown, look over your shoulder for the
wall and reach up with your outside arm. This
nelps vou keep your ralance and running stride.

Align normal for defense called. Concentrate cn the
receiver once pass ShOWS.

1. Deny inside releases - build a wall.

2. Play more underneath - vou have deegp help so dc
~ot cusnion as in regular man. Move up zoward
nim and do not let him inside.

Chase “he recelver sTaty
- get in his ni® pocket.

L)

Never drop' back, aiways close up.

i

Never look back at 8. Concen=roacte oOn recelver.

(93]
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AV .

center ©lat down the LOS and come off his backside

running. Always looking for the cut back.

C. Rush passer in proper iane,.checking for HBE-FB
draw.

KEYS AND REZACTIONS (Kev Helmet -- ATTACK I7)

A Tf center drives stralght ahead into wvou, CGesTIOY
his block with vour charge and find the ball.
(Drive klock)

h ghed blocker and get separaticon, SC YoOu can
tackle ball carrier. Ball will be coming &t
vou.

2. Yeep shoulder squere, and do nct pick & side
until you f£ind the ball.

O
o,.2,C
T

5. TIf center drives straight anead into vou and vou
feel pressure from cne cf the guards, »lav doulle
+eam block.

1 At+ack the seam and spllt it.

2. Stavy low and work upfield. (Get down if vou
have to.)

3. Be sure that guard is actuallvy plocking ¥cu
before vou go down.

-
O é%ki)
b

c. TIf center sets for pass, drive him back hard and
+hen find the ball.

1. Drive center back and then guickly shed him to
ind ball.

z Check for draw.

D. T£ center lead blocks to either side, sgueezg DIm
flat down the LOS.

1. Ball willbe going in direction oFf center's
block. '

2. Deliver blow to neutralicze center's charge.

3 Ge~ con=rol cf center's block, xeeping shoulder
parallel to LGS and ncse up on cancerl.

a. Stay on LOS as you contrcl blccx.
4. Once you get centrol of center, locate mall




a

oY

ler

Keep inside-ocut
t for cutback.




"1 TECENIOQUZ

STANCEZ AND ALIGNMENT .

. Stance same as 3 Tecnh.
5. Allgnment may varv.
C. Step with the foot that's covered by The man.

MOVEMINT AND BLOW

.. Kev centers helmet and attack It

5. Blow same as 3 Tech.

C. Keep shade side arm and leg free.

5. TIf helmet comes to vour shaded side, attack it anc
keep A Gap arm and leg ZIree.

T. If helmet goes away from your shaded side, attack
it and sgueeze center keeping him ¢IZ the backsice
3. (Sccop Block) After sgueezlng, ccme cf vzl
of center flat down LOS looking for cutbacks.

T. I helmet comes straight at vou, attack ﬁen*er.
Get separation and find the ball. =Zxpect TO De
double teamed when drive block occurs. Ycou can Go
Gdown if vou Tfeel pressure Irom guarc.

c Keeo shoulder square all the time.

D. O F. O
/CQ{:@,O . O O %Fg_)
i —
O %%/&/ -

RESPONSIZILITIES

A. Drotect A to the czliled side. Sgueeze backside A
Gap on flow away-

3. Keep call side arm and leg free.

c. ©Put the center in the backfield.

D. Keep center ofif LB.

. Always pursue Ifiat down LOS.

T. Rush passer in proper lane, check IZcr ZrEw.



+

o

o~ —®
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MOVEMENT AND BLOW

A. Key helmet of
B. If guard goes
inside breast

Free.

NP & S s il

nopw TECHNIQUE
STANCE AND ALIGNMENT .
A ine up in & three or Iour DOLNt stance :
3. oOutside foot should split the crotch of the guard :
with your outside foot slignhtly back. )
. mTignten alignment toward LOS.

guard and attack it.
outside or straight ahead, attack his
and keep your inside arm and leg

Cc. If guard goes insidae, fight across his head keeping
inside arm andéd leg Iree.

D. 1If guard gives you soft read, check inside for
possible trap.

=. Alwavs be reacy Ior double team or combo blocks.

RESPONSIBILITIES

A. Protect A Gap.

3. Keep inside arm and leg free.

Cc. Xeep guard off LB.

D. Do not get cut ofi by guard on plays away. 2ursue

flat down LOS and take all cutbacks plavs away.
. Rush passer in proper lane, check for draw.

{1

KEZYS & REACTIONS
A. I guard fires straight cut intao you, CesTIrov Lis
block, shed and get TO +he Ffootball. (Drive
block).
3 Keep a good wide base.
2. Keep feet moving with inside arm and leg free. .
3. ©Dut the guard in the backfield.

Q.
_Y\Z

3@ O
O

fires out low and hard to vour insice

5. If guard
=-ving to get nis head acrcoss, defeat <he block and
gez to the foothall. (Cutoff mliock]).
1. Actack up the fZield stepping with the cut ZocT.
2 Xeep shoulders sguare as you work down LCS.
3. If blocker gets his head acrcss, drive him

cown the LOS. e
4. Keep inside arm .and leg free.

S



o

ey

P S

11

tne insicde, aoDer Wi

3. Take vour ouL51ae arm an b
Traprer.

3 Tf vou penetrate deep Into +the backfield nefcre
vou realize you're being influenced, ycu musc
react a iot cuicker. 2ush cif hard wiln vours
outside foot and throw vour bodv intc and
across the trapper.

5. You must s;ay low.

O
‘/Q‘;Vx,\fé
- T
A
IE Gua*d pulls to the inside, be ready for center

hlocking back on you. (Block back).

1.
z

L)

Get a pre snap read oI ‘guard pulling.
WHeﬁ guard pulls inside, step “owards tne
nter attacking him, squeezing him in.
Use crossface technigque upon initial reactiocn.

ﬁ% ;

£
A

T£ blocker érives hard to vour outside, 2 courle

“hings can happen:

1. Scoop bilock.
a. Center will fire out flat and hard to vour
ocutside leg. Attack up the f£ield not lectzing
the center get his head across.

-

Influence out block

a. Because vou have inside respcn inilicyv, the
blocker will try to get vou to Go OuT with him,
widing the hole.
joli tep directly upfield and jal nin with vour
outside nanad. Do not over-extend.
¢. Immediately snap vour head insics lockilng
for scmecne coming to kizk wou cut.
d. Stav low and keep your shoulders s3juare

-

h
Y

..{
i




"3 TECHNIQUE

STANCE & ALIGNMENT: :

Tine up in three oOr four point stance, inside Zoot
back, distance may vary.
Shoulders parallel to ground.
e

;

oW
I'
N

I

87
f

2d natural extension SO vou can seeg guar

1ineman o either side.

5. 2-ms extended straight down from shoulders with
elbows straight.

£. Back flat, tail slightly up and kKnees bent so You
are ready to uncoil.

T . ~Feet should be wider than shoulder wid
under you with weight on the ball of £
should clear the ground.

C. Should have welght ecqually distribute
feet.

. Line up tight to the LOS with vour inside 1
splitting the crctch of the offensive guzzd.

wh and -
oct. Heels

o
@]
g
!
o
o1
0n
1
i

MOVEMENT & BLOW

4. Key movement of the helmet of the offensive guazd

+5 indicate your movement.

when helmet moves attack it.

1. Alwavs take a 6 inch power step towards the
offensive guard on his initial move.

2. If helmet goes inside, drive off the insice
o0t and explode into the guards outside breast
with vour hands, keeping shoulders sguaz

Tf helmet goes outside drive straignt ah

ty

)

=5 +he orffensive guard You must destr
ock first, then work outside. Your &-
11 allow you to attack straight up file
f helmet comes stralight at you, attack
ocutside breast with facemask and hands k
vour outside hand free, work oI separation.
o, As vou charge, deliver the blow with vour facemask
and hands into guard.
1. VYour aiming point is the outside breast of The
offensive guard.
2.  You must get voux shoulders and facemask uncer
nis shoulders and straighten him up.
‘eem arms Close to Your sides and d&rive them UT

]

4

+paedg (DD
o

}.J

- D
1

da
0t

(99
*x

through the guazds chest.

4. As vou deliver the blow, uncoil hips and arch
sack. Want to deliver blow with force and
snap, hitting fzom low to hign.

5. Alwavs get a plece 0f offensive guard. Keer
him off the L3.

6. After delivering the blow, push off with nandc
+o get separation from offensive guard sO Yyou
can flow to the ball. (shed blockez).




L e mme D e T
I LD DN P ISP AL L.
= = N - - & - - N
5 Tecelver mcricn Ircm TIrlTs o malanced Cne Zack Set:
~ . — N ~ -
nel =0 recerver rIun with motion. Xemaln

= P
ezendcder ass

C

OPTTON RISPONSIZILITIES
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CUTSTDE ZTITIZES - ALIGN IN NCOEMAL ZOSITION. TArzZ BLITC.
i TZ2S ON SNAP. PLAY HUGGzZR TZCENIQUZI.

-yoToE RITTITIRI - ALIGN IN AND ELITC THEROUGE 3 G/PS.

TNDS - ALIGN IN & TICHNIQUZ TO TE AND 5 O ST. PEINZTRATE
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xcrhance of gaps and Iespen inilisies hetweell 2
efoansive wackle and an inside blitcer. Tackle
ces first with blltzier ~oming behind CAN BE
TN wITH TEZ TOLLOWING Tr,TT2ES: STORM {pothn
fiszt . CTECNINT (TE side cnlv)
-
\ e - |
T 8
TN N /—\)
N
, e — - : - i
't“l" = % { { % . ™
2 §
~
excnange oI gaps and responsibilities hetween &
cdefensive end and an outside blitzer. zad goes
fi-gt with blitzer coming behind to inside. CAN
=T RUN WITH THZ TOLLOWING 3LITZEZES: RAM (Both
Sidas), STIZLER (SE side onlv), OPPONINT (zetn
sides).

r

Wy

Y

cwi==h in alignment Detwesn
ané DE. Used wizTh Ram 2.2
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T
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n- =77 PACKASI TRCIM BSASIC DEITENSES
T~ additicn o klitzing IZrem 1l defense we can &1so bll
f-om anv cf cur basic defenses. A1l calls and assignme
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ALZSRMENT , KoY RESAORSTATLITY

j .
| osax 3ACK URCOV. DEZENDS ON STUNT
H

2= TINEMAN

N S0 SACK UNCOV. DEFENES ON STUNT
10 - 20 LINEMAR

| 3ACT UNRCCV. DEFENDS ON STUNT

. #1 RELZIVER MAN TO MAN #1

e E . —— AN TO MAN #2

———
YV
< —s

I ' (CTM20 WITH SAX)

-

TzCXZ. CN &2

, UNLZEE #2 is

)
tn

- ..
,~~!.;(4.,c.. ,}
LR e PISRALS

|

i
4

= earTrv | PALL TO

o e vy

RECEZIVERS

. TENER | #L RICTTYVES ¥AN TO MAN #1




CCvz= L

A TLITT COVEEAGE WOTH INSITE MAN TO MAN TECHENIQUE. IT MaY

> CR CCOVZR 3 LOCK. .



ATTGRMENT =Y RESPORSIZEILITY

DESCESS ON ZLITC

—— pp———
I 3.C.3. DETENTS ON ELITC
c -2

% 2.0.5. DEFENDS ON 3LITC

- EECETVER MAN TO MaX #I
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I, 70 X MAN TC MAX
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CCVZRE 2 IS5 A 2 DEZP, 5 SHORT ZONE COVZRACE. ZCTH SAFETTES AST AZSCORST=IR

SOE CNE-HALY O THE FIZEED.  THE CORNERS AND LINZEACKERS ARS RESPCNSIZELE PCE

TUID D T 0 e
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RESPORSTHEILITY

OFeN STRONG WALL OFF T.Z. ¥&X TC CUHL

c ™ S
e =t S5 _ iLyss. TF T.T. RUSS UP GO WITH.
- T OVERTD
TUREMAN
maonz,

TRCOVERED
LINEMAR

OF<¥ STRORG, WCRE TC XIDOLE HOLE AFEA
nETP, CHEECX FOR 3ACK DELAYS
T.E. #3 SIRCRG

10 - 12 yds.
/SCREERS. LOCGE FOR WALL OF

3ACK

EaF STOE OO 12 < 1L EEr. I #Z WS 7,

RUN WITH HIM.

OL‘TW‘ haainl

- D e

—————
PCETTION
L P g Vo
. et el st

#1 to ZALL
o= #2 & #3

e (2% aal0 T dl rrertn
UL e Tala.

FLAT, COLLISIOR #1 AXD FORCE IXSIDE. CLUE #2
T #2 IS OUT SIXK PCR VCD AND EBRTAX OF ARM
T #2 I3 UP GET DEFTHE, PAXD AWAY, FLY M 5‘-‘-

b e - . -
i ZANWTE &0 TO ZALL DEER =, I7 #2 (R #3 ARE US MATNTATR PCSTTION
| aes 2 vss. | sz o#1 & #3 |AXD BESAT OX BAIL. IF #2 IS OUT LZAN CK #1.
| S0 TOTAL TI0TY
i
i
a
T, SAFTTY aAII THROUGE  |DEEP #, IF #2 IS UP MATRTATR PCSTTIOR ARD
| ZEE 2 vos. | WEAETE TEEAY CN BATL. TF #2 EIACES CE OIS OOT
! T IREMAN SEE 1EAN ON #1.
i #L #2 73]
i e e s
|
5. CCRNEZE #10TC ZATL ST AT PESPONSIETLITIES, CCOLLISICN #1 AMD TCEE
oUTEI= ool O S TNSTOE, CLUE #2. IF AR IS OUT SIXK PR VO

oo e s

e T 'aal COR=SlotN
P -V.J&L‘J - -
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pu—

BP...A.» Oﬁ A....‘. At
AXAY FLY FRQM #1,
CN #..

= DEFTH

ACTICR AXAY @ RS

z 5 e AT TASZ
TTAT
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BASICS QF PONE DEFENSE

T. ©LINTEBACXZR KEYS AXD TECENIQUZS

AL Pre-5Snap
1. Tind your drop polnt.
5. Xnow how many eligible receivers.
3. Be aware of down and distance.

3. Play Recognition

1. wWhen pass action 1is read make a verbal call
YWPASS-PABSE'"!

2. Conscious of draw until QB passes deepest back
in the backfield. o

c. ©Proper Technigues

1. pPivot - a 45 degree hop step to the side back xey
designates.
2. DRig - cressover technigue to your drop area
while reading recelvers.
3. Level Qff - squaring up at proper depth once
quartertack has set for pass. Slide toward
nearest recelver.
greak - planting and driving toward receliver
once the gquarterback has indicated receiver he 1s
snrowing to (read eyes”shoulde:s—hand~stride).

IR

ZZ. DASS ZONT SPOTS AND TERMS
A. “ertical Stretch
1. wnhen a receiver runs straight up the niddle of
+me field vs. a 2 deep Coverace.
: 2. Linepbacker should "hammer" <aking away th
‘ inside as much as possible.
3. Stay with TecelveI up 9 17 yards.
3. Second Contaln

- when inside linebacker RmustT <ont in Tus
guartersack on sprint out pass aczlon.
. Tinebacker must attack IISZ inside/ocuz forcin
the guarterback to throw or eat the bDall.

v

-

HJ



Zun Ticw T2 vour sice, you shouid Torce I3 @ pCinl oulsice ang
c-ener SUTo2rT.  You mMusT make the play i the runmer Dreaxs cutsice
-i3mmenc o~ S-2:1k3 insics contiinment, thenp outsice. P2 orun flow ©
fram oyou, Forc2 otne Sall From oinsicde cut. You must make Lae nlay i
=37 Srezxc i-iice Tne conTiiament anc up the “Yelg zr nack 1niice

Pass flow 3 your sice or DBP, ycu must maintiin pcsition on recaivers,
seing as ceer as the ceepest man in your zone and being able %2 break on
either receiver if tne pail is thrown deep. You push cff of hasn 17 52 is
no threa2t up insiae.

253 Tiow away Trom you - know that the short cover man 1S gezIing
¢emth =2 wour side and is playing man on wide receiver 17 there is nc in
back in nis Tace. Therefore, you can push off of hash i7 1T is full spri
Ticw away,

Y

1CXK On arm.

RN R AN ¢ |

o1

£) b

I |

m v

[

1

Su mUST Kncw receivars in ycur IoSne and have e2yes COn guarterczack 2
i
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UT FRET SATETY AND WEAX CORNER FLAYING COVER 2, ARD TE=
STRONG CCRER AND STRCNG SAFETY FLAYING A3 DETONZING ON THE RCUTE & A4 2
STICNG.  TT ATLOWS THE STAONG SAFTTY TO ZE A RCEEER CN INSIIE RUTES F A
AND AZLCWS THE STRONG CCRNZZR TC TAZ ANAY THE QUTSIIE SZaX 2CUTZ AND TCET

CCEXE32 wiilH HUID COVER Z.
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ALIGRMERT

SAM
o -

-

BACXE,
IMCOVEERD
TINEMAN

DROP CURL TO FLAT IF #2 RUNS ARRCw GO DIRZTTLY ™ T

°

HTM. KNEVER DROP

s BATE, ADEy STRONG, WOSE TO MIDOLE HOLE IN 10 Yis ZE=F. IF
BT TNCOVERED ™ T, ZTLTASTS INSITE WALL ¥IM OFF, IF #3 GES U7
LINEMAN GO WITH EINM.
WL RACK, BALL WEARSTDE CURL 12 - *L Yos, I #2 GEES U? RUN WITH

S. COEN=E
INETTE
PCSTITION

L -5 YIS,

3
8

AGROw wWCEH 7T

B
e
2y
d

TXSITE MAN ON #1 3
OUTSIDE #1.

TAWY
SAMZ AS

A [P
-y ATUN

CovTH

¥ LTy

#2 TO 2A1L

TP A2 COMES UP YCU HEAVE #2, 1
O GCES UMDER 203 INIDE O #1,

i
i
i
-2 e > HE =%
l M = F2 20 ZALT EFP + HECFORET=.T.F, SAME AS COVER #Z.
| cov=m= #2
5 Lk_k,..:,.
|
;
i
W OOENTE TAMT OAS COVZR 2
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NEATE XAN A A
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HALe
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TIT A 3 IITP STRCNC SIIE COVERAGE. THERE ARS 3 IEEZF Z0KES *T%

IONES UNTERNEATH. STRONG TETY MAXTS CUREL CR FLAT CALD IEFENSING
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ORMEXT

COVEE s
A

1L ¥vos 78, =7

STRONG STOE CURL DRCZ

| s - URCOVERED UP, WALL CFF AND CCNTINUZ TO CUEL DROP.
? POLTNENAN
B 1
i 1
|
%
l .
o 2ACK CTEN TO WiARSIOE (= DASS.NG SLAiNurs, worn To
| 10 - ¢ UNCOVERED CURL 10 - 12 YDS I[E=C.
| LIREMAY
!
WL RACK, BATL WEAE SIDE CURL, FLAT GET UNCER THE OUT NO DEZFER

THAN 8 YOS,

S. CoRN=z

ouUTsII=
ASTTION

L TO 2AIL
MUST SEE A2 &

<

#5 FGR TOTAL

TEE? CUTSIDE 1/3 FLAY CUTSIDE
TOR DETP THREAT (OUT AXD U2 CR FLAG)
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if guard tries to block lcw, (helmet attacks
below vour waist), deliver hand shiver in a
downward directiocn, fq:éingvguard down to
grcund. Work feet to clezr block. '

§. =IZlav eggressively. AtTack guzId.
o, Tow man wins.
D. Remember our motto: Srtav Low
Bnead Up
Shoulder Sguare
RESPONSIBSILITIES
A. Protect B Gap.
5. Do not gez driven off LOS bv double team OF single
nlock.
C. Constrict inside plays through +he cffensive guarc.
D. Xeep outside leg and arm free.
. Rush passer in proper lane.
=. ©pursue flat on all plays awav.
XEVS & REACTIONS {Kev Helmet -- ATTACK IT)
. TIf guard fires straight out intc vou, Cestrovy his
block, shed, pursue and tackle (Drive klock).
1. Step straight ahead with inside foct and
collision guard with facemask and hand.
2. Stay low and beatc block first before ycu 100K
for ball. Shed him gquickly, then finé ball.
T- is cecming right at vou.
3 Don't allow guard to turn you out. Sgueeze
+hrouch his head keepilng shoulé scguare.
4. Never commit to inside until ball crosses LOS.
Defend 3 Gap Zirst.
O
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If guard releases inside to block down oI GOES
< ] ! (Down bDlock).

across Field, treat 1T as 4a:

X Szep with the inside foot atiacking the cutsice
shoulder of the guarc.

- Using vour hands, You TUSY geT 2 $oCl Dizce oz
+he guazd tc keep nim cIf LE.

3 Keep vour shoulders sguare.

< when guard clears, You disengage anc pursue TS

the football down the LOS.
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+ries to hook vou, keep cuzside leg and
. (Reach Block). ,
with inside foot toward outside breast C
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elive good blow with vour facemask anc har
0 ! chin of the guarc.

choulder square and work the guard.
back keeping outside leverage.
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fires straight out into vou and vou see
1 pressure from the tackle. (Double Team) .
ack the guard 1lst, when vou see and feel
s
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sure, turn your shoulders ané split it.
stay low.

also drop to a knee when vyou feel
rile team but fight to get T
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censive guard steps down to X
out on vou to stay between V
him down to center's position,
out Block).

av is being run away ircm You. -

hould be able +o recognize thls »iock bv the
essure the offensive guard apolies as nhe
ies tO Stay between You and the ball.

e alert for cutbacks.
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cffensive guard pulls inside, be ready fcr

~-~sr hlocking back on you. (Block Back).
Get a pre snap read of guazd pulling.
Wwhen guard pulls inside, step towards the
center attacking him, sque zing him in.
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