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BOLE NUMBERING AND POSITION ID IFICATION
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I. NUMBERING SYSTEM . <:::::) ;K

A. _The numbering system is based upon assigning a number to the space
occupied by the offensive linemen and tight end(s). This space is
termed a "HOLE".

B. Holes to the right of the center are even (0,2,4,6,8).

C. Holes to the left of the center are odd (1,3,5,7,9).

II. POSITION IDENTIFICATION

A. Our linemen are referred to as Right Guard and Tackle, Left Guard and
Tackle, and Center.

B. ©Our Running Backs are termed "Fullback"” and "Tailback".

C.' The Fullback Ls given the number "3" when carrying the ball
(i.e., 30 Trap -- Fullback through the zero hole.)

D. 1In our passing game, he is assigned the letter “F".
E. The Tailback is labeled with the number "2" and the letter "T".

F. The Quarterback is referred to with the number 1 and the letter "Q".

G. The Split End is referred to by the letter "X<.
H. The Tight 'End is referred to ags "Y".

1. The Flanker is regéfréd to wi&h'thelletter "Z". and the number "4".

J. The second tight end is referred to as_"H" when he replaces "X/T or . .

F".



III.

Iv.
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HUDDLE FORMATION

A.

The Center forms the huddle eight yards from the line of #crimmage. -
Everycna must get back to the huddle as soon as possible. Stay in the
huddle until someone replaces you. :

Do your resting in the huddle, not on the way back to it. The
Quarterback will ba the last man to entar the huddle.

. Interior lineman and ends place their hands on their knees with their

eyes directed toward the Quarterback.

The Tailback, Fullback and Z Receiver stand erect with their hands on
their hips, locking at the Quarterback. DO NOT LEAN ON THE MAN NEXT
TO OR IN FRONT OF YOU!

HUDDLE PROCEDURE

A.

B.

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

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

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

The Quarterback will call formation, play and snap count. If motion
is called, it will be called between  the formation and the play:
@.g., Rt Up, H 4, 36 stretch. »

If you do not hear the play, call "Check"; QB will repeat the call.



F. The huddle call sequence is as follows:

1. Movement/Strategy (shift, sound, freeze)
2. Strength (TE).

3. Formation (X, ¥, 2).

4. Backfleld set (T, F).

S. Motion.

6. Play:
a. Run (2 digits)
' 1. Back
2. Hole

3. Blocking scheme {e.g., 36 Stretch)

b. Pass (3 digits)
1. Protection.
2. Series.
3. Primary route.
4. Blocking scheme.
5. Pattern adjustments. (e.g., 380 Floss)

9. Snap count (X, ¥, 2 leave huddle).
---=-Pause :

10. Ready...Break (clap hands on break}.

Example Run: : Example Pass:

" Right- : ' -Right

Twin ' Twin Split

Lite z8

27 Power A 388 Choice

On One (X,Y,2 leave huddle) On One (X,Y,Z leave)

~=Pause- -Pause- '

"Ready Break” "Ready Break"”

BREAKING THE HUDDLE :
1. All players will hustle to the line of scrzmmage and assume their positions
in a minimum amount of time. NEVER LOAF.

REMEMBER: We only have 25 seconds to snap the ball after the referee blows the ©
wh;stle.

PROCEDURE ON THE LOS:

1. 1If shifting the backs we will always come to the LOS in a formation other
than the one called in the huddle.

2. Linemen assume their positions meedzately. The line will initially employ
a three-point stance. If a "Gun" formation is used, the line shall execute
the play out of a two-point stance.

3. Motion is initiated by the QB's heel or the nod of his head.

4. The cadence is called in a non-rhythmic manner.



CADENCE INFORMATION
Example: Lou, Set . . . 2-36, 2-36 . . Hut, Hut-Hut, Hut
We will utilize a non-rhythmic cadence that incorporates a combination of numbers and huts

as get-off commands. This system enables us to audible at the LOS, keep the defense off
balance, and reduce the amount of stemming.

COMMANDS IN HUDDLE ) EXPLANATION QB’'s CADENCE ON LOS
* Indicates ball can be . QB will call directional based on DiRECTIONAL
snapped on this command personnel deployment. (Running "Ray, Lou, Even, 0dd,
backs will begin shift]. We will Bear, Double"
drop this term if the play is
called on gound.
* Sound . If live snap count: . * Set
* Set -align in formation quickly
) : -no motion
: -no shifting
- -line calls must be done on the
’ way to LOS
* First number 1l = live audible * 1 or 2 or 3
. "2 = dummy or check with me if
called in huddle
3 = Alert for WR's & RB's that QB
will boot/roll off of run fake.
Block accordingly. (seldom used)
Digits Run or pass play. ’ 2 or 3 digits to
- ball never snapped designate play
* Second Number Repeat number *1lor 2 or 3 .
Digits Repeat digits, ball never snapped 2 or 3 digits to
designate play
* One Snap count for live audible. * Hut
* Two ~ Ball snapped on first syllable * Hut, Hut-Hut
Snap count for check with me. -
* Three Freeze cadence designed to draw * Hut, Hut-Hut, Hut
defense offsides.

- NOTE: QB can change directional on the LOS at anytime by séying "check” and then giving the
new directional. (e.g. "Ray, set, check 3ear, 2-36, 2-36 ... Hut, Hut-Hut, Hut™)



Audible Sygtem:

We will be able to change the play at the LOS through the use of a live
number, such as "One”. The live number will be followed by a double or triple

digit number, which will indicate the specific play to be run.

EXAMPLE: Ray, Set 1-24, 1-24 (play will now be 24 Load).

Whenever we use a live audible the snap count will always be on one, not the
game _count ag called in the huddle. We will never audible if the snap count is
"Sound”. '

.Check with me (V) or Choose with me {(VV) will be used to attack the
weakness of a given defensive front or coverage. The QB will call the formation,
"play or plays to be chosen and snap count in the huddle. At the LOS he will
communicate the direction of the play, or protection, or the play itself by the
appropriate number and by facing the gngide first during the audible part of the
cadence. (V)Check with me plays are the same play run in different directions
or the same protecticon run in different directions. The routes stay the same.
(VV/)Choose with me is a choice for the QB of two different runs, two different ’
passes, or a running play or passing play. All (VY)s or (v/)s are snapped on
"Two". . -

Example: Huddle call: Rt Open (V)Power on Two
LOS: Lou set 2-12, 2-12 Hut, Hut-Hut
We will run 26 Power on Two.

Huddle call: Rt (V)Play Pass on Two
LOS: Ray set 2-13, 2-13, Hut, Hut-Hut :
We will run play pass routes by WR's and TE, with RB's
executing play pass protection to the left; and OL
turning back te right ("Ringo").

Huddle call: Rt Ace (v)401 on Two -
LOS: Bear set 2~12, 2-12 Hut, Hut-Hut
We would run balanced routes with single back blocking
to right, OL turning back to left ("Lucky"}.

Huddle call: Rt Tom (/V)Choose Stretch Package
: LOS: Even set, 2-36, 2-36 Hut, Hut-Hut
We would run 36 Stretch on Two.

Huddle call: Rt Open (VV)Choose Dive Package
LOS: Lou set, 2-16, 2-16 Hut, Hut-Hut
We would run 16 Dive Option on Two.

Huddle call: Rt Tom Weak (vV)Choose Brush Package
10S: Ray set, 2-33, 2-33, Hut, Hut-Hut
We would run 33 Brush on Two.

AUDIBLES: 10 = Quarterback Sneak/100 Pass in Dive Package.
12,13 = Directional signal for screen, play action, protection and
CWM runs that are the same play (e.g. vPower)

14,15 = Open number to be used for special plays

16,17 = Dive Option in "Dive" pkg. As audible = Speed Option.

18,19 = Any single side pass in a Package

20,21 = Draw

22,23 = Slice unless prefaced by Blast or IZone

24,25 = Load unless prefaced by Counter or Force

26,27 = Power unless prefaced by Stretch

28,29 = Sweep

30,31 = Trap unlegss prefaced by Draw .

32,33 = Zone unless prefaced by Dive or Brush. = Brush in (//)
_ Brush pkg., Dive in Dive pkg.

34,35 = Counter

36,37 = Stretch

38,39 = Open



ASS . 1B t

All 100's, 200's, 300's, 400's, 500's, 700's, B0D's, 900's
12,13 = play Action, Screen, or protection (CWM).

REE PLA

If the defense jumps into the neutral zone, the center should snap ball and
the QB takes a knea. This is a two man play between the gquarterback and center.
Everyone else must be disciplined and stay in their stance until the whisgtle
blows. _ :

NO PLAY

Whenever "No play” is called in the huddle (4th down situation), we will go
to the LOS and the QB will bark out the cadence to try and draw the defense
offasides. If the defense should jump, the center will snap the ball to the QB
and the Center and QB will fire out straight ahead. The QB must protect the
ball. If the defense does not jump offside, we will take a time out or a delay
of game depending on field position and a coach's instruction.



Quarterback can change snap count sequence in mid-call by calling “"Check”.
This is particularly applicable when the snap count is "Set” or "Number". The
Quarterback will proceed immediately to audible sequence. ‘

FUJINO

Our no huddle offense will be referred to as "FUJIMO". This particular
aspect of our offense is different than our two minute drill. "FUJIMO" will be
‘'used anywhere on the field at any time. 1It's primary function is to confuse the
defense and eliminate defensive substitution.

ORGANIZATION:

1f it is the beginning of a series (first down) we will huddle on the
sidelines. We will take the field in a pre-designated formation dependent upon
which substitution group we are putting in the game. Everyone will hustle to
their appropriate alignment and get set immediately. If we are into a series and
in huddle sequence the QB can say "FUJIMO" as we break the huddle. After that
play we are into no huddle and will align in formation on the ball. At any time
after a play the QB calls "FUJIMO", we are immediately into no huddle offense and
on the ball. At any time between plays, if the QB says " Huddle", we will huddle
up. (QB must look at the signaler) '

STANDARD DUCK FORMATIONS:

1. Rt Tame or Rt Tom (direction of Y and formation will be signaled from
sideline, and repeated by the QB}

~ NOTE: This applies to all groupings.

2. Rt or Lt Open - Y will be off LOS. Strength will usually be called to
the field.

SPECIALIZ2ED FORMATIONS BY GROUP:

1. Falcon Group cr Raven Group = Right Tame or Right Tom.
2. Ace Group = Rt/Lt Ace, or North/South Ace..

3. Rocket Group = Right Spread or Right Tripple.

CADENCE:

Reqular - QB will call out a term used to describe a screen or play action .
pass such as "QUICK", "WIDE", etc., followed by a two digit or three digit
number. OB will repeat this to the other side. QB will then say "HUT". Ball
will be snapped. All numbers will be live. If the numbers are 12 or 13 the term

_preceding is on and the number signifies the direction. the play will be run. For
example, "BASE 12, BASE 12" would be Base Screen right. "WIDE 13, WIDE 13" would
be Wide Screen left. However, if the two or three digit number is one of our
normal run or pass audibles, then the previous term does not apply. For example,
"DRAW 32, DRAW 32" would be 32 Zone while "WIDE 381, WIDE 381" would be the
dropback pass 381. We will not use run descriptive terms as dummy audibles such
as STRETCH or ZONE. We would only use these terms if we were calling the play
action pass named after them, followed by the live directiocnal signal (12 or 13).

If the OB calls "FREEZE" as the term preceding a run or pass audible, it
does not affect the play but changes snap count from one to three.

i



PLAY CALLING:

- The run plays will be assigned on a permanent basis as explained earlier
under run audibles. However, if a play variation or blocking scheme variation
is needed that has the same number as the assigned play, we will use a
descriptive term preceding the number to name that new play. For example, "WIDE
33, WIDE 33" would be 33 Zone, but "BRUSH 33, BRUSH 33" would be 33 BRUSH.
Another example is "WIDE 24, WIDE 24" would be 24 Load, but "COUNTER 24, COUNTER

24" would be 24 Counter.

Run Plays:
10 = QB Sneak
12,13 = Directional signal for screen and play action,

pretections.

14,15 = Open number to be used for special plays
16,17 = speed Option

20,21 = Draw ’ -
22,23 = Slice
" 24,25 ='Load unless prefaced by Counter

26,27 = Power

28,29 = Open

30,31 = Trap

32,33 = Zone unless prefaced by Brush

34,35 = Counter

36,37 = Stretch

38,39 = open

Hormal bummy Calls:
HWe would use:

Draw
Wheel
Wide
Quick
Brush



TWO_MINUTE OPFENSE

"Cclutch Series”

One of the most important parts of a football game is the two minute pericd
just prior to the completion of each half. Many games are won and/or lost during
this vital time peried. It is not only imperative for the QB to know when time .
is legally out, and whether the clock starts with the snap or the referee's
signal, but each player on the field should also know. It is essential that we
do not waste a time out prior to this period, and use whatever time outs
available very wisely. :

This time period may give us the opportunity to go into halftime with either
a score or psychological advantage. Field position, remaining time, down and
distance, and the score are all factors that must be taken into account beforas
assessing the two minute offense.

The following points are important and should be noted during the two minute
period: ) '

1. It is the responsibility of the QB to know how much time is remaining.
It is important to know how many time outs you have remaining.

2. The clock is not gtarted after a score until the KO is legally touched.
The clock does not start on a change of possession until the ball is
snapped.

3. A time out in excess of three is a foul unless for an injured player,
who must be removed from the game. Time continues at the referee's
signal. Excessiva time outs bear a 5 yard penalty, and the clock starts
with the referee's signal. You can call a time out immediately after
a time out without a snap.

4, Officials will notify the Captain and Coach of the number of time outs.
remaining.

5. Automatic time granted upon Captain's reguest for measurements of first
down yardage or injury, will not be charged against the legal three time
outs. Clock starts on the referee's signal.

6. When all bali carriers are tackled from the hash mark to the sideline,
they will run the ball to the hash mark and/or give it to the nearest:
official for placement.

Controlling the clock is vital at this time. If you are ahéad, you want the
clock to keep running, and if you are behind, you want the clock to be stopped
on every play, and every way possible. It is the responsibility of the signal
caller to control the clock and to keep the rest of the team advised. It is
important that the team know what is expected and how we intend to execute our
plan.

Champions are people who can do their best in emergencies which unnerve the
cordinary player. The "Clutch" offense requires poise, hustle, proper execution,
confidence and the ability of a team or individual to make the critical run or
pass go all the way. The perfect utilization of this offense has an important
bearing on the final outcome of any contest.



TERMATLOS

Brush

Any Term

Any Term

Any Term (prefer route term i.e. Grid)
Any Term (do not use "base")

Any Term

‘Any Term

Any Term

Wide
Base
Quick

. Wheel

Any Term
Any Term
Any Term
Crash
Hash
Grid

Any Term
Any Term

FUJIMO/CLUTCH
# CALLED

32133
32/33
34/35
16/17
30/31
20/21
22/23
36/37

12/13
-12/13
12/13
12/13

181/191
183/193
381/391
385/395
285/295
740/750
7467756
301, 302, 303, 308

~ *POSSIBLE DUMMY CALL WORDS:

- Wide
- Quick
- Wheel
- Draw
- Brush

PLAY

32/33 Brush

32/33 Zone

34/35 Counter
16/17 Speed Option
30/31 Trap

20/21 Draw

22/23 Slice

36/37 Stretch

Wide Screen RY/Lt
Base Screen RY/Lt
Quick Screen RY/Lt
Wheel Pass Rt/Lt

181/191

183/193

381/391

385/395 Crash
285/295 Hash
740/750 Grid
748/756

301, 302, 303, 308



1.
2. v
. W
4. v
5. VW
6. v
7. /
8. v
9 v
10. v
11. v

Stretch Package.

ctr.

Brush Package.
Load.

Dive Package.
Power.

Speed.

Trap.

Play Pass.
400.

S00.

36/37
18/19

12/13.
32/33
12/13.
32/33
12/13.

12/13.

[}

12/13. .

12/13.

12/13,

12/13,

12/13

= Directional check. Samezplay
18/19 = One directional pass in a package
5 = 5 Down. RB go away from TE.
10 = Base/Double Read ’
V&

Stretch. 16/17 = Speed Opt.
181/191. :

Brush. 18/19 = 161/171 (FAT)

Dive. 16/17 = Dive Option. 10 = 101.

10,



Catch Up offense:

I.° 1In the "Clutch” offense, other than in the huddle, all plays should bae
called from audibles on the LOS. The QB should- always check sidelina when

‘poésible for play signal.

While in this offense, time bacomes our opponant, thereforae, we will
eliminate motion and shifting to conserve valuablae timef

Unless otherwise noted, we will use Tom & Tame formation alignments.

It should be noted that when the QB calls an audible, the backs must shift
into the appropriate alignment. Linemen will be down in a three point
stance for run and a 2 point stance for pass.

1. 2:00 to 1:00 minutes remaining:

a.. Ewmphasis must be placed on hustle, pojise, proper execution

and confidence. )
b. Do pot call time out unless absolutely necessary.
c. All plays must be executed in 15 seconds or less. Use a quick
cadence = (We will go on first sound after live audible unlessg

we@ huddle.)

2. 1:00 to :00 seconds raﬁaining:

a. Utilize time outs, huddle only when clock is stopped.
b. Stop clock whenever pogssible.

€. Use quick pass series (100's).

d. Use Big Ben on the last play of the game.

II. When the clock stops, the QB will yell " Huddle " and we will call cur plays
in the huddle. When the plays are called in the huddle, we will have the
ability to use the entire system including regular snap count. When the
clock is not stopped, we will call the plays on the LOS using our no-huddle
cadence the same as in FUJIMO. The ball will be snapped on the "Hut"
command. For example: "Wide 381/Wide 381" Hut"} .

1. THE CLOCK STOPS AND WE WILL HUDDLE AFTER:

a. Officials time out.

b. Players time out.

. Incompleted pass.

d. Ball carrier out of bounds
e. Injury. '

f. Change of possesasion.

2. THE CLOCX STOPS BUT WE WILL ALIGN ON LOS:

a. During the markoff of all penalties:
b. During the measurament for a first down.
€. During the resetting of the chains for first down.

3. THE CLOCKX STARTS WHEN:

a. The ball is legally touched on KO.

b. The ball is snapped. )
c. Referee's whistle indicating b;ll~ready for play after:

1. PFirst down measurement.
2. Chains are moved and set.
3. Having stopped the clock to administer a Penalty.



III.

Iv.

General Concerng:

Be prepared to throw the ball away to save time and sack.

Request measurement any time ball is close to a first down.

The QB should make sure the team is set and in the correct tormation.
Never throw the ball out of bounds or take 3 sack on 4th down.

All ball carriers must be aware of whethar we are thinking touchdown
or PG, and make an effort to get out of bounds accordingly.

. Plays should ba called on line during measurement for first down.

Use signals to relay plays to WR's due to crowd noise.

To gtop the clock on any down, other than 4th, the QB will call "Spike
100 Spike 100". The QB will take a one step drop throwing the ball
into the ground immediately with a forward motion making sure it does

not contact another player bafore it hits the ground. (Allow a minimum

of 4 seconds to "ground” the ball. If less than 4 , go for the score.

our u

1.

We would like to waste as much time in the huddle and getting to the LOS
as possible. Ideally, we would like the ball to be snapped around 2
seconds left on the cleck. The QB will watch the end zone clock. It

should be noted that we are concerned about wasting time when tha clock

is running. We will run plays that-will give us a high consistency of
ball contreol and protaection. We want to protect the ball at all coeta.

A. Keep the clock running:
1. stay in bounds.
2. No time outs.
3. Use all of the 25 saecond clock.
4. Ball carrier stay on ground, and make the official take the
ball from you.
5. No measurement requests on lst or 2nd down.
6. No penaltias.
7. Injured players must get off the field on thier own.
8. Make sure of ball handling.
9. Be alert for Dogs and blitzes.
10. Remember that one 1lst down will probably win the game.

"Kill the Clock” = Wae will utilize as much time as posesible. Wa will
have ona formation shown below and we will snap the ball on a simple
snap count. Offenasive line and TE's (Rhino group) will use PAT splits,
and execute a 10 wedgs.

The QB will start the cadence with 5 seconds on the clock.
He will take the snap and fall to a knee with two seconds remaining on
the clock. No penalties and don't call time out. -With less than
25 seconds, stay in huddle. Do Not snap ball.

HOOOOOW®

@
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OFFENSIVE TERMINOLOGY

Aiming Point - Reference point on the LOS toward which an offensive back will run
from his backfield set. The aiming point determines a back's path on a given

play.

Audible - A verbal command by the QB given at the LOS to change the play called
in the huddle. ' ’

Base - A blocking term indicating that linemen should block the person directly
in front of them and backs should block the end men on the LOS to- their
respective sides. When defenders line up in tandem, assignments can be exchanged
with appropriate calls.

Boot - Backs and line fake a play to one side, and the QB keeps the ball relling
out in the oppeosite direction. .

Brick - Both TE's (Y &« H) in protection.

Bubble - An area opposite an offensive lineman where there is no defensive
lineman. ' : ,

Check - (1) QB alerts team for audible when "Set" or "Number"” is the snap <ount.
{2) Word used in huddle to ask QB to repeat play. (3) Changes directional if
defense stems. .

Check With Me (CWM) - Two plays called in huddle.

Chip - Hitting through inside defender to stop his rush, then release hot to
route called. Line utilize scheme called. )

Clutch Series - Our two-minute offense.

Crack - Wide receiver blocks safety or linebacker aligned inside of him.
"E" - Wide receiver replacing the tight end.(Eagle group)-

"F" or FB - Letter(s) given to our fullback.

"7
en
(0]
e}
I

FB stay in on pass and block if assignment drops.

)

L

fox
I

Running backs exchange set alignmentsénd assignments.

£11p
Flop - Wide receivers (2 & X) exchange formation alignments.

Flow - The direction of the backfield action.

Freeze - A pre-play huddle term indicating the snap count will be three.
Everyone should be alert for freeze play.

Fujimo - Our no-huddle offense.

Goaline -~ Plus three to goalline.

Gun - Shotgun.

H - 2nd TE replacing F, T, X, or 3.

Hop - H/R/T/P trade sides of forﬁétion.

Hot - A receiver who is running a flat route and is the QB's outlet if designated
B's or DB's blitz or dog.

c



Influence - A maneuver taken by an offenszve player to cause a defender to react
in a desired manner. ,

Inside - Run area inside of offensive tackles.

Inside Handoff - An underneath handoff in which the QB gives the ball to the
carrier who is breaking between the QB and the LOS.

LOS - an abbreviation for line of scrimmage.

Move - sShift by Y plus a stem by H/R/T/F.

Offsxde - The side of the formation away from the POA.
Onside - The side of the formation that is being attacked.

Outside Handoff - An exchange which calls for the QB to give the ball to the ball
carrier over the top when the QB is between him and LOS.

Play Action Pags - Backfield fakes a running play before pass develops.

POA - Point of attack.

_'9" - An inside hot route determined by protection call off of one or more LB's

"OB" - Letters to designate quar:erﬁack.

"R" - Raven, 3rd wide receiver replacing tailback.
Rake - H (TE) in protection.

Red Zone ~-Plus 25 to plus 4.

gggg - Y (TE) in protéction.

Rub - Both backs_crossihg-in the route called.

Roll - Backs and line fake a play, and the QB keeps the ball-rolling out in the
same direqtion as the fake.

s - Third tight end replacing flanker. (Stallion group)

Scatter - A pre-play huddle term dictating receivers and backs to disguise
formation called.

Seam - Area dividing two pass defense zones.
Shift - Y trade sides of formation.
Shop - Shift by Y, and Hop by H/R/T/F.

Sound - A pre-play huddle term indicating the snap count will be the first sound
the QB calls out.

Stack - Form of motion where one receiver ends up directly behind ancther.
Stay - Both TB and FB stay in and block if assignment drops.

Stem - H/T/R/F ad)ust inside —out/or outside-in without crossing ball.

. Strongside - The side of the formation to which the TE is aligned. Also the s;de

of "Z" for pass game purposes.

"7 5y TB - Letter{s) given to our tailback.



Tandem ~ Twins look with X & 2 éwitching positions.
Tank - TB stay in and block if assignment drops.

Uncovered - A term describing an offensive lineman who is not across the LOS from
a down lineman. ' '

Wall - When a receiver idles his route to obstruct path of defender.
Weakside - The side of the formation away from the TE.

X" - Letter given to sgplit end.

"Y" or "TE” - Letter(s) given to the tight end.

Yo -'Tight end aligns off the LOS.

"Z" - Letter given to flanker.
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DUCK FORMATIONS

All sets are aligned n a Right {ormation {Left is oppostte)
EB/TB/Y/X/Z -2Backs, 2WR's, 1 TE

) RB Sets
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DUCK FORMATIONS

RB Formations (Coni]
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DUCK FORMATIONS - _
All formations are drawn up tq the Right (Left is opposte)

) Y Foimations :
® IONONENONS) @ ® oogoo @
Q 9 0 583d
® .
Y0 @ OPEN o
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O 8 ®
TWIN OPEN [ aligns between OT & ssdsfne onLOS) | YOTZEE 0]
® ONONENONS) @ ® o QOO0 @
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ACE FORMATIONS
All sets are afigned in a Right formation [Lefl is opposite].
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HIPPO FORMATIONS
Al formations are drawn up to the Right (Left is opposite).

H Formations

®
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by using the lerm “in”". Example: H-in _ RIDGE @




BACKFI ALIGN
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RUNNING BACK ALIGNMENTS

A. "I" (Standard Alignment) ' .
1. FB - Foot-to-Foot on Center, 3l-point stance, heels S5 yards from nose
of ball.
2. TB - Foot-to-Foot on FB, 2-point stance, heels 7 yards from nose of
ball. :

B. "split” ; ' :
g. FB - Align so that the inside foot of the Strongside Tackle splits
you down the middle; 3-point stance, heels 5 yards from the
. nose of the ball.
2. TB - Align so the inside foot of the weakside tackle splits you down
the middle, 3-point stance, heels 5 yards from the nose of the.

ball.

NOTE: The alignments above are general split alignments. At times the
play will call for the backs to align in an adjusted postion to
better aid the structure of the play.

C. "Weak" :
1. FB - In Standard alignment.
2. TB - Same as Split to weakside.

D. "Strong”
l. FB - In Standard alignment.
2. TB - Same alignment as in Split to strong side.

E. "Up" .
* 1. FB - In "Single" alignment.
2. TB - Align 1 yard away, 1 yard deep from weakside tackle.

F. "Edge”
1. FB - In "Single” alignment.
2. TB - Align 1 yard away and-1 yard deep on the Tight End.

G- '"Tme" .
1. FB - In "Single” alignment.
*2. TB - Split the difference between wide receiver and end man on 10S
’ to the weakside, one yard off the LOS.

*NOTE -~ A receiver may be substituted for the TB in ~Tame”. We will
refer to this substitution as an "R" back: "Raven".

H. "Tom”
1. FB - In "Single" alignment. .
2. TB - Align 1 yard behind LOS. Split the difference between Tight
End and Z or wide receiver to TE side. No wide receiver, align
approximately 8 yards outside the TE.

I. "Tax"
1. FB - In "Single” allgnment.
2. TB - Align 1 yard behind LGS and 5 yards outside X.

J. "Tote"
1. FB - In "Single” alignment.
2.. TB - Align 1 yard behind LOS and S yards outside Z or split the
dlfference between WR and sideline to the TE side.

K. “"Light”
1. FB - Same as Split away from TE.
2. TB - Align in "I".



"Heavy"

1.
2.

"Up T
1.
2.

"Edge
2.

"Tame
1.
2..

"Tom
1.

2.
"Tax
1.
2.

"Tote
1.

2.

"ACE"

"King
1.

“Gun”
1.

"Flip
1.

FB - Same as Split.
TB - Align in "I".
lip” .

FB - Align 1 yard away and 1 yard deep from weakside tackle.

TB ~ In "Single” alignment.

Flip"

FB - Align 1 yard away and 1 yard deep from Tight End.

TB - In "Single” alignment. ‘

Flip" :

FB - Align 1 yard deep, gplitting the distance between the end man
on LOS and WR to the weakside. If no WR, split 8 yards from
end man on LOS.

TB ~ In "Single" alignment.

Flip" = ’ :

FB - Align 1 yard deep, splitting the distance between the Tight End
and 2. No 2, align 8 yards outside TE.

TB - In "Single” alignment.

Flip” _

FB - Align 1 yard deep, 5 yards outside X.

TB - In "Single” alignment.

Flip"~

FB - Align 1 yard behind LOS and 5 yards outside widest
receiver to the strong side. ’

TB - In "Single” alignment.

{or "single" back alignment} ‘

TB - Align foot-to-foot on Center, 2-point stance, toe 6 yards from
the tip of the ball. Remaining back replaced by H.

FB - Align foot-to-foot on Center, 2-point stance, toes 6 yards from
tip of the ball. g

Both backs align in split in 2-point stance.

Term for running backs to exchange set alignments and assighments.



Y (TE) ALIGNMENTS

A. "Yo" - Align 1 yard behind the LOS a

nd 1 yard wide at the tackle to the
Rt/Lt side.

B.

+

"Open” = Align 1 yard behind LOS. Split the difference between the tackle
and Z towards the Rt/Lt call.

No wide receiver, align
approximately 8 yards outside the OT. call.
C. TYotzee" - Align 1 yard behind LOS and 3 yards outside Z or split the
difference between OT and sideline to the TE side towards the
Rt/Lt call. -
D. "Yac" ~ Align 1 yard behind the LOS, 1 yard deep from weakside tackle,
opposite of the Rt/Lt call, :

E. "Opposite” - Align 1 yard behind the LOS and split the difference between
© wide receiver and end man on LOS to the weakside, opposite of
the Rt/Lt :
F. "Fly" - Align on the LOS towards the Rt/Lt call with a split 4~5 yards
away from the tackle.
G. "Y-in" - Align in the backfield. Based upon the personnel group, align
either behind the QB or in a heavy or light formatien.-
H.

"Ridge" - The same formation as "Yo".

Align 1 yard behind the LOS and 1
vard wide off the tackle ¢o the Rt/Lt aide. NOTE:
formation there will be an H/R/T etc.

In a "ridge"
yards outside of the Y.

aligned on the LOS 2-3

"Crease” - Align on the LOS with approximately 4-5 yard split from the
tackle to the Rt/Lt call.

Note that the H will be aligned ofsf
the ball and inside of the Y.



J.

H-BACK_FORMATIONS

“Up" - Align 1 yard behind the LOS, 1 yard deep from weakside tackle,
‘opposite of the Rt/Lt call. :

"Tame” - Align 1 yard behind the LOS and split the difference between the
wide receiver and end man on LOS to the weakside, opposite of the
Rt/Lt call.

“Tax" - Align 1 yard.behind LoS and 3 yards outside X, opposite of the
Rt/Lt call.

“H-in” =~ Align in the backfield. Based upon the personnel group, align
either behind the QB or in a heavy or light formaticn.

"crease” - Align 1 yard behind LOS and 1 yard wide of the tackle to the
Rt/Lt side. Note that the Y(TE) will be on the LOS with a 2
“yard split from the tackle.

"Edge” - Align 1 yard away and 1 yard deep from the Tight End, towards the
Rt/Lt call.

“Tom" - Align 1 yard behind LOS. Split the difference between Tight Znd
and 2 towards the Rt/Lt call. No wide receiver, align
approximately 8 yards outside the TE.

“Tote" - Align 1 yard behind LOS and 3 yards outside 2 or split the
difference between OT and sideline <o the TE side, towards the
Rt/Lt call. .

"Ridge” - Align on the LOS with approximately 4-5 yd split from the tackle
to the Rt/Lt call. Note that the Y will be aligned off the ball
and inside of the H.

"ace” - Align on the LOS opposite of the Rt/Lt call with a "normal" 1 yard
aplit from the tackle.



"Twin" -

WR_FORMATIONS

Refers to both the "X" and "Z" aligning opposite of the Rt/Lt
call. The "Z" aligns as the inside receiver off the LOS and
splits the difference between the tackle and "X". The "X~
receiver aligns on the LOS.

- Twins alignment with X on the ball & Z off the ball. The same

"Tandem”
as twin except the "X" and "2 exchange positions. "X" is on
the LOS and splits the difference between the "Z" and the
tackle. The "Z" aligns off the ball in a normal split.
Note: both "X" and “Z" align opposite of the Rt/Lt call.
“Flex” -~ Refers to "X" receiver aligning on the LOS 5 yards from the
tackle and opposite of the Rt/Lt call.
"Tite" - Refers to "X" receiver aligning on the LOS with a split of 1 yard
' from the tackle just like a TE, opposite of the Rt/Lt_call.
"Flop" - "X" and "2" exchange alignments. Example: on to off.
"Wing" - Refers to "2I" receiver aligning 1 yard away from the TE and ofs¢
. the LOS tcwards the Rt /Lt call.
"Fizz" ~ Refers to "Z" receiver aligning 5 yards away from the TE, off the
LOs, and towards the Rt/Lt call.
"Slot"” - Refers to "I" receiver aligning off the LOS and 1 yard away from
the tackle opposite of the Rt/Lt call. .
"North” - Both "X" and "z" align to the right in a twin alignment with the
"Z" as the inside receiver and "X" is on the LOS.
"South” - The opposite of North. Both "X" and "Z" align to the left in a
twin alignment with the "Z" as the inside receiver.
"Ace"” - Refers to I aligning to the Rt/Lt call; X aligns opposite the R/L

call and is off the LOS. If North Ace, both receivers align to
the right and both are off the LOS. If South Ace is called, both
receivers align to the left and off the LOS. :



SUBSTITUTION GROUP TERMINOLOGY

A O A e e ettt

DUCK - Regular (2 WR's, 1 TE, 2 RB's)

EAGLE - TE out, WR in (E){3 WR's, O TE, 2 RB's)

RAVEN — TB oui, WR id-(a)(a WR's, 1 TE, 1 FB)

FALCON - FB out, WR in {R)(3 - WR's, 1 TE, 1 TB)

ROCKET - TB & TE out, 2 WR's in (R & E)(4 WR's, O TE, 1 FB)
MISSILE - FB & TE out, 2 WR's in (F-E){4 WR's, O TE, 1 TB)
RHINO - X out, TE in (H)(l1 WR, 2 TE's, 2 RB’'S)

2EBRA - % out, 1 TE in (H)(1 WR, 2 TE's, 2 RB's)

STALLION - X' & Z out, 2 TE's in (H-S)(O WR, 3 TE's, 2 RB's)
HIPPO - FB ocut, 1 TE in (H)(2 WR's, 2 TE's, 1 TB)

DOLLAR - FB out, TB in (2 WR's, 1 TE, 2 TB's, 0 FB's)
TIGER - X & Z out, 1 TE and 1 Tackle in {0 WR's, 2 TE's, 3 T's, 2 RB's)
" OX - X & FB out, 2 TE's in (3 TE's, 1 HB, 1 WR}

KING - Used in 8ingle back substitution groups when the rB reélaced the TB.



SHIFT PROCEDURES

Shift - Y trade sgides of formation.

1.
(i.e., Shift Rt Split)
2. Stem - (H,R,T,F) adjust inside-out, or outside-in on the same
of formation. .
(i.e., Tame to Up, Stem Rt Up)
3. Move - Combination Shift (Y) and Stem. ({H,R,T,F)
Also, WR (X,Z) adjust inside-out, or outs;de in. (Game
{(i.e., Move Rt Edge)
4. Hop - (H/R,T, F) trade sides of formation.
(i.e., Hop Rt Edqe) .
5. Shop - Combination shift (Y) and Hop. (H,R,T, F)
Also, WR (X,2) adjust inside-out, or outside-in. (Game
(i.e., Shop Rt Edge)
6. Scatter - Pre~determined game plan.shift pattern anolvxng all
receivers. Changes week to week.
NOTES:

side

Plan)

Plan)

5 eligible

A. All shifts will be executed on the d;rectlonal command and carried

out within a silent 3 count.

B. Shifting players start in the same relationship to the LOS as they

will end up based on formation called.
C. Motion can be added to the end of any shift.

D. The end line TE should not put his hand on the ground.



MOTION PROCEDURES

CALLING MOTION IN THE HUDDLE
Any motion may be called in the huddle by using the appropriate letter.
for the given position followed by a number. The number indicates where the
motion should stop according to our hole numbering system.
The QB will use the following in calling the appropriate motion:
1. First Call - will be the formation.
2. Second Call - will be the type of motion to be used (which
will also identify the specific play and
-motion).

Example: Right Twin, 28 = I motion to the 8 hole.
. Right Yac, Y4 = Y motion to the 4 hole.

1. All motion will be initiated from the formation called in the
huddle. : :

2. The initiation of the moticn will begin with a heel lift or head nod
- by the QB to the side from which the motion will originate.

3. The person going in moticn may not leave until everyone is set fcr
one full second.

4. The tembo and length of the motion is the responsibility of the man
- in motion, not the QB.

5. Key outside receivers for visual cue of when the ball is snapped.
6. Any Y motion requires that both wide receivers be on the LOS.

7. Anyfime any Y motion 'is called, the Y must be off the LOS.

B. Likewise, anytime any X motion is called, X must be off the LOS.
9. When a receiver (H,Y,F,T,X,Z) motions across the center to the

opposite "A" gap and reverses his field back towards his original
alignment, is defined as "Spin". Example: Rt Edge Spin H-4.



' COVERAGES

ZONE

Cover 1 = Two deep coverage with a hole player. Understood drop coverage.
Cover 2 = Balanced two deep zone with the weak OLB rushing.

Cover 3 = Three deep zone coverage with strongside rotation. Strong OLB
rushes.

Cover 4 Drop = Four deep zone coverage.

'Cover 5 = Three deep zone with waakside cloud rotation assumed. Weak OLB
rushes.

Cover 6 = Cloud zone weakside and can be man or zone strongside based on the
middle recaiver (Ya=Ya='r2) .,

Cover 7 = Two deep zone coverage overshifted strong. Strong OLB rushes.

_ COMBINATION

1l Trail = Two deep zone with hole player and trail man coverage underneath.
Locks like Cover 1. 3 drop coverage. '

2 Trail = Two deep coverage with trail man coverage'underneath. Looks like
Cover 2. Weak OLB rusghes.

3 Trail = Three deep zone with man trail coverage underneath. Drop coverage.

: Looks like Cover 3.

7 Trail = Two deep zone covefage with trail coverage underneath overshifted
strong. Strong OLB rushes. )

MAN

Gold = Man coverage with a free'safety. Five .man rush.

Brown = Four across man coverage usually associated with a dog. Six or seven
man rush. Safety coverg "X 8ide RB unless Brown Y is called.

Red = Three covering DBa usually associated with a Blitz.

Silver = Coverage doubling and/or bracketing one or more receivers. Thig ia
noted by a number strong or letters week.

Yellow = Under and over deep safeties Play zone with man coverage underneath.
Weak OLB rushes. ‘

Shallow Yellow = Under and over coverage with safety playing deep middle &
i Lber playing in the hole. -

*If a backer name is attached to a number (i.e., 3 Will), it denotes giving up
a Zone. :

*The term Zone can be added to a celor call to denote man on top, zone
underneath (i.e., Brown Zone).



1I.

DEFENSIVE COVERAGES

PRINCIPLES

A. Numbered coverages are Ione coverages.

B. Colored covereages are Man coverages.

C. Numbered trail coverages are deep zona coverages with trail man

technique underneath.
DEFINITIONS
A. CLOUD - Rotation with the corner responsible for the flat.
Understood weak unless noted.

B. SKY -.Rotation with the Rover responsible for curl to flat understood
strong unless noted.

C. SAFETY - Rotation with the Safety responsible for curl to flat,

It may be either weak or strong side.

D. DROP -Maximum defend. All four LBs drop.

E. BOX - A coverage with the OL3 in the flat and the Rover or Safety in ﬁhe
curl. '

F. DEAL - Outs;de LBs rush-drop opposite of what normal coverage would
dictate.

G. SPY - A down lineman drops into ébverage.

H. LOCK - Outside LB is locked on to the TE Ln Man coverage while allgned
on the LOS.

I. ROGUE - Rover head up the TE on the LOS with the outside LB aligned

cutside the TE on the LOS. .

J. CUFF - Corner aligned on LOS.

K. RUFF - Rover aligned on LOS.

L. STUFF - Safety aligned on LOS.

M. WALK - LB splitting the front and WR alignments.

N. PRESS - LB aligned over a WR.

0. CHALK - Corner aligned in a walk position.



FIELD ZONE TERMINOLOGY
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DESCRIPTION:

(Deep 1/2)

COYER 1

0 deep coverage with / - /I\ (Deep 1/2)
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COVER 2

DESCRIPTION: (Deep 1/2) T T @eep 1022
Balancad two desp S
zone with the weak . R
OLB rushing. (Hook-Curl) { Hook)
' (Cul)
Pl G 5y W f
L E N E S ¢ Flay
& OO OQD *
O G
@
@
TWIN Evsuosrsuss
1 1 T )
c 'YS 2 R S R
. _{-C .
A IV A
S N E LE T T E S
axoged oo bbodde
' €D -
& )
O )
o asKY ¢ DROP 2DROP Wi
1 T A T
S /\ S R S
< N/ rcfcC -C /'
won Py R Nw A J‘C‘ 7w
LE N E § L (é N E LE N
@\@ogocp@ D OO ® B OO
o SPAD @ PC
| ® ® ®
OTHER YARIA TIOHS: @ ®




DESCRIPTION:

‘Three desp zons coverasge

COVER 3

with strongside rotation. (Deen 1/3) T (Deep Middle) ’]‘ (Dezp 1/3)
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DESCRIPTION:

COVER 4

OTHER YARIATIONS: -
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COYER 5

_ (Deep Middle) ' )
DESCRIPTION: r\
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DESCRIPTION
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DESCRIPTION:

Two deep 2o0ne coverags
overshifled strong.

(Deep 1

COVER 7
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1 TRAIL

DESCRIPTION:

EVEN DEFERSE

1 BANJO
O
inside
N
O,

1 ROBBER TRAIL

e

1 LAZY TRAIL

OTHER YARIATIONS:



Sky - Rotation with the Rover responsible for curl to flat.

Slant - Movement by the defensive line toward the TE on the asnap of the ball,
Soft - A corner who back pedals but still has flat zone.

Solid - Both Mike and Will on LOS.

§2i - A down lineman drops into zone coverage.

Stem - Lateral movement by the front after the offense has set but before the
snap.

Stuff - Safety aligned on 1OS.

- Stunt - Penetrating movement of the defensive line on the snap of the ball not
incorporating LB penetration.

Support - Responsibility of the second defender on run. It can come from inside
or outside. This defender has pass responsibility first. .

Trail - Man under coverage with deep zone help.

Undershift - Nose or DT moving weak.

"H” or "Will” - Weak inside LB in SO Defense.

Walk - LB splitting the front and WR alignments.

Wall -~ Pass coverage technique used by linebacker to prevent a receiver from
crossing the middle.

"WC" - Letters indicating weak corner.
Weak - Nose aligned toc weakside.
Wedge - Will on LOS.

Zone Coverage - A defensive pass coverage Ealling for defenders to defend
specific area. . :
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DESCRIPTION:

Three deep zone with
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- DESCRIPTION:

Two desp 20ne coverage
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DESCRIPTION:

Msn coverasge

with o free safety.

Five man rush.

Varations mayplacea  C
2 on 1 combination on !
one of ous recefvers. !
Thisis nted by a |
number (stiong), letters (X
(weak), or position (Wide-
middle-neafai-single]
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Four across man coverage

ususlly sxsociated with

e dog. Six or seven man
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UNIVERSITY OF OREGON

FOOTBALL

DEFENSIVE RECOGNITION




DEFENSIVE TERMINOLOGY

"A"_Gap - Area between center and guard.
Angle - Movement by the defensive line away from the TE on the snap of the ball.

Banjo - Indicates inside-outside man coverages on two offensive players by two
defensive players.

TBC" - Lettes indicating boundary corner.

Bear - An eight man odd front with defense covering offensive guards with down
linemen, tackles with linebackers, and TE with DB or LB.

"B” Gap - Area between guard and tackle.

Box - A coverage with the OLB in the flat and the Rover or safety in the curl,
or a defensive force with the OLB containing and the safety or Rover supporting.

Bracket - A double coverage on wide receivers by safeties inside and corners
outside.

Bump - Man to man technique in which the DB aligns on the LOS to cover his man.
"CT _or "CB" - Letters(s) indicating cornerback.

"C" _Gap - Aréa between tackle and end.

Chalk - Cormer aligned in a walk position.

Chase - The responsibility of chaging the football down the LOS looking for boot
Or reverse on run away.

Chop - Corner blitz from a "cloud” alignment.

Clamp - An inside shoulder or eye alignment by a defensive tackle on an offengive
tackle ("4" Tech). )
Cloud - Rotation with the corner responsible for the flat. Understoocd unlesﬁ
noted. o

Combo - A combination of man coverage on one gide and zone coverage on the other
aide.

Contain - A type of rush in which defender is responsible for keeping the ball
inside. : .

Corner Reoll - A'cornerback's alignment: playing either hang or trail.
Cuff - Corner aligned on LOS.

Curl - An area of the field 5-15 yards deep from the outside foot of the tight
end to the inside foot of the wide receiver {hash area).

‘gg - Letters given to defensive ends.

Deal - Outside LBs rush-drop oﬁpoaite of what normal coverage would dictate.
Deep 1/2 - An area of the field from the center of the goal post to the sideline.
Deep 1/3 ~ An area of the field frah'fHeAhééh to the near sideline.
D" _Gap - Area between the end and outside.

Disguise - The hiding of a coverage and responsibility by a pre-snap alignment.



Dog - LB penetration of the LOS on the snap of the ball.
prop - Maximum defend. All four LBs drop.
DT - Letters given to defensive tackles.

Eagle - A seven man odd front with defense covering 1 or both offensive guards
with down linemen and corresponding tackles with llnebackers.

Eight Man Front - Any defensive alignment having a three-deep secondary.

Even Defense — A defensiva alignment which does not cover the center with a down
lineman, but instead covers the center with a linebacker.

"FC" - Letters indicating field corner.

Fill - Run responsibility in which a LB or DB attacks the ball carrier while
never allowing a cutback.

Fire - Both ILB penetrate (dog) the LOS on the snap of the ball.

Flat - An area of the field five (S) yards deep from the outside foot of the
tight end or weakside tackle to the sideline {outside of curl or numbers}.

Flex - Alignment placing a defensive lineman off the LOS.
Flop - A LB from weakside moving to strongside creating an unbalanced front.

Fold -~ Alignment of OLB off LOS.

Force -~ Run responsibility in which the defender must keep cutside leverage
Primary run support player.

Front - The alignment of the defensive linemen .and linebackers.
"FS" - Letters given to free safety.

Gap Defense - A defensive alignment which places down llnemen and/or linebackers
between offengsive linemen rather than in front of them.

Hang - Rolled up defender playing flat zcne.
Hole - An area of the field 10-20 yards deep between the offensive tackles.

Hock - An area of the field 5-15 yards deep from where the ball was snapped to
the outside foot of the tight end or weak tackle.

Hook to Curl - A pass responsibzllty in which the LB covers the hook area an&
progresses to the curl if no one shows.

ILB - Letters given to the inside linebackers.

Invert - Safety or Rover aligned more shallow than corners.

Key - Focal point of defense to determine responsibility and reaction.
~L" _or "Liz" - Weak outside LB. e e e e e

Leverage - To keep an inside-outside position on a ball or man.



Lock - Outside LB is locked on to the TE in man coverage while aligned on the
LOS. .

Loose Alignment - An outside shade on a blocker slightly wider than normal.
"M" or "Mike" - Strong inéide or middle LB.
Macho - Mike on LOS.

Man Coverage - Defensive coverage which assigns specific defenders to cover
specific receivers. )

Mogque - Mike head up on the TE.
"N" - Letter given to the defensive lineman usually aligned over the center.

Odd Defense - A dafensive alingment which places a down lineman on the offensive
center with one or both guards uncovered.

OLB - Letters given to outside linebackers.
Outside - Strong eagle OLB aligning on LOS with a 7, 8, or § technique by DE.

Over - A down lineman from the weakside moving over the strong guard or tackle
creating an unbalanced defense.

Qvershift - Nose or DT moving to the strongside of the offensive line.
Peel - A down lineman dropping into man coverage.

Peel Dog ~ A dog technique in which the LB is responsible for a RB only if he
releases. . -

Press - LB aligned over a WR.
Prevent - Abnormally deep alignments by secondary.
BPursuit - An angle to cut off the ball carrier.

"RT_or "Rover"” - Letter or name given to strong safety.

Reduced - Front where defense had moved DE over weak guard.
Retreat - A corner who back pedals playing a deep zone or man.

Rogue - Rover head up the TE on the LOS with the outside LB aligned outside the
TE on the LOS.

Rover Field - Rover aligned to the wide side of the field.
Ruff - Rover aligned on LOS.
"S" or "Sam” - Strong outside LB.

Safety -~ Rotation with the safety responsible for curl to flat. It may be either
weak or strong side. '

"SC” -~ Letters indicating strong corner.

Scrape - Forward and penatrating move by defender through onside hip of an
offensive lineman.

Seven Man Front - Any defense having a 4 true DB's in the game.



DEFENSIVE RECOGNITION

We will name the dafensive personnel in the following manner: In & 3

lineman scheme, the defender who lines up on the center or one of the guards will
be termed the Nose (N); the other two linemen will ba referred to as Ends (E).

. In a & linéman schema, the intarior 2 linemen will be called Tacklas (T) and

the flanking lineman will remain as Ends (E).

We have as:iqned specific tarms to indicate exactly where the dafender is

aligned on us. By using the following system, we can determine exactly where our
opponant is aligned on us with a minimal amount of descriptiocn.

WIDE 9

il

JTSIDE

U | C suape RO RT Y l
'65.4 3l2 |1 0 21z H (als s Qﬂb
D c c

5.

6.

L0OSE 6  LOOSE 3 E LOOSE3 LOOSE6  WIDE9

D OUTSIDE

Nambered alignments are defined as an eye to eye relationship between us and
the defender. . :

“Loose"” &lignments refer to the defender aligned with his ilnside foot
opposite your cutside foot.

*"Gap" places the defender squarely in the Gap wiih a part d¢f his body
overlapping yours. S -

.

*Wide" refers to a defender on the line of scrimmage in a quick force -
position. .

*Shada” places the nose guard on the center, favoring the tight end eida.

*"Weak" places the nose guard on the center, favoring the split end side.



DEFENSIVE FRONT DESIGNATION

In referring to our opponents’ defensive front alignments, we are concerned
with three things: 1) the middle of cur formation; 2) the three linemen side; ana
3) the two linemen sida. ,

At Oregon, we will express these alignments by using a double digit number
and a term (Examplae: 56 Reduced). The sequence will name the total front and the
middle, the thres man side, the two man side.

Defensive fronts can be grouped into three general categories relative to
the defensive look that we encounter over our Center. Our thinking is that the
Centar can be covered by 1) a lineman; 2) by a linebacker; or 3d) by no cne at
all. : _

When our Center is covered by a down linehnn, we term this an ODD defensa.
When it i3 a 7-man front, i1t {3 called a 30 FRONT. When we see a down lineman
on our Center and both guards covered, we will call it a BEAR/DOUBLE.

When the Centar is opposite a middle linebacker, we consider this an EVEN
dafense and call it a 40 FRONT. . ' . .

When there i8 no defender oppoaita tha area between the Centar's feet, it
generally indicates that there are four men to one or both sides of the Center.

1f the defensae is an overshifted 7-man front, it is termed a 20 FRONT. 1If
the defense is an undgrshifted‘e-man fron:, it is called an 80 FRONT.

B SN M

E £ N | T N
oo oo oo

40 FRONT 50 FRONT : ~ 20/80 FRONT



DEFENSIYE RECOGNITION (Con't d)

We will refer to LBars {n the following manner:

MIKE (M) - The strongside inside LBer in s 3 lineman, 4 LBer
scheme or the middie LBer ina 41ineman, 3 LBer scheme.
WILL (W) - The weakside inside LBer ina 3lineman, 4 LBer scheme only.
SAM (S) - The strongside outside LBer. |
LIZ (L) = - The weakside outside LBer.
DEFENSIYE BACKS

Cornerbacks = Corners (C)
The strong corner i3 aligned to the two receiver side, the weak corner to the
single receiver. If they are a field boundry defense you will hesr us refer to
tha corners ss the fleld corner and the boundary corner. '

Strong Sefety = Rover (R)

Free Safety = Safety (S)

Sih Defensive Back = Mickel {N)

&th Defensive Back = Dime {D)

Safety Safety
Corner S Corner [Corner S Corner
will Mike Rover C C Lit/LNickel will ”r“j]‘? Rover C
Lf'_: End W Nlt(ln ™M End SamR o End Nose End Sam

E
O OO%OQO O OO OOoOOO

@) O O
e O oS O

A 3linemen - 4 LBer, 50 Look : A 4 Inemen - 4 LBer, 80 Look:
Safety Rover Comer Ssafety
Corner S ke R Corner C ‘Nickel it Dirme R‘wﬂ_(:cnrner
Liz End Tackle M Taokle Eﬁd sém' C End Tackle M Té‘?k]‘-’ D End R

L E T T
O Oogoolo o oémooé
O O S
O O O O

A 4 bnemen - 3 Bet, 40 Look A 6th DB Dime look

O




E MAN SIDE

The second digit in.our sequence of naming alignments refers to the
placement of the defensive end to the three man side. This is expressed with the
number of his shade as explained earlier. Examples:

M M
N ES N E S T E

OOOOO OCODOO OOOAQ

O @ O
56 53 | 49

IWO MAN SIDE

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

W W
L E L E
oooo OoO0ouo
4 5 o B

REDUCTION EAGLE
M .
L M

L E T E T
- O0o4do | ooudo

STRAIGHT ' : ‘ FOLD



DDITION TERMS

At times, the two man side is tied in with the middle lock, particularly
with shifted fronts. We can shorten the calls by:

L W M R AN
OO0 0O S0O0O0C0O
» e . | o
83 REDUCED = 80 26 REDUCED = 20
7N M | W M Ni
t E N E RS | ' B T T el
000000 000000
‘ CD ?, : A CD
53 EAGLE ROGUE = Bear NICKEL LOOK: 27, 28, 29

T E T
- -
46 OVER 46 UNDER

Other terms will be uged to indicate special alignments of the Liz
linebacker. Examples: ’

L L L
"Pregs® Wiy Feld”
O OHONON®)
O

Still other terms may be employed to designate specific adjustments on the
Y gide. Examples: :

W M S | W -
‘ - E N E S
',Eo ‘Tc-> go oE . oNeoXs¥e Jo X »)
Ne) B | o

M

49 DOVE = Overshifted front to the TE Side ."-’-:“'"53" FLOP = Liz comes to TE side



STUNTS

C £ m : | g |
4 ..m* 5 m\ MM mm_ -
2l el s gl e
S = i IO < e}
O O r = O r O
Q. =00| =00| =00| =00]| =n0o
x Om O |3 O Emv, z 0O x O
Ep.w EIDIV | E|©|v m_ EO w()
S Rl e R A
78_0 v O _/SO g Su@.v_ J0) : » ()
E\Q\v .FT@W Et@W E/DV w O w O
=0 |= 0 |0 |78 |- |.=C
1O z[JO z[]O =0 zOO| =00
x (O 3 O > O Q * O |= Q
F\QW E\qV E\Q Edw w O .h |
L\.m. —— _L\u_ L!J!v — e AT




j W

L- E E S
ey

otk

W M Lightming - M 8
L. N E-S N E S
o0 0 00 00O QRO
o 0 |
W M p RE ’Y W NE Strong
L -~ E S L E Ne-E S
b@é@@o Qo@oop
) - | .
' EN gHsfmm
W ™ Va W '
L N ES L E N—E S
HIGHOR®, O O
blgo¢ cRejuretsle
m_mm_'.r_ W oM ey
N L\Eo'ﬁ :!3 |
[@;DO O | N
O ‘(also ENC) (ENC Strong)
NEE - M MEEStrong

loﬁﬁbop



W M = W -
ET £ E T T _-E
O iDO OO0
CAZeok | Jodggso
w M v g (oo
Ao o bdoode
O O »
| W oM ble T | y - | Double ET
B~ - T, OEO \Kg - g)?%gc
O | Q |
Tackle Tul Iacgl Twist Strong
w M ar | e
1505(8 odo o oﬁ&o 10
v M =
| g |
2ogodo | b E&;@ *
| Tuist

MDoblT ist "C*

éﬁ"z&o




W M W M
OO\OO0QO0 OOU/OOO
® 9 |
™ | Beb
W M_ W M
qﬁ,ooo o)olufo//cIol
O O
¥ M N M
ocimfooo olom Xoo
D o O |
) 4 ™M W M
ofo- EL/oo O O OXD cio ®
O O
W M | W M |
o O
v bonna W Mhe B
® wi s M
\\p0gooo oogopo?



w M | | W M Menn
O O/N00 0 | OQ/D(JQOO
O - O :
~ " A R
Ad :
OO/O QRO Dlooo
| F_u:eMannDer
W M
N
OO-/O O looo
m EChuck
W N -
OUOOO0 oomo
O ]5@
E W | y‘m _
Oo%uooo OO%QO o
W L’ﬁ W B— g-/L.gnnD .‘ |

L=ty |
baliboo

/o g\o ofe




BLITZES

)
c

AN

5 g 3
. A
» ) » ) o » ()
-0 O +Q | =0
Q x = Q = O
z00| =00 o z00.| =00
Q x O :.WJID.....,\SW O
e -0 - - QO ? Q)
R/. MR m mm
o O™\ » QO w QO @) T 00
- O _/T.ﬁu.lv - QO O MT&.O_IV
QO £ Q = O £z 0O Mnx\,l“\\]l
< z[JO z 10O =[O | & .NDO
QO x O x O > w %
LO -0 LO ,._,\\._\o\w







UNIVERSITY OF OREGON

FOOTBALL

RUNNING GAME



"BASE™ NUMBERING SYSTEM

When your sssignment tells You to block "base”, it may not always be the manin
front of you. We use a base numbering system that makes it eesy to tell who your
base responsibility is. In the base system the center has "0~, the guards have “|" to
their side, tackles “#2" to their side ang tight ends have "#3" to their sige.

When referring to our base rules, we always start with what's over the center and
count out. The Nose will be counted a3 07, if he is overshifted or undershifted as in
8 20 or 80 respectively, he remsins "0°. Once the nose moves to o 'split’ look, the Mike
becomes “0". Inen Even or 40 look, the Mike is counted as zero.

The guards are responsible for the first men past zero. In stack situstions, defenders
on the LOS are counted first, then LBers. -

The tackles have the second man out from 0" agein counting down Tineman first
in stack situationa.} '

Tight ends have the third men out counting the same way as the guards and tackles.



BASE NUMBERING SYSTEM
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28 - 29 SYEEpP
W4 M R
Q 5ol 05
50

QUARTER- [ Reverse pivot at S0r7 o'clock, pltchto_ ’
BACK || TB. boat. !

—

TAIL- - Drop step, open to sideline. Stay on FB's
BACK (2) | outside hip: Key his blgck.

Crossover step, aim one Yard outside of TE,
FULL- block rover. Key TE s hips to determine
| BACKES) | path to block. (o paer Block support.)

ELANKER | Block corner (Mohon-B]ock Force; if Sam
7 (4) widens, he=force )

TIGHT Bass (Alert for 'Ed") (If Sam widens,

. |double-~combe. ) Offside - Sit
END -y {Possible *Moon ).

SPLIT

END - - | Block corner. |
ONSIDE On., inside [Possible “Ed").
TACKLE :

|oNsiDE Base: SearchLB LA.Iertfo.r"SEp "]
GUARD

. Base, o:‘fLB (Possibie "Shp Alert for “Lock'
 |CENTER | Pirectional Onside="Sfp": Offsrde=0ffLB

" |oeFsipe. | Base-cuitoff (Possible "Lobo/!-lawk/Lock"].
|cuarD SRS T

- [OFFSIDE" Base-cutoff, Sift (Possible * Hawk/Moon"
TACKLE alert for 'Lock

oz

49




 36-37 STRETCH (1)

& oA

{Lobo) (Slu
S0
; DpenaHotBocIockhandoﬂtommg
|QUARTER-

BACK back, diopback. ﬂ‘u. '(115 :
RUNNING | Lead stepalmldeh:pot 1E. iecerve
BACK (3) | handoff, run to dayfight THINK DUTSIDE.
TAIL/R

BACK (2) Block #2
FLANKER T ame/Ace=Block fist secondary threat

Z2-(4) Tom/Olfside = Block #1. _
TIGHT Base (Possbie 'Gee': Plert Ioa"Trde !
END - ' [foade“}-Sﬂ (Possible "Moon"; alast for

‘Hawk" = Saall
SPUIT | Onside = Block coner.
END -%' | Offside = Corvoy: MDM.
ONSIDE Shug. on, over [Possble "Trple™; Alert for
1TaCKLE "Qee/Slep”) Pass on "Gee/Step”.
ONSIDE Slug, base [Possible "Step”’;
GUARD alert for "Gee/Sip")
Lobo, Base, off L8 [Possible "Skp ™ alert Tof
CENTER "Lock"] (Directional Onside=' 'Sip" Offside=
0ffLB.]
OFFSIDE “Lobo", Base-culoff (Possible
GUARD “Hawk/Lock "]
OFFSIDE Base-cutoff, sift. (Possible "Hawk/
TACKLE Moon®; alert for “Lock™).

/

49

L

i




26-27 POWER (X) G

ee)

, W M R
WAM R
b8 v ;
Robo) “Lobo" “Moon-
S0 | 50 SHADE REDUC
- UpenaMorBo'dod(.handbaﬂtoTB,
B | dropback. Let 3 sy,
Lead slep af nmide nip of magnary 1E,
Tg}c;( (2) | 1eceive handoff, run to da
THINK OUTSIDE. '
Lead step at outside hip of mags ary TE,
Fg;‘é‘é (3) collision man wtgde T. I?g; ‘s hips to
detemine path to block. [Vs Red.. Fold, or 'G
FLANKER | Convoy: MDM ‘
Z'(4) :
TIGHT Sift. (Possible "Moon"; alert for
END -Y* "Hawk" = Seal ) :
SPUT Block force.
END -¢° :
ONSIDE [ SMg. on. over [Possile "Bingo'; Alert Tor
TACKLE | Gee") |
[ ase ee’; Alert for
UNSIDE ' ", 1y 'u ] (] ‘
GUARD S . BnQO s 'Utt .].
Lobo, Base, of [B. [Pessible "Slip"; alest ™|
CENTER for *Lock']. [Diectional Onside="Skp":
Offside = Off L B)
OFFSIDE Lebo , Base-cutoff. (Possible
GUARD “Hawk/Lock ")
OFFSIDE | Base-cutoff, sift. (Possible "Hawk/Moon=;
TACKLE slert for “Lock").

19
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16 - 17 SPEED OPTION

of odo s [l s e is

Lo (Slug)

S0 = 50 SHADE REDUCED’
QUARTER- Ore step diop, aftack downhil, option Force
Back | M

TAlIL- Counter step, option course.
BACK (2)
| ONSIDE
END Base.
ce | Onside = Block comer
FLA-NKE? Cffside = Convoy: MOM. , 20
2'(4)
OFFSIDE ‘
END Base-cutoff, hinge.

onsipe | Stig. OnOver, Inside LB (Possible "Step";
TACKLE alert for *‘Whip"}. ~

ONSIDE | Slug, Base (Possble " Whip ; alert for
GUARD "Lobo /Step"}.

CeNTER | Lobo. Base, off LB (Possible Sﬁbwaay'

|OFFSIDE | obo, Base-cutolf. (Alett for "LowRay)

OFFSIDE - :
TACKLE . | Base-cutoff, hinge

AN

"Shp" | "Hawk"




MV‘ .
W
L E L
o
_ "Hawk"

Balanced 7-man hiont & Man Front w. Reduction
Dption to rﬁail OLB Option to reduct = “2-17"

al Dive lo Bubble = "2-32"

- | Open atSor 7 o'clock, fake Dive to FB, dowr

™ [ hil path to option EMOL

Balanced 6-man front

Option to rush OLB
pbon"Z—‘lS"

TAlL-
.BACK (2) | Drop step, opton course, |
FULL- Lead step, fake dive at butt of guard, block
BACK(3) | Wil to Safely.
FLANKER |[Block comer {Outside alignment].
2 (4) :
TIGHT Loop release. -
END -y | Yin=Crack lst inebacker inside. _
SPE';,:; -y | Block coner.
ONSIDE Slug, On, Over, Inside LB (Alert for "Whip').
TACKLE :
ONSIDE | Skyg, Base (Possbie” Whip “alertfor |
GUARD Sip"} . _ ‘
| Lobo, Base, off LB [Possble *SE" - - |
CENTER | T S PessBle S -
OFFSIDE
GUARD .Ll.JbO, Base-cutoff. |
OFFSIDE .
TACKLE Base-cutoff, hinge,

Balanced 7 Man Front &

L

by

No Rush OLB & DE's Tight

Option to v "*2.16"




24

- 25 LOAD [YX]

49

50 : 50 SHADE
QUARTER- gpeg 2 6 o'clock, hand off deep to TB,
BACK | Spt backs = Open opposite at 5 or 7.
TAIL- Drop, 1esd step at butt of T. - '
BACK (2) Hug the double team, stay inside kick-out
FuLL- | Leadstep abuttof T: # T covered, block
BACK(3) | first man outside the T, If T uncovered, block
_ most dangerous defender fiom outside/in.
FLanker | [Key TE's block ) 20
7' (4) Block force. (Tw: Block #2.) -
TIGHT | Onside: Combo, Base. [Possible “Six")
END-Y lOffside: Seal (Possble "Moon™) |
SPLIT Convoy. MDM.
END -X
To TE: Combo, off LB (Possible "Sm
ONSIDE | ‘Alert for "Gap) F
TACKLE | NoTE: Base, off LB [Alert for "HGapl'] |
ONSIDE Angle, Base (Possble 3 (Gapf"; alert tor
GUARD "Gap/Slam”)
On, engle off (Possible "Gap/Slam '}
CENTER :
lorrsipe | Pull thru 4-5 hole for On LB Hovet
GUARD - | (Alertfor “Eegle/80°.)
oFfsIDE | Cutoff. pull thru 2-3 hole for Dif LB, Sa!dy.-
TACKLE (Alest for dog ) (Possible “Moon™]).

I"ll\ S
T




34 - 35 COUNTER

i

S0 St
RTER- Open oppasits at 6 o'clock, oulside handoff
AR R | to TB. boot or dropback by gam plan
RUNNING | Counter skip, take outside handoff,
BACK (3) | key G block, run to daytight.
- ——
"R Block # 2
BACK
FLANKER | Conyopr MM, ' .
7' (4} voyt |
HIGHT — | Olfside: Sed, secuie LB mside, base<uon
END - * Omd?ww.boprdeasew 7.8&vs 9
SPLIT Block force.
END-X" ,
ONSIDE To TE: Combo, off LB [Alert for “XGap])
TACKLE | No TE:Base, off LB {Alest fo "Gap]]
ONSIDE Angle, Base (Possible 3 (Gap]"; alert for
GUARD "Gap/Slam”)
CENTER | ANGLE OFF [Possble "Gap/Slam/Mine"]
OFFSIDE
GUARD Pull & trap first man past OT.
OFFSIDE Pull thru 4-5 hole for On LB, off
TACKLE | LB, Safety. |
- rd
49 “BEAR-




24-25 FORCE (4

N T K

|S0 SHADE REDUCED’& .

50 '
: _ | Open offside at 6 o'clock, outside handoff
O | to T8, boot

TAlL- Counter skip, take outside handoff, key G's
BACK (2) | block. mntodayight. ~ ~
- Lead step at outside leg of fust man past OT.
FULL" | Block st defendar o Show sutncia o and
man on the LOS. _
FLANKER . 'HDM. '
7 (4 Convoy:.
TIGHT ' .
eND-v | Sed- Secure LB inside, base—aztoff.

SPLIT Block force.
END -

ONSIDE oy
TACKLE Base, off LB. (Alett for *3".)

Angle, Base [Possiile ""3"; alert for
ONSIDE g . :
GUARD “EapJSlam"-) . ” -k

ANGLE OFF [Possible "Gap/Slam/Mine']

CENTER

_|OFFSIDE Pull & tap fust m st OT.
GUARD s manpas

TACKLE

OFFSIDE | b1 this 45 hole for On LB, Off LB, Safety.




35-34 HIPPO COUNTE R

!

49

50 | 50 SHADE REDUCED'
QUARTER- | OPen opposite at 6 o'clock, outside handoff

BACK to T8, boot, or dropback by game plan
TAIL- Counter skip, take outside handoff. key G's

BACK (2 | block, run to dayfight

Key guard, lead thiu 4-5 hole ix On LB,

FULL/H

Back(3) | OIfLB. Safety. |
FLANKER | Onside = Block force.

Z°(4) Offside = Block #} | 20
TIGHT Seal
END -y’

END e les:de/Twsn = BIOCk tﬂ

 |ONSIDE Base, off LB. [Alert for "3 (Gap)
TACKLE .
ONSIDE Angle, Base [Possible "3 [GapT"; alert for
GUARD "Gap/Solo™ )
CENTER On, angle off (Possible “Gap/Slam/Mine" )
| g;ﬁ'gf Pul & tap fast man past OT.
OFFSIDE .
TACKLE Base-cutoﬂ, hmge.
-\




22-23 ZONE (Y)
(Ace = 32-33 Zone)

| I;f(%\;\g” %R

J

49

{Lobo

50 S0 SHADE REDUCED
QUARTER- | Open at 5 or 7 o'clock, handoff to TB, boot.

BACK - :
TAIL- Lead stepto inside leg of tackle, RUN TO
'BACK (2) | DAYUGHT!
FULL- Fill offside, kick-out first defender to show

BACK(3) | outside of OT. .
FLANKER

2" ¢4y Block force. |
TIGHT Onside: Base. Offade: Base-cutof. .
END -vy' | [Alert for "Moon/Hawk ™ = Seal ) -
SPLIT

END - %" Convoy. MDM
ONSIDE Tag-base.
TACKLE
ONSIDE Tag-base {Alert for "Lou/Ray'"}
GUARD » »
CENTER Lobo. tag. base. Alwaps "Louw/Ray'' onside

vs 20 or 80.
OFFSIDE | | obo, base-cutoff {Possile “Hawk ")
GUARD , _
or'rsu)g Base-cutoff, sift (Possible 'Hawk/Moon™ )
TACKLE
L M
17
"Hawk"” -




W \M
50 &

Open at5 or 7 o'clock. Drive & deep, hand-

Y'Back | of to TB. boot. Alow o cutback
AL Lead step to nsids leg of tackie.
Back (2) | RUN TODAYUGHT
. Block the f;

F;J#%((l;) on;;t..seg'1 r&ﬁwe ermn Qolooff
LB. {Vs "Bear", Wham goes to Blastl)

FARGT | Block force.

TIGHT

END-Y" | Base, "Fan" vs Bear and 80.

lspur
END - | Block comer.

ONSIDE

TACKLE TagBase, "Fan" vs Bear and 80.

onsiDE |1 "

GUARD ag-Base [Alat for "Lou/Ray']
Covered DA LB though nowe. i

CENTER Uncoverett Tag-Base. Always "Lou/Ray

A Pk} e o o Db HAWK']

OFFSIDE #2 on the LOS (Possble "Count/Okie/

TACKLE Pick1'] (Vs "Bear", not "Double","HAWK")

T, "0 S
el JEJE
149




- 22 - 23 WHAM

[alternate schemes)

LEWNMESR LE’W' M] i
O 0O0DOoOQO o |\GJ'\O[%J ® 65 |
| O O Q \J O
50 @ . . |53 |
rro_ | Open a5 or 7 o'clock Dave & deep, hand-
QUARTER H R

BACK off to TB. boot. Allow for cutback. ‘ L W |
IL- Lead step to outside leg of tackle.
T (2) | RUN TO DAYUGHTI- | % N

FULL- | Grguians I the Canter blocks Fum 55 6 o
BACK(3) | LB. (Vs "Bear”, Wham goes to Blast])

FLANKER
7 (&) Block comer

ELG§IY' Base, "Tan vs Bear and 80. |

SPUT Block coiner.
END-X'

ONSIDE

TACKLE Tag-Base, 'Fan' vs Bear and 80.

ONSIDE

GUARD Tag-Base (Alert for "Lou/Ray").

CENTER Lag-g:s;,ldeB:AMays Louw/Ray'" onside

OFESIDE #1 on LOS (Possible *Count/Okie/Pick4"].
GUARD Vs "Bear, not "Double”, 'H&Wk".’

OFFSIDE #2 on the LOS {Possible "Count/Okie/
TACKLE Pickt"}. (Vs "Bear”, not "Double”,"Hawk'.)

IL AL
o6

L 53 Eagle




A

- 32-33 DIVE

50

QUARTER- | Open atSor 7 o'clock, hand off to FB,
BACK continue oplion path.

TAIL- Drop step. open to sidefine and run option

BACK (2) | cowse. =~
FULL- Lead step at outside legofguard. feceive

3 handoff. Key first down ineman over center
BACK(3)
_ to onside.

FLANKER Block force.

Z'(4) _
TIGHT . Base-cutoff. Offside; Base-cutolf
END-7y' | [Possible "Moon")
si‘;j; - | Block comer.
ONSIDE |
TACKLE Tag-Base [Possble "Double") |
ONSIDE -Tag'Base(Pomble"Dabla alettfot
GUARD "Whip/ LowRay') - -

- zag-base off LB Possible \w-anLa.u’

CENTER | Ray” olottior™Charfy -
OFFSIDE Lobo base-aioﬂ[Powb!e ﬁwﬁeﬂ-lawh )_ _
GUARD ‘- . dettior’ YouRay"}' -
OFFSIDE ,
TACKLE Base-cutoff, uﬂ [Possble 'Hawk/Moon 1

19

Jelad




22-23 BLAST (Y]

W R
o 053 1
*Count” (g
S0 S0 SHADE REDUCED
QUARTER- gpen at 6 o'clock, handoff deepto TB,
BACK opback. |
TAIL- Drop, 1ead at outside leg of G, follow FB. :
BACK (2) | ‘
FULL- Lead step & outside leg of G, key blook on first
de{ensive ineman head up to outside of G. Blook
BACK(3) first ILB from outside mn. __'?
Fl‘;'éggR Block corner. | 20
TIGHT Bass-cutoff (alert for "Bear” = Fan]
IND-Y" | Ofisids : Base-cutoff.
SPLUIT Block corner.
END -X' .
On. nside (Possible "Theee;
ONSIDE
TﬁNEKLE alert for a "Fan"].
ONSIDE Angle, Base (Alert for a "Thiee™)
GUARD :
CENTER On, off LB {Alert for "Louw/Ray')
OFFSIDE A LUISug'D' %3:]26 aleg gg::
GUARD % obo™. »
#2on LOS { Count/Ckie" vs 40 & 50.)
O T SIoE | Vs Bear, sit or "Hawk”

o/ﬂ«o

49

'Lou




“Ted”
. '.Ott”

S0 .
QUARTER- | OPen opposite at 6 o'clock, handolf deep to
TAIL- Fill offside, block first defender to

BACK (2) | $how cutside of OT.
FULL- %:ros?oav;r slteptvit{lhznside foot et offside

eg of B, plant on next step, key trap

BACK(3) block.
FLANKER Block corner.

Z'(4)
TIGHT Base-cutoff (Alert for “Ted").
END -+ | (Offside) AZU - Seal.

| SPE';:[T) -~ | Blockcorner.
ONSIDE | Block onside LB, vs 40 block Mike. ]
TACKLE (Possible "Ted™; alert for “4" = sift]
ONSIDE | Angle. off LB, influence [Possble "4" mert |
GUARD for “Gap/Slam/0te)
CENTER On, angle off { Possible “Gap/ Slam /Ot -
UFFSlDE ! h. . nAN 7
GUARD Put and apftstmmpast A" gap.
OFFSIDE Cut LB over pulling guard to downfieid . i
TACKLE sift ve 40. ' : -
5 )
19 “BEAR"




20 -21 TACKLE TRAP

l

S0 ‘
QUARTER- | Reverse out, hand off inside to TB, boot
BACK
TAIL- Counter skip, taks insids handoff, key
BACK (2) | teckle’s block
FULL- Fill for pulling tackle. Block first man to
BACK(3) |show insids out.
FLANKER | Block corner
Z' (4
TIGHT Base-cutoff (Alert for “Ted™). U-seal
END -7¥° '
SPLIT Block corner
END -X' .
JINSIDE Block onside LB, vs 40 block Mike.
TACKLE (Possible "'Ted"; aled for 4" = it}
ONSIDE | Angle. off LB. influence. (Possble "4"; alest
GuarRD | for"Ott")
CENTER | On. off LB (Possble "Dt}
g[’;snlg E Tag-base, cutcif.
ggilLDEE Pull and trap

418




S0

Open opposite at 6 o'clock handoff deep
UARTER~ . to
Q FB. dropback.
BACK
TAIL- Fill offside, block first defender to show
BACK (2) outsids of OT
FULL- Crossover step with onside foot at offside
BACK(3) leg of @B, key Center's block.
FLANKER :
| 7 (4) Block corner,
TIGHT Bese-cutoft. :
{END - [ (Offside, A, U) - Base-citoff (Poss. "Moon™)
SPE;IE - | Block corner.
g:g:(?_g Tag-Baae (Possible 'Double").
ONSIDE Tag -Bass.(Possible "Double”; aIert for
GUARD | ~whip/LowRay"). o .
Teg-Bass, Off LB (walewm pr'LoulHay" :
CENTER | glert for "Charlle "1 ST
OFFSIDE Base cutofr(Poamme'cmrue/mw 2
GUARD © i oletior "LouRay]. -
OFFSIDE . : .
. Base-cutoff, 3t (Possible "Hawk/Moon™). '
TACKLE . 33 St/47 Owr
49 | "BEAR"
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32 -33 BRUSH

"Moon
S0 50 SHADE REDUTED
LWM: b m box=Brush; 7 n box=TE0-T70.
QUARTER- | Open at 6 o'clock, handoff to ball camier on
BACK | thid step, sst up. Clus FS. T

- BbCk nz S !

BACK (2) ) _

SINGLE | Set up behind the onside hip of tha center. d

BACK(3) | receive handoff, run to dayight
FLANKER | Block comer.

(4 :
TIGHT Base-cutoff (Alert for "Moon™ "Hawk” = w ™M R
END-Y" | soal) L T —
sPUT | ¢ - ' B N_| S -

END - Block comer. (Block any press) g /? ROT@
ONSIDE L - . " -
TACKLE Pass set: On, outside. Lou "Hawk
ONSIDE | Tag-Base. (Alert for "Lou/Ray".} 80
GUARD (Pass set i uncovered ) ' M
Lobo, base "Low/Ray" onside vs 20 or 80. ! .
CENTER {Alert for "Charfie™.) [Pass set ¥ uncovered ) "N E
OFFSIDE | Lobo, base-cuteff (Possible ‘Chal' e/Hawk™; I-P
GUARD alert for “Geoige'). (
“Hawk"™
$£ giILDEE Base-cutoff, siit [Poss'ble "Hawk/‘Geotge!
Moon’] 47 DOVE
L T
e T T (L
O OT&OTF T \:’—“
| 49 CWM: 2-19, 2-19 53 Eagle




22 - 23 SUCE

M
W R
W R L E° F S
L E E S \
Jole o DR o F
Li
“Count™ vilg _ “ow’

50 | 50 SHADE REDUCED’
QUARTER- | OPen &t § o'clock, hand deep to T8 on third PR

BACK step, dropback (Clue FS on fist step) M f -

, / 7
| TAIL- Skip step square to LOS, recefve handoff. L E N//ES. |

BACK (2) | run to daylight . 6 6 (A a— (J
FULL- !.atetal step, block the fyst ILB from outsids B _

BACK(3) | : *Low®
F.':.; QE%R Block comer (Motion = block force}
TIGHT Base (If OT is uncovered, 'Fan" vs a
END Rogue or Ruff)
SPEL,J; - Block corner.
ONSIDE On, inside (Possible "Three"; alert for a
TACKLE "Fan'") (Pass set if uncovered]
ONSIDE Angle, Base UNT LB (Alert for'a "Ult/ 1 rvee’)
GUARD [Pass sat § uncovered

On, off LB (Possible "01"; Alert for ;'LOJ/HQ}"
CENTER  |(Pass set ¥ uncovered)
orrsipe | 41 on LOS [Poss. "LowRay” ; alert for
GUARD ‘Count/Okis"}. Vs Over of Flop = Base.
'1 d“"
torrsipe | #2on LOS ("Count/Okie" vs 40 % 50 }

TACKLE Vs Bear, sift or "Hawk".

49 “BEAR" Piob. Aud




LE Y
 P\Q

20-21 DRAW
(30-31 Draw from Split of Weak).

R

TE 3

“George~

DRy

50 _ _ 50 SHADE REDUCED
- | Open at 8 o'clock, handoff to bal carrier on '
OUBAA%LER third"step, et up. (Clue FS on 1st step.) W M R
NEAR Pause one count, lead step at butt of L E ‘T '\r E S
BACK (2) | OnG, keyG's block, attack LB. S ? -9
FAR | Bal camer Setup behind offside hip of C., ) ©
BACK(3) | recefve handoff, kay block on Nosa. "Ray
F.LZA':E‘ER Block corner 20
TIGHT Base-cutoff (Pessible “Tit"). Loop re- L ' W M N -
END -Y’ leese vs 80 defense. USE PASS SET . t ,
!
SPLIT Block corner (Block any press): E !
£ - v SIE 3 (cﬂ,o% 4
g:g"(ﬁ #2 on LOS (Possible "Bingo™). | “Lou Hawk"™
GUARD : L. \ﬁ/ r1
On. oves off LB (Possible "Charbe'; alert fof| -
CENTER "Bingo"'="0H"} Listen to Diectional ‘ E | E S
Base: seaich aLB (Possble "“Charlie™ D) (a
OFFSIDE
GUARD alert for "LouRay/George Hawk"). 'B’lrfgo"
OFFSIDE | On, over; outside (Possible "Fan /Hawk/ “Tit™
. | TACKLE George”; alert for "Ti") 33 St/47 Ovr
A
E N L T \E ET M S
MR R A 0@
49 “BEAR"
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WaggleAwhes!
A

850's-870's-890's
750-730's-770's

Cu Boat

QB LAUNCH POINTS

O O

Dive Pass

100 Series
Quick Screen

Crack Screen
200 Series
300 Series
400 Saries
500 Series

. Wide Screen

Play Pass L
Zore Pass L

Play Pass L, Flow Sct. R.
waggle L. Screen R.
830 Flow Screen R.
870 Tight Screen R.

Jab Pass

900 Seres

Base Screen

O O

Dive Pass

WaggleAwheel o
37 Stretch Pass
840's-860's-880's
740's-780's-760's
21 T Cir Boot

Pley Pass R.

Zone Pass R.

Play Pass R. Flow Screen L

waggle R. Screen L.
880Flow Screen L.
860 Tight Screen L



CENTER

“AREA CALLS"
("Lou/Rap™]

PROTECTION |

100 Always to TE

300 (Rock) By Defense . ToTE vs. Twenty

' Away from TE vs. Eighty
333 By Defense "Ray" vs Twenly
~ "Lou" vs Eighty

260

390 By Defense “Lou” vs Twently

230 "Ray" vs Eighty
. 270

360 To Left ["Lou'")

{Always to stiongside]
370 To Right ("Ray"™)
CENTER .
‘DOUBLE READS -
530 ("1 " 1 e
Doub!e Read to the Right vs 40" and o "Ray” cals.
380/280 his
360/260 (This is in concert with the Guard )
10

ggg/rzgg X Double Read to the Left vs 40" and al "Lou" calls.

370/270

(This is in concert with the Guard ] -



100 PROTECTION
GUARD & TACKLE
"HAWK" CALLS

Vs any Reduction or Eagle to weak side, weakside "Hawk".

Vs any 53, siongside "Hawk".

Ys Double Eagle (S3 Eagle) or Bear both sides “Hawk".

GUARD & TACKLE
“OKIE/COUNT™ CALLS
Vs 50 Defense Only

360/380 Basic ~ Righl Side Dkie/Count Left Side "Base"
360/380 Shuffle Leit Side Okie/Count Right Side "Ba;e"
370/330 Basic Left Side Okie/Count Right Side "Base"
370/330 Shuffle Right Side QOkie/Count Left Side *Base"
300 Basic/'%" Both Sides Ok:efCot.nl

- 400'sFlay Pass . Offside Okie/Count vs 50 or 40

GUARD'S

- Co DOUBLE READS .. o
50 Defense or any Stack {ie. 20 or 80) when QB's directional call is to youL

(This is in concert wih the Center.)
260360 \_ - ﬁté'de _ | <
280/380 : - RIght Side. | £ eida "Be o
530(10") 3 - Double Read’ o Left side "Base
oS N, Left sde

‘Right Side "Base™
530("10") Double Resd .



100 PROTECTION

W MtE -
LIRS

O

W

ot

“"Haw kX

50 50 SHADE REDUCED
QU;A%T;(ER- Quick psss drop, 3 step. |
Block bass o Y in | In HB position,
Tk (2) [Dlock bese to X", P.OA. is inside foot of
V<7 [tackle. Check: delay. Alert for “Hawk® cail
rom tacklesblock Liz/Sam
FULL- Block base to X, unless TB in HB position
BACK(3) |then block base to Y. Check: delay. Alert
for "Hawk“=block Liz/Sam. _
F;ﬁ'tﬁgk Psttern. 20|
TIGHT Release outside excepl when into boundary.
END-Y* :
SPLIT Pattern.
END-X'
ONSIDE On, over, outside vs 80 Def. {Aggressive
TACKLE Drive}. [Poss. “Hawk'; alert for * Moon™)
ONSIDE Set on Ll_JS. Check base: 1'_1elp inside-out 80
GUARD (Agressive drive). (Possible “"Hawk™; Alert
for "Area=) :
. Set on LOS. check base, "Area" to TE vs
CENTER 20 or 80. (Possible "“Stide".) '
CFTSIDE |5t on LOS. Check base: Help inside-oul ' 61 O7't|
{eggressive drive).( Possible “Hawk")
GUARD - ‘ -Bin ..B.O -
On, over, outside (sqgressive drive). ( Pos- ingo 'ngo awk
OFFSIDE sible "Hawk"; Alert for “Moon”)
TACKLE e : 47 DOVE :
L M 5 R
L AE Elﬁ E
_/\8 -
49 "BEAR™




T80

49

180

190
- "Lucky” "Ringo” R
5540 o ‘O‘fb‘ﬂ 8
Count= O
30 S0 SHADE REDUCED
QUARTER- R
BACK 3 step diop. \V‘ m
UEnd L...E N-.
or "R" | Pattem ’\)A :'-b "a
SINGLE | Block 1st defender to show off the tackle's
BACK(3) hip onside (away from the way we are sliding
FLANKER Pattern 20 180
(4 |
Fiee ielease; pattem. Ace Eng Free ielease ‘
TIGHT . |pattetn. M ustpcheck release when you are W M: R
END -7y the sxngie receiver. (Le., Twin Triple. ] ) ]
SPLIT | L E_.-N ‘.--S
END - | Pattern \e ¢ d T3 o
ONSIDE fosade area; éB gap). When covere;i punch O
TACKLE an m te lhpeé? F gatenetctolméhgguﬁ
_|immediately. [Alert for 3 gap J 190
ONSIDE | Offside area ["A” gap) When covered, puncH 80
GUARD |&hoiduntd "A" gap s threatened. If there is
an immediate thieat to "A" gap, come down | w m
iately, "3" gap . J
CENTER [ Offside arma,
OFFSIDE | Dffside area "Count" vs 40 & 50,
GUARD , C
- |orrsioe - | . o
~ [ackee Offside arex "Count" vs 40 & 50, 190
S

130




‘Rlngo

I ﬁ\\% RL

l" W
. @\of%o»@

50 |50 SHADE REDUCED’
QUARTER- | 3 step drop.
g ep drop
U-END
or Pattein.
IIRII

SINGLE | Block Ist defender to show olf the tackle's
BACK(3) hip onside (away from the way we are shding)

- |FLANKER | pattem.

Z'(4)

TIGHT . Check "4' of Slam "3, center toute. L w

END - Y

SPUT | Pattemn. | E E
END - %"

ONSIDE 'ff"?de a'ee‘ ﬁ QapL enté:r?é'fﬁth e | |

TACKLE anlm &] COme QOWN

ONSIDE ﬂ% megﬁqkﬁ ;ag;f %ﬁé?%‘ng&”?{“ ekl 80

GUARD an mmediate thieat to gap, come down

mmediately, "3 qap, .

CENTER Dffside area

?' N:
OFFSIDE | Offside asea: "Count” vs 40 & 50. 075 Q~
GUARD Q
OFFSIDE | grteide area: "Count” vs 40 & 50.

TACKLE S '_ 33 Stl4? Ovr

l E L N ,'L E NE " ws|
| d’g’iq O \oﬁ)\f% & o l

49 | "BEAR"
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A

260-290 PROTECTION

—.

R

O =
Bi=
eim

S0 S50 SHADE REDUCED
QUARTER~ | Diopback: Hot nue. p
1 Back L E N E
TAIL - Release. P O
BACK (2) D"’b ?
FULL- : | "Ray
BACK(3) Check base away fiom lhe. ca!l, ﬁsL
20 ,
FLANKER ’
TIGHT Release: Inside light receiver hot re. R
END -7Y’ E N E :
SPLIT | pattem. O © o ¢
END - % “Lou” O
ONSIDE On. outside. Vs 53 i Mike threatens the "A" \@ .
TACKLE gap, call "HAWK". |Alert for "*Slide".)
ONSIDE Uncovered Double read; Covered = On 80
GUARD (Alert for " Area/Slkde'}) \, n
Un, "Area” vs ZU ot BU according to the der.; & _‘W‘
CENTER Double read ¥ call onside or 40. (Possible {
"Side"") E { g( ¢S
OFFSIDE | Base. helpinside-out (Aler for "Area/Bingo ™| 5) LI
GUARD = "Slide"] \! 7 [ >
"Bingo” “Hingo"™
OFFSIDE | gn, outside. (Possible "Bingo'.)
TACKLE 33 St/47 Owr

L> T 5T

Mg dafed

43




260-270 PROTECTION

myes 'T‘
L L N/
9

Q\%»';

ip
O
&

SO 50 SHADE REDUCED
QUARTER- | Diopback: Hat rule. t R |
BACK W= -lbl‘ |
TAIL- i L E
BACK (2) Release: inside receiver hot rule. 9 _b % £
FULL- o i g
BACK(3) Check base away from call, fist | |
FLANKER
7' (4) Pattem 20
- I AY
TIGHT Read release off rover, look hot if will dogs. 2 W / I‘_\‘IE R
END -Y' , ;
SPLIT Pattern. E N _ g S
© 31300
ONSIDE ' O A
TACKLE. On, outside. {Alert for SFde J) “Lou” )
g[szDDE Uncovered, double read; covered = on. 60 | w A
O T e, - ¥R
R 1 call onside ot ossible - /
CENTE "Side" ) E N' E S
Base, help nside-out [Alert for * A:ea/Blngo = , 6
OFFSIDE | O ©
Guarp | Side’l )9 ®) S
OFFSIDE | On, outside [Possible "Bingo"). | @)
TACKLE o 47 DOVE i
T ) TN
3 23 g 3 " oo b doat
49  “BEAR"




300 PROTECTION

W ™M R
D5 ogn58 ]| & S84
\ : !
50 /\@ 50 SHADE REDUCF:%'
QUARTER- | propback. o
"l ropbsc [@ _ M R
TAIL- Base: Check Liz, release. (Vs. Triangle ot L E N E &
K 40: Check Will, release. : _
BACK (3) ase.) 9‘)[‘!’69 '
FULL- Base: Check Sam, release. O " C
| BACK [2) "Ray
FLANKER \@E
7+ d) Pattern. 20
TIGHT arn. j [&
END - " Pattern L W | R
" {SPLUT | Ppattern. E g\D E S
END - X , ), @ O
ONSIDE On, outside. [Alert for "Shde™) + O a
TACKLE ’ - ' "Lou &
ONSIDE | Base: help inside-out (alrt fs "Area/Slide") | B0 ~e
w o MS
CENTER | Base, "Area” vs 20 or 80 according to the ~
defense. (Possile "Slide" ) E N __E S
OFFSIDE | Base: Help inside-out (alert for "Area/Bingo" ).P 6 %
GUARD | ="Skde”} - O
*Bingo™ *“Ringo”™
OFFSIDE | g, putside, (Possible “Bingo™) |
TACKLE s 47 DOVE ‘\@ .
| 4 M Rl 2N
fodgdal | b es il
,P | g . ) O Q\‘r' _
49 I\® "BEAR" o




300 Basic Protection

W) A& IR wo N
L E E S l L E N E S
,_Sle % 0 Co 03000
"Count” g(‘ Okie~ © “Okie®
- Q
50 '\@ S0 SHADE REDUCED O
QUARTER- ' R
BACK Dropback. @ M ., l
;*:?K Base protection - lesk. !b % D’% 0& é
NEAR Check ILB, release. Vs. Twenty [20}=check 4 O v
BACK Sam. [Chip=stike Mike, rglease.] @/
FLANKER | pattern, b
7' (4) 20
TIGHT | paitern, m W
END ~7Y" !
spuT | E o S
END - %" Pattern. | f -bNKU : Q‘ ©
ONSIDE #2 on LOS: “Okie” or Count™ vs 50 C
TACKLE Def. (Alert for "Slide"]) .
ONSIDE #1 on LOS: “Okie” or "Count™ vs SO 80
GUARD Def. (Alert for "Area/Slide™).
Base, "Area" vs 20 or 80 according to the
CENTER def. [Possible "Shide".) -
#1 on LOS: "Count” or "OKie” vs 50 Def. =
gzisnlg . (Alert for "Area/Bingo" = "Slide™) O;-ij d-
OFFSIDE | #2 onthe LOS: "Count” or "Okie" vs 50 “Bingo
TACKLE Def. (Possible "Bingo".) X 47 DOVE
L8| VAN [R]
B} E T T E L"E N E
P IRdgoe || o 0803
43 “BEAR" \@

@



380/390 PROTECTION

, —W ™ R
Tme My < R L E F\S-
EW L - 3do0a
Q,-JI] % ® P 0O 2_. » C
@)
S50 50 SHADE REDUCED |
QUARTER- | Dropback: Hot ule,
BACK ' | E + R
FAR Block base, leak. L E N E ~é,
5 | oot al
NEAR | Release: 380330 Hot e, O -
BACK ('pop" = strke Sam release.) -\ ay
o
F??SSR Pattern. 20 ®
[
TIGHT ~ - .
TIGHT . | Releass: 380/330 Hot nde. \ Lk W M- | 45
C[SPUT | Pattem E . E S
END - X ‘ 1) o Q}
O
ONSIDE ;
TACKLE On, outside L oy® G -
ONSIDE Uncovered; Dbl read. 80 "\@
GUARD Covered = On. (Alert for "Area/Shide" ) \‘:L-
On. "Area" vs 20 or 80 accoiding to def.: l— - "-,[.Ll—
CENTER | Double read ¥ call onside or 40, (Possible E N ,E ‘ S
"Slide™ ) | | i
OFFSIDE | Base, help inside out. {Aleit fd "Area/Bingo"'3 AP O7—Ij\:_6/ O
GUARD | “Side" ] Bingo"  widock H
OFFSIDE : -
On. outside. (Poss. *Bingo” O ¥
TACKLE » 031 Bingo ]' 47 DOVE A’\ &
O % ’ S
o dado b || b ot Een
, ' ', : - . .. m 2
edgdas [0 pbldqR”
\g\» - o\ _
49 BEAR ®




Vs S0 look, if center.declared nose ("Mine”),

off guard must double read Wil to Liz LB8's.

400 PROTECTION [CWM]

|
- w IF
F/S W R R LB )
l L % - \‘ E! % ?n-.mu..‘-!iq < £ :
CWM | 2127 |
50 <12 50 SHADE REDUCED |
CWwM tum kne. 12="Lucky™; 13="Ringo”. ' _
QUARTER- :
back: Hot nd
BACK . ok o diop end&a away from 3 Tech R w "ﬁ’
TAIL- [R) | Pattem, alest for 4x adjustment. 1. : N E
BACK (2) | | ? Y ©
FULL- Check ILB to OLB (Rock = Check Mike to (\:
BACK(3) | Roves).
Ukt
FLANKER i} "
7+ (4) Pettern. | 20 '
Onside release; Inside tight recetver hot _\, ! '
TIGHT . | rle. Offside: check 4, elease. W 1 R
{ /
SPE‘;:E-K' Pattern. i 5) (l%l EL’:(% (B S J
ONSIDE “oﬁ, inside, outside. : '
TACKLE | {Alert for 3 (Gap)") _ .‘5“;'5"-.
ONSIDE On, offside area . ("Lucky/Ringo™) (Poss. | 80 ‘
GUARD | "3 (GapJ'"; aledt for "Base") - W M
Offside area ['Lucky/Ringo"] Possble i .
CENTER | -Base”). Alert for"Center Okie''vs 40. ﬁ E N E- S
oFFsipg | Offside ares (“Lucky/Ringo™) “CounUDkié'-f:"O i) orh d
GUARD vs 40 or 50 ([Bingo" = '"Base"] . o O (3 é
F Block end LOS ["Lucky/Ringo™) Sl
OFFSIDE ock end man on ingo =7,
TACKLE "Count''/'Okie” vs 40 or 50. 213 O
| Possble "Binoo” 47 DOVE
= T S L W
g e T Tt EL || <\> G ENE M
o0 OUQ 3,9 d 00
“3 Slam’ b O
CwWH
-2.13.. IIWHN
49 “BEAR™ <13




\; ja,.,m W {

580 590 PROTECTION

"2 12"

N jEd

50 SHADE REDUCED’

QUARTER-

CWM determine 3x Side into 3x (1213}

BACK Base vs 2x (10] Hot nus, SDownv:53

: Eagla/Bear )

Quick out.
RorH o
FULL- Release; Hot onside by call and route.
- BACK(3) ’ ,
F.'EMESSR Pattem
TIGHT Release; Hot onside by call and route,
END -Y*
SPLIT o

END -%- | St

Un, inside, outside (1277 3]
ONSIDE
TACKLE On, outside f10/5)

. On, offside area (1277 3) or On, DBL read

ONSIDE
GUARD (10} Base (5}

Offside area {12/13) or On, DBL read (10}
CENTER On(5) ’
OFFSIDE | Offside area (12/13) or Base (10/5]
GUARD . | _
OFFSIDE | End man on LOS "Count/Okie" vs 50 or 40
TACKLE

(12113 On, outmde [10/‘3].

49

gagdes

L. -N,- -—S

"2-12"




" 560 -570 PROTECTION

LAY

L '
=9
50 "210° |50 SHADE REDUCED
- CWwM determina 3% Slida nto 3x [12-13).
QUARTER- | Base vs 2« (10}, Hot rue. 5 Down vs 53
Eagle/Bear (B)
RorH 5y Pattem
Fg:é'g(s) Release; Hot onside by call and route.
TR s
TIGHT . :
END - V" Release; Hot onside by call and 1oute.
SPUT | &
END - | % |
On, inside, outside (12/13).
ONSIDE .
On., offside area (12/1 31 or On, DBL read
ONSIDE 80
GUARD (10} Base (5}
Olfside area {12/13) or On, DBL read {10]
CENTER On(5) E
OFFSIDE | Oifside area [12/13) or Base (10/5].
GUARD o
offsiDE | End man on LOS "Count/Okie" vs 50 or 40
TACKLE 1 (12213} On, outside (10/5). : 47 Dove
-M- _S- w -
L E
f FUCISHLANS
49 \-;-\-/'2 10 "BEAR"




780-790 PROTECTION

w M R

R348

S0 50__ SHADE REDUCED
QUARTER- | Key blitz, half roll onside; pass 1st run '
BACK 2nd. (May pull up.)
NEAR Aim at 'C " gap block 1st man head up to
BACK (2) | outside of the on tackle.
FAR - | Aim at "D" gap block 2nd man head up to
BACK(3) | outside of the on tackle.
FLANKER | ¥al
7' (4) 20
TIGHT Arrow
END -'Y*
- |spuT ~
END - Shoot.
ONSIDE Offside area “Lucky/Ringo”
|racxkLE
ONSIDE Offside area "Lucky/Ringo" 80
GUARD §
CENTER Offside ares “Lucky/Ringo=
OFFSIDE | Offside area “Lucky/ Ringo™. “Count" vs.
|GuARD | 50. -
OFFSIDE | End man on the L.O.S. "Count" vs 50.
TACKLE . 47 DOVE
49 "BEAR"




740-750 PROTECTION

[ ng

S0 50 SHADE REDUCED
QUARTER- | aif ro1l onside; pass 1st, run 2nd |
BACK ol ansids; pass 1at, run 2nd. W M
NEAR. | Pstiern L E N
1 BACK (2) O ‘6
FAR Loq/c-ut snd man on L.O.S. or scraping LBer.
BACK(3) / _
FLANKER | pattern,
1 2 (4
TIGHT Offside area. Poss. "Base call vs. “"Ruff
END -°Y" or “Rogue”.
SPLIT Pattefn.
END =% § .
ONSIDE Offside ares (Lucky/Ringo).
TACKLE
gESA:QDDE Offside erea (Lucky/Ringo).
CENTER Offsids area (Lucky/Ringo).
OFFSIDE fosldearea(Lucgq/Rlnqo). Count vsSU _
GUARD
OFFSIDE | Block end man on LOS. (Lucky/Ringo).
TACKLE “Count” vs 50.

19

L M S

586

E

-0




880-890 PROTECTION

"
; c[ L‘L. ;

S0 50 SHADE _REDUCED
QUARTER- Sprint to outside: pass Tst. jun 2nd.

BACK _

TAILR) v

BACK (2) Pattern.

FULL: .

BACK (3 Block contain
FLANKER

7' (4) Pattern, _

Tight

End-'Y" | Easy release, pattern.
SPLIT

END -X' | Pattern.
TACKL: | Onside gap. (Poss. 700 cal)
ONSIDE Onside gap: hinge. side. (Alert for 700 cal )
GUARD '

_ Onside gap; hinge, pick. {Alert for 700 cad ]

CENTER
SUnaDE | Onside gap: hinge, pick.
OFFSIDE | Onside ga : hinge, pick.
TACKLE 93p: inge. p

439

é “a ngL’(}

L M

h¢




- |spuUT

860-870 PROTECTION

R
E S

D D

d

50

QUARTER- | Sprint to outside; pass Tst. run 2nd.
BACK

1AL B | patten
BACK (2)

FULL-

BACK(3) Block contamn.

FLANKER ’
7" (4) Pattem.

TIGHT Onside gap: hinge.
END-7Y" ~

END ~ %" Paltem. _

ONSIDE . ‘
TACKLE Onside gap. (Possble 600/700 call)

ONSIDE Onside gap: hinge, shde. {Alest for 600/700
GUARD cal) :

-1 Onside gap: hinge, pick. (Poss. "Declaed™;
CENTER | et for 500/700 cal )

OFFSIDE | gnside gap; hinge. pick. (Poss. alert for
GUARD "Declared” ) :

si _
ggnof Onside gap: hinge. [Alert for "Declared™)

L ™ S
T

oo




840-850 PROTECTION

~ . ™M R
e éR{£LwEN Fs$
(R0 TR
s0 ki | S50 SHADE REDUCED |
- | Spiint to outside; pass 15t run 2nd. N |
QL{:A%LER print to outside; pass 1st. run W M R
G » L E N_E S
) oy Ed3
FULL- | Block offside. /
BACK(3) g Ci\-/
F.'imzigR Pattem. ‘20 ' '
THT | O gop. fletior 70 ) Low M [F
E N S
enp-x: | Palten e s (%’b ()
ONSIDE Onside gap: hinge, slids. [Alert for 700 call ) 'gf “700"
TACKLE | |
ONSIDE Onside gap; hinge, pick. [Poss. "Declared”] 80
GUARD | alert for 700 call} | L W M
Onside gap: hinge, pick. (Poss. "Declared”:
CENTER alert for * ~ 700 call) E N F S
Onside gap; hinge, pick. (Possible alert [ 0
iyt | Sy PR O | €070 07 q
OFFSIDE Onside gap; hinge. {Alert for "Declared"”.) | \O
TACKLE _ : 47 DOVE '
L L M S i W
E T T E L E N E M S
SELESE g LRI & Qe
49 % %\_




UNIVERSITY OF OREGON

FOOTBALL
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PROTECTION



36 -37 Slretch Pass

, . (2627 Stetch Pass from Lite) 1,7
g IRGE

50 ' | |50 sHADE REDHCED

H-BACK | Away = shoot.

QUARTER- | Open step, fake stietch, boot. R
BACK | | W
TAIL- | | L E_ N
AL~ | Fake stetch . biock 0) ﬁ:r\ _
ACE . FB, | Slom, outside defender on LOS. jun flat. “/y

FLANKER | Pgle. '
Z'(4) 20

Away = Shoot {inside release) A
Ehorye | ToY = fat ~ w M
SPLIT " : L DE
END - %" Outside streak : ((?AD/\E(\O)

ONSIDE Sell stxe!ch away. Don't go downfield. Be
TACKLE | dggressive.”

|ONSIDE Sell sbctchaway Dontgodowrfeid Be

GUARD aggressive.

o

8o :

GUARD aggiessive. ,
L W\ M
CENTER Sell shetch away. Dont go downlield Be o
aggressive. - N E

OFfsipe | Sell stetch away. Don't go downfield. Be | ‘{(\_))\ .j)(r\
OFFSIDE  [Sel shretch away. Dont go dowrfieid. Be '
TACKLE essive.

L M ) — .
Pérd || e




off quard must double read Wil to Liz L8's.

PLAY PASS Rt/Lt

. W R
W R L E"N s E
L E Tfl
Q 1) o ONC O
“Count” O -~ CWM O /'
CWM "2-12" B
"2-12"
50 S0 SHADE REDUCED ®
TWHM-Tun ine. 12=Lucky: 13=Ringo. Upen
QUARTER- | at 6 o'clock, fake deep ta TB, dropback. Set R
_BACK | up behind onside guard. Check lo diop end of away fiom 3 Tech W IE]
TAIL- Fake Slice.Block 2nd LBer from outside in, ’
BACK (2) | leak (Swap=Check IL.Ber, drag.) 9 QDH:]
FULL- Fake load Check 1st LBer fiom outside in, )
BACK(3) | flat ['Swap"=release.)
FLANKER | |
z(ay |
TIGHT Slam, inside release, drag. ["Swap"™ = Block
END-TY' | Sam, leak over ball) ToX - Check #4, flat.
SPUT Pole - blitz adjust off nfckel dog
END -X" | in 80 Def.
?,::SLDLEE On, inside, outside, (Alert for =3~ (Gap]")
ONSIDE Angle, base "Lucky/Ringo"
GUARD (Possible "3 (Gap)"; alert for "Base".)
: Offside area "Lucky/Ringo".
CENTER (Possible "Basse™)
OFFSIDE | Offside area ('Lgcku/Rano ) “Count /Okie]
GUARD vs 40 or 50 ('Bingo" = "'Base']
OFFSIDE Block end man on LOS ['Lucky/Ringo"}
TACKLE "Count"/'Okie" vs 40 or 50.
[Possble 'Bingo"]
A LM S
E T T
0 0¥ Q.0
: O |
CWM -
49 2-13




Waggle Pass RULt toVY

i

L

01

R

W M
N

E

TACKLE

ap

50 S0 SHADE REDUCED

QUARTER- | Fake counter. Attack perimeter
BACK (may pull up] -

TAIL- Fake counter offside, protect “C"* gap.

BACK (2) | cutside.
Fg;é; (3) Release thiu onside "C" gap, run flat
FLANKER [ oy,
ENp e | Stam, inside release.
SPEIB:; - | Pattern.
ONSIDE On, inside, area (Le. "Double/3"), out§ide.'
TACKLE {Alert for '3 Gap".)
ONSIDE On, inside area (Le. "Ott/Double/3") (Poss.
GUARD "3 Gap"; alert for “Gap")
CENTER On, angle off. (Possible “Gap /0t /Mine' ]
OFFSIDE | Pull and log/trap. [Alert for LBer dogs on
GUARD "0r".) :
OFFSIDE On, inside gap, hinge.

49

L ™

E T T




WHEEL PASS Rt/Ltto Y -

W-

20 |50 SHADE REDUCED
QUARTER- Fake zone. Altack perimeter (may pull up).
BACK |

TAIL- | Fake zone olfside, check “C" gap, outside.
- BACK (2) :
Onside = Slam {lat
ACE END | gtside = Slam Shoot
FLANKER | Pattein
Z° (4)
TIGHT Onside = Slam flat
END =Y Offside = Slam Shoot
SPLIT Pattern.
END -"X'

ONSIDE | 9N inside area (Le. "Double/3'") outside.
TACKLE (Alert for "3 Gap".)

ONSIDE On, inside area_ﬁ_e. "Ot/Double/3"). (Poss
GUARD “3 Gap"; alert for "Gap").

CENTER On, angle off. [Possible "Gap/Ott/Mine".)

ofFsipe | Pull and logftrap. [Alert for LBer dogs on
GUARD - | O

OFFSIDE On, inside gap. hinge.

[TackLe -

L M( S

q o ded |
49 Ov

"BEAR”




 22-23 ZONE PASS

w—=M
w .
L,E =
50
Openstep 57 o'clock, fake deepto TB,

UARTER-
? BACK dropback. Set up over On Guard. W M
TAIL- Lead step to inside leg of tackle, fake zone, L E NI E

BACK (2) | block firstILB from outside-in, leak. B'CD d’
FULL- Block end man on the LOS offside. “Lou™

BACK(3)
FLAMKER | Paltamn : N

2 (D) 20 -/
TIGHT Base, vs Eagle look,check Rover
END ¥ [Possible "Fan/Us")

{SPLIT Pattern

END =X
DNS I DE ! . 1 "
TACKLE On, outside [Alert for "Fan/Us ]
ONSIDE :
GUARD On, outside

CENT ER 100 Protection [Possible ** Rap/Lou")

OFFSIDE 100 Protection {Alert for "Ray/Lou/Bear/
GUARD Double /Even"; Possible "Hawk"]

OFFSIDE '
TACKLE On, over {Poss. "H awk"),

47 DOVE

49




20-21 T COUNTER BOOT

S0
QUARTER- | Reverse out, fake inside handolf ta T8, boot
TAIL- o |
BACK (2) Counter skip, [ake tackle tap. |
FULL- i
FLANKER :
z(ay | SP*
TIGHT Offside: Drag. Onside: Flag
END -Y" :
SPLIT g
END-%' | 99
ONSIDE On. nside area for "Double/Thiee'
TACKLE et | }
ONSIDE On, nside area (Possbia "Double/Three";
GMRD M fO' IlOull
CENTER On, offside area. (Possbie ‘Lou/Rap/O1".)
OFFSIDE | Tagbase, offside area (Alert for “Lou/Ray’)
GUARD
OFFSIDE

TACKLE

Pul and clean up.




FAKE - The term means the line runs the play called and the QB will make his fake
and roll out away from the fakas with a pass run option. Linemen do not go
downfield. :

EXAMPLE: Rt. Split Fake 37 Bob, Z Take 1. Line and backs run 37 Bob.

T T 5%

ROLL - The term means the line runs the play called, the QB will make his fake
and roll out to the side of the fake with a pass run option. Linemen do not go
downfield. : _

EXAMPLE: 22 Slice Roll

(Note: Linemen who are not pulling adjust your angles to finish with your butt
to the QB. Linemen who are pulling block anyone who shows in your path. Onside
tackle (away from the fake) on Fake 28-29 Bob or Fake 36-37 Bob, always secure
the second rusher in from the cutside; we always want to leave only one person
outgide for the QB to beat.)



UNIVERSITY OF OREGON
FOCTBALL
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28-29 SWEEP

GOAL LINE

QUARTER- [ Reverse pivot at 4 or 8 o'clock. Pitch to TB.
BACK Boot. )
Drop step, open to sidetine. Stay on FB's outside
TAILBACK hip. Key his block.

Crossover step, aim | yd outside of TE and key
his block to determine path to force.

FULLBACK

YING; Block force outside in. Off.~seal through D" 9ap.
FLANKER'Z' | Block corner (Motion=Block force).

YEND ¥’ | Seal-

UEND 'U' | Base.

ONTACKLE| On, inside.

ONGUARD |Base, search LBer. [Alert for " Sip ")

Lobo, Bass, off LB. (Possile " Skp. " alart
CENTER for *Lock")

OFF GUARD | Lobo, Base-cutolf (Possible “HawkLock"])
OFF TACKLE| Base-cutolf, st (Possble "Hawk": alert for

Lock"
FB:BlookforeemkssZmﬁmonsideisealbd : . - A
- [COMMENTSY o statiion is in, then block support. . BEAR

'E' Back| Block Force.

S—
e Ags




GOAL LINE

"QUARTER-
BACK

UpenatEa?ododghamddfloTB
diopback.

TAILBACK

Skip step square lo LOS, recerve handoil, run
to daylight

FULLBACK

Lead step at the OT, search ILB.

YING;
FLANKERZ"

Combo, Sam o Mike.

YEND ¥

Base.

" JUEND ‘U

Seal

Qr
Oom

86 ‘SPLIT"

O— X

M C

TE s R
300
O

Audibl_e out

LTACKLE

On, nside.

ONGUARD

Pull and kick out/log force.

CENTER

Lobo. S off LB, [Alet Tor "Lock™ ]

OFF GUARD

| "Lobo", base-cutofl. [Poss. "Hawk/Lock".)

loFF TackLg] Base. cutofl, sit (Poss. "Hawk ™ et for |

Lock

ICOMMENTS

BEAR

w {00 00

00O




60AL LINE!

BACK

QUARTER-

Orop step w/onside foot, reverse pivot at ¢
o'clock. Handoff deep to TB. Oropback.

| TAILBACK

Drop step, then lead step at inside leg of guard.
Follow FB. -

FULLBACK

Lead step outside foot of UG, Key T DL o
up/outside of G. Block Ist LB head up/outside

YING;
FLANKER2*

Kickout force. To U-Base, cuteff,
Block corner (Motion=kickout force)

Y END Y*

Base, cutoff.

UEND ‘U

Base, cutoff

ON TACKLE :

On nside. ('Fan" v Bear: dett for f'3".]

ON GUARD

 Angle, base. Posste "3

CENTER

[On. 07 LB Possle Lo Traie™}

OFF GUARD

#1 on LOS. {Alert for “Charie/Lou/Ray™ ) |

OFF TACKLE]

On. over. [Possble "Hawk")

MMENTS;

Motion: Zac, Zig-Zag

BEAR

‘g’ Gackl Read On T, block Mike to Rover,




GOAL LINE

22-23 BLAST 'Z* OPTION TO 'U*

QUARTER-
BaCK

Reverse pivot at 6 o'clock. Fake Blast. Option
corner,

TAILBACK

Fake Balst.

FULLBACK

Run Blast, block On LBer to Off LBer.

WING;
FLANKER?Z'

Ball carrier: Run option course.

Y END ¥*

Base-cutoff, hinge.

UEND U

Base.

86 'SPLIT’

ON TACKLE

On, nside ('Fan" vs Bear: alert for "*3").

ONGUARD

Angle, base (Possible "'3"]

CENTER

On, Off LBer [Possble “LowRay/Charie].

OFF GUARD

#1 on LOS (Alet for "Chade/LowRay'] |

OFF TACKLE

On, over (Possble ‘Hawk'].

COMMENTS

Mobore Zac, 2igZag.

00 oO




GOAL LINE

48-43 WAGGLE REVERSE l

g5 R

QUARTER-
BACK

Reverse pivot, fake blast, handoff to Z, boot.

TAILBACK

Fake Blast.

FULLBACK

Fake Blast, msure "A" gap to Mke.

¥WING;
FLANKERZ'

Ball Carrier.

Y END Y’

Base-cutoff, sift,

UEND U’

Base.

86 ‘SPLIT"

ON TACKLE

On, over.

ONGUARD

Base.

CENTER

On, angle off.

OFF GUARD

Pull and block force.

1OFF TACKLE

Base cutoff. (Seal vs Bear)

COMMENTS:

W
b

BEAR




GOAL LI

22-23 6.L. KEEP PASS R/L

NE

QUARTER-
BACK

Fake Blast, boot acroll

TAILBACK

Fake Blast. ~

FULLBACK

Run Blast.

YING;
FLANKER'Z'

Onside-release thru Rover to back corner of
end zone. Offside - In.

Y END Y°

Onside ~ slam ‘reIease, arrow.
Offside - check "On” gap, hinge..

UEND 'V

Corner on the LOS=outside release. Offside=

ON TACKLE

check "On" gap, hinge.

Onside~slam inside release back corner end zone.

On, nside.

ON GUARD

Pull onside and log/ctt end man on LOS.

CENTER

On. oves block.

OFF GUARD

Check “On” gap, hinge.

OFF TACKLE

Check “On™ gap, hinge.

Can be run to fake or away.

FDMMENTS:

coomooo.

@)

O
O

O

000000 O
| O

@)
O

@




GOAL LINE WAGGLE (Y/u)

G60AL LINE GOAL LINE

QUARTER-

Fake counter, boot. May pull up.
BACK ’

TAILBACK ([Fake counter, block backside.

FULLBACK [Release thru C gap, flat.

FLANKER [Pattern
7

F IGHT END

o Slam inside release, pattern.
Y . .

UEND 'y" [S1am, inside release, pattern.

ON TACKLE On, inside,outside. poss. BQEP,Gee.

On, uncovered, pull for end man on
L.0.5, Alert for gap. Poss. 3gap, G

ONGUARD

CENTER On, offside area. Poss, Gap.

Pull and log/cut or kick out end man

OFF GUARD([ /' 5",

OFF TACKLE|Base cutoff, hinge.

COMMENTS:

BEAR

BEAR

O0O000O0.0O.-
_ 6 °9°
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CROSS PASS R/L

GOAL LINE

QUARTER=1 Hatf rom.

TAILBACK | Arrow.

FULLBACK | Block Mike to Sam.

WING;
FLANKERZ'

Y END Y Outside release, wall corner, work to back
corner of end Zone.

Zoom - Shoot (Behind TE)

U éND_ ‘U* | lnside release; work to opposite hash.

On, inside, outside
D onrackie (Rt for 5.

On, offside area (Offside area vs. “Sokid™)
ON GUARD (Possble 3" .

CENTER Offside area (Lucky /Ringo)

OFF GUARD| Offside area (Lucky /Ringo)

OFF TACKLE] £nd man on Los. ["Count®]

COMMENTS

BEAR

00 o0
o
oo oo
0




————— .

LOAD PASS L/R

GOAL LINE
ﬂggg;m- Flash Load fake, set behind G.

TAILBACK | Block ILB to OLB.

FULLBACK Hot armow.

WING; '
FLArER 7 |2'2M releass, split

YEND ¥ Check 4th 3 counts, aow,

U END U Inside releass, flag Aim at back comer of 2. SPLIT
oN TackLe | Ore inside, outside, (Alert for "3 Gap"]

Gn. offside area 700 (Offside area vs "Soéd']
ON GUARD [Possiie "3 Gag" ) A

CENTER |Offside area Lucky/Ringa: 700}

OFF GUARD! Off sida arma [Lucky/Ringo: 700)
OFF TACKLE| €nd man on LOS. ("Court)

—

COMMENTS BEAR




UNIVERSITY OF OREGON

JQOTBALL

SCREZNS

————ipets



BASE SCREEN R/L

R

S0
QUARTER- |5 step drop, set & drift to screen side, pass to
BACK single back. .
IORI' .
BACK (2) Block deep middle. |
SINGLE | Block Base Protection um G leaves, set ip
BACK(3) |for screen |
FLANKER | Block deep zone,
2 (4) :
TIGHT Check Base, sit g Safety.
END -'yY* | _
SPLIT .
END - %" Crack Ist LBer in the box o next lavel,
? EI?JLDLE On, outside [Possible '3 ingo"] | A
Block 100 protecton tor I counts. Releasa
g 32:2? to numbers. Block forca, (Alert for "Area/ 8o
Bingn" = Sfide ] . _
Block 1 tection f dunts. Rel
CENTER lo?‘nashog 5 Eﬁm gla?et%?%riaaevg%
&80 according to defense,
OFFSIDE Block 103 protection for 3 counts. Release
GUARD flat, check back and efiminate pursuit.
OFFSIDE | On. over. outside [Possible "Hawk')
TACKLE '

"BEAR"




CRACK SCREEN R/L

:.4_ R

3

Tauaorer- {5 step drop. Fake drav. Throw to TB. May back
: pedal if Liz is a threat. (NOTE: Vs. Nickel/Liz,
BACK  |oress. Audible to Power )
TAIL- Jab step, run flare between crack block and
BACK (2) | kick-out block. Ho Jab from *i formation.
Fgl'ég (zy | Fake draw. Blook Mike.
FLANKER | Middle Zone. (Inside release.)
2' (4) In Twin, crack Wil to next level
ZlNGDH;r-Yc HOdQ, domﬁeld. .
SPLIT Crack block Liz to next level Do not block
END - | defenderin press. In Twin, block comer
?’:CSII(?_EE On, outside. (Possible "Bingo™)
ONSIDE Release flat and kick out defender in flat. If
GUARD covered, slam defender inside as you releass
Onside area, downfield. (Look for Will.)
CENTER (Alert for 'Binqt_:' = "Base")
OFFSIDE On, inside. [Possble "3 Gap".] [Alert fox
GUARD 'Base"), downfield
OFFSIDE On, over: downfield (Aleit for "3 Gap®.)
TACKLE




. PLAY PASS FLOW SCREEN

S50
QUARTER- | Fake Play Pass, Thiow screen,

BACK (9 step drop,)
TAIL- Faks Play Pass backsida, Run screen

BACK (2) | onside. Key onside G's releasa,
FULL- - | Run Play Pass Swap (ie., Flal] Block
BACK(3) [ defender outsida TE's block.
FLANKER Middle zone, Inside release, -
Z'(4) '
TIGHT 1 biock Base.
END -y '
spuT | Crack 1st LB in box to nent level

END = | Inside release.-
ONSIDE Block Play Pass. Invite your man deep up-
TACKLE field. Must "Count” vs 50/80 Straight ) '
ONSIDE Block Play Pass for 3 counts. Release to
GUARD numbers. Block force. _

Block Play Pass for 3 counts. Release to hash,

CENTER block Wil to Safety.
GUARD Release flat, check back and eliminatg_ pursuit,
OFFSIDE .
TACKLE Block Play Pass (alert for 3.

A

19




QUICK SCREEN RJL 7 |

49
@

S0 _ 1S0 SHADE REDUCED’
QUARTER- Open of teverse, flash fake, thiow screen -
| BACK forward
TAIL- (2) Go nto motion, block force. A.nhcnpate
BACK (22} Cover 2
FULL- Fake Stetch awap fiom Screen Block 100
BACK{3) Protection.
FU}NKER Run quick screen route.
Z°(4) | In Twin, Z block force.
TIGHT Block onside gap to downfield [Powbie
END- | “Triple") |
SPLIT Block middle zone.
. END -%X' | Inside release.

ONSIDE Block onside gap to downfield. (Possible
TACKLE "Triple"; Alert for "Slug".)
ONSIDE Block onside gap to downfield (Possble
GUARD *Shug™; Alet for “Sip".}

Block onside gap to downfield (Possble
CENTER | *Siip"; Alest for "Lobo/Lock")
OFFSIDE Block onside gap to downfield. (Possible
GUARD 'HBWM.ObOA.OCk ]
oFfsipE | Block onside gap to downfield. (Possble
TACKLE "Hawk/Moon"; Alett for "Lock")

X -

"BEAR"




peduLL L Lo sLnceN Wi

X) | N W Q
M Gﬂ ,t
S50 SHADE REDUCED
QUBA:ELER‘. Run Waggle I"ass. Tﬁrov Screen.
TAIL- | Vagsle block Liz if
BACK (2) scu:“':gg » bounce block Liz if he comes, run
FULL- | Releass thiu "C" gap, check dih rusher, run |
BACK(3) | gat -
ANKER .
" | Block midde z0ne
TIGHT
END - " Seam,
SPLIT Crack 15t LB in the box o next lavel
END -’ _
ONSIDE On, inside for 3 counts, release to numbers,
TACKLE block force.
NSIDE
gUzRD Pull and log/trap end man on LOS.
Onside area for 3 counts; release to hash,
CENTER block Wil to Safety. [Poss. "Gep/Ou")
' Unside area for 3 counts: release flat, che:
OFFSIDE ack, elminate pursuit. {Poss. '3 Gap";
GUARD alert for "Gap™ )
Un, nside area, outside. Wlert for "3 Gap™
OFFSIDE
TACKLE (Alest for LB dogs.)

49




951}3«% e

DUAL SCREEN R/L

<

%

eliminate pursui.

50 _ ..-— S0 SHADE REDUCED’
QUARTER- | 5 Quick lock TtoX . R
BACK ' 4
%} (2) .Peel block fnah over number two.
ngé,zw) Swing away from X.
FLANKER | Push 2 yds upfield & block defender over X
Z'(4) ‘
TIGHT E asy release and “Crack' the onside
END-7Y* inebacker.
SPLIT Run wide screen techrique.
END -X’
ONSIDE | Flash pass, then lead downfield for DB.
TACKLE
ONSIDE | Block 100 protection for one count, then
GUARD lead downfield thru Mike to Safety.
CENTER Block 100 protection for one court, then leac
- | downfield to offside L B; Mike vs 40.
OFFSIDE Block 100 protection for one court, the
GUARD lead to downfield to OLB.
OFFSIDE | Set; fosce defender outside, pivot back and
TACKLE

"BEAR"




Empty backfield requires ''Rock'' call.
“A'"" Wide Screen: Back blocks man on Ace or man in flat.

' - 'WIDE SCREEN R/L 4
R | x y
L E'Aéi _*\t\\gg - E
godot :
50

QUARTER- Five quick retreat, fade and deliver to wide
BACK recerver outside our tackle, ' '

R-BACK | Block middle zone. (Spit alignment )

Single Pop base, release flat
BACK(3)

FLANKER Take one step upfield, then i in towards
. the formation while retreating behind the LOS.,
Z7(4)  ICateh the ball between dheide the tackle.

, N Onside: Bh*lhedefehdetcove(hglhe
E-END / receiver. Olfside: Block safety.

SPLIT . | Block deep zone.
END -X" | Qutside release.

ONSIDE Set: force delender outside, pivot back,
TACKLE and efliminate pursuit.

ONSIDE Block 100 Protection for one

count, then lead scieen upfield for Samor
GUARD SS.

_ Block 100 Protection for one
CENTER c,‘%agg,ﬂam gfaglsmaen upfield to Mike.
Block 100 Protection for one
852?2': E court, then lead screen upfield to Wil

OFFSIDE | On, outside, st
TACKLE

xR

43 o | "BEAR"




840-850 FLOW SCREEN L/8

4055 o1

50
_ | Sprint out [840/850} to tackle. Set up and
QU;A%TKER thtow to single back. |
R - Check for Rover biitz, release to flat
BACK
FULL- Spiint toward backside guard, release with
him to onside. Set up behind LOS outside
BACK(3) . ,
tackle box.
FLANKER .
7' (4) Block deep zone. Outside release.
TIGHT b
END - " Block base.
SPLIT Crack 15t LB in the box to next level Do not
END - | block defender in press. Inside release.
ONSIDE Block 840/850 Protection and invite your
TACKLE man deep upfield. '
{ONSIDE Block 840/850 Protection for 3 counts.
GUARD Release lo numbers. Block force.
Block 840/850 Protection for 3 counts.
CENTER Release to hash, block Wil to S afety.
offFsiDE | Block 840/850 Protection for 3 counts.
GUARD Release flat, check back & eliminate pursuit
OFFSIDE L
TACKLE Elock 840/850 Protection

49
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870-850 TIGHT SCREEN L/R

L

| TACKLE

50 | |
QUARTER- | Sprint out (860/870] to tackle. Set up and
BACK throw to TE. '
TAIL-"R" | 860/870 actlon into ﬂal Check for cotnel
BACK (2) | biitz. R- Clear.
FULL- Block 860/870 Protection.
BACK(3)
FLANKER | g1ock middle zone. Outside release.
2 (4) .
TIGHT Block 860/870 Protection. Chip assignment
END -Y" and set up 2yds. behind LOS for screen.
5%‘:; e | Block deep zone. Outside release.
ONSIDE Block 860/870 Protection and invite your man
TACKLE deep upfield.
ONSIDE Block 880/870 Protection for 3 counts.
GUARD Release to the numbers. Block force.
: Block 86(0/870 Protection for 3 counts.
CENTER Release to hash, block on LB to safety.
GUARD Release flat, check back and eliminate pursuit.
OFFSIDE

Block 860/870 Protection.




UNIVERSITY OF OREGON
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L

C

“Srom

181-191 DOUBLE PASS

'M *\R

MS’“R
T &

O/*

W

w \

Al

\_/O../___“q_-

S0 50 SHADE REDUCED
Diop step, open pivot, throw latesaj to 2
QUARTER-
BACK baCk,bOdaWGy. ' M
TAlL- Block force. Do not cross LOS. L E N E
BACK (2) - ) i')'b 3¢ )
FULL- Fake Stietch away from screen action. \__Q
BACK(3) [ Block 100 Protection, - -
Helreat and catch ball bering W, It must be
F,L'?NKER alatetall Throw ball to Y or run. 20
Z'(4) - ,
TIGHT ) :
END-y' | Outside rélease, flag. L W M ' ﬁl R
- 1
SPLIT Soit E N E_ S \
enp-x | % © 0 03d -
ONSIDE , "\S) | "¢
| TACKLE 100 Lucky/Ringo Prolection_ T T =~ - -
ONSIDE 100 Lucky/Ringo Protection. 80 -
GUARD _ W)
L /M A
. . ‘ i
CENTER 100 Lucky/Ringo Protection, E N E S :
OFFSIDE- | 100 Lucky/Ringo Protection ' 6 b i] 6\ O '
GUARD .\9 _‘(ﬁ
T e— e .
?Z gill. DEE 100 Lucky/Ringo Protection.
47 DOVE
L . R w [N
E T .\T L_E N E mMs
. O madv Do @ v 0/8
k"' e ~l L ___» \_ﬁ)- -------- >’
49 BEAR"




181-131 DBL. PASS QB THROWBACK=

Diop step, open pivet, throw Tatera to Z

QUARTER- R
BACK boot path, run arc wﬁ?ld M
TAIL- Block force. Do not ctoss LOS. E N E -.
BACK (2) | | RO X 04
FULL- Fake Stretch away fiom screen action. - - - Q -~ )
BACK( 3) Block 100 Protection . » : - T - - - - " -
FLANKER Hetreat and catch ball behund UB. [t must be
2 ( &) a latetall Look for'Y then thiowback to QB. | 20
. <4
TIGHT 100 Lucky/Ringo Protection W M R
END -Y* -
sPLT | Spit E E S
END - X' 0 g"m 00 © o/
v —_—
ONSIDE 100 Lucky/Ringo Protection. M‘ - T - -
TACKLE Sl
ONSIDE 100 Lucky/Ringo Protection. 89 :
GUARD ‘ w
‘ _ L M
CENTER | 100 Lucky/Ringo Protection E N g E S
OFFSIDE | 100 Lucky/Ringo Protection. oo 0 ©
GUARD '\----_f_?‘ _ ~ X
OFFSIDE 100 Lucky/Ringo Protection T
TACKLE 47 DOVE
M S R W
L E N E. M
‘06\55‘060/9{) oo @ dod
::_:- ~;;9—~.——.. :,.‘-‘.T-:-..>
49 "BEAR”




W

-23-22-CUT FLEA FLICKER

™M

R

50663

S0 ?
Open at 6 oclock hand ball lo TB. set in
QUARTER- | (B8 #a 5-7 yds. teceive pitch fiom T.
BACK hit X or Z
TAIL- Run cut, cany ball to LOS. Twn and pitch
BACK (2) | back to QB. Block any leakage.
FULL- Run cut, block end man on LOS,
BACK( 3)
FLANKER | Shoot
7' (4)
TIGHT
END -y Base, Rover vs 80
;SPLIT Slutter Pole
END -°%°
[ONSIDE | Block 100 Protection
TACKLE | (Sel the run)
ONSIDE Block 100 Protection
GUARD . [Seﬂ the runl]
‘ Block 100 Protection
CENTER {Sel the runl)
OFFSIDE Block 100 Protection
GUARD (Sell the runl)
OFFSIDE :
Block 100 Protection
TACKLE 1 (el the run)

/ L ™M S
E T ~FE
5 Rl

49

"BEAR"




100 ROCK QUICK SCREEN AND UP

SO :
QUARTER- | Open pivot, fake, pump, rediop, and throw
BACK deep. '
TAIL- Go into motion. Fake block on force and run
BACK (2) streak.
FULL- Block power away fiom screen, block base.
BACK(3)
FLANKER | Runquick screen route, be safety vaive.
2 () (Inside alignment.)
TIGHT ' '
END -y Block 100 Rock Prétaclxm
SPLIT
END -2 POIC.
2:??;_2 Block 100 Protection.
gﬁ'RDDE | Block 100 Protection.
CENTER Block 100 Protection.
gt;i'g E | Block 100 Protestion,
OFFSIDE .
TACKLE Block 100 Protection.

L M
(ET E S

O

410

W

0

N
RRORE)

"BEAR”




- 260 FAKE WIDE SCREEN RT & GO

40

E T
©d

22 EQ '
QUARTER~ | 5 step drop, pump wide screen, hit'Y on Go "R i

BACK Route. W Igf B
. : . T :

ITAIL- Motion outside 8 yds, twn away from LOS. L E N E g

BACK (2) | Fake wide screen and be safety valve, 6 6 ’Kb d '
FULL- Block base away from TE. Alert for "Hawk" K

BACK(3) | call by tackie. o
FLANKER

2 (4) Bun off. 20
TIGHT Outside release. Fake stalk. Tun up. Lock o
enD -y | for ball on outside shoulder. L W M R f
SPLIT

END - "% Run off.
?:g:(?_i 260 Protection 4
gﬁi:QDDE 280 Protection
CENTER 260 Protection
g 52?2113 £ 250 Protection
OFFSIDE ,
TACKLE 260 Protection

|
L




~ SUCKER PASS. WM —
As N X; LE N A\

O'g)‘f |

Z'\n OBR=
(&)}
(w]
"
pe =
b
o
m
o)
m
o)
c
]
m
U’

QUARTER- | 3 step drop, throw hot 1o aither back vs (LB
BACK | dog, by to hold ball for Y on delay.

TAI L- Speed Swing
BACK (2)

FULL- | Speed Swing -
BACK(3) [ 0 "

FLANKER
2'(4; | ReadSteak

TIGHT Drop to all fours, delay. Find open area, L

END -7¥* .

SPLIT | | E
END - %" - He«?d Streak o :

. [ONSIDE L |
’ TACKLE On, o_ulsude. set deep \——/O

R R

GUARD flat down LODS. . ] L
: Covered - block on. 20/80 "Area” according
CENTER to the defense. Vs 40 chack Mie. Help on
most dangerous DT.
OFFSIDE Uncoveted - pull flat down the Los.
GUARD Covered - Set, punch defender 1 count, pul ' j

flat down LOS.

'?ZEE'LDEE On. outside, set deep. e"”/b

_ . [ -M ' , 33 St/47 Ovr
e T T
j) IS e Q

D R A I

|

(9 — [_"BEAR"




36 STRETCH HB PASS

= W M R
W R L E_N 3
L ér Q,% 04% g gl g oi& 5
Qy\io “Havk~
50 ' 50 SHADE RE 0/\—'
Open at 4 or 8 o'clock. hand off to unning
QUARTER- _ .
RUNNING | Lead step at inside hp of TE, recerve L E N E S
BACK (3] | handoff. flatten & sl jun for 4-5 steps. W 7 x ; F
ng;'f: é I?Z) Block force. Ur .(()
, : awk” D
F??igR Stak and go. 20
DT, | Base (Alert for "Tiiple) L W M R
4
seut | o E N E
END -’ O W E{Cf % :
Slug. on, over[Possible "Trpie. Alert ot | ' i)
?:gﬁg " Step") Pass on " Step™.
{Stay behind or along LUS.?
ONSIDE Slug base [Possible “Step™: 80
n r + -
GUARD | 1o1ay balindot B 05 ) W M -
A Lobo, Base, off LB [Fossbie "Shp™- alert for L :
CENTER "Lock™). Directionaf Onsides"Siip": Offside=
_ O LB.} [Stay behind or along LOS.) E N 3_}
“Lobo", Baze-cutoff (Possible
D | Hawk/Lock” 070’57.0 Q g ‘
(Stay behind or along LOS.) obo _
OFFSIDE Base-cutoff, sift. (Possible “Hewk/ (Lobo) - tep :
Moon™; slert for “Lock™),
TACKLE | (Stay Behind or alorg LOS.) 47 DOVE
L M S R W
E T T dE L E N E S
oﬁr’ 70 0 L Lo, & a
\& ~ “Lock" *Triple™




50

————

24 - 25 COUNTER Z REVERSE L/R

W M

“Gap”

SO SHADE REDUCED-

R

QUARTER- | Counter mechanics. Check contain man. _
BACK If no threat lead reverse.
TAIL- Take handoff. Give ball outside.
BACK (2) | Show the bal
FULL" | Block man cutside the onside tackle.
BACK(3) | block ma & tack
FLANKER .
2° (4) Take ball ous'de.-
TIGHT
END -y | Combo. base.
SP[LJ; .~ | Crack first second leve! defender off the ball
ONSIDE )
TACKLE Block 24-5 Counter
otars | Block 245 Counter
CENTER Block 24-5 Counter Leak toward reverse.
OFFSIDE Bliock 24-5 Counter
GUARD
OFFSIDE X :
TACKLE Block 24-5 Counter Leak toward ieverse.

33 St/47 Owr

49

L M 'S

L

"BEAR”




24 COUNTER REV. PASS LF.

£

S0 ) S50 SHADE REDUCED
QUARTER- | Execute 24 Counter, boot, block 4th

BACK | nusher outside. :
TAIL- Run 24 Counter, outside handoif to Z",

BACK (2) | continue fake. :
FULL- | Bock fust defender to show outside OT

BACK(3) ‘ )
FLANKER | Execute 24 Counter Reverse, pull up for

Z* (4) pass of continue outside and break contain 20
ngHI.Y. Combo, base. [Alert for 6"
SPLIT

END - X Ciack comer.
ONSIDE =
TACKLE On. inside gap .
ONSIDE Pull and trap. {Alest for LBer dogs on 80
GUARD "ot
CENTER On. angle off. [Possible "Gap_ fUlUM'ne",]
OFFSIDE | On. nside area (Le "Olt/Double"l {Poss.
GUARD "3 (Gap)*; alert for "Gap ")

On, inside, area {Le. "Double™], outside.
OFFSIDE
lest for 3 (Gap]”.)
Tackte | A ( 47 Dove
‘"BEAR"

49




