
Georgetuwn College 
Tiger Offense 



Offensive Philosophy 

The Georgetown Tiger offense will be the most exciting, powerful, 

and explosive offense in the nation. 

The uniting of the nation's top ground and air systems will make 

it virtually impossible for defenses to stop! 

The two-dimensional groundlair philosophy will not allow opponents 

defenses to gang up to stop the run or to pressure the passer. 

This offense requires intense learning, concentration, mental tough- 

ness, precise timing, aggressive play and total belief from every player 

in the two-dimensional philosophy. 



PASSING GAME 

A d v a n t a g e s  of  Good P a s s i n g  Game 

A )  To g e t  a  jump on t h e  s e a s o n .  P l a y e r s  c a n  p l a y  " p i t c h  a n d  c a t c h "  
n e a r l y  1 2  m o n t h s .  P r o v i d e  them w i t h  QB-Rece iver  r o u t i n e s .  

E )  Very  l i t t l e  a t t r i t i o n  t h r o u g h  i n j u r y  t o  t h e  b a c k s  and  e n d s  s i n c e  
t h e y  a r e  l e s s  i n v o l v e d  i n  b i g  h i t s  t h a t  accompany t h e  r u n  game. 

C )  H e l p s  t h e  r u n  game by s p r e a d i n g  t h e  d e f e n s e .  F o r c e  t h e  d e f e n s e  
t o  c o v e r  t h e  f i e l d  i n  w i d t h  and  d e p t h .  '. 

D )  Easy  way t o  g a i n  y a r d s  and  t o  s c o r e .  Much e a s i e r  t h a n  t e a c h i n g  
11 men t o  e x e c u t e  p e r f e c t l y  on r u n  p l a y .  

E )  H igh  s c h o o l  a n d  c o l l e g e  p a s s  d e f e n s e s  a r e  c o m p a r z t i v e l y  weak .  
Many c o a c h e s  a r e  n o t  a s  e x p e r i e n c e d  i n  t - e a e h i n g  p a s s  d e f e n s e  and  
many c o a c h e s  d o  n o t  h a v e  t h e i r  b e s t  p e o p l e  i n  t h e  d e f e n s i v e  
c o v e r a g e .  

F) S e r v e s  a s  a b a s i s  of  c o n f i d e n c e  on t t ,e  p a r t  o: t L e  tearri t h a t  
t h e y  a r e  n e v e r  c u t  of t h e  game.  

G )  P l a y e r s  l i k e  i t  - F a n s  l i k e  i t  - Zcaches  l i k e  i t !  
I t  i s  Fm FOOTBALL! 

i;) t o  t h r o x  t o  a v a r i e t y  of r e c e i v e r s  who a r s  ~ u n r 1 1 n 5  a ; ~ a r i e t y  o f  
r o u t e s  

E! ) ::, s p r e a d  e a s y  d e f e n s e s  and  a t  t a c k  w h a t  :: Ll - le l  ,? 

C; t o  u t i l i z e  t h e  b e s t  ~ : l s y e r s  - n o t  n e c e s s a ~ i l y  t h e  h c c t  ; l ays ,  

R e a d i n g  t h e  D e f e n s e  



A) Kinds of Motion - Short, Deep, Medium, Long 

B) Purpose - each type motion re-positions the motion back. 
Defense must move NOW and reveal the coverage. 

1) if defense doesn't move - 3 on 2 break to motion side 
2) if defense moyes - defense is of necessity man to man on 

backside 
3) motion to the receiver can remove double coverage on wide 

receiver 
a. 

V .  The Tools 

Don't Attack a Defense - only its Parts 

QE Action: 
1. Play Action 

Drop back 
Sgrint 

2. Routes - Flood a Zone 
Isolate a defender 

Plays Desiglied : 
vs. CE 
v s .  SS 
vs. LE 
. , -  . tough ends 
VS. VS. 4 3fid 5 u n d t i  
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OFFENSE -- 

Philosophy - Go Reckless; Stay Loose; a : ~ d  SCGRE 

We want to play exciting football and believe that we can move the 
ball without the tsuly outstanding players 

Versatility Throuah Formations 

A .  Run 6 Shoot - Trips - Trips Swap 
B. Goal Line 
C. Goal Line Over - Over 1; Over 2 
D. Tight Slot 
E. Tree 

Versatility Through Alignment 

A. Vary splits of wide receivers 
B. Vary Line Splits 
C. Cheat backfield alignment 
D. Extensive use of motion 

Chanqe the Start C o m  

Audibles - Keep To A_-Minimum - -- 

Necessary to prevent wasted doxns and t o  take ~ ~ , J Z T . L : ~ L ~  of 
-. - .  - weaknesse;, also to rrlclvr the ball and conserve t i ~ n t : .  i. .. r - I. ci, ,  

sparingly. 

The QB, Wingbacks, Ful lback and Wide Receivers nust : 8xog : ; i  z e  t hs 
defense in their area in o r d e ~  t, ms1:t  a;i~us:m~r,ts. 

Runs that attack - middle, inside, off tackle, wide 

E,acked-up zcne (safety) 
Minus -5 t o  -16 
4 down zone 
Going i n  z o n e  ( + ? 5  to - 1 2  j 

( + I 3  to Goal) 
( t 5  to Goal) 

4 minute offense 
2 minute offense 
Stop the clock 
Run the clock 
X pt. - 2 pt. slays 



OFFENSE 

[General - - - -. . . -- Strategy 

Go Reckless, Stay Loose, Score! 

When in doubt - Screen Pass. 

Throwback, Screen & ReGerse into sideline. 

To remove double coverage on a wideout, send motion toward him. 
The coverage must be reduced. a 

Use long motion to one side - the opposite side will probably be man 
coverage. 

Know your 3rd down possession plays "letter perfect." 

QB don't be thrown for a loss, if you can: 

a) scramble 
b> incomplete without penalty 

Attempt to score in bold dashes and passes 

Ei;av how tc conserve and consume time. 

Tical- t . 1 , ~  t r rd of the half - BCMB THEM! 

a )  fumb; e recovery 
long penalty 

e ;  intercept 
6: ions c f f e n s e  gain 
e ;  long punt L L  ; : i c k a f f  rl>t~rn 

TheLe are no BAD PLAYS - some are just better than others. 



I .UP: - - & SHOOT FORHATION 
17 yds. 

r-- 
2 2 2 2  

0 0 0 0 0  -------I 0 

short 

X 

deep 
< 

Do not call a formation in the huddle - call play 6 snap only. 

Use short, medium, deep or long motion either way. 

The FB may be put into motion on some plays. 

Thele is sorl~e NO motion offense 

Width of wide receivers will vary as t c  hash mark or play. 

RE ~llgnmrnt will vary as to call. FE depth 6 pcsltlon xi11 vary. 



I 
( .JRL LINE FORMATION 

Unbalanced formation utilized both in plus 25 territory and out on the 
field also backed up territory. 

Provides an excellent power attack to the long side of the formation, an 
option attack to either side and maximum pass prctectior,. 

Formation destroys normal goal line defensive sets. 

Many Run L Shoot plays can be utilized. 



1. Used when wide receiver would be into boundary in Goal Line 

2. Can use most runs & passes from Goal Line Offense. 

GOAL LINE OVER 2 

I SE 

- - 

1 .  Can use much of Run 6 Shoot offense 

. A d d s  e x t r a  dimension. I ^ 

IT.- - c ~ ~ ~ T - S ~ , Q - T  
- . - - . - - - 
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QUARTEREACK I  NZ VS . DEFENSES 

VS. LINEBACKER & BLITZES. 

1. Go w i d e  
2 .  Hot  r e c e i v e r  
3 .  S c r e e n  - Draw ( Q u i c k )  
4 .  Maximum P r o t e c t i o n  
5 .  F o r m a t i o n  - S h o t g u n ,  T r i p s ,  Goal L i n e  
6 .  Change  s t a r t  c o u n t  
7 .  D o n ' t  b e  p r e d i c t a b l e  

VS. FAST REACTING LINEBACKERS 

I .  R e v e r s e  a n d  C o u n t e r  
2 .  v s .  F a s t  L B  d r o p s  - Q Draw, T r a p ,  De lay  p a s s e s  

VS. DOUBLE COVERAGE ON WIDE RECEIVERS 

1. Send m o t i o n  t o w a r d  c o v e r a g e  
2 .  Throw t o  H B ' s  

VS. WIDE ENDS 

1 . Run m i d d l e ,  i n s i d e  and  p a l t i c u l a r l y  o f f  t a c k l e  
2. Throw i n  a r e a  hehir id  t h e n  

CRASHING ENDS v5.L 

. Run G p t i o n s ;  T o s s  Sweep a t  them 
e. - S ~ ~ e e n s  - FE, H E ,  SE 

VS. UMERELLp 

Marl Under - 2 d e e p ;  o r  Zone U n d e ~  - 2 d e e p  
. CGL-ne r s  w i l l  r e v e a l  t h e  c o v e r a g e  when m o t i u n  s t a r t s .  

- .  I f  i t  i s  z o n e  - C o r n e r s  w i l l  s u p p o r t  t h e  r u n  and  c o v e r  t t l e  f 
on p a s s e s  t o w a ~ d  t hem.  -. . 

a .  I f  i t  i~ ~ t a ~ i  - . ,  ; ;I: ;y wi A ,  _ ..'.. . : . 
4 .  Use Long M o t i o n  Z ,  WE o u t ,  Cai-.gster Har. j i - iose.  Use Popcoi- ; I  p a s s  

and  Mudca t  p a s s .  

. - .  1 .  S a f e t i e s  a r e  i n  p o s i t i o n  f o :  1;uick ru;; z.:;;~~sL-: - L Z ' ~ ~ Z ,  11; ~ , j  1 5 2  
p o s i t i o n .  

? . Man on  w i d e  o u t s  - t h r o w  t o  t hem.  U t i l i z e  s t r a t a g e r r s  i n  X 1  
a b o v e .  

VS. STUNT DEFENSE (Loops  and  S l a r , t s )  

1. U s u a l l y  a g a p  d e f e n s e  - pear p a s s  r u s h  L n l e s s  s t u n t s  a r e  
d e s i g n e d  t o  p e n e t r a t e .  

2. 3 s e  t r a p s ,  c o u n t e r s  and  r e v e : s ~ s .  
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m -, Team Pro tec t ion  

Oneiile t a c k l e  and guard 2. c e n t e r  and backside backside tackle  

Reeponsil i l i t ies 

Oneide Tc:kle - Take t h e  man on you i f  he goes s t r a i g h t  through you o r  loops playside. 
I f  h e  goes i n s i d e  - look  f o r  t h e  LB o r  Monster s tunting.  

Onside GK .rd - S l i d e  s t e p  v i t h  your o u t s i d e  foo t  t o  check t h e  down man. 
I f  he  comes - t a k e  him on his i n s i d e  shoulder. 
I f  he  does n o t  come - Look f o r  LB, p ick  him up i f  he  s tun t s .  
I f  nobody comes through your a rea  - he lp  i n s i d e  through outside.  

Center - Same as Onside Tackle 

Backside ! m r d  - Same a s  Onside Guard, except  i f  nobody th rea tens  your area, you will 
Confidence Block t o  t h e  Defensive End on your s ide .  

Backside '.lckle - S e t  i n s i d e  on t h e  man over you. 

VS. an EVE I Defense - There. i s  only  one 'team, t h e  Onside Guard and Center 

Center - Same a s  Onside Guard VS. 5-2 

Best of L i r ?  - Set  i n s i d e  on t h e  man over  you 

Pa t t e rns  - Gangster Pass  (Hardnose, Throwback, Counter), Pop Corn Pass, Red, Blue 
Everybody Block, Goal l ine  Everybody Block, Goalline Over White 



I 
Red Hax, "Mudcat" Pass and Power Pass Throwback Pro tec t ion  

On Above Passes - The Onside Guard ALWAYS PULLS AND BLOCKS THE BACKSIDE. Once 

I he is p a s t  t h e  o t h e r  guard, he  pushes o f f  t h e  f o o t  c l o s e s t  t o  
t h e  l i n e  of  scrlrnutage, g e t s  depth and blocks t h e  backside. 

I R e s t  of Line - Block lfan OVER You 

On Double C 

"Double C" Pass Protec t ion When Guard is Covered 

- Onside Guard - - Check LB, i f  he  doesn't s tun t , . conf idence  - block t o  your s i d e  and block DE. 
- Backside Guard - Team Protect ion - P a t t e r n s  - - - - Z i n ,  Out, Wingback Out 

I 
"Nad" Pro tec t ion  

I On Wad Pro tec t ion  - Used i n  any p ro tec t ion ,  go t o  p lays ide  - Nad p r o t e c t i o n  i s  man pro tec t ion  v i t h  aggress ive  blocking in 
t h e  midsection. 

I - VS. LB - t a k e  two aggress ive  s t e p s  towards t h e  LB, then squat  
low. - P a t t e r n s  - Quick, Double Q, Fullback Pick Pass, Scoring Pass,  

I S l a n t  Pass, Power Pass, S l ip-out  Pass, Double Rev. 
Pass. 



Team Protection 
vs. Bl i tzes  

Stack R t .  

LT) Team vs. DT 6 LB 

Stack Lt. 

Gap R t .  

(Gap Lt. i s  the  same blocking) 

5-3 (on R t .  ) 

3 9 3 
E v v s F 

Gap Rt .  (ad&stment) 

RT - Man on t h e  DT 

*Confidence Blockers will still go t h e  
opposite s i d e  of t he  c a l l .  

LT - Locked on DT 

LG) Team vs. N 6 LB c 

*Confidence blockers w ill st 
opposite s i d e  of t h e  c a l l  

ill go the  

Both guards and tack les  a r e  t e a m s  together 
on the DT and LB. The center  will confidence 
block t o  t h e  Backside DE. 

The offensive center and tack les  a r e  
locked on t h e  N and DTfs. The Guards 
w i l l  set deep and check LBfs f o r  a b l i t z ,  
then confidence block. 

On Rt.  - The center  and r igh t  guard a r e  team 
vs. N and MLB. The l e f t  guard confidences 
backside. Both of f  t ack les  a r e  locked on 
DT' S. 

I f  t he  DT c loses  down over t h e  guard, t he  
left off .  guard and tack le  will team the  
DT and LB. 



DOUBLE C PROTECTION 
vs. Bl i t zes  

Stack Rt .  (CC Rt.) 

Stack Lt. (CC Rt.) 

40 (CC Rt.) 

6 6 
E v V 
0080a 

0 0 

Cap Rt .  (CC Rt.) 

8 8 

LT - Check LB - No Stunt Block DE 
LG - b c k e t  on DT 
C - Check s tack  LB - No Stunt - Go t o  

playside DE 
RG - b c k e d  on N 
RT - Locked on DT 

LT - b c k e d  on DT 
LG - b c k e d  on N 
C - Check s tack  LB - No Stunt - Go t o  

playside DE 

Guards and Tackles are inTeam Protect ion 
vs. DT and LB. The Center goes t o  t h e  
playside DE. 

Center and Tackles a r e  locked on N and DT's. 
Playside guard - check LB, No Stunt - go t o  
DE . 


