Georgetown 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 ground/air 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.
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PASSING GAME

Advantages of Good Passing Game

A) To get a jump on the season. Players can play "pitch and catch"
nearly 12 months. Provide them with QB-Receiver routines.

B) Very little attrition through injury to the backs and ends since
they are less involved in big hits that accompany the run game.

C) Helps the run game by spreading the defense. Force the defense
to cover the field in width and depth.

D) Easy way to gain yards and to score. Much easier than teaching
1] men to execute perfectly on run play.

E) High school and college pass defenses are comparztively weak.
Many coaches are not as experienced in teaching pass defense and
many coaches do not have their best people in the defensive
coverage.

F) Serves as a basis of confidence on the part of the team that

they are never out of the game.

G) Players like it - Fans like it - Ccaches like it!
It 1is FUN FOOTBALL!

Tliree Objectives in the Pass Attachk

A to throw to a variety of receivers who are running a variety of
routes

E; 12 spread easy defenses and attack what 13 the

C) to utilize the best players - not neceszavriiy the hect plays

Reading the Defense

~“ommen Defenses: Corne: koll
Man for Man
Strong (wide) side Z:ne {Mcusiei )
Doubi= - ou wide receiver
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of Mction

A) Kinds of Motion - Short, Deep, Medium, Long
B) Purpose - each type motion re-positions the motion back.
Defense must move NCW and reveal the coverage.
1) if defense doesn't move - 3 on 2 break to motion side
2) if defense moves - defense is of necessity man to man on
backside
3) motion to the receiver can remove double coverage on wide
receiver
<«
The Tools

Don't Attack a Defense - only its Parts

A)

QB Action:
1. Play Action
Drop back
Sprint
2. Routes - Flood a Zone

Isclate a defender

Plays Designed:

VS, CBE

V3. SS

Vs. LE

va. tough ends

vs. vs. 4 and 5 unde:
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Philosophy - Go Reckless; Stay Loose; and SCORE

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

Versatility Through Formations

A. Run & Shoot - Trips - Trips Swap
B. Goal Line

C. Goal Line Over - Over 1; Over 2
D. Tight Slot

E. Tree

Versatility Through Alignment

Vary splits of wide receivers
Vary Line Splits

Cheat backfield alignment
Extensive use of motion

oW

Change the Start Count

Audibles - Keep To A Minimum

Necessary to prevent wasted downs and to take advantzje of
weaknesses, also to move the Pball and conserve time. oY T &
sparingly.

Defensive Recognition

The QB, Wingbacks, Fullback and Wide Receivers must :zcognize the
defense in their area in ordsyr to make adjustments.

Flays

i

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

ctrategy

A genetral strategy unecds te be developed for the following:

Facked-up zcne {(safety;

Minus -5 to -20

4 down zone

Going in zone {(+25 to =*+173)
(+10 to Goal)
(+5 to Goal}

4 minute offense

2 minute cffense

Stop the clock

Run the clock

X pt. - 2 pt. plays




OFFENSE
General Strategy
1. Go Reckless, Stay Loose, Score!
2. When in doubt - Screen Pass.
3. Throwback, Screen & Reverse into sideline.
4, To remove double coverage on a wideout, send motion toward him.
The coverage must be reduced. <
5. Use long motion to one side - the opposite side will probably be man
coverage.
6. Know your 3rd down possession plays "letter perfect.”
7. QOB don't be thrown for a loss, if you can:
a) scramble
b) incomplete without penalty
8. Attempt to score in bold dashes and passes
Q. Kiiow how *tc conserve and consume time.
10. Near the end of the half - BCMB THEM!
1l Talke advantage cof psychological situations:
a) fumbie recovery
by long penalty
< intercept
a? long cffense gain
€ ; long punt cr rnickoff recturn
10, There are no BAD PLAYS - some are just better than others.




UN_¢& SHOOT FORMATION
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deep
1. Do not call a formation in the huddle - call play & snap only
2. Use short, medium, deep or long motion either way.
3. The FB may be put into motion on some plays.

There is some NO motion offense

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

on

€. WE alignment will vary as to call. FB depth % pesition will
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~JAL LINE FORMATION

[

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

2. Provides an excellent power attack to the long side of the formation, an
option attack to either side and maximum pass protection.
3. Formation destroys normal goal line defensive sets.

Many Run & Shoot plays can be utilized.

o>
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GOAL

20RL _LINE - OVEER

{Variation of Goal Linej

SE
0

0 0
Used when wide receiver would be into boundary in Goal

Can use most runs & passes from Goal Line Offense.
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Linemen tighten splits

LINE OVER 2
SE TE
0 0 0 0 0 0 0
0 0 0
LH RH
0
FB
Can use much of Run & Shoot offense
bdds extra dimension.
FoRMATION
0 0 0 C 0 C 0
TE G 0 RH SE
0 LH
0
FE
_SLO0T
2 v l 1 l v l 1] :_ v
0 0] 0 0 0 C C
0 0
C C
o=l odin Zcal Line - o Shoit yavrdage situatiocnc

to one foox.

Line




QUARTERBACKING VS. DEFENSES

I. VS. LINEBACKER & BLITZES

Go wide

Hot receiver

Screen - Draw (Quick)

Maximum Protection

Formation - Shotgun, Trips, Goal Line
Change start count

Don't be predictable s
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FAST REACTING LINEBACKERS

Reverse and Counter
vs. Fast LB drops - Q@ Draw, Trap, Delay passes
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DOUBLE COVERAGE ON WIDE RECEIVERS

Send motion toward ccverage
Throw to HB's

PO
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WIDE ENDS

Run middle, inside and pairticularly off tackle
Throw in area behind them

V. VE. CRASHING ENDS

1. Run Cptions; Toss Sweep at them
2 SZireens - FB, HE, SE

VI. VS. UMBRELLA

Man Under - 2 deep; or Zone Under - I deep
I Corners will reveal the coverage when motion starts.

z. 1£ 1t is zone - Corners will support the run and cover the flat
on passes toward them.

z. If it iz wan - Tooner Wwill! stay with I

4, Use Long Motion Z, WB out, Gangster Hardnos<.  Use Popcorin pacs
and Mudcat pass.

v1I ~Z. INVERTED SECONLCARY (or Strzight Across)

1. Cafeties are in position for guick run suppor:t - LB'ers in Biitc
position.

2. Man on wide outs - throw to them. Utilize stratagems in #1
above,
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VS. STUNT DEFENSE (Loops and Slarntis)

4=

Usually a gap defense - pcor pass rush unless stunts are
designed to penetrate.
Use traps, counters and reveices.
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Team Protection
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VS. 5-2 - Tiere are three tecaus

1. Onside tackle and guard 2. center and backside guard 3. backside tackle

Responsil 1lities

Onside T: :kle -~ Take the man on you if he goes straight through you or loops playside.
If he goes inside - look for the LB or Monster stunting.

Onside Gu .rd - Slide step with your outside foot to check the down man.
If he comes -~ take him on his inside shoulder.
If he does not come - Look for LB, pick him up if he stunts.
If nobody comes through your area - help inside through outside.

Center ~ Same as Onside Tackle

Backside (uard - Same as Onside Guard, except if nobody threatens your area, you will
Confidence Block to the Defensive End on your side.

Backside ° ickle - Set inside on the man over you.

VS. an EVE | Defense - There. 1s only one team, the Onside Guard and Center

Onside Guard - Same as Onside” Tackle VS, 5-2

Center ~ Same as Onside Guard VS. 5-2

Best of Lir : - Set inside on the man over you

Patterns - Gangster Pass (Hardnose, Throwback, Counter), Pop Corn Pass, Red, Blue

Everybody Block, Goalline Everybody Block, Goalline Over White



Red Max, "Mudcat" Pass and Power Pass Throwback Protection

SS3FD

On Above Passes - The Onside Guaxd ALWAYS PULLS AND BLOCKS THE BACKSIDE. OQnce
he is past the other guard, he pushes off the foot closest to
the line of scrimmage, gets depth and blocks the backside.

Rest of Line - Block lMan OVER You

"Double C" Pass Protection When Guard is Covered
3 £ &
el slad 5 & =
e >
On Double C - Onside Guard - - Check LB, if he doesn't stunt, confidence

- block to your side and block DE.
Backside Guard - Team Protection
Patterns - - - -~ Z in, Out, Wingback Out

"Nad" Protection

On Nad Protection - Used in any protection, go to playside
- Nad protection is man protection with aggressive blocking in

the midsection.
- VS. LB -~ take two aggressive steps towards the LB, then squat

low.
- Patterns - Quick, Double Q, Fullback Pick Pass, Scoring Pass,
Slant Pass, Power Pass, Slip-out Pass, Double Rey.

Pass,
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Team Protection
vs. Blitzes

LT)
1G) Team vs. DT & LB

c)
RG)

RT -~ Man on the DT

Team vs. N & LB

*Confidence Blockers will still go the
opposite side of the call.

LT - Locked on DT

EG; Team vs. N & LB

RG)

RT). Team vs. DT & LB
*Confidence blockers will still go the
opposite side of the call

Both guards and tackles are teams together
on the DT and LB. The center will confidence
block to the Backside DE.

The offensive center and tackles are
locked on the N and DT's. The Guards
will set deep and check LB's for a blitz,
then confidence block.

On Rt. - The center and right guard are team
vs. N and MLB. The left guard confidences
backside. Both off tackles are locked on
DT's.

1f the DT closes down over the guard, the
left off. guard and tackle will team the
DT and LB.
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DOUBLE C PROTECTION

vs.

Blitzes

LT ~ Check LB - No Stunt Block DE

LG - Locket on DT

C = Check stack LB -~ No Stunt - Go to
playside DE

RG - Locked on N

RT - Locked on DT

LT - Locked on DT

LG - Locked on N

C =~ Check stack LB - No Stunt - Go to

playside DE

Guards and Tackles are in Team Protection
ve. DT and LB. The Center goes to the
playside DE.

Center and Tackles are locked on N and DT's.
Playside guard - check LB, No Stunt - go to
DE.




