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e THE CADENCE
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THE HUDDLE
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CENTER FORMS THE BUDDLE 7 YDS FROM THE BALL
DON'T CROWD
ALL HANDS ON THE KNEES
QUARTERBACK IN POSITION TO RECEIVE BENCH SIGNAL
QUARTERBACK CALLS:

1. FORMATION

2. PLAY

3.  SNAP COUNT |

4. EXAMPLES: T RIGHT 80 TOSS ON WHITE

SPLIT LEFT SCAT LEFT 866 FLARE ON RED

ON THE COMMAND OF “READY--BREAK," PLAYER3 CLAP THEIR HANDS AND LEAVE THE HUDDLE.
WR'S ALERT LEAVE THE HUDDLE AFTER THE SNAP COUNT IS CALLED, BEFORE THE COMMAND
OF "READY-BREAK". |
Q8 ALERT,LET THE WR'S LEAVE. THEN CALL "READY-BREAK". QB APPROACH THE L.0.S. THE
SAME WAY EACH TIME.
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THE CADENCE

EXPLANATIONS

OFFENSIVE LINE ASSUME 2 POINT STANCE. ELBOWS ON KNEES. RUNNING BACKS AND TIGHT
“ND ASSUME 3 POINT STANCE. WIDE RECEIVERS' ASSUME 2 POINT STANCE, OUTSIDE FOOT BACK.
---MAKE THE DEFENSE THINK QUICK COUNT---

“ADENCE

1. THE QB CALL SET - OFFENSIVE LINE DROPS TO 3 POINT STANCE.

>. A PAUSE -- THEN THE CHECK-OFF CALLS ARE MADE, A "LIVE" OR "DEAD" COLOR WILL BE
CALLED FOLLOWED BY A PLAY NUMBER. THIS WILL BE REPEATED{_.IF THE LIVE COLOR IS
CALLED THE PLAY WILL BE CHANGED ACéORbING TO THE NUMBER UTfLIZED. s

3. A PAUSE -- THE COUNT BEGINS. THE TERM "HUT"™ WILL BE CALLED TO SIGNIFY EACH COUNT.

}. THE COLOR COUNT -- THE QB QILL CALL ONE OF THREE COLORS IN THE HUDDLE, WHICH

GIVES THE COUNT. RED = 1, WHITE = 2, AND BLUE = 3.

SNAP COUNT EXAMPLES

ON RED - "SET - WHITE 89 - WHITE 89 - HUT"
ON WHITE - "SET - BLUE 89 - BLUE 89 - HUT-HUT"
ON BLUE - "SET - RED 89 - RED 89 - HUT-HUT-HUT"

ON FOUR - "SET - GREEN 89 - GREEN 89 - HUT-HUT-HUT-HUT"

ALTERNATIVES

ON 1ST SOUND - "HUT" OL DOWN POSITION
ON SET - "SET" - OL UP POSITION
ON GO - "SET - 60" - OL UP--DOWN ON SET
- ON SECOND COLOR - "SET - GREEN 89 - GREEN® -
ON FOUR - "SET - RED 89 - QED 89 - HUT-HUT-HUT-HUT"

HARD COUNT - BROKEN RHYTHM BY VOICE - INFLECITON
. EXAMPLE: HUT HUT --= HUT/HUT --- HUT-HUT

DOWN CALL - REGARDLESS OF THE COUNT, ASSUME A 3 POINT STANCE. "DOWN" IS USED
IN TWO MINUTE AND GOAL-LINE SITUATIONS.
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AUDIBLES

QUR AUDIBLE SYSTEM IS DESIGNED WITH A DUAL PURPOSE IN MIND.

1.

EXAMPLE

TO PREVENT A BAD PLAY
MOST DEFENSES IN A. RUN DOWN SITUATION WILL TRY TO FORCE A BAD PLAY WITH
A SAFETY BLITZ (EITHER SS OR WS). A RUNNING PLAY INTO A SAFETY BLITZ
CREATES MORE DEFENDERS THAN BLOCKERS AND GREATLY ENHANCE LOSS OF YARDAGE.
TO ENSURE AGAINST A BAD PLAY WE WOULD AUDIBLE VERSE THE BLITZ. E.G.

TOSS IS CALLED INTO WK BLITZ - AUDIBLE TO TOSS/STRONG/PASS PLAY.

PASS - RUN CHECK WITH ME

PASS CHECK WITH ME CAN BE USED TO HAVE BEST PASS PLAY CALLED VS CERTAIN
EXPECTED COVERAGES. DEUCE FORMATION/SS ALIGNMENT.

RUN CHECK WITH ME WOULD ALLOW DIRECTION OF PLAY AT LINE OF SCRIMMAGE TO
RUN AWAY FROM SAFETY FORCE. DEUCE FORMATION/SS ALIGNMENT/FRONT SHIFT.

OF CHECK WITH ME:
QB IN HUDDLE "CHECK WITH ME 80 OR 90 TOSS ON WHITE.
QB AT L.0.5. SET; WHITE 80; WHITE 80; HUT-HUT

TO CHANGE A PLAY AT THE L.0.S. THE .QB. WILL:

1.
2.
3.

REPEAT THE SNAP COUNT CALLED IN THE HUDDLE.
FOLLOW WITH THE PLAY TO BE RUN.
REPEAT THE ABOVE SEQUENCE.

WHEN THE PLAY IS CHANGED AT THE L.0.S. THE BALL WILL ALWAYS BE SNAPPED ON THE
SECOND HUT. ‘ o v v

EXAMPLE

PASS AUDIBLES RUN%QUDIBLES

11 (QK HOOK) - 60/70 = BELLY
12 (FLAT) 80/90 = TOSS
989 (OUT)

653 (F UP)

844 (WIDE)

LEQ/REX

OF PLAY BEING CHANGED AT L.0.S.

HUDDLE CALL IS 60 PHR TRAP ON RED.

QB - SET; RED 11; RED 11; HUT-HUT
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BASIC ALIGNMENT
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I FORMATION FB ALIGN WITH HANDS 4 1/2 YDS FROM THE BALL. THE TB ALIGN WITH

FEET 7 YDS FROM THE BALL.

SPLIT FORMATION HB/FB ALIGN WITH HANDS 4 1/2 YDS FROM THE BALL. FEET SPLITTING
THE QUTSIDE FOOT OF THE TACKLE.

X IS THE SPLIT END. Y IS THE TIGHT END. Z IS THE FLANKER.

LINE, BACK, AND RECEIVER ALIGNMENTS WILL VARY BY GAME PLAN.
RUN NUMBER SYSTEM

OFFENSIVE HOLES ARE NUMBERED AS DIAGRAMMED BELOW. EVEN HOLES TO THE RIGHT AND

HOLES TO THE LEFT. 1 ngu

ONE ZERO

PLP.T.9.8.9.

EACH HOLE INDICATED THE AREA 70 BE BLOCKED, EACH HOLE CAN HAVE A VARIETY OF
BLOCKING PATTERNS.

FOR _EACH PLAY, THE POINT OF ATTACK WILL HAVE A DESCRIPTIVE WORD ADDED TO DESIG-
NATE THE BACKFIELD ACTION A\D BLOCKING PATTERN

PASS NUMBER SYSTEM

EACH RECEIVERS PASS ROUTE IS NUMBER ZERO THRU NINE ("0"-9). THE WEAK RECEIVER

RUNS THE 1ST DIGIT, THE MIDDLE RECEIVER RUNS THE 2ND DIGIT, AND THE STRONG RECEIVER

RUNS THE 3RD DIGIT. BACKFIELD ROUTES ARE NAMED. EXAMPLE: 989 H CROSS SNEAK

O oogooo
9

5 Q

. s
H O
CRQOSS SNEAK

FOR SOME PLAYS DESCRIPTIVE WORDS GIVE PASS PROTECTION AND BACK ACTION.



BASIC FORMATIONS

I

FAR
NEAR
SPLIT

BASIC VARIATIONS

FORMAT TONS

FORPATIONS

[
{

o

CHANGE HB AND FB EXCHANGE POSITIONS IN SPLIT SET.

HALF HB ALIGNS BETWEEN X AND TACKLE, FB BEHIND THE QB.

FULL HB ALIGNS OUTSIDE X, FB BEHIND THE QB

SPREAD HB ALIGNS OQUTSIDE Y, AWAY FROM THE SLOT. FB BEHIND THE QB.
SLOT BOTH WR'S SAME SIDE, OPPOSITE THE TE.

2 TIGHT 2 TE'S, 2 RB'S AND Z,: SECOND TE AT X.

RAILR, 2 TE'S, 2 RB'S AND"X., SECOND TE AT Z.

G.L. 3 TE'S, 2 RB'S AND'NO WR. 'THIRD TE AT Z.

S.Y. 3 TE'S, 2 RB'S AND NO WR. THIRD TE AT Z.

ONE BACK SETS

ACE/DEUCE 2 TE'S, 2 WR'S AND 1 RB. SECOND TE AT HB.
TREY/TWINS 2 TE'S, 2 WR'S AND 1 RB. SECOND TE AT FB.
COUBLE/SINGLE - T TE,-3 WR'S AND 1 RB. THIRD WR AT HB.
TRIPS/FLANK/FLEX T TE, 3 WR'S AND 1 RB. THIRD WR AT FB.

ONE BACK VARIATIONS

SOLO APPLIES TO ACE. GAME PLAN FORMATION
DUAL APPLIES TO DEUCE. GAME PLAN FORMATION
TRIO APPLIES TO TREY.  GAME PLAN FORMATION
TWIN OPEN APPLIES TO TWINS. FB8 EXTENDS SPLIT.

DART APPLIES 70 DOUBLE. X MOTIONS INSIDE OF HB.
WHIP APPLIES

TO DEUCE. X MOTIONS INSIDE OF HB.
TWO 3ACK VARIATION '

OPEN 3 WR'S AND 2 RB'S (PRE SHIFT FOR SHOT GUN).

GUN FORMATIONS

SHOT GUN 3 WR'S AND 2 RB'S
RIFLE 2 WR'S, TE AT Y, AND 2 RB'S

GUN CALLED WITH ANY FORMATION. QB SET DEEP.




FORMATIONS
INDIVIDUAL VARTATIONS
up FB ALIGNED 1 YD OFF THE L.O.S.
ON FB ON THE L.0.S. NEXT TO THE OT.
OFF E (Y) ALIGNED OFF THE L.0.S.
OPEN E (Y) EXTEND SPLIT 3-6 YARDS.
FLOP E (Y) AND FLANKER (Z) EXCHANGE POSITIONS.
TIGHT E (X) TIGHTEN SPLIT 1-3 YARDS.
NASTY SE (X) TIGHTEN SPLIT 3-6 YARDS.
WING FLANKER (Z) TIGHTEN SPLIT 3-6 YARDS.
STACK RECEIVER (X-Y-Z) ALIGN IN THE BACKFIELD.
U WR'S (X-Z) EXCHANGE POSITIONS. -
TARE FB AND Y EXCHANGE POSITIONS:-'IN SHOT GUN FORMATIONS.
SWITCH
MOVEMENT
JET BACK MOTIONS ACROSS THE BACKFIELD.
MOTION BACK MOTIONS TO HIS SIDE.
Z00M FLANKER (Z) MOTION TO THE FORMATION CALLED.
Z1P
ZAP FLANKER (Z) MOTIONS QUTSIDE OF TE IN REGULAR/X IN SLOT.
SHORT ZOOM FLANKER (Z) MOTION TO THE FORMATION CALL TO THE 0.T.
ZING
WHIZ SE (X) MOTIONS TO THE FORMATION CALLED.
SHORT WHIZ SE (X) MOTIONS TO THE FORMATION CALL, TO THE OT.
FLY TE (Y) ALIGN OPPOSITE, MOTION TO THE FORMATION CALL.
TLy TN TE (Y) MOTION INSIDE Z
L3NG FLY TE (Y) ALIGN OPPOSITE,
EUZZ TE (Y) MOTION uUlSIDE X.
SHORT BACK/RECEIVER 2 STEP MOTIOV G:QRED TO A GIVEN PLAY.
TRADE TE (Y) ALIGN OPPOSITE, SHIFI TO FORMATION CALL.
SHIFT ONE OR MORE PLAYERS CALLED TO MOVE A GIVEN SPOT.
JUMP
FAKE TELLS MOTION MAN TO START OPPOSITE ASSIGNED MOTION CALL.
WHIRL SE (X) MOTIONS TO FORMATIQON CALLED.

FLANKER (Z) MOTION - BALL SNAPPED BEFORE TE/INSIDE X INSLOT.

ROVER ALIGNS OPPOSITE THE FORMATION CALL, MOTIONS TO THE OT.

BACKS AND RECEIVERS MOVING TO THE FORMATION CALL IN UNISON.

NEXT TO THE OT/TE
- FLANKER (Z) ON THE L.0.S.

(BECOMES Z)

OTIOV TO FORMATION CALL OUTSIDE Z.

(REMAINS X).

F-7

SUBSTITUTE'BACK_(HR) AND;TE.EXCHANGE POSITIONS IN 1 BACK OR S.G. SETS.



BASIC

FORMATION
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VARTATION | FORMATION
SHIFT HALF RT FAR RT UP
Seinielefe O 00LOOO
o Y O X qg Y
\\\ O FB O
O -
SHIFT FULL RT FAR RT ON
ojolo/nelele) @ QOLICO O
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SHIFT SPREAD RT
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1 BACK | FORMATIONS "
ACE RT SINGLE RT
R TE WR ' TE
0 _00D000 y O OOHOOO
X Y X Y
, o O O O
HB O Z HB O
F8 Fg
ACE/SING/I RT OPEN WHIZ ACE RT
O OOEOO O O OO0 O
; \
O | O I _ms O 0O
- HB ' Z
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FB FB
JET ACE/SINGLE RT Z0OM ACE/SINGLE RT
O ,0CE000 @) OOSOOO
X «L\A, O O e Y ®
| HB HB ' z
O O
F3 : F8
SHIFT CET ACE/SINGLE RT SHIFT ZOOM ACE/SINGLE RT
(Z SHIFT) - (HB SHIFT)
o OCCLLCC O O CCLICOCO
X N Y z X - O Y
-~ = e e el —_— —_ ~ L S ‘:;_‘——_—_m—-(v' O
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| O S HB O 7
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STACK ACE RT | | STACK SINGLE RT
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1 BACK | FORMATIONS

" DEUCE RT " DOUB}E RT -

TE OO%OO 5 WR O WR OOEOO O WR
O O O O v 4
HB <:> 7 HB (:> Z

Z00M DEUCE/DOUBLE RT

;oogoo | O . 0000 O
I SN

HB O

SHIFT JET DEUCE/DOUBLE RT B DART LT
(Z SHIFT) .
» 00000 | oE06 [ ;
- f\:“:*p:‘::-:—::Q_ Q O CY) © 8 % c |
O S Ie :
& FB

DEUCE/DOUBLE RT MOTION :
‘ TE
O CCLCOO )* CCLCO O
| HB O | 7 X O zZ

F3 FB

© DEUCE RT WHIP

WHIRL DEUCE/DOUBLE RT LONG FLY TRIPS/TREY LT
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1 8ACK | FORMATION
TWINS RT FLANK RT
WR TE HR
O OO%OOO TE WR O OODOO O WR
X Y O O X O O
' F5 Z Fa
O O
HB HB
TWIN RT OPEN FLEX RT
WR .
TE WR TE
Q@ 00goos = |m O 0OHOOC
y - 4 (:> X (:) Y : (:>
FB z | FB
O ©
HB HB
FLANK RT SWITCH JET FLEX RT
LR »
O  CCICOO0 =« O _CoOIco0
: de O T OZI0TIT ¢
73 ; P
O O
HB
e ey T ApEn SHIFT Z0OM TWINS/FLANK RT
SET TWINS FLANK/FLEX/TWIN OPEN s sHiETy
O OCDOOC> O CCL:COO
O q J__ L WIS © >O ~ C
TWINS FLEX N~
F8 O FLEX O 8 Z
HB
. I
TRADE TWINS/FLANK RT FLY FLEX RT

-_5999

FB
(SHIFT FROM L.D.S.

T
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1 BACK | FORMATIONS
TREY RT TRIPS RT
(2 TE'S) (3 WR'S)

16 WR

S 0080065 .

OOOQCO =«
EE% rO O X
F8 z
O
<£2 | | HB
TRIO RT ’ JET TRIO RT

TE WR

OCHO0 O, .| O 800 000
'O o Y-r---

(:) F3 7 (:)

HB . HB

JET TREY/TRIPS RT SHIFT Z0OM TREY/TRIPS RT
(FB SHIFT ON 2ND COLOR)

OCLO0O | O ©CEo00
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F8 Z - F8
O | | O
HB H8

TREY/TRIPS RT FAKE JET ' TRADE TREY/TRIPS RT

CCLICOO o CCLIOO
8200, |9 oo,
<:> FB
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STACK JET (REY RT STACK TRIPS/TRICE RT
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GUN | FORMATIONS
SHOT GUN RT RIFLE RT
(SHIFT FROM QPEMN) R " (SHIFT FROM SPLIT)
; :
OOEOO RB LIR O O P OODOO RB ¢ &
o, OO0 1| » & S
HB FB oy HB FB
O O
Q8 N
FLY S.G. RT RIFLE RT RARE
WR WR WR
WR ,SOOUOO " JA O O RBOODOO TE RB O
oNe O Lo O OO
Y HB F8 HB Y FB
O O (TE/RB SWITCH)
ZOOM S.G. RT RIFLE RT FLY OUT
WR WR [ WR
CCCO0 O J|o  _comoo.. .8
O Y ¥ O OOz
HB F3 - FB Y
O O
BUZZ S.G. LT RIFLE RT FLY IN
MR '
WR IR WR
O Cchoco . &1 8 occoo
T X Q
| O Ob 7 Q
HB HB
O O
S.G. RT H SHORT LONG FLY RIFLE RT
WR . _ | WR
‘l_.ws OG!‘“":CO ‘.'!R‘ O ‘ O TE QBO OEQO O Y
X O 0O 2 X OO0 | O
FB v

Y HB
e F8
@
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HB FB

GUN | FORMATIONS
. GUN TRIPS RT B GUN DOUBLE RT |
) RB<:><:>[:3<:>(:) TE aﬁ% O WR <:>(:>[:]<:)<:> RB TF (5
@) OO 7 ‘ O OO
HB T HB By
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R WR WR L
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Y HB O X By
O
GUN FLEX RT GUN SPLIT RT
WR WR WR
Sone ' ;
S&C“60§5§ O O goo:oog&g O
Y O 8 X - o FB Y
OPEN RT :
4R WR |
D) <:}<:>EE;<:><:> (;> WR (:3(:31:3<:><:>
RB Y ' |

OCCISCO

OOCCO
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FORMATION MOVEMENT
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BACK | MOVEMENT F-
| FAR RT H MOTION I RT TB MOTION
O Qo000 O OCLOO O
. @) Y o ; O ; C
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HB  F3 | 8
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HB B % g
I RT TIGHT F SHORT I RT WING TB SHORT
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RECEIVER

Z00M I RT
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- @
8?3 Cr?s (F_B) :
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RECEIVER | MOTION
STACK Z0OM I RT SLOT STACK WHIZ SPLIT RT TIGHT
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RECEIVER | MOTION

I RT FAKE Z0OM SPLIT LT FAKE FLY
OOL0O0 0 | OODOO
OT——@j C(f (X)
O F3 Z O .
(:) T8 FB HB
v
I RT PAIR ZING :"; Z00M I RT PAIR
7 ole/nlele O OO
Noo-oR % Cf 4990
Ors . Z O s
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SHORT ZOOM I RT SLOT OPEN T FAR RT PAIR SHORT
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"0.00OCo0 ¢ |0 O0C00 O
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@ Q () ~ OF




THE SHIFT

PROCEDURE
WHEN A QUICKX CQUNT IS CALLED LINE UP IN THE FORMATION CALLED; OTHERWISE, SHIF

TO AND FROM ALL FORMATIONS. ALL BACKS AND RECEIVERS MUST MOVE TO A NEW POSITION.

THE DEFENSE MUST HONOR EACH FORMATION  LOOK. THEREFORE, THE OFFENSIVE TEAM MUST GET

SET AND THE QB MUST ATTEND TO THE USE OF THE CADENCE.
PRE SHIFT STANCE

1. OFFENSIVE LINE FOLLOW CADENCE RULES.

2. WIDE RECEIVERS 2 PCOINT UNLESS: TIGHT, WING, OR NASTY - 3 POINT
3. TIGHT END 3 POINT UNLESS SPLIT WIDE.

4, STACK CALL FOR X-Y-Z IS A 3 POINT.

5. BACKS 3 POINT UNLESS IN GUN/HB IN I/RB IN 2 BACK SETS.

THE SHIFT COUNT

1. A 3 COUNT SHIFT IS USED WHEN MOVING TO A NEW FORMATION.
2. NO SHIFT WHEN THE SNAP IS GN 1ST SOUND (HUT), SET OR GO.

3. ALL MOTION BEGINS ON RED (1ST HUT).

BACKFIELD RULES

HALFBACK : FULLBACK

I/FAR/NEAR - MOVE ONCE ON ZND COLOR I - MOVE ONCE ON 2ND COLOR
SPLIT/CHANGE - MOVE ONCE ON 1ST COLOR FAR/NEAR - NO MOVE

FULL - HB AT WR SPLIT/CHANGE - MOVE ONCE 2ND COLOR
HALF - MOVE ONCE ON 1ST COLOR FULL/HALF/SPREAD - NO MOVE

SPREAD - MOVE ONCE ON 1ST COLOR GUN FORM - MOVE ONCE ON 2ND COLOR
SINGLE BACK - MOVE ONCE ON 2ND COLOR R
GUW FORM - MOVE ONCE ON SET

ALERT: SNAP COUNT ON 2ND COLOR. ALL SHIFTS ON_1ST COLOR. QB MUST PAUSE!

RECEIVERS

TIGHT END - START FROM OFF/OPEN/NORMAL - MOVE O“CE GN 1ST COLOR.
WIDE RECEIVERS - START FROM NASTY/NORMAL - MOVE;ONCE ON 1ST COLOR.
SLOT - X DICTATES Z MOVE - CAN EXCHANGE

?ASS SHIFT RULE: ROVER ALIGN OPPOSITE, OFF ON ﬂ?T COLOR, SHIFT ON 2HD COLOR
790 116AT cnD SHIFT RULE: Y ALIGH OPPOSITE SHIFT ON 2ND COLOR
JUrP RULE: BACKS/RECEIVERS SHIFT ON 2ND COLOR

+
[

C

(Ti



QUTSIDE RECEIVERS
INDIVIDUAL ROUTES



RECEIVER PROGRESSION

SITUATION
FORMATION

PLAY

ASSIGNMENT

SPLIT
P.S.L.

STANCE (SEE THE BALL AND THE DEFENSE)
RELEASE (ANGLE OF DEPARTURE (CLEAN/HELD UP)

R.O.M.

(SEE TWwWO DEFENDERS TO READ THE COVERAGE)

BASIC PLAY
ADJUSTMENT
BLOCK - CONTACT POINT

PASS _

CATCH
RUN

BREAKING POINT

PRODUCTION/NO EXCUSES
KNOW THE BIG PICTURE 1ST
WORK ON THE LITTLE THINGS 2ND

WR TIPS VS. MAN COVERAGE

1.
2.

3.

WR TIPS VS ZONES

MUST BEAT DEFENDER WITH SPEED MOVES AT THE BREAKING POINT.
KNOW THAT THE DEFENDER READS YOU SHOULDERS AND HIPS, NOT
YOUR HEAD FAKES,

STUDY YOURSELF TO SEE WHAT TIPS YOU UNCONSCIOUSLY GIVE

THE DEFENDER THAT TELL HIM WHEN YOU ARE AT THE BREAKING
POINT. . ' S

EXAMPLE: . bARMS -SPREAD AT BREAK

1

INDR 1

YOU BECOME ERECT (& SHOW YOUR NUMBERS AT BREAK,

.  HANDS MAKE A FIST AT BREAK.
R AND OTHERS---==m=-

A
B.
C. ARMS STIFFEN AT BREAK.
D
E

1.
2.

3.

4.

BE READY TO "SLIDE" TO OPEN AREA

GET DEEPER THAN THE LBERS SO THEY LOSE VISION OF YOUR

ROUTE. o

IF RUNNING A MOVING PATTERN, BE ALERT TO "SIT DOWN IN THE
HOLE IN ZONES' '

WHEN YOU "SIT DOWN®, SIGNAL THE QB BY TURNING YOUR SHOULDERS
TOWARD THE-PASSER. THIS TELLS HIM YOU ARE SETTLING DOWN.
BURST AT THE END OF YOUR PATTERN (BEFORE YOU BREAK) TO
CREATE A CUSHION BETWEEN LBERS AND DB'S.

Y
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SPLIT RULES

X ROUTES 1,3,9

Z ROUTE 1,3,9
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1
NOTE: WE WILL REFER TO THE ABOVE RULES AS THE 1-3-9 RULE
' I

{
X ROUTES HITCH 2,4,5,6,7,8

-

O I

® - g
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J Z ROUTES HITCH 2,4,5,6,7.8
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NOTE: WR'S WHEN WE SAY SPLIT
THE NUMBERS. YOUR

OR OUTSIDE NORMAL

|
oogooo | *@
0

NORMAL WE| WANT YOU 3 ¥YDS OUTSIDE

HRULES WILL ALSO INCLUDE INSIDE NORMAL

iHNDR 2
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INDR 3
9

8 PASS ROUTES OUTSIDE RECEIVERS

4

6/'2’ ~; ceco
000050

ZERG =~ TIGHTEN SPLIT, RELEASE INSIDE IMMEDIATELY AND CROSS TO THE OPPOSITE
SIDE OF THE FIELD. DEPTH WILL VARY FROM 8 TO 14 YDS.

1 - DRIVE OFF THE L.0.S. 4 STEPS, BREAK OUT OEF THE INSIDE FOOT ON THE 4TH
STEP. LOOK FOR THE BALL OUT IN FRONT.

2 - DRIVE OFF THE L.0.S. 5 STEPS, BREAK IN AT 45 DEGREES OFF THE OQUTSIDE FOOT
ON THE 5TH STEP. -

3 -DRIVE OFF THE L.0.S. 6 STEPS, BREAX OUT OFF THE INSIDE FOOT ON THE 6TH STEP. <:;9
LOOK FOR THE BALL OUT IN FRONT.

4 - DRIVE OFF THE L.0.S. TO THE 17 YD AREA, BREAK INSIDE OFF THE OUTSIDE FOOT
ANGLINGiNG TO 20 YDS DEEP.

5 - DRIVE OFF THE L.0.S. TO THE 17 YD AREA. PIVOT OFF THE INSIDE FOOT AND
COME BACK DOWN THE SIDELINE.

6 - DRIVE OFF THE L.0.S. TO 12-14 YDS. PIVOT OFF THE OUTSIDE FOOT AND COME
BACK TO THE QB. DEEP 6 ROUTE 14-16 YDS.

7 = INSIDE RELEASE READ THE CORNER FOR ZONE/HM-M BREAK TO QUTSIDE.
8 - DRIVE OFF THE L.0.S., BREAK INSIDE AT 12-14 YDS. LOOK FOR BALL IN 2 STEPS.

:9 = SPRINT TO CORNER'S INSIDE SHOULDER, RUN THROUGH DEFENDER'S QUTSIDE SHOULDER.




ZERD

e INDR 4
VS BUMP
WS
c : <
-~ o =7 / SS

8=i6 Ybs

b a9/ B B o
ood - O0oggoo o
VERSES -BUMP 3 STEP out SIDE RELEASE O :

SLIP UNBER AND SPRINT TD sz snas_.
PivaT BAck IF CoventED. : : O

O

O MH coveraes

FAKE ZERO

&—

1 2

. Y\ 7‘ JPPE 74
| Mgy 10=14 ¥YHS /
ss
\/F\E
000 g do0mo0d
] a .0 OOoOQ4goo/o
FAKE ZEAO DRIWVE To THE BaLy Pller ' (:)

BACK SuTSIL€ OFF THE UPFIELS Foot M-M
Run Bhacie oursise. Z‘aue/BmvcxeT O

Lu)) THE HOLE A ' onE COVERAGE

I. TIGHTEN SPLIT - NASTY 3-6 YDS

2. SPRINT TO GET TO THE OTHER SIDE OF THE BALL.
3. LOOK TO QB WHEN WANT THE BALL.
L." BE READY FOR THE .QB TO STOP:YOU WITH THE BALL.

5. READ THE COVERAGE WHILE RUNNING
6. KEEP MOVING UNDER CONTROL '

7. M-M BE READY TO USE NOD-UP

8... ZONE BE READY TO LUL THE HOLE = DO NOT STOP

e

QB - KEY THE RECEIVER LOOK, ALERT FOR OPPOSITE LBER/CLOUD




#l

THRD 5
CORNER OFF CLOUD BUMP -
)
= Z ( s
Lul
5/ ' 5/ SPRINT

l

l

|
Q,

Pur THE BAll IN FRoONT

>
BREAK OuT
ON 4TH Step
OFF THE IN-
SIDE FeoT

J

©B8: ONLY THROW 1F WR ClEAN

GET WibTH
FREEZE STEP

c/ GET UPFIEL

FREEZE STEE

OB ONLY THROW IF _NO SAFETY COVER

HITCH

/!
l
I
b
l
Q.

PIVOT IN

Z1P VS BUMP

ROCKET

-

,,/”’/”’

|
W x
:

Q

LB ENGuES
PRESSURE BREAx

THIS ROUTE IS A 4-STEP BREAK OFF THE INSIDE FOO™ AT APPROX MATELY 7 YDS,

HITCH 11 / 11 HITCH TELLS GIVEN RECEIVER TO PIV

ADJUSTHMENTS AS #1 ROUTE.

=

|

i

QUARTERBACK - 3 QUICK STEPS - PIVOT AND THROW

.
2.
3.
4,
5.

ALERT PUMP 1

DO NOT TELEGRAPH

SEE COVERAGE AS YOU PIVOT

ONLY THROW FADE IF RECEIVER IS CLEAN

MUST PSL COVER LOOK - SAFETY CORNER ALIGNMENT

BE AWARE OF SS ALIGNMENT STRONG / WILLIE ALIGNMENT WEAK {

FOR CORNER WHO IS CLUER

ALERT PUMP HITCH 11 / 11 HITC< FOR CORMFR WHO 1S CLUER

OT IN AT 7 YDS. HITCH HAS THE SAME



A

sty v

CORNER OFF

45
\ BREAK T N

ON 57TH STEP
OFF THE OuT-

|
I
: SipE FooT
I

O,

ANTICIPATE THRoWING LANE

CLOUD

FLATTEN UNDBER
SAFETY

PUSH FUIl 7YDs

j’RLsnss TANSIDE

Bump

® ReELEASE OUT-
| SIBE

ORB: ALERT Tp HoLb THE BALL

9 YD LINE IN

THREFE STEP
BREAK

: THREE QUICK STEPS

OB: ALERT To HotLh THE BaLL
‘ BRACKET

=

PusH SHAULAER

N

-

DRIVE AT SAFETY

@B8: ALERT To HoLp THe BALL

ROCKET

X

L '\\
, c
PRI

ol‘

/ ‘~1 TNSIDE SLIP
W

VS LB ENGALE
|

Q.

THIS ROUTE IS EXPLOSION OFF THE L.0.S., NO FAKE AT THE BREAK. MUST BREAK DEEPER

THAN THE UNDERNEATH COVERAGE, TEXPECT THE BALL BETWEEN THE. W-M BACKER.

GET INSIDE THE CORNER VS CLOUD/BUMP.

QUARTERBACK

I. 3 BIG STEPS (+9 IN 3 QK) 'SET ON BACK FOOT.

2. ANTICIPATE LANE BETWEEN W-M BACKER

3. MUST ALLOW FOR CLOUD_/BUHP ADJUSTMENT.

4. PSL SS ALIGNMENT, KNOW'IF WS IS LOOSE/TIGHT.

ALERT PUMP 2

BREAK ON SAFETY FOR AGGRESSIVE

SAFETY.



PASS ROUTES

ZAD.

INSIDE RECEIVER

ROUTE

N

QODOO

4 ROUTE

VS ZONE/M-M

SIDE RELEASE UNDER THE M LBKR. KEY THE INSIDE RELEASE AND SPRINT TO FAR SIDE OF FIELI
UM LBKR. SET DOWN OVER TO OUTSIDE THE GET PAST NEAR M LBKR LOCATE W BKR. FOR LULL
>0SITE TACKLE. BE A STATIONARY- TARGET AREA. DEPTH 10-14 YDS FAR SIDE.
} YDS DEEP. ALERT TO UNCOVER. -
» 2 INSIDE RELEASE NO BALL RUN RGUTE DO NOT BE HELD UP - SO NOT DRIFT
\OUTE VS ZONE/BANJO “"H ROUTE VS SLIDE
BKR UNDERNEATH S W
COLLIDE WITH <
UPFIELD SHOULDER :5 "
[] ] & pop
‘ : B
av ;, AVA D,/"""“ v v V Ov []

(QB MUST ANTICIPATE USE TOUCH)

,IDE RELEASE ALERT FOR POP VS M L3KR DOG.
ITE DEVELOPS FROM 7 TO 12 YDS DEEP. FORCE
OLLISION, LOSE GROUND OUT OF THE ZREAK.

W IT DOWN.

VERSUS SLIDE FLATTEN AND RUN UNDER THE WK
SAFETY TO FAR SIDE.

INSIDE 4 IS #1 IN 844 PROGRESSION

QUTE VS M-M

SIDE RELEASE VS SAM BKR INSIDE'M-M LOCK
Y. PRESSURE SAM BKR AND LOSE AROUND ON
BREAK.

9 ROUTE z

1 0O
Ov v v O

O0oOgoOo
O

OUTSIDE RELEASE MUST NOT BE HELD UP.
BEING BUMPED OFF COURSE.
15-20 YD AREA. DO NOT STOP OR SLOW DOWN IF
94 CALLED. CALL LUSS AT 93 CALLED. SPRINT
WHEN 485 COMBINATION CALLED.

AVOID
LOOK FOR BALL IN THE




Lgre-

PLUS 7
CORNER OFF CLOUD BRACKET
T I 7
=7 /}
¢ < ¢
0-12 YDS
C QB ALERT

‘0.

CORNER RETREAT
INTO PATTERN

RELEASE INSIDE WORK SAFETY

TAKE INSIDE SAFETY QUT

7

a

BREAK U

UNDERNEATH

SELL ROUTE
INSIDE

BUNP

;; =7
s

g

45° BREAK

RELEASE OUTSIDE DRIVE INSIDE

SAFATY BACKS

S 7
C_—

S /&Q

O

TREAT LIKE BUMP

BASIC SPLIT
5 STEPS).

THE GO BEHIND.

FROM PLUS TWENTY TO THE 9 yp LINE TH

IUnR QBHCK

. SEVEN STEP

3

SAME AS BASIC 7.

EREAK BACK OUTSIDE UNDEQ TH

DROP -

SHARP POS

-

TR o
GET DEPTH FAST - C"”NOT DELIVER LATE.
MUST READ THE COVERAGE NITH lnE RECEI

VER FOR ADJUSTMENTS.

DG NOT THROW IF CORNER IS OUIQIDE JATCHIJG YOU..

BE AWARE OF THE CLOUD CORNER QE:REATIVG INTO IHE PAT

TERN.

MOVE AT 10-12 YD AREA.

MUST SELL POST (AT LEAST
E CORNER, UNLESS THE CORNER SQUATS IN TWILIGHT AREA -

E RUNNING POINT OUT OF THE BREAK IS THE NEAR FLAG.
"ROM THE PLUS 9 YD LINE IT IS THE. FAR FLAG. g



g -
CORNER OFF BUMP ' BACKER/SAFETY g
—— A — AL H
‘7\_ / ZONE | R‘ts
. BREAK AT 12 YDS
/ ¢ Ree /4
\ ® ° ' @
o o : o
RELEASE AT 0/S SHOULDER | RELEASE 0/S THE CORNER  RELEASE OUTSIDE
CORNER OFF ~ BURST 8 BURST 8
7 DEEP BEHIND )ﬂ VS CLOUD
THE SAFETY VS BUMP
M-M C
]
I o,
! ¢
I . W pa
I W [~}
ol " 4
e -] E’ 8
_ATTEN BREAK VS M-M SLANT BURST-RUN BEHIND SAFETY GET INSIDE CORNER/WORK SAFETY

DRIVE AT THE OUTSIDE HIP OF THE CORNER. BREAK INTO SEAM AT 12 YDS - INSIDE THE -
CORNER AWAY FROM THE SAFETY, SO QB CAN THROW - "THE BALL ON TIME INTO SEAM.

VS 18 RECEIVER RELEASE TNSIDE VS CLOuD/BUMP VS BURST 8 RELEASE INSIDE VS CLOUD "o
QUARTERBACK

1. BASIC 8 - ONLY THROW VS PERFECT LOOK

; 2.. MUST NOT PULL RECEIVER INTO THE SAFETY.
3. 5 BIG STEPS HITCH STEP - DELIVER BALL ON TIME INTO SEAM.
4. 18 VS BUMP/CLOUD BE READY FOR RECEIVER ADJUSTMENT.

“5. RECEIVER SHOULD CATCYH THE BALL RUNNING.




INDR 15

STAY IN LANE
‘O
e

SINE OUT O CORMER

IN THE HolF
VS PIAY NAcTion

MUST KELEASE OUTSIDE Cloub

79
CORNER OFF CLOUD BUMP
4
p oL /
/s Y
C )
S SPRIN
DRIVE TANSISE
GET ON TOP c
Run THeU L
075 SHDUIBER <« OuicK THRow GET LPAE.

% FREE2E STEP
]

Ouieic I YERSES Bymp

" CORNER INSIDE CLUER
v C )

O

T _WIDTH OUTSIAE

LINEBACKER/SAFETY ON WR

USE CLoUuD RE)EASE

BRACKET

RUM CounrsE - SPLIT DEFENDERS

EXPLODE OFF THE L.0.S. INSIDE QUT ON TKE CORNER, RUN THE CORNER DOUN,
THIS IS A MECHANICAL ROUTE - STAY ON COURSE - THE RECEIVER MAY EMND UP INSIDE OR

OUTSIDE THE CORNER.

DO NOT LOOK FOR THE BALL UNTIL THE 40 YD AREA DOWNFIELD. VS BUMP BEAT THE CORNER
ON THE L.0.S. - SPRINT UPFIELD .

QUARTERBACK

l. 5 BIG STEPS HITCH STEP AND THROW/PIVOT THROW VS CLOUD/BUMP.

2.

THE BALL MUST BE THROWN ON TIME WITH ARC.

3. THE BALL IS UP IN THE AIR BEFORE THE RECEIVER CLEARS THE CORNER - MAKE THE
RECEIVER DIG FOR THE BALL.
L. vs BUMP BE ALERT FOR QUICK-9.

5.
6. QB P.S.L.
989/3569

L0 HI 2

COVER

1-0N-1

sCt

[A4]

ACE NAUNITC I AT ryAanm fo1pun
- - R A . [T

- o

VS CLOUD ONLY THROW IN THE HOLE IF THE CORNER IS NOT RETREATING.
LOCK FOR COMPLETE
- RECEIVER TAKE BEST RELEASE, BUT STAY OUTSIDE

- TEFTIUCD MET



AUXTLLIARY ROUTES

V-0UT
BREAK
-7
/Hwﬁ
Csnueg
7 Lol

DERIVE AT SAFETY
&
&

D witH Play Pass

Zl

m——

¥
by

BEAT COLNER THAT

X&ves oal 2

!
I
I

O,

QFF THE 2 RouTe

3 PUMP

C
READ CotNER ]
I THSIAE /o

2. OUT SIDE /”

BREAK. 3 OUT AT (0 Yis

STALK GO

ull % BUAST BY
¢ BACK/ RuaAsT AY

0.

D_WITH PLAY Pdss

2 PUMP

T'BUIZST STRAIGHT UPFIELD
‘\\

[
]
l
i

Y

.O.

BEAT AGGRESSIYE SAFETY

6 PUMP

STAY WIiAE

Lvn BuasT, Ao b In tavn.
Loowk AT

~—

‘O.

BEAT CORNER PLAVING FOR b

FAST 8

FAST FLAT RQEax

- SPURT 4

Auou; LINE BACKEL S

j

a4

FAST 4

SPRINT TO FAR SIDE oF RIELD

KeEaD DEFENSE ;:mz_u::‘r 8-18 YAS
OCoodoooo| oo o
. O O
C:) <:> ) <:> <:> . '.'f}
SFPoT = | A
€ o Bd ONCANNONON® S~
TEFPS ~—LDCK nom |

—

——



INSIDE RECEIVER
INDIVIDUAL ROUTES
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-
PASS ROUTES INSIDE RECEJVERS

RIES E///? 70

LIO < / '\3

INDR 18

30

ZERO

O O00GOO

> TEENS

O

ZERO - RELEASE INSIDE, CROSS TO THE OPPOSITE SIDE

10

20

co

(TEENS) - RELEASE OUTSIDE DRIVE UP FIELD., 1 STEP BREAK DIRECTLY TO THE SIDELINE

LOOK FOR BALL OUTSIDE OF WR POSITION
RELEASE INSIDE CROSS TO SPOT OVER OPPOSITE TACKLE SET DOWN AT 7 YDS. 'Lf?
. . . . T,
RZLEASE INSIDE, DRIVE QPF;ELD. PRESSURE M BACKER. BREAK OUT 7-9 Y1) AREA. (:;2
RELEASE INSIDE. DRIVE UPFIELD TO THE 10 YD AREA. (ROS5 TO OPPOSITE SIDE.
RELEASE OUTSIDE lNTO.SEAﬁ‘IZ YDS DEEP. READ COVERAGE FOR HOOK CR OUT.
RELEASE RELATIVE T0 PATTERN CALL. DRIVE TO 8-12 YD AREA. PIVOT INSIDE TO THE Q3.

BEST RELEASE PUSH UPFIELD TO L0O-12 YD AREA. READ COVERAGE. VS M/M BREAK TO CORNER.
VS ZONE SAIL INTO DEAD AREA. )

BEST RELEASE.PUSH UPFIELD TO 10-12 YD AREA. READ COVERAGE.

RELEASE OQUTSIDE INTO SEAM AND SPRINT STRAIGHT UPFIELD.

(ALERT ON INSIDE RELEASE ROUTESZCHECK QB FOR POP)




PASS ROUTES

INSIDE RECEIVER

"0" ROUTE

. O O

H Y Voc%]
INSIDE RELEASE UNDER THE LBKR'S. GET T0
THE FAR SIDE OF THE FIELD, THEN LOOK FOR
THE BALL - USUALLY OUTSIDE THE FAR HASH

MARKS, NO DEEPER THAN 5 YDS DEEP.- LULL
FAR SIDE/VS DOG LOOK QUICKER.:

1_ROUTE VS CLOUD

%,
O O

AV v O 0
O OO

O

THER-

\5/
CLOUD LOoK

P

O

QB ALERT SKY/CLOUD LOOK
17 KEY SS VS SKY. '
. 2 KEY CORNER VS CLOUD.

FAKE "Q"
COLLISION LBKR

v v |

SNGIuNONe
o

[(NSIDE RELEASE PUSH PAST M BKR TO THE CENTER

/S M-M COMEBACK OUTSIDE, VS ZONE SETTLE IN
{OLE. BE 7-12 YDS DEEP. R

g

1 ROUTE (ARROW TECHNIQUE)

W

ROLLED LINE puMp

3-4 YDS DEEP

v v 4
OO%&OOO

- OUTSTDE RELEASE DIRECT

END UP 3-4 YDS DEEP &
SET DOWN. FACE THE QB. BE STATIONARY. BE
ALERT! THE BALL MAY BE THROWN LATE. CATCH
THE BALL SPRINT DIRECTLY UP THE SIDELINE.

O

LY ON A COURSE THAT WILL
YDS FROM THE SIDELINE.

ROUTE (FLAT TECHNIQUE) VS sKy |
: DOTTED LINE pump 1

0O O

V™ e~

D e

7 v v o~ o
>0g o0 0 g

TSIDE RELEASE 1 STEP UPFIELD THEN FLATTEN,
N PARALLEL TO THE L.0.S. READ THE QUTSIDE
VERAGE. LOOK FOR THE BALL IN THE AREA

TSIDE THE WR BKR D0G-LOOK FOR BALL
ICKER. :

1 ROUTE (ARROM TECHNIQUE) TE MOTION

O O

]

0
O

QL

3-4 YDS DEEP
v O

O’O j

FLY OouT




2 DELAY

CORNER QFF

ns [\G‘w

1/KEY QB FOR DELAY

BUMP

3 STEP OQUTSIDE RELEASE

LINEBACKER ON

.

\‘-w-?

&

RELEASE AROUND BKR

cLouD
IQHL
5
PRESSURE :
THEN DELAY i
C i
e
@
GET INSIDE THE CORNER
FAKE-DELAY
‘s-"“~ﬁ<:::::;\
VS ZONE -
SET DOWN

{
(
t
O
e

DRIVE 5 YDS INSIDE-SELL DELAY

BRACKET

o f

DRIVE O/S DEFENDER STOP

BASIC 2 DELAY - DRIVE UPFIELD 5 STEPS {
VS LOOSE COVERAGE, Q8 LooKs

7 YDS) BE READ? FOR THE BALL
70 YOU, DELAY INSIDE UNDER THE LINEBACKERS.

RECEIVER MUST DRIVE THE COQNEQ OFF, FIND THE NEAR M BACKER

1. BACKER DEEpP - DELAY INSIUE

2. BACKER INSIDE WAITI

~ 3. VS BUMP/CLOUD GET INSIDE THE CORNER

NG - STAY OUTSIDE IN THE DEAD AREA

4. FAKE DELAY - DRIVE UPFIELD 5 YDS RELEASE INSIDE FAST WHEN DEFENSE FOLLOWS

PIVOT OUTSIDE - VS ZONE SET DOWN IN DEAD AREA

“QUARTERBACK

1. 7 STEP DROP - FIND THE INSIDE BACKER

2. KEY THE RECEIVER ALLOW For ADJUSTMENT -

SO NOT L

LEAD THE RECETvER




43
10UD BUMP
CORNER OFF 5000 LULL JO gLl
ok 15-20 S
7 | BASIC 3 FADE T R e
BREAK OUT ON : ' i
| 670 STEP OFF | ROSE-SALLY 3 Run ROUTE s ALL | IPRESSURE-BRS
| THE INSIDE ROUTE VS ALL !
. : DEFENSES
1 (DOTTED LINE) o
1 c |
; GET WIDTH F

O, d

JT THE BALL IN FRONT QB:

ONLY THROW IF CLEAN

FREEZE STEP

Ve
e <f:5 FREEZE STEP
&

QB: ONLY THROW IF CLEAN

LINEBACKER/SAFETY ON WR

r—-—————?

DEEP 3

IV

AT 14 YDS
QB OFFSET

RUN ORUTE ON
LB/SAFETY

eq WL

THROW
"O

'O
= 8
- . & WR CREATE THROWING LANE

@

XB/CORNER

Xb /0

°C5,

WR PUSH TO 15 YDS COMERACK

HIS IS A MECHANICAL ROUTE. RELEASE STRAIGHT OFF THE
.-0.S. MAKE SURE TO GO THE PROPER NUMBER OF STEPS - BE
JNDER CONTROL AT THE TOP OF THE ROUTE.

ECEIVER

DO NOT STOP YOUR FEET, DO NOT SHOW YOUR NUMBERS ON
THE BREAK. S -

'. KNOW IF THE PLAY IS SALLY/ROSE
' MUST RELEASE OUTSIDE VS CLOUD!
JUARTERBACK

5 QUICK STEPS PIVOT - THROW/HANG ON THE BACK FOOT SO

CAN ADJUST. VS DEEP

3 HITCH STEP.

LGOK FOR THROWING LANE TO THE RECEIVER, NONE THERE DO

NOT THROW. ‘
P.S.L. SS ALIGNMEMT FOR COVER LOOK.

FADES ARE ONLY GOOD IF SAFETY IS LATE/CORNER FLAT
FOOTED.
QUICK GO IS 3EST VS CAVER 1/7 €258 mimgp

(DEEP 3) KEY 3 7

Aok

Xa /¢

.
O

[

VS HUMP WR PIVOT OUT AT 2 YDS
DEEPER THAN 1ST DOWN DEPTH -

NO LESS THAN 12 YDS DEEP.



1
#4 INDR g

CORNER OFF CLOUD TRALL e
I USENDD out wy
BREAKING PoinT /" CAM NoT sLIP Y
17Y0 ar 7 : ~
= THacigﬁ;f el - 4 \
sNE=T Lun / FaoT /////’/ PULL ShFETY | S < JelL ok
-m = BREA o) BREAK UNDER PR SUP uny
| BREAK FLAT AT 157D
4 _ ARey
2 YBS ’2.-Y.55 INSIBE {?C %l
Alr& s . F
e FREELE STEP € (Freeie sTep
[ ] @ [ ]
@ @ @
IINE RELEASE RELEASE TNSIOE — PUSH ouT SELL 9k 9 THem SlUp UNAER
NEBACKER/SAFETY OUT : " BRACKET BUMP
. PUsH UP
7 ' DREAK UNBER
/ S {' S
-RUM PAST ) C. ‘_:,._»~
/ ’,—7 i S
~ -~ use 3
ouT SQ
N | SLP UNDER ) _‘Rgu T SAFETY C J RELER
/'/WlTH Ruwn

. . S~ AwAY AT IS5
Q ° O YD AREA
&

Beat sAFETY

CORNER TURNS Hips
DRIVE OFF THE L.0.S. USING 2 YDS INSIDE YOUR SPLIT AND 10 YDS DOWNFIELD AS THE

AIMING POINT. PUSH BACK OUTSIDE AVAY FROM THE SAFETIES. GET YOUR DEPTH (17 vyo
AREA) BREAK INSIDE SMOOTHLY OFr THE OUTSIDE FOOT AT AN ANGLE. DO NOT STOP OR TURH
YOUR NUMBERS TO THE QB. ‘

RECEIVER MUST BE UNDER CONTROL ON THE BREAK - QB WILL THROW TO THE OPEN HOLE.
QUARTERBACK C

I." THROW ON EITHER SIDE OF THE UNDERNEATH COVERAGE. AS THE RECEIVER MOVES ACROSS
THE FIELD, o |

2. FIND THE OPEN HOLE - SHORT ARC THE BALL INTO THE HOLE.

3. THE BALL MUST BE CAUGHT- BEFORE THE RECEIVER GETS TO THE SAFETY.

4. VS CLOUD THE RECEIVER WILL OPEN ON EITHER SIDE OF THE SAFETY.

5. VS BUMP THE RECEIVER WILL BREAK QUICKER AND FLATTER

6. THROWN OFF 7 STEP DROP

FAST - 4 RECEIVER BREAKS ROUTE OFF AT 10 YD AREA, SPRINTS TO FAR SIDE.




INDR U

#5
CORNER OFF CLOUD BUMP
7 ' 7
B (N B oo | e
INSI i 5 5 LOOK OVER N
VINSIAE -
FaoT Y isio E
SHoviNER
LoME RAcK
boww s.L. i :
c SELL QK- 9

.

EZHANN-.AL ROUTE

&

MUsT RELEASE oOUTSIDE

MUsT RELEFASE ourside

. KEY 5
/ A M-m
§
Hﬂﬂ? !
!
! HUMP
Hump
C

STATIONARY PAST ISTHpwWA

LINEBACKER/SAFETY 0OUT

p\\iivb ARE R

w -8
s\

S . .(::>

SAME As ccou,a/BumP

BRACKET

.O.

COMEBACK, SHARPER/OUTSI_’)F &

THIS IS A MECHANICAL ROUTE,

L.0.S. YOU COULD BE INSIDE OR OUTSIDE THE CORNER.

CORNER DEEP BEFORE P!VOTING OFF THE !NSIDE FOOT.

KEY - TELLS THE RECEIVER T0 ADJUST ROUTE TO COVERAGE.

COME BACK DOWN THE SIDELINE

QUARTERBACK

BREAK IH 17 YD AREA DOWNFIELD OVER YOUR POSITION ON THE
YOU HQST PUSH UPFIELD, SELL THE

RELEASE OUTSIDE VS CLOUD/BUMP.

THIS ROUTE IS USED AS AN OUTLET ROUTE OFF OF 7 STEP DROP PASSES AND WITH THE HB

<

‘

i

OPTION. PUT THE BALL WHERE THE RECEIVER CAN GES(TO IT ALONG THE S.L.



B

v INDR 11
CORNER OFF CLOUD — !9_“_*’_ o
t 1g=-1bYbS / '
‘/: DEEp & S P Wk REATS CoRNER {
- ——) 12YdS Par — e | S
/) oFF buTsine — ' -7
# 4 | Foor s ! LORNER -
l -
WoRK BAck Tp | WR Plus—
o8 ol auT
c!
PUSH PAST unsed- 3, safix /Rose

NEATH Cavee.
Ace
2

/E_CORNER OFF

DaTTEA LiNE

FREeZE STep
66 ITasise

B4sic 6 ReLEASE ;Nsihe ClouUp

BREAK. TN AT 16YD AREA

INSIDE COVERAGE

(UNDER COVERAGE)
LBER/SAFETY

Y{\lens

r_BACK To OB outsipg

ROCKET/LINEBACKER/SAFETY ON

\\

/7 c
PUSH PAST
CollisioN
W

‘O,

RELEASE QUTSIDE Coluision

BRACKET

S e

DRIVE dT SAFETY

PUSH PAST SKY/WILLIE COLLISION = STAY OUIS!DE

WORK BACK TO Q8.

IF THE UNDERNEATH COVERAGE TAKES 1HE LANE AWAY STEP INSIDE WORK TO QB

IF THE CORNER/UNDERNEATH COVERAGE TAKES

VS CLOUD TRY TO GET OUTSIDE THE CORNER THEN SLIP INSIDE.
SALLY ROSE - MUST RELEASE OUtSlDE CLOUD/BUHP

QUARTERBACK

INSIDE LANE AWAY PIVOT BACK TO OUTSIDE.

1. 5 BIG STEPS - TIMED THROW VS BASIC 6-- 7 STEP DROP VS DEEP 6
2. MUST BE AWARE OF CORNEREPOSITJONAAND THE UNDERNEATH COVERAGE

3. VS CLOUD/BUMP HOLD

BALL IF FLARE TAKEN AWAY

LO/HI 6 OR 66 X BLITZ POST VS NO WS - ALERT L sky

ACERT PUMP 6 - STOP AT

LO/HI CURL 6 = UTILIZES TIGHTER SPLIT AND CURL TECHMNIQUE FOR X
661 CURL - UTILIZES TIGHTER SPLIT AND CURL TECHNIQUE FOR Z

10 YD AREA THEN TAKE OFF



BASIC 7

O,

H CORNER BREAK BACK

/7
s
BREAK SEHIND CLOUD

T

COVER 6 °

RELEASE INSIDE WORK SAFETY

—

O

DEEP 7 (747)

i
,//”/(//’» /// 7
C &< - C Ws C
i & 2
CORNER SLIDES
HEAD UP/INSIDE
TECH
S /Bke
COVER 5

le)

4 CORNER BREAK AT 45°

COVER &M  ° é}
: . @

RELEASE OUTSIDE

(SOLO) ° <::)

PUSH OUTSIDE DEFENDER BREAK BAC:

BASIC 7 ROUTE SPLIT.

ANGLE INSiDE TO 10 YDS DEEP - READ CORNER'S TECH (QUTSIDE TECH) -

DRIVE BACK OUTSIDE TO A POINT 20 YDS DEEP - BREAK BACK TOWARD L.0.S. VS INSIDE TECH

ANGLE INSIDE TO 10 YDS DEEP - READ CORNER‘S TECH - DRIVE UPFIELD 10 YDS AND BREAK AT

A 45° ANGLE.

Q8:
. "SEVEN STEP DROP

2. BALL IS THROWN AS RECEIVER MAKES FINAL BREAK.

A

BREAK - THROW TO A SPOT.

MUST NOT HOLD BALL WAITING FOR



PASS ROUTES

u3€=/~f’J7
QUTE VS M-M
U sj c
V VO
O O O

O O
O

IDE RELEASE - PRESSURE BREAK OUT IN 12 YD
. (LOSE GROUND) MUST DRIVE UPFIELD

INSIDE RECEIVERS
s

, &
5 ROUTE VS M-M HUMP
a )
v vV ¢ |
- O OO0

OUTSIDE RELEASE - PRESSURE BREAK OQUT IN 12 YD
AREA (LOSE GROUND) MUST DRIVE UPDIELD

UTE VS SOLO

vV v
T OO
O

O

_OUTSIDE RELEASE DEFENDER HANGS QUTSIDE,
HIM AND TURN INSIDE AWAY FROM WS

5 ROUTE VS SKY ’gxhs
S

START OUTSIDE RELEASE DEFENDER SHOWS SKY ZONE
SET DOWN IN THE DEAD AREA.

x&/ WS A ;\“_»
/ Hse~
\V4 ‘37[;3
O OO O

o O
O

5 ROUTE VS 1 FREE XB

BE ALERT FOR M-M QUTSIDE TECHNIQUE.

MUST DRIVE
CH SS-PUSH HIM OFF THEN BREAK.



Tube-z
PASS ROUTES | INSIDE RECEIVERS

ROUTE VS SKY 6 ROUTE VS M-M - 6/5{5
A 7 (.
\'\ \ -

d O = | |
§
[0 <7 v v v Ov Vv V [
OO%O ONORNNONOIRG'
O .
EASE INSIDE AVOID NEAR M LBKR. GET 70 12 YC GET OVER THE BALL. BE STATIONARY.
A DIRECTLY OVER THE BALL - BE STATIONARY. UNCOVER WHEN 0B LOOKS TO YoUu
X BACK TO QB.

ALERT POP KEY M LBKR

JUTE VS BANJO 6 MAN 6 ROUTE VS SLIDE

/ w%e

-
v \v4 \V4 va
00%100- O O

.

vV V
O O

ol

"YE0 THE BALL. GO AROUND THE M LBKR WALL GET OVER THE BALL.

PUSH THE WS - UNCOVER
5T THE DEFENDER. THEN UNCOVER.

We NS aé
!

OJ
v v vV v\
OO‘%IOO

6 ROUTE VS READ/BREAK CALL

USE READ-BREAK YS G LOOK OR SLIDE BY
GAME PLAN/PLAY.




PASS ROUTES

INSIDE RECEIVERS

A

L7y /./),4"

{ 1
LS /7
JUTE VS M-M ce 7 ROUTE VS BUMP sS
=g VS CLOUD
//
/
/ E] :3 o
v U YV o vV v O
%) Q O %ﬁ O Q
, o o
ASE OUTSIDE BREAK INSIDE AT 10 YD AREA. RELEEgE OUTSIDE BREAK TO DEEPp CORNER
SS INSIDE. Y
o
de ms?’v 1
IUS SKY 7 ROUTE Vs SLIDE |
g5 | ag”
] ]
\V4 \VARE V. vV O
LI O O 1o O
© e

O
>E QUTSIDE BEND BACK QVER ORIGINAL POSITION
'NTO DEAD AREA. QB HOLD Up WITH THROW.

RELEASE OUTSIDE RUN AT WS.

PUSH HIM THEN RUN AWAY.

7 _CHOICE/READ

BEST RELEASE

CHOICE - BEAT A SINGLE DEFENDER
READ - KEY THE COVERAGE

ON BOTH: THINK CORNER 1ST




PASS ROUTES | INSIDE RECEIVERS v Tuse-:
WQ “’2’ 13- cog r\xﬁ WS
WTE VS SKY ? 8 ROUTE K 6M6M LOCK-Y
s O ¢
\V4 \7D vV ¥ Q
1O O Q 0 OO O
G O O O

o

\SE UPFIELD READ FOR SKY OR CLOUD ZONE.

O

RELEASE UPFIELD READ 6M6M LOCK-Y, SHAKE

{T TO DEAD SPOT PULL UP IN DEAD AREA. STAY DEFENDER TUN TO POST.
FROM THE WS/CORNER.
TE VS M-M WG o 8 ROUTE VS SLIDE ws
10-12 ¢
3
/ [J\as
v v v vy
NI OARRONE®, / O CooOOo O
5 OO O

SE UPFIELD READ SS M-M, DQ VE DEFENDER
JN 4 ROUTE.

O

RELEASE UPFIELD READ SLIDE. DRIVE INSIDE AND
SHOW 4 ROUTE-BREAK BEHIND THE WS.

8 ROUTE FOR TE

O O
v v U
OO%OO
O
RELEASE QUTSIDE READ COVERAGE FOR PULL Up/
4 ROUTE/8 ROUTE




PASS ROUTES

INSIDE RECEIVERS

TNbE-Z

o

VED TO BEAT M-M, USE BASIC DELAY.
INSIDE THEN COME OUT. ALERT TO SET DOWN
VE MUST COLLISION DEFENDEQ

N
JELAY s / FAKE PICK 55
SET DOWN
/‘,/”/‘{il___——ﬁf - Sfdaf’
'l ;  COME UNDER S
v
O O (:) O spLIT 2-3 vos E%; O
C:j/tET UP RUN BY
£ ON THE L.0.S. - QUTSIDE RELEASE. ORIVE SAME CONCEPTS AS PICK 55, RECEIVER DRIVE INSIL
©.0.S. 4 STEPS. HARD.
“IND M LBKR
1 LBKR RUN TO RB-UP. COME UNDER ALERT ANTICIPATE ZONE
{ LBKR SETS. RECEIVER SET DOWN
KE DELAY PICK 29 ),
A
/’f F:::=;f'f” AN
D '.’l 24
v vl o v vk
3 0 0|0 o{\ "4

PICK MAN MAKE DEFENDER GO ARQUND.

2 ROUTE ALERT FOR ZONE ADJUST

o

5

vV v
mEeNe
O.

~N RUN AT UPFIELD SHOULDER MAKE THE
ER GO ARQUND
FENDER LOOSE-DRIVE UPFIELD

FEMDER TIGHT-NRIYE QUTSINE

PICK 17

¥
PICK. ™A

N MAKE DEFENDER GO AROUND.

?‘
7 e

RETST Con maae -

o o Ve

@y am

i

i



PASS ROUTES

INSIDE RECEIVERS Iude-z¢

. 72 VS CORNER UP

T
vV Vv
J O O
-R_UP, INSIDE RECEIVER PICK.

MAKE THE
R TO AROUND.

HOOK UP AS AN OUTLET.

55 UP SMASH IN

Y TIGHTEN
RB RELEASE o/

TE/TACKLE DOUBLE ON DE. TE KEY NEAR M LBKR

FOR OPEN AREA.

72 VS CORNER OFF

OFF, INSIDE RECEIVER RUN A 7 ROUTE.
E RECEIVER RUN 2 DELAY. . -

55 UP SMASH ouT

NP
v vg
O O O
O

TE DRIVE THRU SAM BKR.
BACK RUNNING UP ROUTE.

RELEASE OUTSIDE UNDER

.E PICK FLARE

NEAR M LBKR
§AM°BK3/RUN 3

el N RS
R A ol S R G

b
o s

O O



Tardz-

ROUTES FOR BACKS

P
A

CORNER 4 POST

®

CROSS Y sToP

FLAT
1. FLARE
2. SWING
3. STOP
4. M
5. THRU
6. SNEAK
7. CROSS
8. ‘up
9. POST
10. - CORNER
2. SLOW FLAT

4=

cunnT

N

C FLAR
SLOW FLAT
<PRINT PARALLEL TO THE L.0.S., TURN UPFIELD BETWEEN NUMBERS AND
SIDELINE. =~
SPRINT PARALLEL TO THE L.0.S. TO JUST INSIDE THE NUMBERS, BE
STATIONARY. ROSE/SALLY IS FREE RELEASE VS LBKR DOG YELL ‘BLIT7. @!9

RELEASE DIRECTLY TO A POINT 7 YDS DEEP ON THE NUMBERS. STOP AND
TURN OUTSIDE. BE STATIONARY.

DELAY 1 COUNT, RELEASE AROUND END'S RUSH. AT 3-5 YDS, TURN UPFIELD.
QUICK M - FREE RELFASE PARALLEL TO L.0.S. INSIDE WR ALIGNMENT.

DELAY 2 COUNTS. RELEASE THRU L.0.S. LOOKING INSIDE, AT 4-5 yps
SET DOWN. :

DELAY 2 COUNTS. RELEASE THRU L.0.S. TO OPPOSITE SIDE AT 2-3 YDS
DEEP. ' .

RELEASE OUTSIDE THE OT, BREAK ACROSS FIELD UNDER THE LBKR AT
2-3 YDS DEEP.

RELEASE OUTSIDE THE 0T DIRECTLY UPFIELD AND DEEP, LOOK TO THE INSIDE.

m

RELEASE QUTSIDE
COVERAGE

=i

HE OT DIRECTLY UPFIELD TQ 8-10 YDS DEEP. READ
RELEASE QUTSIDE THE OT DIRECTLY UPFIELD TQ 10-12 YOS DEEP. READ
COVERAGE (RELEASE INSIDE L8 IF POSSIBLE). .

RELEASE DIRECTLY AT THE LEXR BREAK OUT AT THE L.0.S. SLOW FLAT - @ggh.'
CHECK LBKR, DELAY 1 COUNT AND RELEASE. no BALL - BE STATIONARY. =

CHECK LBKR. RELEASE UNDER SE. BE 5 YDS WIDE - STATICHARY.

I N S B T erem e a . . LTI = e e e a



ROW

TUBE-;
ROUTES FOR BACKS

| WHEEL
CHOICE
OPTION
WIDE IN =~ -3
Y  CIRCLE Hodﬁﬁ
ouT ’//,,/"
//_MRUB
c0ogoo

ARROW SPRINT DIRECTLY TO A POINT 3-4 YDS DEEP, 2-3 YDS FROM SIDELINE FROM
— FULL - END UP SAME SPOT

FROM MOTION (JET) - END UP SAME SPOT
ouT BEST RELEASE. BREAK OUT AT 5 YDS - IF DEFENDER CROSSES YOUR FACE,

SET DOWN. BE STATIONARY.

SILE BEST RELEASE. BREAK IN'ACCORDING TO M BACKER AT 3-5 YDS DEEP -

LOOK FOR BALL IMMEDIATELY. SPOT-STOP OVER BALL 8 YDS DEEP (UNCOVER)
WIDE RELEASE OUTSIDE OT DIRECTLY UPFIELD, BREAK OUT AT 5-7 YDS DEEP.
N RELEASE OUTSIDE OT DIRECTLY UPFIELD, BREAK IN AT 5-7 YDS DEEP.
HOOK RELEASE OUTSIDE THE OT DIRECTLY UPFIELD. HOOK AT 6-7 YDS DEEP

- OUTSIDE YOUR ORIGINAL ALIGNMENT. .

QUICK 'HOOK - 2-3 YDS DEEP.
RUB TELLS BACK TO PICK DEFENDER ON OTHER BACK.
OPTION FREE RELEASE OUTSIDE THE OT. BREAK OUT AT 8-10 YDS DEEP - IF

) DEFENDER CROSSES YOUR FACE SET DOWN. BE STATIONARY.

CHOICE RUN BASIC OPTION, IF LINEBACKER¥OVER PLAYS OPTION RUN ON IN.
WHEEL {

}

SPRINT DIRECTLY TO A POINT 3 Y%{ OUTSIDE TE - TURN UPFIELD AT L.0.S.
LOOK OVER INSIDE SHOULDER. X ’ ‘



RECEIVER BLITZ RULES



BLITZ RULES

THE RECEIVERS/QB MUST SIGHT ADJUST VS BLITZ.

2 BACK/1 BACK SETS

A.

TW0 RECEIVER SIDE

TE/FLANKER (Y-7) RUN 12 PATTERN/19 VS BUMP (5 YD RULE)

1. TE EXCEPT ON SCAT 66 FLARE Y (TE)ARUN POP-6

2. OPTION OH --TE VS BLITZ YOUR SIDE RUN 1
SLOT (X-2) RUN 12 PATTERN/13 VS BUMP (5 YD RULE)

1. X EXCEPT ON-SCAT 66 FLARE. X (SLOT) RUN POP-§

SINGLE RECETVER SIDE

SE_(X) RUN A 2 ROUTE/S VS 3UMP (5 YO RULE)

1. OPTION OH - TE VS BLITZ YOUR SIDE RUN 1

SLOT-TE (Y) RUN A 1 ROUTE

1. EXCZPT oON SCAT’EGS/PW%P 37"0" SHOOT

ALERT MAX
Z - N0 ADJUST

SLOT - H0 ADJUST EXCEPT 4K BLITZ
X - NO ADJUST EXCEPT WK BLITZ
SHOT Gun

X ¥S WK BLITZ - RUN 3 RQUTE

Z VS ST BLITZ - RUN 9 ROUTE

Y VS WKBLITZ - RuN SLITZ 8 RouT:
Y VS ST SLITI - 2um 3 ou:

ALL UP - 2989

c

ALERT LO HI 2LITZ

X - NO ADJUST EXCEPT WK BLITZ

£ - NO ADSOUST EXCEPT ST BLITZ

SLOT _ NO ADJUST EXCEPTUK BLITZ

~%



DROP BACK PASS

A
IN

G GAME 1985 (NOT NKL)

QUICK (0B 3 STEP)
11 (PUMP

HITCH AGGRESSIVE
11 HITCH/HITCH 11
SCAT 12 POP

SCAT 212

HI/LO 212 (ARROW)

BASIC (5-7 STEP)

SCAT 368 SHOOT (PUMP 37%Q")
RIP/LIZ 428 STOP

RIP/LIZ 565 STOP

SCAT 66 FLARE

OPT 753

RIP/LIZ 787 RICKY

RIP/LIZ 844 WIDE

RIP/LIZ 989 oUT

DELAYS

OPT 279 (FK)

(SCAT 972 FK

SCAT 972 F FLAT (FK)
SCAT 55

HI/LO
7 ARROW
616/617/618 ARROW

SPECIAL

SCAT 439 F IN/OUT/POST

SCAT 545 F SEAM

SCAT 432 FK DEL F CORNER

LEE RAY

+_

X O"LAY CORNER

&

RAM/LION

K 279 DEL CORNER
279 DELAY CORNER
970" F CORNER

3 WHEEL

PICKS
OPTION 29
OPTION 55
SCAT 972

RAM/LION’DBL PICK FLARE



DROP_BACK PASSES BY FORMATION/PROTECTION

REGULAR 2 BACK SET

O ONORNECONONG
11 HITCH @,
HITCH 11
SCAT 12 FLAT o O 2
LIZ 565 STOP
OPTION 768 O SCAT 66 FLARE
LO/HI 7 ARROW RIP 844 WIDE
LIZ 428 STOP 7847847

‘ RIP 989 OUT

DELAYS
SCAT RT 972 DELAY/FAKE

OPTION 209 DELAY

LO (HI)(LEE/RAY) X DELAY CORNER/FAKE
SCAT 55 DELAY/FAKE

SLOT 2 BACK SET

O OCOoldo oo
O -

O
11 \ O Y
11 HITCH
212 H CROSS (OPEN) O
HI (LO) 212
L1Z 565 STOP

SCAT 66 FLARE
LIZ 844 WIDE
LIz 989 OUT

DELAYS
OPTICON 072 DELAY/FAKE
SCAT 55 DELAY/FAKE

RAM (LION) 273 DLY CORNER

O
HITCH AGG
11 HITCH
212 F CROSS (SCAT)
LO (HI) 212

LO (HI) 212 ARROW

SPRINT

433
66

SCAT 368 SHOOT
SCAT PUMP 37"0" SHOOT
RIP 744 WIDE

RIP 428 WIDE

PICKS

OPTION PICK 29
SCAT PICK 972
OPTION PICK 55




ACE/SINGLE

O
O

11
11 HITCH
844 WIDE

OO OO O
O

SCAT 368 SHOOT (JET)
RIP 744 WIDE

RIP 428 WIDE

989 OUT

SCAT PUMP 37"0" SHOOT

LO (HI)(LEE RAY) 72 DLY H UP/X DLY CORNER

DELAYS

OPTION 072 DELAY/FAKE
SCAT 279 DELAY/FAKE
SCAT 55 DELAY/FAKE

TREY/TRIPS

O

1
- HITCH 11

SCAT 12 FLAT
OPTION 768 (JET)

SPECIAL

SCAT 432 FX DLY F CORNER
SCAT 439 F IN/OUT/POST

SCAT 545 F SEAM

DELAYS

SCAT K 972 DELAY/FAKE
OPTION 209 DELAY/FAKE (JET)
SCAT K 55 DELAY/FAKE

O o4
O

PICKS
OPTION PICK 29

OPTION PICK 55/FAKE

SCAT 972 PICK
SPRINT 12
SPRINT 25

oNelNe
0

565 STOP (L1Z)
844 WIDE (K)

LIZ 744 WIDE (K)
LIZ 428 WIDE (K)
LI1Z 989 OUT (K)

PICKS
SCAT PICK K 972

SPRINT PWR

433
66

O

11 HITCH
HITCH AGG



DEUCE/DOUBLE

O

11 (DIG)

HITCH 11

SCAT 12 FLAT
565 STOP

LO (HI) 7 ARROW

LO (HI) 616/618/617 ARROW

DELAYS
SCAT 972 DELAY/FAKE

OPTION 209 DELAY

O O

¥

O 0O

SCAT 66 FLARE (DIG)

RIP 844 WIDE (DIG LIZ)
744 WIDE (DIG)

989 OUT (DIG)

LO (HI)(LEE/RAY) X DELAY CORNER/FAKE

SCAT 55 DELAY/FAKE (01G)

WHIP/DART
O
O 7

DIG SCAT 65 FLARE
OPTION 768

LO (HI) 7 ARROW
DIG 844 WIDE

DIG 744 WIDE

DIG 989 OUT LIz

ONONENONONe
| O ;

O

LO (HI) 616/618/617 ARROW

DELAYS

LO (HI)(LE
CORMER/FAK

Fr

/RAY) X DELAY

OO0 O

O

- HITCH AGG

11 HITCH (DIG)
212 F CROSS (scC.
LO (HI) 212

LO (HI) 212 ARR(
(MOT)

SPRINT

433 (DIG F FLAT:
66 (DIG F FLAT)

O

LO (HI) 212 ARRC



TWINS/FLANK

O OOl OO O
O o
11 SCAT 368 SHOOT
11 HITCH K 744 WIDE
SCAT K 66 FLARE K 428 WIDE

LIZ K 844 WIDE
K 989 OUT LIZ

DELAYS

OPTION 072 DELAY/FAKE (JET)
SCAT 55 DELAY/FAKE (JET)
RAM (LION) F DELAY/FAKE

TWIN OPEN/FLEX

SCAT PUMP 37"0" SHOOT
RAM (LION) 3 WHEEL

PICKS

OPTION PICK 029 (JET)

SCAT PICK 972

RAM (LION) DBL PICK FLARE (LO/HI)

O OO0OL¥O O o
O O}
L
1 O
11 HITCH O HITCH 266
K 565 STO? K 740 wipE | HITCH 11
SCAT K 66 FLARE :K 428 WIDE SCAT K 212 F FLAT
LIZ K 844 WIDE RAM (LION) K
.968 F WIDE/

K 989 QUT LIz

DELAYS

SCAT K 972 DELAY/FAKE

SCAT K 279 DELAY/FAKE F CORNER
SCAT K 55 BDELAY/FAKE

'K 97"0" F CORNER

PICKS
SCAT PICK Kk 972




NyICcK ATTACK: PROTECTIONPQCKET_AGGRESSIVEPATTERH 11 HITCHES FLARE oyIck FOOK
- O
u O]
O
A
N . O -
o o\, A e
(17 ] O O ]
O ojulele}e e)eleinlclen
J&\\\ O O O //
oy d | 3
RT 11 HITCH <:> TREY LT HITCH 11
S BLITZ -
S BLITZ -

ASIC COACHING POINTS

L

-
<

A

i
oe

HITCH 11 CALL. SPLIT ON THE # TO WIDE SIDE, OUTSIDE THE # ON SHORT SIDE.
11 HITCH CALL  USE BASIC 11 RULES. SAME CLOUD/BUMP RULE AS 11.

BASIC 11 RULES. OCPEN CALL USE X RULES.
0T: BASIC 11 RULES.

17 HITCH CALL. SPLIT ON THE # TO WIDE SIDE, QUTSIDE THE # ON SHORT SIDE.
AITCH 11 CALL USE BASIC 11 RULES. SAME CLOUD/BUMP RULE AS 11.

EY-TRIPS F3: SHAKE

AGBRESSIVE PICX UP-QUICK HOOK 3 YDS DEEP.
AGGRESSIVE PICK UP-QUICK HOOK 3 YDS DEEP. .
SAME AS 11. - | ¥

3 STEP DROP-PUT THE BALL ON THE OQUTSIDE SHQ;LDER OF WR.

RIATION

PUMP CALL TELLS WR'S ON HITCH TO HITCH-GO. OMNLY VS CORNER OFF.
SAME AS 11



LBP--

QUICK ATTACK: PROTCCTIONPOCKET—AGGRESSIVEPATTERN 11 FLARE QUICK Kook
3
O | J
(] ] =
O 3 4
r’J N “y %\
7 ~ 7
’\\3\ ~ Y | 7 J -
v
\oogoo o \pogood
| O
SPLIT RT 11 I RT SLOT 11 <:>
SS BLITZ -
IS BLITZ -

3ASIC COACHING POINTS

{: SPLIT RULE 1. FADE VS CLOUD/QK GO VS BUMP. AFTER CATCH TURM UP THE S.L.

SPLIT 1.1/2-2 YDS. POP RELEASE(PUNCH MAN OVER VS T CALL). NO BALL HOOK-UP.
OPEN CALL: TE BECOMES WR. USE X RULES.

LOT: P.S.L. COVER LOOK. SKY LOOK-

2 AND LULL/SKY JAM-2 INSIDE RELEASE
CLOUD-LEKR ON-SHAKE RELE ASE/CORNE:

R-SAFETY UP POSSIBLE SHAKE.

o LIT RULE 1. FADE VS CLOUD/QK GO VS BUMP. AFTER CATCH TURN UP THE S.L.
REY- !RIPS FB: SHAKE ' :

i3: RGGRESSIVE PICK UP-QUICK HOOK 2 YDS DEEP.
3: AGGRESSIVE PICK UP-QUICK HOOK 3 YDS DEEP.

FB WEAK PIC UP. T8 STRONG PIC UP.

(9]

3 STEP DROP-PUT THE BALL IN FQONT OF WR. PUT BALL ON OUTLETS P.S.L. COVER
LOOK-PICK A SIDE AND STICK. MUST HAVE THROWING LANE TO WR. NONE THERE WORK

OUTLETS. ANTICIPATE rDuUSlﬂENTS TO COVERAGE. BE ALERT TO THE LEKR-CORNER-
SAFETY ALIGNMENT TO EACH WR.

11 IS BASIC TO ALL FCQWATIONS,
ARTATION |

PUMP CALL TELLS WR'S TO RUN 1 AND CO. ONLY VS CORNER CFF.

L

3 BIG STEPS AND SET UP; PUMP WR. BE ALERT TO SAFETY.



POCKET/SCAT

12 FLAT DEF

QUICK ATTACK: PROTECTION AGGRESSIVE PATTERN 212 FLARE F CROSS
M~ 0 g O

7] ~ L] O

/ /‘7

J_,b \

‘./5 /\a

- ]
oouo
\ O

PLIT RT SCAT LT 12 FLAT

ST

»-—~———v

Ol O -~
NOE

{ Lo T
«—@——\Dooé\cﬁg
O

SPLIT RT 212 F CROSS

S BLITZ -
iS BLITZ -
ROTECTION ALERTS: SCAT VS 43/30

ASIC COACHING POINTS

2 ROUTE. SPLIT ON THE 2
VS CLOUD INSIDE RELEASE.

12 CALL-POP RELEASE.
RUN WIDE 1 ROUTE.

LOT: 212 CALL Y RUN POP, X RUN INSIDE 1 ROUTE.

12 FLAT.
12 FLAT.

T0 WIDE SIDE/QUTSIDE THE #
VS BUMP 3 STEP OUTSIDE RELEASE-SLIP UNDER.

NO BALL HOOK uP.
ALERT K CALL VS FLEX/TWIN OPEN VS 212 CALL.

SCAT CALL FREE RELEASE RUN FLAT ROUTE..
AGGRESSIVE PIC UP-FLAT ROUTE.

SHCRT SIDE.

212 CALL RELEASE OUTSIDE.

SLOT OPEN: Y SAME AS X.
212¥F CROSS: SAME

212 F CROSS: AGGReSSIVE.

PICK UP RUN A CROSS. VS SCAT CALL FREE RELEASE.

3: 3 BIG STEPS-PUT THE BALL IN FRONT OF RECEIVERS/BACKS ON ROUTES.
SCAT 12 FLAT-WORK X-HB: TO Y-FB AS QUTLETS.
212 F CROSS-WORK Y-Z TO FB-HB AS OUTLETS.
P.S.L. COVER LOOK FOR WR ADJUSTMENTS TO CLOUD/BUMP.
MUST HAVE THROWING LANE 70O WR'S, NONE THERE WORK FLAT AREA TO OUTLETS

VS 12/WORK Y TO OUTLETS" VS 212.
ARTATICN

212 PUMP-TZLLS Y TO RUN 1 AND GO.

~=

Q8 PUMP WR. WORK Y TO.OUTLETS.



ugp-

LO HI 3 DIGIT
QUICK ATTACK: PROTECTION  AGGRESSIVE P%gTERN 212 FLARE LO (HI) EooK FLAR.
w
} ]
| - , m
: (]
////,n - ] ]
- = D 40
‘\ ~ D ? E D D;
- ] AR Z O
) Oogooo’—’r - 0 {0PHoog
» - O | O )
(:l—}\' . (:)’L‘~(:)__~________~/,///
ARRT LS 212 (SCAT RT) NEAR RT SLOT HI 212 (SCAT LT) :

COTZCT ™Y ALERTS:  LO HI 3 DIGIT IS SCAT/212 1S AGGRESSIVE
SCAT STRONG VS 30/43

S BLITZ: RECEIVERS NO ADJUST.
S BLITZ: RECEIVERS NO ADJUST.

ASIC COACHING POINTS

2 ROUTE. SPLIT ON THE #  TO WIDE SIDE/OUTSIDE THE £  SHORT S
VS CLOUD INSIDE RELEASE. VS BUMP 3 STEP OUTSIDE RELEASE-SLIP UM

212 CALL. RELEASE OUTSDIE, RUN INSIDE 1 ROUTE.
LOT: 212 CALL Y RUN POP, X RUN INSIDE 1 ROUTE. SLOT OPEN. Y SAME AS X.
LO HI CALL FREE RELEASE-QUICK HOOK AT 3 YDS.
LO HI CALL CHECK LBKR-FLARE. C.P. AGGRESSIVE VS DOG.
3: 3 BIG STEPS-PUT BALL IN FRONT OF RECEIVERS/FLARE
WORK Z-Y TO HB-FB AS OUTLETS.
P.S.L. COVER LOOK FOR WR ADJUSTMENTS TO CLOUD/BUMP.
MUST HAVE THROWING LANE TO Z. NONE THERE WORK Y TO OUTLETS.
\RIATION

ALERT SLOT FORMATION. HI LO IS TOWARD THE TE.



BALL CONTROL  ATTACK: PROTECTION POCKET PATTERN 565 FLARE S

CEP-10
T0P

;o
/ 7 v ’ )
O ; Ff - O O -
O (:>EE§ Q0O S ng O\ OO E%;(:)<:) O
o) [e ol
SPLIT RT LIZ 565 STOP | OPEN LT RIP 565 STOP
PROTECTION ALERTS: USE LIZ RIP VS 30
SS BLITZ:
WS BLITZ:
BASIC COACHING POINTS:
BASICALLY A WEAK SIDE READ OR AWAY FROM COVERAGE.
X: 5 ROUTE (15-20 YDS DEEP). SPLIT 5 RULE. 5 ROUTE YS BUMP/CLOUD RELEASE
OUTSIDE.
Y: INSIDE 6 ROUTE. SPLIT 2 YDS. POP RELEASE INSIDE HOOK OVER THE EALL AT
12 YDS, BE STATIONARY. ALERT TO UNCOVER WHEN QB LOOKS TO YOU. READ-
BREAK 3Y GAME PLAN.
Z: SAME AS X.
He CHECK LBKR-STOP AT 6-7 YDS.
F CHECK L2KR-STOP AT 6-7 YDS.
Q8: 7 STEPS-PUT BALL IN FRONT TO WR. PUT BALL ON Y/SLOT-BACKS, P.S.L. COVER

LOOK. BOTH WR UNCOVERED WORK WEAK. KEY THE UHDERNEATH COVERAGE FOQR
A-H-Y. X COVERED WORK STRONG, KEY SS FOR Z-F3-Y. BOTH WR'S COVERED

WORK WEAK.

FORMATION ALERT:

VARTATION

- READ-3RZAK RULE FOR Y/SLOT VS COVER 6. 4ORK Y/SLOT 70O FB-HB.



Dep-

BALL CONTROL ATTACK: PROTECTION SCAT PATTERN 268 FLARE SHOOT (FLAT)(HI®
5 \ !
. R ' BREAK-READ 4
//// ] 1 ] 2 ]
( —_ 1
‘-\> d u\ N } i < >
N ////j;x/i ‘}% O | ) ? ‘;ﬁ L CHECK
0 2 . : 7
- - i@ D/D i S
O CHECK U
OCOHN@OO————- | | O oogeoo—-
" ALERT HOT O - ) /// ALERT HOT
73 ' ' " ; :
C ="K aLERT poP ?{ C_—+4
O o OaLert por O
o
SPLIT RT SLOT SCAT RT 368 SHOOT INSIDE 6 BREAK-REAK AUTOMATIC VS 6
PROTECTION ALERT: SCAT VS 30/43
SS BLITZ:
WS BLITZ:
BASIC COACHING POINTS |
Z: BASIC 8 AT 12 YDS. SPLIT OUTSIDE THE #. RELEASE OUTSIDE VS BUMP/CLOUD.

A IN SLOT: INSIDE 6. SPLIT 6 YDS. RELEASE INSIDE HOOK OVER THE BALL AT 12 YDS.
BZ STATIONARY - UNCOVER WHEN QB LOOKS TO YOU. AUTOMATIC BREAK-READ VS
6. SAME FOR TE IN SLOT 2 TGT. 4

Y (TE): INSIDE 3. SPLIT 2-2 1/2 YDS. POP RELEASE INSIDE AND COLLISION NEAR M BKR.
DO NOT HURRY! BREAK QUT (LOSE GROUND) IN THE AREA 7 TO 12 YDS DEEP. ALERT
TO ADSUST TO MAN UNDER/SAFETY COVERAGE. :

S.B.: SCAT CALL-FREE RELEASE. RUN SHOOT, MUST CHECK Q8 ON FLAT THEN SHOOT.

W.B.:  CHECK LBKR-SWING.
Q8: 5 STEPS. BALL IN FRONT ON FLAT, ANTICIPATE BREAK ON INSIDE 3-TOUCH ON BALL.

P.S.L. COVER LOOK. LBKR ON SLOT/DBS UP ON SLOT ALERT 6/3. ,
CHECK S.B. ON. FLAT PART OF SHOOT. WORK INSIDE 3 TO SLOT-WB OQUTLETS.
COVER 6/3 ZONE LOOKVCHECK SHOOT WORK INSIDE 3 ALERT BREAK-READ.

FORMATION ALERT: K CALL 968/368/163

VARIATION
363 FLAT/363 HITCH



ATTACK:

A
s

BALL CONTROI

e
AN
‘O

O OOgOO

(:_—”/—zﬁb

SPLIT RT SCAT RT 66 FLARE

PROTECTION

=
\‘-
O

Ok/

DA

T PATTERN g5 FLARE F1ARE

SCA

O

(’\
3

oood Qﬁ) O
C_—*0

<:> 66 FLARE

2
O3 O,

[ LT SLOT SCAT RT

PROTECTION ALERTS: SCAT VS

5S BLITZ:
IS BLITZ:

3ASIC COACHING POINTS

BASIC 6 ROUTE AT 12

INSIDE 6 ROUTE
BALL AT 12 YDS.
BREAK BY G

SP
BE
AME PLAN.
LOT: INSIDE 6 RQUTE
ADJUST LIKE Y.

SP

LOT OPEN: Y SAME AS X.

BASIC 6 ROUTE AT 12
VS BUMP USE BEST RE

(e8]

CHECK LBKR-SWING.

5 BIG STEPS-HITCH.
P.S.L. COVER LOOK.
(BEAT THE SHORT DEF
ALERT VS BUMP. POS
FLARE CALL.

o
0o

WIATION ALERT:

~

8 £

sRIATION: 866 FLAR

SCAT CALL-FREE RELEASE

(POCKET) X UNCOVERED WS MIDDLE.

30/43. POSSISLE POCKET VS 43. 866 FLARE IS POCKET 43/30.

YDS. SPLIT QUTSIDE THE #. BENCH VS CLCUD/BUMP.

LIT 2 YDS. POP RELEASE INSIDE WALL NEAR M BKR. FEQOK OQVER THE
STATICNARY. ALERT TO UNCOVER WHEN QB LOOKS TO YOU. READ-
VS SLOT OUTSIDE RELEASE, HOOK OUTSIDE YOUR CRIGINAL POSITION.

LIT 6 TDS. RELEASE INSIDE HOOK OVER THE BALL AT 12 YDS.

YDS. VS CLOUD INSIDE RELEASE AND HOCK.,

LEASE,

SLPIT RULE AS X.
EAK TO INSIDE.

»
SAME
[oks)
o

FLARE.

NO SCAT CHECK LBKR-FLARE.
NO SCAT CHECK LBKR-FLARE.

SHOULDER 70 SHOULDER THROW TO HOOK, OUT IN FRONT TO FLARE.
ANTICIPATE WR ADJUSTMENTS. WORK STRONG, Z-SB FLARE
ENDER) 'Y-WB OUTLETS. MUST ANTICIPATE IHROWING LANE TO Z6.
SIBLE MLB KEY VS 43. WORK X OR 7 AS £1. USE POCKET 66

DIG/K CALLS

WORK X-Y-Y



DBP-13

BALL CONTROL ATTACK: PROTECTION 0PTION  PATTERN 708 FLARE OPTION
/
T
O O
O U
OO0 O @ oogoo O
O O
@) O

SPLIT RT OPTION LT 708

PROTZCTION ALERT: O CALL VS 30/43 TELLS TE TO CHECK MAN OVER

SS BLITZ:
WS BLITZ:

BASIC COACHING POINTS:

X: . 7 ROUTE. SPLIT 7 RULE. VS CLOUD RELEASE INSIDE. VS BUMP BEST RELEASE.

Y: CHECK MAN OVER.

Z: BASIC 8 ROUTE. :

H: FREE RELEASE-OPTION ROUTE AT 6-7 YDS DEEP. POSITION YOURSELF BEFQRE THE
SNAP TO GET CLEAN RELEASE. I

Fe CHECK MIDDLE LBRK. E{

QB8: 7 STEPS. BALL IN FRONT ON 7 ROUTE%;BACK ON OPTION UNLESS BACK STOPS.

THEN PUT BALL ON HIS #'S.

P.S.L. COVER LOOK. RECEIVERS COVERED/UNCOVERED. KEY DEFENDER IN SHORT
ZONE FOR WR/BACK, MUST HAVE THROWING LANE. BE ALERT TO OPTICN ROUTE
ADJUSTMENTS. BASIC 7 OH'8 WORK X-HB.

FORMATION ALERTS:

VARTATIONS



DOWNFIELD

bap

PATTERN 844 FLARE WIDE

;PLIT RTRIP 844 WIDE

ATTACK: PROTECTION POCKET

f w oo ]
0PN005
L oRops
© o}

SPLIT RT SLOT LIZ 844 WIDE

'ROTECTION ALERTS: WUSE RIP LIZ VS 30.

ASIC COACHING POINTS

8 ROUTE. SPLIT OUTSIDE THE #

INSIDE 4 ROUTE. SPLIT 2-2 1/2 YDS.

4 T0 FAR SIDE AT 12 YDS DEEP.

LOT: INSIDE 4 ROUTE. SPLIT 6 YDS.

4 ROUTE AT~ 20 YDS. SPLIT OUTSIDE THE 2

VS CLOUD/BUMP RELEASE OUTSIDE.

POP RELEASE INSIDE. AYOID LBXR'S RUN FLAT
RELEASE OUTSIDE RUN 8 ROUTE.

AS Y.

VS CLOUD RELEASE INSIDE.

VS BUMP BEST RELE SE BREAK INSIDE FLAT-KEEP GOING.

CRECK LBKR-WIDE. KEEP GOI G TO S L.
CHECK LBKR-WIDE. KEEP GOING 70 S.L.

p
.o

TEP DROP (5 STEP-8 ROUTE).
ECEIVER VS MAN.

CHECK X WORK Y-WB.

L. COVER LOCK. COVERED/UNCOVERED
IC: CHECK INSIDE 4 WORK 7-SB.

ALERTS:

RHMATIOH

RTATIONS

DIG/K CALLS

847/744

ALERT LIZ RIP.
ALERT RIP LIZ.

ANTICIPATE AND THROW TO  HOLES IN ZONE. LEAD

AND SAFETY LOOK



POCKET

DOWKRFIELD ATTACK: PROTECTION

ooh—d 1o

[] o0
slojalelels
_g
o

SPLIT RT LIZ 428 WIDE

D8,

PATTERN 423 FLARE YIDE

PN
(]
-
o=d__

SPLIT RT SLOT 428 WIDE

PROTECTION ALERT: USE LIZ RIP VS 30

SS BLITZ:
WS BLITZ:

BASIC COACHING POINTS

X: 4 ROUTE AT 20 YDS. SPLIT OUTSIDE THE . VS CLOUD RELEASE INSIDE. Vs
BUMP BEST RELEASE BREAK INSIDE. KEEP GOING.

Y: INSIDE 2 ROUTE 6-7 YDS QVER THE OFF TACKLE. POP RELEASE INSIDE.
SLOT: OUTSIDE RELEASE 4 ROUTE 15-17 YDS.

SLOT: INSIDE 2 ROUTE. SAME AS Y.

Z: CL. 8 ROUTE, GET DEEP DOWN THE MIDDLE FAST! VS CLOUD

RELEASE INSIDE.

He CHECK LBKR - WIDE.
F: CHECK LBKR - WIDE.
Q8 7 STEP DROP.

P.S.L. COVER

BACK ON WIDE IS OUTLET.

FORMATION ALERT:

VARTATION

VS BUMP BEST RELEASE.

SPLIT INSIDE THE 2.

KEE? GOING 7O S.L., ALERT LIZ RIP.
KEEP GOING TO S.L., ALERT LIZ RIP.

ANTICIPATE AND THROW TO HOLE IN ZONE.
LOOK, BE AWARE OF WK SAFETY.

CHECK Z-8, WORK X TO Y.

KEY THE NEAR M BKR FOR 4 OR 2.



DR

DOWNFTIELD ATTACK: PROTECTIOH POCKET‘ PATTERN o089 FLARE nUT
1 1
. A 4 ‘(1
1 1 E |
n [ / O
7 / 7
O —
1o g B =
o) v 7|0 . 1
O loapmoo S0 oogooo
O o
o O @)
SPLIT RT RIP 989 0UT SPLIT RT SLOT 989 0UT

PROTECTION ALERT: USE LIZ RIP VS 30

SS BLITZ:
WS BLITZ:

BASIC COACHING PQINTS

X: 9 ROUTE. GET DEEP FAST! SPLIT 9 RULE WHEN SINGLE RECEIVER SIDE VS .CLOUD/
BUMP BEST RELEASE. MUST NOT BE HELD UP. #UST CATCH BALL DOWNFIELD OUTSIDE
ORIGINAL ALIGHMENT.

Z: 9 ROUTE. GET DEEP FAST! SPLIT WIDER THAN 9 RULE WHEN TWO RECEIVER SIDE.
SAME ADJUSTMENTS AS X.

Y: INSIDE 8 ROUTE. SPLIT 2-3 YDS. RELEASE OUTSIDE KEY THE SAFETY FCR ROUTE
ADJUSTMENTS. BE DECISIVE! SLOT: OUTSIDE RELFASt, 9 ROUTE.

SLOT: SAME AS Y. SPLIT 6 YDS.

H: CHECK LBKR - ALERT LIZ RIP.

F: CHECK LBKR - ALERT LIZ RIP.

Q2: 7 STEPS VS INSIDE 8. 5 STEPS VS 9/PUMP
: P.S.L. COVER LOOK. IF COMER CAN BE DETERMINED BEFORE THE SNAP THE QB CAN
FOCUS ON A SINGLE RECEIVER. IF COVERAGE LOOK NOT DISTINCT WORK INSIDE 8.
OUTLETS ARE CROSS-SHEAK.

TORMATION ALERTS:

VARTATION

P

PUMP VS COVER 6 TO CONTROL THE SAFETY ON THE TWO RECEIVER SIDE.



DEP 21
DOWNFIELD ATTACK: PROTECTION Lo (HI) PATTERN 7 FLARE __ ARROW

\\\\\> BENCH vs CLOUD
S BDong z 2 G onon
L]
T 5oog_ | OOOOQ%D L
K\/»o | 2
FAR RT LO 7 ARROW DEUCE RT LO 7 ARROW

PROTECTION ALERT: WUSE LIZ RIP VS 30

SS BLITZ:
WS BLITZ:

BASIC COACHING POINTS:

X: 7 ROUTE. SPLIT OUTSIDE THE £ OR BY GAME PLAN. 7 ROUTE VS CLOUD
RELEASE INSIDE. VS BUMP BEST RELEASE.

Y: CHECK LEKR-SWING. SPLIT 1 FOOT. ALERT STAY/AXE.

Z: DEEP 6 ROUTE 12-17 YDS. SPLIT OUTSIDE THE #. VS CLOUD/BUMP: BENCH 6

WB: FREE RELEASE-ARROW. GET WIDTH FAST. ALERT MOTION/JET CALL.

SB: CHECK LBKR-M. AVOID DE RUSH. ALERT MOTION/JET CALL.-

QB: 7 STEPS.
P.S.L. COVER LOOK. WHERE ARE THE SAFETIES? WHO MOVES WITH MOTION -
LEKR/DB? WORK X-ARROW COMBINATION.

FORMATION ALERT: DEUCE/WHIP

VARTATION



oib

FORMATION ALERT:

: 617
COWNFIELD ATTACK: PROTECTION_LO HI 3 DIGIT  PATTERN 613 FLARE ARRCH
) /\ R\ l'\ﬁ ],.\ ‘\ .
h ) J Sl 4 N /r
f /Ej L
’ \ /
\ ! N
D : D D 1 ] 2 D V°
tl { L] '
E] ! 45 \\\\ 3 E] /1] \
I
07 ‘oogeoG 1 O~y ocomooa Y
w,—-f\o O ALERT HOT(™ ] O O ALERT HOT O
A
K/_ ),_O L/ O
PROTECTION ALERT: SCAT STRONG VS 30/43
SS BLITZ:
WS BLITZ:
BASIC COACHING POINTS
A DEEP 6 AT 12-17 YDS (NO READ). SPLIT OUTSIDE THE £ OR 8Y GAME PLAN.
D) CLOUDhINSIDE RELEASE. VS BUMP BEST RELEASE BREAK INSIDE. VS YS ELITZ, POST.
Y: FREE RELEASE - INSIDE 1 ROUTE. HOT, NO BALL QUICK - ARRQW TECHMIQUE.
Z: RUN ROUTE CALLED: 676-DEEP 6. SAME SPLIT/ADJUST RULES LIKE X. 617-7 ROUTE.
SPLIT RULE 3. VS CLOUD RELEASE INSIDE. VS BUMP BEST RELEASE. 618-8 RCUTE.
SPLIT OQUTSIDE THE #. VS CLOUD INSIDE OUTSIDE. VS BUMP RUN QUICX GO.
WB: FREZ RELEASE-ARROW. GET WIDTH FAST, ALERT MOTION/JET CALL.
SB8: CHECK LBKR-M. AVOID DE RUSH, ALERT MOTION/JET CALL.
Q8: 7 STEPS
P.S.L. COVER LOOK. WHERE IS SS? WORK SIDE AWAY FROM COVERAGE. WK SIDE:
A TO ARROW. ST SIDE Z-Y TO M. MUST BE AWARE OF Y HOT VS SCAT.

DEUCE/WHIP-DOUBLE/DART

VARIATION

619 ARROYW



"~ TREY RT SCAT RT 439 F OUT

SPECTAL PASSES

4

O OODOdbd/’?
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JET TREY RT SCAT RT 439 F 1IN

~

) 0O0O00D
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TREY RT SCAT RT 439 F POST
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O
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JET TREY RT SCAT RT 432 FK DLY F CORNER
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DELAY WEAK DELAY STRONG

T 1 /
1 /

HOT

2 I
—_— 7 S [ e e ¥
[TCH SPLIT 5 N ouTLETs 775 C
¢ & SPLITS VAR

O
SPLIT RT OPTION RT 209 DELAY SPLIT RT SCAT RT 972 DELAY

DELAY SLOT

1ASH

2

- —

O |OOLOOO wrers O
QO |
), 7 -
ITCH SPLIT 6
SPLIT RT SLOT OPTION LT 072 "ELAY SPLIT LT 21 SCAT LT 972 DLY F FLAT
TE DELAY SLOT DELAY
VS 30 HOT HOT ~ VS 43—
\ A A
\
1 2 {K
e — — =
\
@) OlelRIelele) O oOoOooo
O
f 7 O 7 s




FLOOD DELAY EACKSIDE SLOT DEL

N

O OO%OOO

7 OUTLET
; @kd -

NEAR RT SLOT RAM 279 DELAY

\

OO0OnUo
5 OX@)

Ot —

MEAR LT TGT RAM 3 WHEEL

P

v

N

/ ///7

|
[ cogocs

o TT——— :'

FLEX RT RAM K 97"0" Y CORNER
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O

v
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P ICKS

PICK 29 SLOT

PICK 29 TREY/TRIPS

LYY

A
A Bump /)
B
[ ™
/D [] - [
o |
oc—?ﬁ O'" ioodoo o
co 0
. OFF 5
O @ A
SPLIT RT SLOT OPTION LT PICK 29 TREY/TRIPS OPTION LT PICK 29
PICK 55/FAKE TREY/TRIPS }{ PICK 55/FAKE ACE/SINGLE
A /?v
L
247 2 !
/ ,
1 ' ] :
T 7 [
= =2 al
O oogoocf/ o 3 OOSOO@
) L O O O O
. .
@ | @ S~
TREY/TRIPS OPTION RT PICK 55/FAKE ACE/SINGLE OPTION LT PICK 55/FAKE
PICKX 072 SLOT PICK @72 TREY/TRIPS
OPTICH T SCAT 7
. : OFF OFF‘.\ HQT '
A ' I—; r:l N
«-- ! !
i i
; | SUEer BUMP
- 0O W | O, O | U
o 4| DD
® 00000 ) | P, Soogoo ©
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NKL 12
SHOT GUN PASSES BY FORMATION/PROTECTICON

SHOT GUN/RIFLE

O v O O[O O, O
X O 06 | -

H

OPTION FAKE "0"68 SHOOT OPTION 8 FK "0"4 SHOOT

OPTION 495/768 . OPTION F 594 CHOICE
OPTION CHOICE 495 653 F up

OPTION 97"0" POST 844 WIDE

OPTION 747 H CROSS 834 F IN

OPTION 989 Up 989 OUuT

"0"88 FLARE/238 H (CR0SS FL.

DELAYS PICKS
OPTION 279 DELAY/FAKE OPTION PICK 29
972 DELAY/FAKE OPTION PICK 55/FAKE
974 DELAY F FAKE CROSS 972 PICK/FAKE
. 565 F RUB SNEAK
SCREENS RAM/LION DEL PICK FLARE
DRAG WK HB/ST FB 969 (ROSE/SALLY)
MIDDLE SCREEN FB 959 -

SPECIAL

GUN TRIPS
LICN 734 H GET CPEN

O RBOODOOTE CHR O
! O OO0 z
H Foy

OPTION "0"68 SHOOT OPTION 8 FK Qg
OPTION 435,353 0PTION F

OPTION' CHOICE dcs 653 F  (RIP)
OPTION 970" post 844 WIVE (RIP)
OPTION 747 H CROSS 838 F IN (RIP)
OPTION 939 Up 982 ouT

0PTION 768 "0"38/288 CROSS FLARE
DELAYS :

ZELAYS .

OPTION 279 DELAY/FAKE PICKS

972 DELAY/FAKE OPTION PICK 29
974 DELAY F FAKE CROSS OPTION PICK 55/FAKE

Q72 PICK/FAKE

SCREEIS
RAM/LINN ZBL PICK FLARE

DREG H2/F3 969



NKL 13

SHOT GUN PASSES -2

~  GUN DOUBLE (4 WR)

k O » O OLOO RB WR O
O O O
f O Foooy

OPTION FAKE "0"63 SHOOT 653 F UP

OPTION 495/763 844 WIDE

OPTION CHOICE 495 RAM/LION

OPTION 97"0" POST ' 653 F UP

OPTION 747 H CROSS i 844 WIDE

OPTION 272 READ 834 WIDE

OPTION 989 UP 7 FK 47 H CROSS
989 OUT

DELAYS 972 FX DELAY

OPTICN 279 DELAY PICKS

RAM/LION DBL PICK FLARE

O TEOODOORng O
@) C)(X)
Y O o |

OPTICON 485/353 K 653 H IN
OPTION K 97"0" pQOST K 844 WIDE
363 STOP

OPTION K 272 READ
OPTICN K 989 up

BN



NKL
SHOT GUXN ATTACK: PROTZICTION OPTION

§

PATTERN FK "0"63 FLARE SHOOT

READ-BREAK

o \ O b

\
C [ L]
L

o

1 '{f )
o 5 f
}oo/moo_ %s' comdo é
. O =0 O O <O O
® | O
.G. RT OPTION LT FK"0"68 SH00T VS 35

ROTZCTION ALERT: OPTION VS 43/NKL

ITUATION ALERT:  WANT M-M/MUST ADJUST TO ZONE
NCOVER RULE: Z= 3

K BLITZ: X=3/Y=BLITZ 8/Z=STICK/WB=BLOCK/SB=LBKR

T BLITZ: Z=9/Y=3/X=STICK/WB=STICK/SB—MDM

VERLOAD: WK=LEQO CALL (ALERT WK SLITZ) ST=REX CALL (ALERT ST BLITZ)
LL UP: LEO CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ

LAY
oo

SIC COACHING POINTS S

KNGY THE DOWN-DISTANCE/P.S.L. COVER LOOK,
ARE.  CHECK XB/AS AS PLAY DEVELCPS.

BLITZ LOOK, OVERLOADS. KNOW WHERE XB/WS
PROGRESSION: CHECK SHOOT. WORK X FX"Q"-vY,

ALERT Y READ-BREAK.

FAKE "O' ROUTE 5-8 YDS. APLIT 6-8 YDS. DRIVE TO THE GUARD. ADJUST TO ZONE WHEN PIVOT
OUT. VS CLOUD/BUMP MUST RELEASE INSIDE.

KHOW BLITZ ADJUST-4 FROM A SIDE!

INSIDE 6 ROUTE. AUTOMATIC READ-BREAK VS 6/3. BE STATIONARY.

TO YOU. VS BUMP, BEST RELEASE. DO NOT GO PAST THE CENTER ON 6
KNOW BLITZ ADJUST-4 FROM A SIDE! .

UNCOVER WHEN QB LOOKS
ROUTE OR BREAK-READ.

BASIC 38 AT 12 YDS. SPLIT OUTSIDE THE #. s CLOUD/BUMP RELEASE OUTSIDE AND SPRINT!
KNOW BLITZ ADJUST-4 FROM A SIDE!

DUAL CHECK LBKR'S (NKL LOOK)-STAY. ALERT GREEN DOG

FRE

[Rh}

RELEASE-SHOOT. ALERT WK 8LITZ

MATION ALERT: GUN DOUBLE




SHOT _GUH

ATTACK: PROTECTIOHN GPTION

FLERE SHGOT

PATTERN 8 rx "o"4

NKL 15

- /E’J - n
“:::;i // _ <i::ii\\\\\\

Eiha\»

EEF‘
o|O | oomoolt

&

O O

.G. RT CPTION RT 8 FK "0"4 FLAT

VS 6M &M

ROTECTICHN ALERT:
[TUATICN ALERT:
NCOVERED RULE:

GPTION VS 43/NKL

WANT M-M/MUST BE ALERT FOR 3.

ADJUST TO ZONE
X=3

¢ BLITZ: X=3/Y=STICK/Z=BLTZ 8/4B=MDM/SB=WIDE

T ELITZ: £=9/Y=3/X=STICK/SB=BLOCK/WB=LBKR -

JERLOAD: WK=LEQ CALL (ALERT WK BLITZ) ‘

L UP: LEQ CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ
'C COACHING POINTS e ‘

3t KNOW THE DOWN-DISTANCE/P.S.L. COVER LOCK,

ARE.

PROGRESSION:

CHECK F WIDE.

SIC 8 ROUTE AT 12 YDS.
HOW BLITZ ADJUST-4 FROM A SIDE

BLITZ LOOK, OVERLOADS.
WORK Y-Z

SPLIT QUTSIDE THE £.°

"0" ROUTE 5-8 YDS. SPLIT 6 YDS, DRIVE TO' THE GUARD. VS JA
EEST RELEASE.

ADJUST TO ZONE ON PIVOT OUT

KNOW BLITZ ADJUST-4 FROM A SIDE

EASIC 4 ROUTE AT 17-20 YDS.
BEST RELEASE.

SPLIT OUTSIDE THE #. VS CLOUD RELEASE INSIDE.

KNOW BLITZ ADJUSTHMENT-4 FROM A SIDE

FREZ RELEASE-SHCOT. ALERT TO AVOID Y ON FK "O".
DUAL CHECK LEKR'S (NKL LOOK )-STAY.

-

RMATION ALERT:

RIATION:

W

ALERT ST BLITZ
ALERT GREEN DOG

KNOW WHERE XB/WS

VS CLOUD/BUMP RELEASE OUTSIDE AND SPRIN:

M INSIDE RELEASE. VS

VS BUMP



KL 1€

SHOT CGUH ATTACK: PROTECTION OPTION PATTERH 495 FLARE H QEIEQE‘“%_
N pa
T O 7
'\ | O
( J s ( ;
N “ 1 )
L] | [g ~0 l{
/ooo_ ol 'CLOO 00 3
O -/-/OO , . ./.'/“O
O ' O
.G. RT OPTION LT 495 VS 6M &M

s o <o s e

R0TECTION ALERT: QPTION VS 42/NKL
[TUATION ALERT:  GOOD VS ALL LOOKS. HB OPTION MUST ADJUST

{COVERED RULE: =3

CBLITZ: X=3/Y=STICK/Z=BLITZ 8/WB=BLOCK/SE=LBKR

©BLITZ: £=9/Y=3/X=STICK/WB=STICK/SB=MDM

'ERLOAD: WK=LEQ CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)
L UP: LEQO CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ

SIC COACHING POINTS

KNOW THE DOWN-DISTANCE/P.S.L. COVER LCOK, BLITZ LOOK, OVERLOADS. KNOW WHERE XB/WS
ARE. CHECK XB/WS AS PLAY DEVELOPS.

PROGRESSION: 3R 10 OR LESS WORK H OPTION TO X-4. 3R 10 + WORK X-4 TO H OPTION.
ALERT 2D NO WS FOR 9. 7-5 IS ALWAYS #3 LATE. .

BASIC 4 ROUTE 17-20 YDS. SPLIT QUTSIDE THE #. VS CLOUD RELEASE INSIDE. VS BUMP
BEST RELEASE. :
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE

INSIDE 9 ROUTE. SPLIT 6-7 YDS, SPRINT. VS JAM BEST RELEASE. MUST NOT BE HELD up.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE

BASIC 5 ROUTE 17-20 YDS. SPLIT QUTSIDE THE #. VS CLOUD/BUMP MUST RELEASE QUTSIDE.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE '

DUAL CHECK LBKR'S (NKL LOOK)-STAY. ALERT GREEN DOG
FREE RELEASE-OPTION (10 YDS DEEP). MUST ADJUST TO COVER. ALERT WK BLITZ
MATION ALERT: GUN DOUBLE/FLEX

TATION:

B
——



S.G. RT LION 734 H G.0.

O ooOoo
O O O
@)

BASIC COACHING POINTS

Qs:

HB:
FB:

NOW THE DOWN-DISTANCE/P.S.L. COVER LOOK, BLITZ LOOK, OVERLOADS. KNOW
WHERE XB/WLB ARE. i

PRCGRESSION: WORK 8. BASIC WEAKSIDE PLAY.

£EP 7 ROUTE. spLIT OUTSIDE THE #. VS CLOUD RELEASE INSIDE - VS BUMP
RELEASE QUTSIDE. '
KNOW BLITZ ADJUSTMENT - 4 FROM A SIDE

INSIDE 3 ROUTE -AT 10-12 YDS DEEP. RELEASE OUTSIDE VS JAM/BUMP. MUST NOT
ADJUST ROUTE - RUN TQ THE S.L.

KNOW BLITZ ADJUSTHENT - 4 FROM A SIDE

BASIC 4 ROUTE AT 17-20 YDS. SPLIT OUTSIDE THE 2. MUST NOT BE HELD UP vs
CLOUD/BUMP. TAKE BEST RELEASE.

KNOW BLITZ ADJUSTMENT - 4 FROM A SIDE

CHECK LBKER: VS Grecy D0G GET OPEN VS ZONE-WIDE.
CHECK WILL: STAY
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PROTECTION ALERT: OQPTION VS 43/NKL
SITUATION ALERT: SOLO ON Y/6 ZONE LoCK Y/6M 6M

UNCOVERZD RULE: STICK

WK BLITZ: X=3/Y BLTZ 8/Z=STICK/WB=MDM/SB=STICK

ST BLITZ: Z=9/Y=3/X=STICK/NB=LBKR/SB=BLOCK

JVEXLCAD: WK=LEQ CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)
LL oUP: LEQ CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ

JASIC COACHING POINTS o

)B: K

KROW
ARE. X UNCOVERED CHECK KB/WS AS PLAY DEVELOPS.
“ROGR

U3 g

!

NEN

CEEP 6 ROUTE 12-17 YDS.  SPLIT ouTsipF THE #. BENCH VS CLOUD/BUMP.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE !

INSIDE 9 ROUTE. mMysT RELEASE QUTSIDE vs JAM/BUMP.  WIDE SPLIT.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE :

THE DGYN-DISTANCE/P.S.L. COVER LOOK, BLITZ LOOK, OVERLOADS. KNOW WHERE XB/WS

GRESSION: 7 UNCOVERED WORK Z TO F3 OPTION. 7 COVERED WORK FB OPTION T0 Z ON
ROUTE. P.S.L. NO CLEAR KEY SSI can WORK X-6 IF UNCOVERED. VERIFY BY XB krvy,

BASIC 4 ROUTE. spLIT 2 YDS WIDER THAN SPLIT RULE 4. MUST RELEASE OUTSIDE Vs ByM

VS CLOUD RELEASE INSIDE.
- KNOW BLITZ ADJUSTMENT-4 FROM A SIDE

. FREE RELEASE-OPTION ROUTE MUST ADJUST To COVER. ALERT ST BLITZ
DUAL CHECX LBKR'S (NKL LDOK)A— STAY. ALERT GREEN DOG
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PROTECTION ALERT: OPTION VS 20/43/NKL
SITUATION ALERT: GOOD VS 6M 6M/POSSIBLE VS 35/ALERT 66 (ZONE)

UNCOVERED RULE: STICK

WK BLITZ: X=3/Y=BLTZ 8/7=STICK/WB= BLOCK/SB=LEKR

ST BLITZ: £=9/Y=3/X=STICK/WB=STICK/SB=MDM

OVERLOAD: WK=LEO CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)
LL UP: LEQ CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ

SIC COACHING POINTS o

38: KNOW THE DOWN- -0ISTANCE/P.S.L. COVER LCOK, BLITZ LOOK, OVERLOADS. KNOW WHERE XB/WS
’?c KEY XB/WS AS PLAY DEVELCPS.
PROCRESSION: X COVERED KEY X3 FOR X TO POST TO Z-"0". X UNCOVERED KEY XB FOR DBL ON
R3/X. WORK SINGLED uPp RECZIVER TO Z-"0". ALE"T X UNCOVERED RULE

(- BASIC 9 ROUTE. SPLIT 2 YDS CUTSIDE SPLIT RULC 9. VS CLOUD/BUMP BEST RELEASE. MUST
GET DEEP FAST. CATCH BALL OUTSIDE OF ORIGINAL ALIGNMENT.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE

INSIDE 8, DEEP/FAST. SPLIT 6 YDS, RELEASE AT WS-GO GET HIM! VS JAM/BUMP BEST RELEASE.
MUST NOT BE HELD up.

ANO! 8LITZ ADJUSTMENT-4 FROM A SIDE

»: DUAL CHECK LBKR'S (NKL LOCK)-STAY. ALERT GREE DOG
3: FREC RELEASE-POST. MUST ADJUST TO COVER. ALERT WK 5LIT2
SRMATION ALERT: GUN DOUBLE/FLEX

ARIATION: GUN FLEX OPTION K g7"gn POST

e
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"ROTECTION ALERT: POCKET Vs 43/NKL. ALERT RIP LIZ VS 20
>ITUATION ALERT: BASIC PATTERN VS ALL COVERS '
INCOVERED RULE: STICK

K BLITZ: X=3/Y=BLTZ 877 STICK/%8=MDM/SB=LBKR
T BLITZ: X=6/Y=3/Z=9/N8=LBKR/58=MDM :
'VERLOAD: WK=LEQ CALL (ALERT WK BLITZ) ST=..:X CALL (ALERT ST BLITZ)

LL UP: LEO CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ
SIC COACHING POINTS -

B:  KHOW THE DONN—DISTANCE/P.S.L. COVER LOOK, BLITZ LOCK, OVERLOADS. KNOW WHERE XR/WS
ARE.  KNOW WHEN WR'S COVERED/UNCOVERED., X UNCOVERED KEY SB/WS-WR'S COVERED KEY
STRONG SIDE. :

PROGRESSION: 7 UNCOVERED 1QRK Z-Y/Z COVERED WQRK Y-Z.

DEEP § ROUTE AT 12-17 YDS. SPLIT OUTSIDE #. BENCH VS CLDUD/BUHP.
KNOW BLITZ ADJUSTMENTS-4 FROM A SIDE :

INSIDE 5 ROUTE AT 12 YDS. TIGHTEN SpLIT. BE ALERT,TO'ZONE/JAM/BUMP/SOLO.
KNOW BLITZ ADJUSTMENTS-4 FROM A SIDE

KEY 3 ROUTE AT 15 YDS (8 STEPS). spLIT ¢ YOS WIDER THAN SPLIT RULE 3. MUST RELEASE
OUTSIDE CLOUD/BUMP. VS BUMP-RUN TAKE TWO. VS HUMP/CLOUD DRIVE PAST 1ST DOWN AND
PIVOT BACK TO S.L.

KNOW BLITZ ADJUSTMENT-4 FROM A SIDE

CHECK LBKR-yo, MUST NOT BE PUSHED OUT INTO Y-5. ALERT REX/LEOQ
CHECK LBKR-SWING. ALERT LEO/REX

MATEON ALERT:

LaTIOn:
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ORTECTICN ALERT: POCKET VS 43/NKL.  RIP LIZ vs 20
ITUATION ALERT:  BASIC PATTERN GOOD IF QB KEY Y 1ST
NCOVERED RULE: X=6

< BLITZ: X=3/Y=8BLTZ/ 8/Z=STICK/WB=MDM/SB= 8KR
T 8LITZ: Z-9/Y=3/X=STICK/WB=L8KR/SB=MDM
VERLOAD: WK=LEO CALL (ALERT Wk BLITZ) ST=REX CALL (ALERT ST BLITZ)

L UP: LED CALL (PROTECT LT) ALL RECEvERS ALERT 8LITZ
SIC COACHING 2017175 e

KNOW THE DOWN-DISTANCE/P.S.L. COVER LOOK, BLITZ LOOK, OVERLOADS
KNOW WHERE XB/WS ARE. KNCW WHEN WR'S UNCOVERED

PROGRESSION: ¥ UNCOVERED CHECK X8 FOR 8. BASIC STRONG SIDE PLAY,
MUST KEY Y 10 7 7o WIDE

EASIC 3 ROUTE AT 12 YDS.  SPLIT QUTSIDE THE #. RELEASE OUTSIDE VS CLOUD/BuMP.
KRCH BLITZ ADSUSTMENT-4 FROM A SIDE '

INSIDE 4 RoUTE. TIGHTEN SPLIT, RuN FLAT 4-AY0ID LBKR'S. CAN LULL ZONE ON FARSIDE.
DO NOT ADJUST Vs SOLO/M-M. ys JAM/BUMP BEST RELEASE. GET ACROSS THE FifLp FAST!
KHOW BLITZ ADJUSTMENT-4 FROM A SIDE

BASIC 4 ROUTE AT 17-20 YDS. SPLIT OUTSIDE THE #. BEST RELEASE VS CLOUD/BUMP.
KNOW BLITZ ADJUSTMENT-4 FROM A SIDE :

céscx LEKR-WIDE. ALERT REX/LEO CALL. mysT LET Y RELEASE 1ST
CRECK LBKR-WIDE. ALERT LEO/REX CALL

JATION ALERT: GUN DBL/FLEX

-—“\\

TATTON: 744 WIDE (L1Z RIP ¥S 20)
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ROTECTION ALERT:
ITUATION ALERT:

POCKET VS 43/NKL. RIP LIZ VS 30
COUNTER TO 44 COMBINATION.

BEST VS M-M/ADJUST TO ZONE

NCOVERED RULE: X=6
K ELITZ: X-3/Y=ELTZ 3/Z=STICK/WB=MDM/SB=LBKR
T ELITZ: £=8/Y=3/X=STICK/WB=LBKR/SB=1DM
VERLOAD: WK=LEQ CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)
LUk LED CALL (PROTECT LT) ALL RECZIVERS ALERT BLITZ
SIC COACHING POINTS
3t KNOY THE DOWN-DISTANCE/P.S.L. COVER LOOK, BLITZ LOCK, OVERLOADS.

KROW WHERE XB/WS ARE.
PROGRESSION:
FCR Y 70 Z.

X UHCOVERED CHECX XB FOR 8.
BE ALERT FOR FIN VS 2 LBKR LOOK.

BASIC 3 ROUTE AT 12 vDS. SPLIT OUTSIDE THE 2.
KNCW BLITZ ADJUSTHENT-4 FRGM A SIDE

3 ROUTE AT 10 YDS.
MUST NOT ADJUST ROUTE-RUN TO THE S.L.
KNCW ELITZ ADJUSTHENT-4 FROM A SIDE

BASIC 4 ROUTE AT 17-20 YDS.
TAKE BEST RELEASE.
KROW BLITZ ADJUSTMENT-4 FROM A SIDE

CHECK LBKR-IN. ALERT REX/LEO

* CHECK LBKR-SWING. ALERT LEO/REX

KNOW WHEN WR'S UNCOVERED.
BASIC STRONG SIDE PLAY.

SPLIT QUTSIDE THE 2.

SPLIT 6 YDS, RELEASE QUTSIDE VS JAM/BUMP.

MUST KEY SS/CORNER

RELEASE OUTSIDE VS CLOUD/BUMP.

MUST NOT BE HELD UP VS CLOUD/BUMP.



<N
SHOT GUN ATTACK: PROTECTICH POCKET PATTERNMN "0"88 FLARE FLARE
-~ ! N \

.G. RT "0"88 FLARE

A
- .

ROTECTION ALERT: POCKET VS 43/NKL/20
[TUATION ALERT: GOOD VS 35 CORNER QFF 7. MUST ADJUST TO 66 LOOK

“COVERED RULE: STICK y

¢ BLITZ: X=3/Y=CLTX 8/Z=STICK/SB=LBKR/WB=MDM

I 8LITZ: Z=9/Y=3/X=STICK/H8=LBKR/SB-MDM

JERLCAD: WK=LEO CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)
L UP: LEO CALL (PROTECT LT) ALL RECEIVERS ALERT 8LITZ

SIC COACHING POINTS -

KNOW THE DONN-DISTANCE/P.S.L. HE COVER LOOK, SLITZ LOOK, OVERLOADS. KNOY WHERE
R

XB/WS ARE. KNOW WHEN Z IS COVERED/UNCOVERED, CHECK XB/WS AS PLAY DEVELOPS.
PROGRESSION: Z 70 X TO FLARE ‘

"0"33 ROUTE 10-12 YDS FAR SICE.
70 FAR SIDE (ALERT ZONE/M-1) .

SPLIT 6-8 YDS. RELEASE INSIDE VS CLOUD/BUMP. GET
KNOW BLITZ ADJUSTMENT-4 FROM '

SIDE

=

FLAT 8 ROUTE. SPLIT 5 Y0S. R
OUTSIDE VS JAM/BUMP. DO NOT S
KNOW BLITZ ADJUSTMENT-4 FROM A

3
T

SE UPFIELD TO 10 YD AREA THEN SREAK FLAT. RELEASE
E

— O [Ty

LEA
op!
SID

EASIC 8 ROUTE AT 12 YDS. GET DEEP. SPLIT OUTSIDE THE #. PUSH

THE CORNER OFF THEN
BREAK. RELEASE OUTSIDE VS CLOUD/BUMP

SN0 BLITZ ADJUSTMENT-4 FROM A SIDE

CHECK LBKR-FLARE. ALERT REX/LEO

CRECK LBKR-FLARE. ALERT REX/LEO

FMATION ALERT:

ra

[ATION:

P
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OTECTION ALERT:  POCKET VS 43/NKL. RIP VS 30
TUATION ALERT: BASIC PATTERN. Y MUST BE DECISIVE ON INSIDE §
COVERED RULE: X=3
BLITZ: X=3/Y=BLITZ 8/7=STICK/WB=MDM/SB=LBKR
BLIZT: 1=9/Y=3/X=STICK /\iB= =LEKR/SB=MDH
ERLOAD: WK=LEQ CALL (ALERT WK BLITZ) ST=REX (ALERT ST BLITZ)
. UP: LEQ CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ
“IC_COACHING POINTS " -

KHOW THE DOUN -DISTANCE/P.S.L. THE COVER LOCK, - BLITZ LOOK, OVERLOADS. KNOW WHERE
XB/WS ARE. KNOW WHEN Y IS COVERED/UNCOVERED. * CHECK XB/WS AS PLAY DEVELOPS.
FROCRESSICON: BASIC-WORK Y TO CROSS/SNEAK.  Xi 'WS READ SHOWS 1-ON-1. WK SIDE. X T0O

CROSS/SHEAK. SOLO ON Y WORK .Z TO CROSS/SNEAK.  ALERT 66 LOOK WORK Z-Y TO CROSS/SNEAK,

BASIC 9 ROUTE. SPLIT RULE 9, BEST RELEASE VS CLOUD/BUMP. GET DEEP FAST.
KNOW ELITZ ADJUSTMENT-4 FROM A SIDE

INSIDE 3 ROUTE. SPLIT 6 YDS, RELEASE OUTSIDE VS JAM/BUMP. MUST BE DECISIVE ON ALL
ADJUSTMENTS.
KNOW BLITZ ADJUSTMENTS-4 FROM A SIDE

SASIC 9 ROUTE. SPLIT 2 YDS WIDER THE SPLIT RULE 9. BEST RELEASE VS CLOUD/BUMP.
CANNOT BE HELD UP. SPRING DEEP. CATCH BALL OUTSIDE OF ORIGINAL POSITION.
KNCW BLITZ ADJUSTHENT-4 FROM A SIDE

CHECK LBKR-OUT. ALERT REX/LEO
CHECK LBKR-OUT.
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JTECTION ALERT:  OPTION VS 43/NKL/20
FTUAITON ALERT: SR 13+ OR 3 DEEP ZONE

-OVERED RULE: STICK

BLITZ: X=3/Y=BLTZ 8/1=STICK/WB=BLOCK/SB=LBKR

BLITZ: £=9/Y=3/X=STICK/WB=LBKR/SB=MDM

-RLOAD: WK=LEQ CALL (ALERT WK BLITZ) ST=REX CALL (ALERT ST BLITZ)

- UP: LED CALL (PROTECT LT) ALL RECEIVERS ALERT BLITZ
IC COACHING POINTS . '

P.S.L. THE COVER LOCK FOR LBKR/SAFETY COVERAGE ON INSIDE RECEIVERS. VS 6/7 DEF BKS
GERSEY # DICTATES. CHECK X8/W<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>