RESEARCH PLAYBOOK BOOKS & COMPILATIONS

A 00TBALL CENTRAL

www.americanfootballcentral.com

Company Profile:

Formed in 2004 by football coaches for football coaches, American
Football Central has quickly and firmly established itself as the one-stop
source for great products and resources at discount prices.

Welcome to AMERICAN FOOTBALL CENTRAL, one of the world's largest
distributor's of sport coaching and instruction books and videos.

AMERICAN FOOTBALL CENTRAL offers exceptional product lines and
services:

1.
2. Football Historical Game Film - Offense and Defense - on VHS & DVD
3.

4. "In their own words'" clinic lecture videos featuring edited

Instructional books & '""Hands-on'' teaching videos & DVDs
Football Playbook Research Books and Compilations - on CD-ROM

presentations by some of the best known coaches in their sport - on
VHS and DVD.

The Web's most user-friendly and efficient trading platform.

All the things a football coach requires and all contained at one site -
from game jerseys to field equipment, weight room equipment,
whistles, hats, and sunglasses - we want to be your one-stop home for
all your needs!

ALL OF THIS AND GREAT PRICES, TOO!

Be sure to bookmark our site and come back often to see what's new.



RESEARCH
PLAYBOOK

00 RAMS
MARTZ
OFFENSE




ST. LOUIS RAMS

OFFENSE




V. GENERAL OFFENSE

A. HUDDLE
1. ALIGNMENT

a. -Front § -- Center and guards back parallel to L.O.S. Tackles turned in at

approximate 45-degree angle! Good squared up position -- eyes on QB!

b. Backline -- Align in corresponding gaps created by the Front 5 -- good squared up
. position!
c. Y and H -- Close out huddle facing each other -- hands on knees -- good squared
up position -- eyes on QB!
2. PROCEDURE
a. Center -- Set huddle -- 7 yards deep directly behind the football!
b. Quarterback -- steps into the huddle and calls the formation -- movement, if any --

play and starting count!

3. PQINTS Of EMPHASIS: A clock located in each end zone and in full view of the
players will be started on the referee's signal prior to each play designating 25/40
second clock!

a.

QB must constantly be aware of the amount of time remaining on the 25/40 second
clock!

Huddle discipline is of importance as this is where every successtul play begins.

Get in and out of the huddle as quickly as possible as we only have 25/40 seconds
between each play.



B. Method of Calling the Play and Starting Counts

1. NOBMAL METHOD
a. QB will call the play in the following manner:

1) Deployment -- if any!

2) Formation and direction
3) Movement -- if any!

4) The play

5) The starting count

b. Example of Huddle Call:

1) Trips right

2) Whiz

3) 24 Belly

4) On Two; ( X & Z leave huddle), QB repeats cadence
5) Ready, Break

C. Starting Count/Cadence

Note: Linemen will break huddle and get in a 3-point stance unless QB calls up;

signifying that the play will start with the line in an up position.

1. SNAP NT

a. Set-Go
b. Color Number, Color Number
c. Hut, Hut, Hut, Hut

2. CADENCE POSSIBILITIES

Set -- 1st sound or sound up (line up).

Go -- on Go or Go up (line up).

Blue -- Color or Color up (line up).

Hut -- on one (Rhythmical).

Hut, Hut -- on two (Rhythmical).

Hut, "Hut", Hut -- on three (Hard count, non-rhythmical).
Hut, Hut, "Hut", Hut -- on four (Hard count, non-rhythmical.

3. SIMPLE CADENCE ON TWQ

@~0oapop

a. Set-Go
b. Blue 48, Blue 48
c. Hut, Hut

Genaral Offense
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4. DOUBLE CADENCE

~a.. Double count will be called in the huddle. Brown will be the double color.
1. Double Count can be used to draw the defense offsides.
2. It can also be used in our movement game to disguise a shift.
3. Opportunity for QB to define defense.

b. After the double cadence is called in the huddle, the QB will go through the entire
cadence using the color and hard count. The QB starts the real count by using the
colors again.

c. Ball will always be snapped on two.
Example of a double cadence:

Set Go
Brown 48, Brown 48
Hut, "Hut", Hut

Blue 30, Blue 30
Hut, Hut

5. CHECK SYSTEM
a. Check With Me (CWM)

Grouping of two or more plays in order to attack the defense in its most vulnerable
area. The plays will be given in the huddle as a check with me and the play to be
run will be given at the L.O.S.

1) When using check with me, the snap count will always be on two.
2) The live play will be called after the color or number. It will be repeated twice.
'3) Huddle procedure when using check with me
a) Two Runs: '
() Huddle call: | Right Slot
Check with me 22 Delta/25 Bob
On two

Example #1 QB LOS "Set Go" Green 30 (to RT) Green 30
"Hut, Hut" (cadence will be on two)

Green tells direction of play, if QB wanted to go left he would have called :
Yellow (any digit), Yellow {(any digit)
Hut, Hut
We could also use other codes to determine Lt or Rt (even-odd, even number &
odd number).
Double cadence can be used in this situation.

General Offen



g. Firm Call -- Ex: (Firm 28 Outside on two)
1) Want to use live color and act like we are checking
2) Once count starts all colors are dead
3) Use hold, holdd if check is necessary.
h. Stay Call -- Stay 26 Power on two
1) QB cannot check out of play.

D. Hole Numbering System

We will number our holes according to the points of attack with EVEN numbers going to
the RIGHT and ODD numbers going to the LEFT. The placement of backs or the
spreading of Wide Receivers will have no effect on the points of attack.

Eleiottt)

1. A play hitting wide to the right will be an 8 hole play; over the butt of the Tight End will
be a 6 hcle play,; over the Right Tackle will be a 4 hole play; and over the Right
Guard will be a 2 hole play. Odd Numbers are always on the left side -- they are
exactly the same as discussed above for the right side!

2. 01 - which is the 0 and 1 holes are directly over the center box!
3. We will have a variety of different biocking schemes and backfield actions for attacking

each hole. Each play will have a descriptive word added to designate the backfield
action.

4. We will not flip-flop our interior offensive line. However, other personnel such as Y,
H, R, X, and Z will align according to formation call and movement!

E. NUMBERING OF BACKS
QB is #1 v

R is #2 regardless of set
H is #3 regardless of set

General Ctfense




E. Splits and Alignment: (Line up)

Basic |-Back Set

OOXDOO®™
S *

7 yds.

In order for our offense to be successful, there are certain "Little Things" that must be
adhered to by our offensive football team.

1. Must have a perfect LINE-UP! (Alignment)
2. Take proper SPLITS -- STRETCH OUR OPPONENTS DEFENSES!

This will take concentration on each individual's part and a lot of "pride” in doing things
the right way! '

1. LINE UP: (ALIGNMENT)
a. Offensive Line

1) The Front Six (Center-Guards-Tackles-Tight End) will take their stance
immediately upon reaching the L.O.S. .

2) Guards will be responsible for setting the line-up of the Front Six.

b. "R" Alignments
Line up directly behind the QB with your feet 7 yards from the back tip of the ball.
This is referred to as the"Q" position. Certain plays will require you to alignin a
"A/T" position. The "A/T" position -- whether weak or strong -- is splitting the

inside leg of the offensive tackle -- depth may vary according to play, but basically
will be 5 yards from the back tip of the ball.

Ganaral Offen:



b. "Alent” -- allows the QB to call a pass ahd a runin the huddle With the final decisibn
being made at the L.O.S.

1) Huddle call |
Flex Right Alert 28 Outside on two (Blue 4 is automatic pass)

2) LO.S.call .
Set-Go Blue 4, Blue 4
S-Lug 484 is the play

c. Audibles

Are used to get the offense out of a bad play or to put the offense into a good play.
We will use five colors to check out of a play:

1) Numbers are preceded by a live color

2) Live color is Purple

3) All audibles are on two

4) The live word indicates Blitz and can relate to protection.

d. Hold, Holdd, Holddd | i
If a quick count is being used Set, Go, or Color and the QB wants to check a play
he uses the word hold, Holddd. He should say the word slow and draw it out so as
not to draw the offense offsides. The count will automatically go to two and QB can
change the play.

e. Zero, Zero, Zero
The QB can use these words at any time within the count. To indicate that the
defense has left an eligible receiver open. The snap count will simply be "set go"
following this command.

f. Mayday, Mayday
The QB can use this command if he is running short of time and he has a shift or a
motion to take place. Mayday-Mayday tells the shifting or motioning players to line
up in position they were going to move. The snap count will automatically convert
to set-go. '

Disguising Our Audible System

Example #2:

To keep the defense honest with regards to our audible system, we will employ a
dummy audible system. By utilizing the word Firm, which means that the play

called in the huddle is the play that we will run, and the audible at the LOS will just
be a Dummy audible and therefore, disregard it.

General Offens



Field Dimensions

[t is important for all players to know the exact size of the fleld. We must have
a constant awareness of where we are on the field -- and where we are going --
at all nmes.

l.
2.

The field is 53 1/3 yards wide.

The bortom of the numbers start 12 yards in from the sideline and are two
yards tall.

The distance from the top of the numbers to the hash marks is 9 yards, |
foot. 9 inches. The distance from the sideline to the hash marks is 23
yards, | foot, 9 inches.

The distance between the hash marks is 6 yards, 6 inches. (The distance
equals the width of the uprights of the goal post.)

_' H'
14 yards — — 9yds. 1 9
] 6!“ 6" T
L —
— L
— o 2'vds
23 yards 1'9" —— — y
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C. TIGHT 2 ALIGNMENT (2 yards tighter than Base)

BALL PLACEMENT
ALIGNMENT MIDDLE FIELD BOUNDARY
Tight 2 2 yards outside of the #'s outside edge of the #'s 4 yards outside of the #s
Routes 4, Deep 8, Quick 9 (Fade), 9
2 yie T o0o0ogoo®
TC? ® 2y %)
MIDDLE N -® ®- © MIDDLE
D O CoQOO® N,
T2 - )
-— - T2
BOUNDARY - ® - ® - FIELD
D. INSIDE ALIGNMENT
BALL PLACEMENT
ALIGNMENT MIDDLE FIELD BOUNDARY
Inside inside edge of the #'s 2 yards inside the #'s outside edge of the #s
Routes Quick 3,3,7,8
i.e B O O D @) O @ ie
@ ® ®
- - I
MIDDLE N -® ®- o MIDDLE
o copoo® N
[ : @2 yds
. . -— -— '
BOUNDARY ® - ® @ -

FIELD




2. ALIGNMENTS IN RELATIONSHIP TO FORMATION.

A. WANG - one yard outside of the Y or WOT and off the LOS.

Split Rt Wing Split Rt Slot
€S olelnlelelt) ® OOoUOO®
©) @3 @9 ©)
® ® | ' ® ®

B. SLOT - splitting the difference between the X and the WOT in the Slot Formations.

Spit Rt Slot

® OOOO®
@ ©)

® ®

C. NASTY - a tight 5 yard split from the end man on the line of scrimmage.

Split rt
® 00Qoo®
N ® €3]
® ®
Routes: Scram 6, Scram 7, Scram 51
D. NASTY 2 - 2 yards wider than a Nasty.
Split Rt
O ololnlelel
N2 ©) @
® ®

Routes: 0, 2, the Hitch in Rok/lug 844

E. FLOAT - a Nasty for X and a tight 2 yard split outside the X and off the ball for Z.

Rt Float
® elolslelel
N @ ®
2yde
®
3. ALIGNMENT IN RELATIONSHIP TO THE FIELD.
A. MAX - 5 yards inside of the sideline
Routes: the 9s in Scat Double Pump
s ® —_oogoo@ .
" RN ®



CADENCE AND “CHECK WITH ME” SYSTEM

We are basically a non-rhythmic cadence team. Our cadence is broken into three (3)
parts: 1.) SET COMMAND, 2.) AUDIBLE, COLOR and NUMBER, 3.) SNAP COUNT.
An example of a full cadence at the line of scrimmage would be as follows: “SET - BLUE
80 — BLUE 80 - HUT-HUT-HUT™.

1, Our offensive line will take a three-point stance immediately as they reach the line
of scrimmage. The set command is a preparatory alerting command to initiate the cadence
sequence.

2. We will have the ability to snap the ball on the following counts:

A. First Sound -GO

B. Second Sound -SET, HUT

C. OnOne -SET, BLUE 80, BLUE &80, HUT

D. On Two (Hard) -SET, BLUE 80, BLUE 80, HUT-HUT (Hut, Hut)

E. On Hard Three -SET, BLUE 80, BLUE 80, HUT-HUT, HUT

F. On Hard Four -SET, BLUE 80, BLUE 80, HUT-HUT, HUT, HUT

G. On Hard Five . -SET, BLUE 80, BLUE 80, HUT-HUT, HUT, HUT, HUT

3. “CHECK WITH ME” — We will have the ability to call two (2) plays in the huddle
and select the play we prefer at the line of scrimmage. Example in the huddle the
Quarterback calls — “CHECK WITH ME” 80 PRESS OR LIZ 585. At the line of
scrimmage, he wants to run 80 PRESS. He calls:
“SET, GREEN 80, GREEN &80, HUT-HUT”

The number 80 designates the run 80 PRESS.

If the Quarterback wanted to run the pass, LIZ 585, he would call:
“SET, GREEN 85, GREEN 85, HUT-HUT”

The number 85 designates the pass, LIZ 585.

All “CHECK WITH ME” plays will be snapped on two.

“READY” is used before “SET” for TE movement. This allows the TE to start on the ball
and step off before motion. “READY” will also be used in the cadence with all shifts.

Silent count.



ALERTS
In the alert system, the play called in the huddle will be accompanied by an

unspoken alternate play. The alternate play is checked to by using its play number in the
cadence. The snap count will always-be on 2. The term “’ALERT"” is used in the huddle

call. For example:
Huddle Call:

“IRT ALERT 20 ISO”

Cadence:

“SET RED 50, RED 50 HUT, HUT™
(20 ISO is run) .

“SET RED 85, RED 85 HUT, HUT”
(Act 4 585 is run)



10.

“REGULAR”
“2 BACKS”
“DEUCE”
“NICKEL"
“POSSE”

“TRIO”

‘&g .)lUA.'DS”
“TANK”
“HEAVY”

“JUMBO”

TYPES OF PERSONNEL

2 BACKS

 2HB’S

1 BACK
1 BACK
1 BACK (Ist dn HB)
2 BACKS

1 BACK

2 BACKS

1BACK

2 BACKS

1TE
1 TE

2TE’S

T 1TE

1TE

0TE’S

0TE’S

2TE'S .

3TE’S

3TE’S

2 WR’S

2 WR’S

2 WR’S

3 WR’S

3 WR’S

3 WR’S

4 WR’S

1 WR

1 WR

0 WR’S



WR



WIDE RECEIVER ALIGNMENTS

1. ALIGNMENTS ACCORDING TO BALL PLACEMENT

Note: The varience in alignments is 2 yards. This is a result of ball placement. Use the numbers that are
pamted on the field as a reference. They are 2 yards tall

A. BASE ALIGNMENT

BALL PLACEMENT

ALIGNMENT MIDDLE ' ’ FIELD BOUNDARY
) ) (6 yards outside the #'s)
Base 4 yards outside of the #'s 2 yards outside the #'s split the hash and the #'s
Routes , Play Action 4, Speed 4, Slot Quick 4, 5, 8, Quick 8 (Slant), All Slot 8s
® v _00Qoo®
@ ' | 3% @
- - — B
MIDDLE | N -® @ o MIDDLE
split c - = N
QOJO0O® v
® - 27 @
- -— B
‘BOUNDARY ' - ® . - FIELD

e

B. WIDE 2 ALIGNMENT (2 yards wider than Base)

BALL PLACEMENT

| ALIGNMENT MIDDLE " FIELD. BOUNDARY
(6 yds outside of #'s) v
Wide 2 split the #'s and the hash 4 yards outside the #s Max (5 yds from sideline)
Routes Quick 4 (Hitch), Scram 4, Pivot 5, Squirrel .
Doy ~ 0o0good® -
W2 - @ - yos w2
MIDDLE N - ® ©- _ © MIDDLE
max . .
o O cOpoOO®  _ N
w2 | % - tys @

= ‘ —~



C. TIGHT 2 ALIGNMENT1 (£ yards tighter than Base)

—

BALL PLACEMENT |
ALIGNMENT MIDDLE FIELD BOUNDARY
Tight 2 2 yards outside of the #s outside edge of the #'s 4 yards outside of the #'s
Routes 4, Deep 8, Quick 9 (Fade), 9
2yds _ooQoo
& 3% v @
MIDDLE N -® _ ©- © MIDDLE
®i O OO%OOCD' S L.
T2 - @
-— — T2
BOUNDARY ® - ® - FIELD
D. INSIDE ALIGNMENT
BALL PLACEMENT
ALIGNMENT MIDDLE FIELD BOUNDARY
Inside inside edge of the #'s 2 yards inside the #'s outside edge of the #s
Routes Quick 3, 3,7, 8
i.e. : OQGOO@ Le.
@ S @
- - |
MIDDLE N _ -® ®- o MIDDLE
& copoo® N
I @2y
. - - |
BOUNDARY ® - ® - FIELD




Field Dimensions

Itis important for all players to know the exact size of the field. We must have
a consiant awareness of where we are on the field -- and where we are going --
ar all imes.

1. Thefieldis 53 1/3 yards wide.

2. The bottom of the numbers start 12 yards in from the sideline and are two .
yards tall. ‘

3. The distance from the top of the numbers to the hash marks is 9 yards, |
foot, 9 inches. The distance from the sideline to the hash marks is 23
yards, 1 foot, 9 inches.

4. The distance between fhe hash marks is 6 yards, 6 inches. (The distance
equals the width of the uprights of the goal post.)

\_ J
12 yards * — ———
14 yards > — —9yds. 1'9
_ > -—b
23 yards 1'9" — 2yds
T2 () —
= e

Consrnl ()ffence

[



2. ALIGNMENTS IN RELATIONSHIP TO FORMATION.

A. WING - one yard outside of the Y or WOT and off the LOS.

Split Rt Wing ' ’ Split Rt Slot

® oO0goo® ® eleolnlele]O)
® @ @ ®
w » w
® ® ® ®

B. SLOT - splitting the difference between the X and the WOT in the Slot Formations.

Spit Rt Slot .

) olelnlelel,
@ ©, _

® ®

C. NASTY -a tight 5 yard split from the end man on the line of scrimmage.

Split rt ' )
® O0O0QOO®
N © @
® ®
Routes: Scram 6, Scram 7, Scram 51
D. NASTY 2 - 2 yards wider than a Nasty.
| o Split Rt
€ oOogooOo® -
N2 ©) @
® ®

Routes: 0, 2, the Hitch in Rok/Lug 844

E. FLOAT - a Nasty for X and a tight 2 yard split outside the X and off the ball for Z.

Rt Float
® eleolnlelel;
@ N ® ®
2yds ‘
®
3. ALIGNMENT IN RELATIONSHIP TO THE FIELD.
A. MAX - 5 yards inside of the sideline
Routes: the 9s in Scat Double Pump
sps X : oleolBIel®, CZ)



WIDE RECEIVER SPLIT RULES — 1999

Split rules'for the wide receivers fall into two basic categories:

1. Splits that move according to the locatmn of the ball:"

a Basic

- b. Plus (+2)
c. Minus (-2)
d. Edge

2. Splits that are based on a specified distance from an adjacent offensive player and
remain constant regardless of the location of the ball:

a. Close .
b. Zero (Nasty) )
c. Tight =

Basic Split

Ball on the far hash - align 2 yards outside the numbers
Ball in the middle — align 4 yards outside the numbers
Ball on the near hash — align 6 yards outside the numbers

T I
o | 2
(R ! 10
EL!: ] :
20 ! - ! 20 o
1 Middle | , +
30 l 30
! Naﬁsh ' .
] i ®
Plus (+2) Split (a]ign 2 yards wider than basic split)
Ball on the far hash — align 4 yards outside the numbers
Ball in the middle — align 6 yards outside the numbers
Ball on the near hash — align 8 yards outsdie the numbers
| | e
10 _ I 10
r—gisn !
I
20 x - ; 20 rs

30

Le

z%
: )
o



"WR SPLIT RULES con’t

Close Split (5 yards outsdie tight end’s alignment) -
O 008000~
O O

O
O

Zero (Nasty) Split (5 yards outside w-eak tackle’s aﬁgmﬁént) _
0~008000  ©

O
O

Tight Split (tight end positions 1 yard outsdie weak tackle) ~

1 yard

O- OOCO)OOO - O

O
O



BASIC RUN BLOCKING RULES
FOR WIDE RECEIVERS

SLOT FORMATION RUNS - VARIED SPLITS

‘1. On all runs the outside receiver on the slot side will block MAN OVER
regardless of the hole or the run direction.

2. On all runs the inside receiver on the slot side will block MDM if the run is -
toward you and convoy if the run is away. '

3. Omall runs the siﬁgle side recéiver will block MDM if the run is toward you and
convoy if the run is away.

* Some excepnons to the slot rules will occur with special s1tuat10ns game plan
preparation and specific fronts. As with the normal formauon runs, they will be
“handled on an individual basis.

BASIC SCREEN RULES
FOR WIDE RECEIVERS

1. Run the routes called in conjunction with the screen
Scat 839 HB Leo
Rip 085 HB Roger
Ace 940 HB Screen

2. Turn upfield or work crossfield to block the first color that shows.

BASIC REVERSE-AROUND RULES
FOR WIDE RECEIVERS

1. On all AROQUNDS, the QB will hand the ball to the receiver.

Fé,ke Bob Z Around

1

On all REVERSES the ball will be handed to the receiver by someone otber than
the QB.

Fake Toss X Reverse

Saunders/Rams
428799
Pg 2
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PASS CAILING SYSTEM

We will use names to call our protections, and numbers to call our specific routes.
With each name, we will give the protection, and the direction of the protection.

Example:  Scat Right — The protection is Scat, the side of thé line that is
scatting is the right side. In some cases, the protection call will

include the direction.
Example: Liz —The protection is Liz,vthe direction is left.

We will use a three digit numbering system to call our passes. Each number
designates a receiver’s route. We will number from the single receiver side to the two
receiver side. The back’s routes will be nameci The fullback’s route will be called first,

the halfback’s route will follow.

- Pass Call example:

Liz 989 - FRub .Sneak -
(Protection) (Routes) (FB Route) (HB Route)



2. PATTERN CALL

A. The odd numbers are outside breaking route while the inside numbers are the -
opposite. The deeper the route, the deeper the numbers. (See route trees.)

B. The various route trees that apply to the pattern call are:

1) WR Outside Routes
2) WR slot Routes
3) Y Routes

C. Individual pass routes are grouped into a team pattern by calling all three of the
individual numbered routes in sequence. This starts from the weakside of the
formation working strong regardless of the formation!

EXAMPLE:
PRO
X = First number called

1)
2) Y = Second number called
3)- Z = Third number called

SLOT

1) Y = First number called

2)  Z = Second number called

3) X = Third number called
D. Example of a call is as follows:

Split Rt 685. X would run a 6 route, Y an 8 route and Z a 5 route.

(——-)

L




This weak to strongside progression takes place regardless of both the alignment.
and formation positions of the X, Y, and Z.

EXAMPLE: Float Rt 685

A. This final call indicates what route the H and/or Ris to run if the protection call
hasn't already done so.

B. lf both H and R are to run the same route,_then "Backs" is called, then the route.

EXAMPLE' 444 "Backs" Flat

C. If H and R's routes differ, H will be descnbed first, then R. H will be indicated, R
understood. R also could be fnrst with H understood.

EXAMPLE: 525 H Post/Swing




SCRAMBLE MECHANICS

It the QB is forced out of the pocket due to defensive pressure, tha receivers observe ths
following rules:

1. lfthe QB comes 1o your sida:

a. Deep men in the pattern continue deep but change direction to run the same
direction the QB is running!

b. Short and m_egmm receivars should stay short and medium but also change thsir
direction to run with the QB!

c. Example: Deep 596 Close/Fan




2. 1t the QB scrambles out to the opposite side, change your course to a Cross pattern
parallel to your breakmg point.

Example: Deep 685 In/Wide

3. BASIC RULE TO REMEMBER
a. Backs who bldck or fake should run a course parallel to the LOS with the QB!

b. RBs running flare routes should change their courses and run in the same directio
: as the QB, looking for an open spot!

c. All receivers should keep vertical balance depth-wise on the field and keéb-
running! : :

d. lfyou 'approach the sideline, short men start moséying back into the field arsal
Deep men tum up for QB!

e. If you are a medium route receiver and approach sideline, turn up!
f. It the passer decides to run, rally around him and peel off!

g. LOAFS HURT SCRAMBLES!



WIDE RECEIVER SIGHT ADJUSTMENTS

Base Protection Rules

Protection. ' Sight 'chs'p_gnsibi]jgg

Rip/Liz - ‘Weak side
Scat | Away from call side
Ace " Away from call side
Slide No sight adjustments
Actions o No sight édjustments
~ (possible game plan exception weak)
Charlie - | No sight adjustments
' (possible game plan exception weak)
Fire Pass ' No sight adjustments |
Bubble Pass _ No sight adjustments
- Fakes/Nakeds No sight adjustments *
Sprint : A No sight adjustments
Dash | No sight adjustments

| General Route Rules

* Base sight adjustment route will be a Hitch vs free access
* Fade vs bump and run coverage
* Routes can be changed per game plan (Slant, etc.)

* In Slot situations the inside receiver has the sight responsibility — outside receiver run the
route called

*Some sight adjustments will be build in based on the route/pattern called. Slants and
Zeros are examples of these situations. :



SCRAMBLE RULES

THE SCRAMBLE RULES ARE AN INTEGRAL PART OF THE PASS]NG GAME AND

PROVIDE US AN OPPORTUNITY TO MAKE BIG PLAYS OR, AT THE VERY LEAST,
PREVENT US FROM TAKING A LOSS WHEN THE PROTECTION BREAKS DOWN.

EACH PLAYER MUST BE IN SYNC WITH THE QUARTERBACK SO THE ANGLES AND
DIRECTION OF THE RECEIVERS WILL BE CONSISTENT. THESE ARE PLANNED AND
DETAILED PATHS THAT MUST BE DISCIPLINED AND DESIGNED MUCH LIKE THE

'ORIGINATING PLAY.

EVERY RECEIVER MUST STAY ALIVE ON ALL ROUTES AT ALL TIMES. SOME OF THE
BIGGEST PLAYS DURING THE SEASON WILL COME AS ARESULT OF THE QB FINISHING
FROM THE POCKET AND OUR RESPONSES BEING ALERT AND AT FULL SPEED TO
CREATE SEPERATION FROM THE DEFENDERS.

THE BASIC SCRAMBLE RULES ARE 1:.8 FOLLOWS:

1.

o

DEEP PRIMARY OUTSIDE RECEIVERS TO THE SIDE OFTHE QB MOVEMZENT COME
BACK TO THE QB ON AHARD ANGLE.

SHALLOW PRIMARY OUTSIDE RFCEIVERS TO THE SIDE OF THE QB MOVEMENT STICK

" AND GO VERTICAL.

FLLARE CONTROL RECEIVERS TO THE SIDE OF THE OF THE QB STAIR STEP YOUR
DEFENDER AND WORK ON A HARD ANGLE TO THE SIDELINE.

ALL BACKSIDE RECEIVERS WORK ON A FRIENDLY ANGLE TOWARD THE DIRECTION | |
THE QB IS SCRAMBLING FARTHEST BACKSIDE RECEIVER WORXK TO POST.

DO NOT STAND STILL! KEEP RUNNING AT FULL SPEED. ONCE YOU GET SEPERATION :
FROM THE DEFENDER - KEEP THE SEPERATION - DO NOT “GLIDE”.

WORK YOUR ANGLES TOWARD THE LINE OF SCRIMMAGE. DO NOT DRIFT UPFIELD
AND ALLOW THE DEFENDER THE OPPORTUNITY TO COME UNDERNEATH YOU ON
CROSSING ROUTES. ,
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WR SLOT RECEIVER ROUTE TREE

0 Route = Under

2 Route = Drag-
3 Route = Out
4 Route = Curl
5 Route = Cob

6 Route = In

8 Route = Post

9 Route = Streak

1 Route = Spot/Pivot

7 Route = Comer

3(0

High Angle"

Angle




WRFPASS TREE - BASE ROUTES

4ROUTE=IN ’ | . 4 9 ROUTE —
5 ROUTE = COMEBACK | 4 ROUTE 20 YDS. <—

7 ROUTE = DEEP OUT | \rl 5ROUTE 18 YDS.

8 ROUTE = POST | 8 ROUTE

é ROUTE = STREAK SEAM 4 16 YDS. = ~ » 7 ROUTE !6 YDS.

12-14 YD. BREAK POINT

00O

OROUTE = UNDER WR PASS TREE - BASE ROUTES
| ROUTE = HITCH

2ROUTE = SLANT
3ROUTE=0UT

6 ROUTE = HOOK | 6 ROUTE 12 YDS./ /——> 3 ROUTE 12 YD
- ' 10

2 ROUTE i
5YD.BREAK POINT QUICK; 6-7YDS

0 ROUTE 4-6 YDS.
- _ 1 ROUTE
- 6-7 YD. BREAK POINT

00 O




' - - B/ BACK ROUTES

FLAT - Kl .. - EXPLODE - FULL SPEED

' : : * AIM OUTSIDE Y 2X2
- GAIN GROUND TO 4 YDS.
* HOLD COURSE TO SIDELINE/SETTLE
» STICK OUT OF BREAK VS. MAN.
* STAIRSTEP TO PREVENT UNDERCUT.
» FOCUS ON BALL OUT OF BREAK.
*CATCH. CLUTCH. CONVERT

SWING +EXPLODE - OPEN SPRINT

* AIM WIDE SIDE- 2 YDS. INSIDE NUMBERS.
* AIM SHORT SIDE - THROUGH NUMBERS.

« TURN UP VERTICALLY. '

* FOCUS ON BALL PLACEMENT.

* ONE YD. FROM LOS.

# .CCC o,

CHECK RELEASELOSE 1 YD.
AIM - 6 YDS. OUTSIDE Y BOX

CHECK LOOP :
- TURN UP VERTICALLY.

FOCUS ON BALL PLACEMENT.
CCC

J000..%-..

T

*READ ROUTE '

» EXPLODE - READ ON THE RUN.

* AIM | YD INSIDE NUMBERS 4 YDS. DEEP.

« WORK OFF SEAM DEFENDER.

« OPPOSITE | - "POP” VS. WIDE DEFENDER.

- OPPOSIDE 2 - “TOP™ VS. WALL DEFENDER.

« OPPOSITE 3 - “SLICE™ VS. SQUAT DEFENDER.
» MFO - MIDDLE OF FIELD OPEN - THIN POST

- MFC - MIDDLE OF FIELD CLOSED - VERTICAL
= CCC .

POST

: - CROSS
CROSS - ARROW . AIM | YD. OUTSIDE Y BOX AND 2-3 YDS. UP FIELD.
- - : «PLANT AND UNDEZRCUT THE DEFENDER.
<BALL CAUGHT OVER TACKLE BOX.

ARROW
«AIM 3 YDS. OUTSIDE Y BOX AND 2-3 YDS. UP FIELD.

« PLANT AND UNDERCUT THE DEFENDER.

« SELL THE FLAT. '

- BREAK AT APPROXIMATELY 30 - 40 DEGREE ANGLE.
« MFO - ADJUST VERTICALLY. -

- AVOID 2ND DEFENDER - DO NOT SLOW UF.

*CCC




0/ BACK RUOUILLES

SEAM

LJOOQ

* RELEASE GAINING WIDTH. :

* AIM - INSIDE EDGE OF NUMBERS.

* CLEAR UNDER COVERAGE / CONTINUE VERTICALL
« MFO - ADJUST. LOOK FOR BALL.

* MFC - CLEAR OUT COVERAGE.

*MAN - NOD AND SEPERATE.

* FOCUS ON BALL.

CREASE

mlelelog

« TIGHT SEAM ROUTE.

« DRIVE OUTSIDE Y BOX.
+NOD AND PUSH VERTICALLY.
READ COVERAGE

MFO - LOOK FOR BALL

MFC - CLEAR COVERAGE
FOCUSONBALL.




/r BACK ROUTES

FAKE CROSS

HOT

*THINK CROSS - SELL [T.

. gié%\ﬂl; F}:—EI(:E g STEPS IN AND PIVOT OLT.

* A . TOLOS.

*STAY FREENDLYMLEL

:EUC.ERT BLITZ OR DOG - “HOT™- NOD AND BREAK.

SNEAK

*CHECK RELEASE

* BEST RELEASE (B PREFERRED)

* ALERT “SNAKE EYES™

* PUSH UPFIELD 2 YDS. '

* SHAKE DEFENDER AND BREAK INSIDE.

* VS.ZONE - THROTTLE 6-7 YDS. OUTSIDE TACKLE BC
. é’chAN - RUN AWAY. STAIR STEP.

RUB

*RUB OFF PIVOT ROUTE.

* ALERT “SNAKE EYES™

* BEST RELEASE :

*PUSH UPFIELD 34 YDS.

* SHAKE AND BREAK INSIDE.
. ZgCNEJMAN READ

*C

*F - BEST RELEASE 3 YDS. DEPTH.

* BREAK INSIDE (CRISS - CROSS)

*H - BEST RELEASE -2 YDS. DEPTH.
* BREAK INSIDE (CRISS - CROSS)
ZggE}MAN READ

+C

SHOOT

OO0

4 YDS. FROM
SIDELINE

*SELL FLAT ROUTE - LOOK FOR BALL.

* AIM TOWARD NUMBERS GAINING 2 YDS. DEPTH.
* BREAK VERTICALLY 4 YDS. FROM SIDELINE.
*GAIN DEPTH AND WIDTH AS YOU GO.

*KEEP 5 YD. BOX FROM SIDELINE.

*ADJUST TO FLIGHT OF BALL.

* FOCUS AND FUNNEL BALL IN.

* KEEP FEET IN BOUNDS.




TE PASS ROUTES

© YSTICK . : « BEST RELEASE
14 +PUSH VERTICALLY 14 YDS.
*ZONE - ANGLE BACK TO QB. :
u\ * MAN - AT THE TOP OF STEM PLANT AND SLIDE
OUTSIDE.

+VS. BLITZ - HOOK UP AT 8 YDS.
*LOCATE QB, FACE UP TARGET. -
«CCC

100

Y OPTION _ : |+ BEST RELEASE
' - MAN - PUSH UPFIELD 6 YDS.
GOOD HEAD, SHOULDER FAKE INSIDE AND
BREAK OUT.
" ZONE - TURN OUTSIDE, FIND OPEN AREA.
-IF HOT BREAK OUT AT 4 YDS.
* LOCATE QB, FACE UP TARGET.
«CCC

Y UNDER ) . ' : *GO PAST ORIGINALTE A.LIGN'MLENT?.YDS ANGLE
' UPFIELD TO 4 YDS.
. + PIVOT, UNDER CUT COVERAGE GAINING GROUND

TO 6 YDS.
« EXPECT TO CATCH THE BALL OVER THE ORIG]NAL

“TE ALIGNMENT.
+LOCATE QB
«CCC




BASIL ROUILE IREE

_ RECETVER ROUTE GRID
ROUTE VISUAL DEPTH D TME, POINTS QF EMPHASIS "
ACTION 8 15YARD | RUNITROUTESTAYS | TRUE POST ROUTE. VERTICAL RELEASE 1
: _ : BREAK POINT | ON VS ALL CORNER 15 YARD DEPTH. NEAR FOOT/SHOULDER
ALIGNMENTS HINT AND FINISH AT THE NEAR UPRIGHT
: (HASH). VS PRESS PREFER ON INSIDE
RELEASE, KEEP THE ANGLE HIGH AT THE
l FINISH.
INSIDE 8 10-12 YARD | MIDDLE OF THE FIELD | MIDDLE OF THE FIELD OPEN VERTICAL
BREAK POINT | OPEN RUN POST, RELEASE AND GIVE QB INDICATOR AT 10-
\ MIDDLE OF THE FIELD | 12 YARD DEPTH. KEEP THE POST ANGLE
< CLOSED RUN INSIDE4 | HIGH ON THE FAR SIDE OF THE HASH INSIDE
THE COVER 2 CORNER. LET THE BALL
' DETERMINE YOUR INSIDE ANGLE. MIDDLE
OF THE FIELD CLOSED RUN AN INSIDE 4
ROUTE. VS ZONE UNDER CONTROL VS MAN
! RUN AWAY. '
" CROSSING 8 ) 30 YARDS ON | RUNITROUTE STAYS | GET ACROSS THE FIELD WITH SPEED AT AN
FARNUMBERS | ON VS ALL CORNER ATMING POINT OF 30 YARDS DEEP ON THE
AREA ALIGNMENTS FAR NUMBERS. CROSS A MIDDLE SAFETY'S
FACE. THE ANGLE WILL DEPEND ON THE
SAFETY POSITION.
o)
INSIDE 6 8-10 YARDS | RUN AWAY VERSUS INSIDE ANGLE RELEASE TO A DEPTH OF 8-
' DEPENDING ON | BUMP AND RUN 10 YARDS DEPENDING ON THE PLAY
PLAY CALLED. SIT DOWN AND UNCOVER IN
ZONE. RUN AWAY VS MAN BUMP AND RUN.
/ i
O
ACTION 6 15 YARDS RUNITROUTE STAYS | VERTICAL RELEASE TO A DEPTH OF 15
ON VS ALL CORNER YARDS. REDIRECT YQUR HIPS AND WORK
ALIGNMENTS BACK TO THE QB. VS INSIDE SNUG CORNER
! RETRACE YOUR FOOTSTEPS DOWN THE
¥ STEM AND LET THE BALL BRING YOU AWAY
FROM THE DEFENDER.




TE PASS ROUTES

T =VTE - SHALLOW CROSS

* CROSSING ROUTE NO DEEPER THAN 4 YDS.
* ZONE - INSIDE RELEASE
ANGLE IN TOWARDS FRONTSIDE LB AND BR.EAK
UNDER HIM.
RUN PAST BACKSIDE TACKLE BOX.
FIND THE OPEN AREA, KEEP YOURSELF OPEN.

- -~ 4 « MAN - INSIDE RELEASE
PUSH UP FIELD NO DEEPER THAN 4 YDS.
- BREAK INSIDE AND SEPARATE.
100 - CATCH, CLUTCH, CONVERT -
|- ZONE - OUTSIDE RELEASE

ROUTE - FLAT

DOO( )

PUSH UP FIELD 2 YDS. GAINING WIDTH AND DEPTH
TO 3-4 YDS. (DEPTH DETERMINED BY COMBO ROUTE.)
SIT DOWN 3 YDS. FROM SIDELINE IF BALT HAS NOT
BEEN THROWN.
*MAN - OUTSIDE RELEASE
GIVE A GOOD HEAD SHOULDER FAKE, BREAK ouT
“AND RUN AWAY.

* FOCUS ON BALL.

. CCC

ROUTE - CROSS

» CROSSING ROUTE 6-8 YDS. DEEP.
» ZONE - INSIDE RELEASE
ANGLE IN TOWARDS FRONTSIDE LB GA[NTNG
DEPTH TO 4 YDS.
BREAK INSIDE - '
AFTER CROSSING THE BACKSIDE TACKLE BOX FIND

8-~ 4 THE OPEN AREA, KEEP YOURSELF OPEN.
- MAN - INSIDE RELEASE
PUSH UP FIELD 6-8 YDS. AND BREAK INSIDE.
OO SEPARATE
|- INSIDE RELEASE

CTION 2 ROUTE
5 .

OO

« ANGLE INSIDE PUSHING UP FIELD &-10 YDS.

* AFTER CROSSING BALL ANGLE TO 15 YDS.

+ EXPECT TO CATCH BALL AROUND OPPOSITE HASH.
*ZONE - THROTTLE DOWN

*MAN - KEEP GOING

*FOCUS ON BALL.

‘AKED 2 ROUTE
15

10O

« INFLUENCE STEP, INSIDE RELEASE.
* ANGLE INSIDE GRADUALI.,Y GAINING DEPTHTO
15YDS.

«GET TO OPPOSITE NUMBERS.

<IF BALL IS NOT THROWN STOP AT NUMBERS

- AND KEEP YOURSELF OFEN.

{*FOCUS ON BALL.




BASIC ROUTE TREE

RECEIVER ROUTE GRID
ROQUTE VISUAL DEPTH ADJUSTMENT. POINTS OF EMPHASIS
2 SToP 12 YARDS | RUNITROUTESTAYS | INSIDE RELEASE PUSH TO A DEPTHOF 12
. OVERTHE |ONVSALL YARDS OVER THE BALL. SIT DOWN IN ZONI
BALL COVERAGES AND MOVE BACK TO THE BALL. VS MAN
STICK AT THE TOP OF THE ROUTE AND
/ RETURN TO THE QB. ' '
PIGEON _ 5 YARD BREAK | RUNITROUTE STAYS | RUN SLANT COURSE — 3 STEP VERTICAL
(SLANT AND i POINT ON VS ALL CORNER ROUTE AND SELL HARD INSIDE MOVE.
Go) - ' ' ALIGNMENTS REDIRECT HIPS AND RUN A GO COURSE.
: ‘ MOVE FROM THE SAFETY. VS NO
CHALLENGE TAKES 3 STEPS INSIDE MAX.
VS WALL CORNER, MAKE A SIGNIFICANT
- HINT INSIDE (MAY ONLY NEED 1 STEP)
2) BEFORE UPFIELD ACCELERATION.
UNDER 6-8 YARDS | RUNITROUTESTAYS | INITIATE ROUTE LIKE A FLAT ROUTE.
: ON VS ALL CLIMB TO A DEPTH OF 4-6 YARDS. PLANT
COVERAGES AND PIVOT TOWARD THE LOS AND FINISH
BACK INSIDE CLIMBING TO A DEPTH OF 8
YARDS. S
ARROW 34 YARDS | RUNITROUTE STAYS | INITIATE ROUTE LIKE A FLAT ROUTE. SELL
ON VS ALL FLAT FOR A FEW STEPS THEN PLANT AND
COVERAGES COME BACK INSIDE ON A FLAT ANGLE. DO
NOT LOOP. '
e
TEEN - 6 YARDS RUN [T ROUTE STAYS | BEGIN ROUTE LIKE A ZERO TO A POINT 6
ON VS ALL YARDS DEEP OVER THE BALL. PLANT AND
COVERAGES. PIVOT TOWARD THE LOS AND RETURN
BACK. THIS IS AN UNDER ROUTE FARTHET
INSIDE. '




BASIC ROUTE TREE

RECEIVER ROUTE GRID
ROUTE VISUAL DEPTH ADJUSTMENTS POINTS OF EMPHASIS
6 ROUTE 12 YARDS | RUNITROUTESTAYS | VS FREE ACCESS ACCELERATE ON A
(HOOK) - ON VS ALL CORNER VERTICAL RELEASE TO A 12 YD DEPTH.
i\ ALIGNMENTS REDIRECT YOUR HIPS AND RETURN TO THE
] QB ON A HARD ANGLE. VS A SNUG INSIDE
v TECHNIQUE AT THE TOP OF THE BREAK
RETURN DOWN THE STEM AWAY FROM
PRESSURE. Vs COVER 2 WIDEN THE
CORNER ON YOUR RELEASE. VS PRESS
O FINISH ON THE MOVE.
7 ROUTE x o 16 YARDS | RUNITROUTESTAYS | VSFREE ACCESS BURSTRELEASETO A
(DEEPOUT) | N\ (8 STEPS) | ON VS ALL CORNER VERTICAL PATH TO A 16 YARD DEPTH.
N ALIGNMENTS. FINISH | STICK THE TOP OF THE ROUTE AND FINISH
BASED ON THE LIKE A 3. SPEED CUT AND GET LATERAL
: CORNER POSITION. SEPARATION. VS PRESS BURST RELEASE
BURST VS TOUGH AND FINISH FLAT OR ON A HIGH ANGLE
CORNER DEPENDING ON CORNERS POSITION. Vs C/2
: ROLL FINISH ON AN ANGLE FROM 15 TO 20
YDS.
8ROUTE .| ) 14 YARDS AT | FADE VS ANY TOUGH | VS FREE ACCESS OFF OUTSIDE CORNER
(POST) : ‘ BREAK POINT | CORNER TECHNIQUE, ACCELERATE TO A DEPTH OF
__ (7 STEPS) 14 YDS (7 STEPS) ON A SLIGHT ANGLE AT
' THE DEFENDERS SHOULDER. FINISH THE
| ROUTE UP THE SEAM. VS INSIDE
. TECHNIQUE STAY VERTICAL AND CROSS
. THE DEFENDERS FACE AT ANY ANGLE
NECESSARY. FADE ANY TOUGH CORNER.
9 ROUTE CLOSE RUN ITROUTE STAYS | ACCELERATE TO CLOSE THE CUSHION ON
(STREAK) CUSHION ON | ON VS ALL CORNER THE CORNER. RUN THE CORNER DOWN —
: ' CORNER WITH | ALIGNMENTS AN OUTSIDE FINISH IS PREFERRED. IF THE
. . SPEED CORNER MAINTAINS A WIDE OUTSIDE
' RELATIONSHIP, STICK HIM AND FINISH
INSIDE. WORK YOUR HIPS IN FRONT TO
' STACK THE DB. DO NOT FOOL THE QB BY
DOUBLE WORKING THE ROUTE. LEAVE
' ROOM IN THE BOX ON AN OUTSIDE FINISH.
0 ROUTE , 46 YARDS | RUN IT ROUTE STAYS | CROSSING ROUTETO A DEFTHOF 4 TO 6
(UNDER) ON VS ALL CORNER YDS. VS ZONE READ DROP OF LBERS. DO
’ ALIGNMENTS WHAT YOU SEE IN FRONT OF YOU-IF A
DEFENDER IS WAITING ON THE OTHER SIDE
SIT DOWN AT THE FAR TIGHT END AREA OF
WIDER. NO DEFENDER, KEEP ON THE
7 MOVE. VS MAN RUN AWAY, YOU MAY
(’5 HAVE TO STAIRSTEP TO GET SEPARATION.




ROUTE: O ALIGNMENT: NASTY +2
vs RETREAT ZONE vs RETREAT MAN vs CLOUD ]
|
c c +
A 9
[ ] | . R ] @

 —

-Take one step upfield and release
flat towards the ball.

-Keep your eyes on the under
coverage. -

-Work off of the far side hook
defender. -

-Hook-up in open area, 4-6 yds
deep.

-You must at least get over center or
further.

-Snap around and sit, give the QB
your numbers.

. -Get the comer going and make a

-Take one step upfield and release
flat towards the ball.

staircase move.

-Come out of the staircase flat and
accelerate across the field.
-Staircase around the tackle box
area to your side.

Same as retreat zone.

-Be alert for a wall tech. by the IL
-Vs. wall, make a move upfield a
slip undemeath the LB'er.
-Continue to your spot, working ¢
of the location of the offside hoc
defender.

vs TRAIL vs BUMP vs QUADS
|
T
S S .
i
C
C
C
’ ’ ' @R

-Take one step-upfield and flatten
hard under the comer.

-Staircase the comner.

-Flatten and accelerate across the
field.

-If the comeris in a press trail,
challenge inside. If you get, take it.
If he jumps hard inside, get over the
top.

-Press the comer off the ball with
several steps.

-Undercut him and release flat inside;
-Staircase the comer.

-Flatten and accelerate across the
field.

-May use stutter instead of of
staircase.

-Same as cloud.



ROUTE: 1 (Spot)

ALIGNMENT: Nasty (movement)

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C t
C
S
Vet
' ﬁ\i
. . R . W

R

—

gy

-Angle release inside to a point 4-86
yds. deep and 2-3 yds. inside your
alignment.

-Find the "hole".

-Snap around to the QB and give him
your numbers.

-Angle release inside to a point 4-6
yds. deep and 2-3 yds. in side your
alignment.

-Snap around to the QB, pause
slightly and accelerate flat outside.

-Same as retreat zone.

vs TRAIL vs BUMP vs QUADS
'i
‘ *
S S X
I
rd C
C
[ ] [ ] L] WR

-Angle release inside to a depth of
4-8 yds.

-Undercut a soft tech.

_Stutter and go over the top of a
press trail.

-Pivot and accelerate flat outside.

_Start to angle release as on a"0"
route.

-If you get inside, stay on angle
course, dont flatten.

-If he blocks you off, go over the top
and flatten inside.

-Pivot and accelerate flat outside.

-Same as retreat zone.



ROUTE: 1 (PIVOT)

ALIGNMENT: NASTY (Movement)

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

-Release on a flat crossing angle.
-Hook-up over the ball 8-8 yds. deep.
-Snap around to the QB.

-Press a wall LB'er and work back
outside and get open.

-Release on a flat crossing angle.
-Pivot over the ball 6-8 yds. and
accelerate flat outside.

-Same as retreat zone.

vs TRAIL vs BUMP vs QUADS
T T
S S A
|
C
C ———
. . h\% . I‘W.R

-Release inside on a crossing angle.
-Pivot over the ball and accelerate
flat outside.
-Vs. press trail, may go over the top.
- Flatten across to the ball 6-8 yds.,
pivot and accelerate flat outside.

-Release hard inside on a crossing
angle.

-Pivot over the ball 6-8 yds. and
accelerate flat ouside.

-If he blocks you off, go over the top
and flatten to the ball. Pivot and
accelerate flat outside.

-Same as retreat zone.




ROUIE: 4

ALIGNMENT: NASTY

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

-Take one step upfield and run
across the field 8-8 yds deep.

-Same as retreat zone.
-When crossing opposite an "O"
route, flatten and sqeeze the "O".

-Same as retreat zone.
-Be alert for wall LB'er. Set him
and work over the top.

vs TRAIL vs BUMP vs QUADS
T
T
S S .
JI
: C
C
C
.

-Inside release and start on crossing
route.
-Level off at 6-8 yds.

-Inside release and start on crossing
route.

-Level off at 6-8 yds.

-If comer blocks you off, go over the
top and level off.

-Same as retreat comer.
-Be alert for wall LB'er. Set him a
work over the top.



ROUTE: QUICK 3

ALIGNMENT: INSIDE

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

' @

-Stem release.

-Speed cut out on the first inside step)
-The route should leve! off at about

5 yds.

-Same as retreat zone.

Conversion
-Short stem, no deeperthan 5 y
-Squeeze the comer outside an
fade.

-Short stem no deeper than § yds.
-Fade to a point 20 yds. deep and
2 yds. from the sideline.

-Move the comner inside and fade.
-Fade to a point 20 yds. deep and
2 yds. from the sideline if the
comer has help.

vs TRAIL vs BUMP vs QUADS
S ‘|
S -+
C
C W(—
[} ] : R) L LR)
Conversion Conversion -Same as retreat comer.



ROUTE: 3

ALIGNMENT: INSIDE

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C o 1
S
C
. R . (WR . WR)
-Stem release. -Same as retreat zone. Conversion

-Speed cut out on the third inside
step.

-Short stem, no deeper than 5 yds
-Squeeze the comer outside and

-Be tight in the tum. fade.
vs TRAIL vs BUMP vs QUADS
& +
S -
C
C
] ] ] (WR
Conversion Conversion -Same as retreat comer.

-Short stem and deeper than 5 yds.
-Fade to a point 20 yds. deep and 2
yds. from the sideline.

-Move the comer inside and fade.
-Fade to a point 20 yds. deep and

2 yds. from the sideline if the comer
has help.




ROUTE:QUICK 4

ALIGNMENT: WIDE 2

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C c -
S
c
) @ ' @R ’ WR)
-Stem to 6 yds. deep. -Same as retreat zone. Conversion

-Sink the hips and plant the outside
feet. '

-Snap around to the QB.

-Think outside after the catch.

-Short stem no deeper than 5 yd
-Squeeze the comer outside anc
fade.

vs TRAIL vs BUMP vs QUADS
|
T
S
S -
!
C
C
¢ ' . 4
Conversion Conversion -Same as retreat corner.

-Short stem no deeper than 5 yds.
-Fade to a point 20 yds. deep and
2 yds. from the sideline.

-Move the comner inside and fade.
-Fade to a point 20 yds. deep and

2 yds. from the sideline if the comner
has help.

-Stay steep if no help.




ROUITE: 4 CHOP

ALIGNNENIT: TIGHT 2

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C -~
C 1
S
¢ @ L R L) @
-Stem to 13 yds. -Same as retreat zone. -Short stem and squeeze inside
-Chop your feet and tumn your eyes the comer.
and shoulders to the QB. -Same technique as retreat zone.
-Slight pause and explode upfield.
-Be alert, avoid jam.
vs TRAIL vs BUMP vs QUADS
| ;
S S .
!
c
C
C
. . ’ 0

-Same as retreat zone.

-Set the comer inside.
-Same as retreat zone.

-Same as retreat zone.



ROUTE: 4

ALIGNMENT: TIGHT 2
*Play Action 4's- Deepen the route 2 yards (15 yds). They are '"Run-it" 4's.

vs RETREAT ZONE

vs CLOUD

vs RETREAT MAN

1 S
£
-Stem to 12 yds. deep. -Stem to 12 yds. deep. -Release at the outside numbeT
-Sink the hips and plant the outside | -Sink the hips and plant the widen him.
foot. outside foot. ~-Squeeze the comner inside. -

-Snap around to the QB. Move
under control to the ball.

-Move to the next hole inside vs. widd
defender.

-Be alert during stem of a wide
defender.

-Snap around and work back down
the stem.

-Angle slightly out to a spot 12'y
deep over original alignment.
-Sink the hips, plant the outside -
-Snap around to the QB.

vs TRAIL vs BUMP vs QUADS
I
|
S . i
T
C
C

-Short stem, get over the top and
flatten inside at a depth of 10 yds.
-Pivot and explode back outside.
-Lose a little ground coming out.

-Use retreat man tech. vs. a comner
on the same level (hip-to-hip).
-Use trail tech. vs. a comer trailing.

-Same as retreat zone.



ROUTE: SHORT 4

ALIGNNMENIT: MAX

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

° )

w —r

. WR

-Stem to 8 yds. deep.

-Sink the hips and plant the outside
foot.

-Snap around to the QB.

-Same as retreat zone.

-Release to the outside number
the comer to widen him.
-Squeeze the comer inside.

-At 8 yds. sink the hips and plan
the outside foot.

-Snap around to the QB.

vs TRAIL

vs BUMP

vs QUADS

o —

w —

-Use "juke" tech.

-Use "juke" tech.

-Same as retreat zone.




ROUTE: PIVOT 5 ALIGNMENI: BASE +2

| vs RETREAT ZONE vs RETREAT MAN vs CLOUD
-
%\ c \ t
S
C
1
-Stem release. -Same as retreat zone. -Short stem, no deeper than 5 yc
-At 15 yds. sink your hips, plant with -Outside release, squeeze the
the outside foot and snap around. comerand finish the route as if -
-Don't "back" out of the break. Come retreat zone.
back down the stem and work
outside.

*No conversion. All pivot §'s are

run-its.
vs TRAIL vs BUMP vs QUADS
-<
s T \
S «~
C
C
-Same as cloud. -Same as cloud.
-Sell the fade.

-Same as retreat zone.




ROUTE: &

ALIGNMENT: BASE

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

A

S

-Stem release, hold your line. Sell | -Same as retreat zone. -Short stem, no deeper than 5 yd

the routeasa 9. -Squeeze the comer outside and

-Break out at 18 yds. run out of the fade.

cut.

-Don't lean into cut or chop your feet.

-Finish hard back down the sideline. *If it is a "run-it", outside release,
squeeze the comer and finish the
route as if retreat zone.

vs TRAIL vs BUMP vsQUADS
1
| Y . M
S RuN } |
T Aun S R
w f
C
C
G |

-Short stem, no deeper than 5 yds.
-Fade to a point 20 yds. deep and
2 yds. from the sideline.

*If it is a "run-it", outside release and
run the route - no conversion.

-Same as trail.

-Same as retreat zone.



ROUTE: 6 ALIGNMENT: BASE

‘Play Action 6's- use inside angle release and shorten the route by 2 yds- (18yds)

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C 1
C
S
C
. @R . @ ’ R
-Stem release, -Same as retreat zone. -Inside angle release. B
-Initiate speed cut in at 17-18 yds. -Stem and speed cut in at 17-18 yc
Finish at 20 yds. - Finish at 20 yds.
-BE TIGHT IN THE TURN, lose 1 yd. -Be tight in the tum, lose 1 yd. bac}
back to QB after leveling at 20 yds. to the QB after leveling at 20 yds.
-Be alert for the ball immediately out -Be alert for the ball immediately
of break. out of the break.
-May use outside move at top of
stem as change-up.
vs TRAIL vs BUMP vs QUADS

: i
T
C
C
-Inside angle release, get inside the | -Same as trail. Conversion

corner if you can - otherwise, work
over the top and stem to 17-18 yds.
-Set him with an outside move or
stutter.

-Break in and accelerate across
losing 1 yd. back towards the QB.

-Must move the comer!

-Stem release.

-Confirm the coverage.

-At 18-20 yds. sink your hips,
plant with your outside feet
and snap around to QB.

-May take inside angle release
if un sure coverage.



ROUTE: 7

ALIGNMENT: INSIDE

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
cC T
| | ﬁ
\IC
: @R ’ @R) ° R

-Stem release (unless play dictates
other-wise).

-Speed cut out on the fourth inside
step.

-Be tight in the tumn.

-No body language, or lean.

-Same as retreat zone.

Conversion

-Inside angle release.

-Stem to 15 yds.

-Locate the safety. If he is inside:
your stem take a high angle to t-
comer (front flag). If heis a hea
or outside, flatten your angle out
to a spot 20-22 yds. deep on the
sideline.

-Set the safety with inside move =
top of stem.

vs TRAIL vs BUMP vs QUADS
4[|- _ .
T
S S .
I
C
Conversion Conversion -Same as retreat zone.

-Inside angle release. |f the comer
blocks you off, work back over the
top.

-Stem to 15 yds. and set him with an
inside move.

-Locate the safety. If he is inside
your stem, take a high angle to the

comer (front flag). If he is head-up of

outside, flatten your angle to a spot

20-22 yds. on sideline.

-Same as trail on release and stem.
Take high angle to the comer
(front flag).

-If the coverage is misread as co
roll, run speed cut from inside
angle release.



ROUTE: QUICK 8

- - ALIGNMENT: BASE

vs RETREAT MAN

vs RETREAT ZONE vs CLOUD
c 1
c S
] R . R . R

-Stem release.

-Break in on a 45 degree angle
off of the second outside step.
-Adjust the angle of the Slant
according to the undercoverage.
Stay behind the undercoverage

-Stemn release.
-Breeak in on a flat angle off of the
second outside step. Be sudden!

-Release at the outside number
of the comer.

-Break in on a Slant course at

5-6 yds.

-Take an angle that puts you unde
the safety and behind the

defenders. undercoverage.
vs TRAIL vs BUMP vs QUADS
T T
S S

O —»

-Take a slight outside release and
sell the fade.

-Undercut the comer on a flat slant
course at 5-6 yds.

-If the comer is in a press trailo, set
himoutside and go over the top.
Cut him off.

-Take a slight outside release and
sell the fade.

-Undercut the comer on a flat slant
course,

-If you can get inside immediately,
do-so.

-Stem release.

-Break on Slant on the second
outside step.

-Take an angle that puts you unde
the safety and behind the
undercoverage.



ROUTE: DEEP 8 ALIGNNMENIT: TIGR1 <

vs RETREAT ZONE vs RETREAT MAN vs CLOUD )
C -
C |
S
cC
L
y @R C @R ‘ @R
M.F.C. -Same as retreat zone. M.F.O.
-Stem release. -Inside angle release.
-At 15 yds. break in on an angle to _ -Break in on an angle through th
the far upright. ' outside shoulder of the safety.
-You must collect the safety or -You must collect the safety or e
expect the ball deep. the ball deep.
vs TRAIL vs BUMP vs QUADS
‘s ‘;
T
o
C
C
. ) @ . @R
-Inside angle release. -Move the comer inside. -Same as retreat zone.
-Break in on an angle through the -Stem to 15 yds. and break in on an
outside shoulder of the safety. angle to the far upright.
-You must collect the safety or
expect the ball deep.




ROUTE: FIRM 8

ALIGNMENT: INSIDE

vs RETREAT MAN

vs RETREAT ZONE vs CLOUD
C c +
S
C
L
’ @B ’ @B ' @R
-Stem release. -Stem release. Conversion

-On the 4th outside step break in on
a skinny post.

-Snap the head around, and locate
the ball. This is a firm throw.
-Should catch the ball 2 yds. inside
original alignment 22-24 yds. deep.
-May set the comer with outside nod
on 4th step.

-On the 4th outside step break in on
a post.

-Take an angle enough to get
undemeath the comer.

-May set the comer with an outside
move.

-Short stem no deeper than 5 yds.
-Squeeze the comer outside and f:

vs TRAIL vs BUMP vs QUADS
T
S
S -
I
C
C

[} L] L] R

Conversion Conversion -Same as retreat zone.

-Short stem no deeper than 5 yds.
-Fade to a point 20 yds. deep and
2 yds. from the sideline.

-Move the comer inside and fade.
-Fade to a point 20 yds. deep and 2
yds. from the sideline if the comer
has help.

-May widen the comer at the top
of the stem.



ROUTE: 9 ALIGNMENT: TIGHT 2
vs RETREAT ZONE vs RETREAT MAN vs CLOUD —
C c T
S
hy
' @R ’ : @R) .

-Stem release.

-At 14 yds. set the comner with slight
inside move.

-Squeeze the comer outside. (If you

‘can't get outside - redirect inside
and slightly fade).

-Fade slightly and find the ball.

-The stem can't be any deeper than
15 yds.

-Same as retreat zone.

-Short stem and squeeze the cor
outside.

-Fade to a spot 20 yds. deep and
yds. from the sideline.

*|f fastest release squeeze the

comner inside or outside. If insid:
you must fade back outside to a
point 20 yds. deep and 2 yds.
from the sideline.

vs TRAIL vs BUMP vs QUADS ﬂ
T
S S T
C

—

-Short stem to the same level as the
cormer. Fade to a point 20 yds. deep
and 2 yds. from the sideline.

-Set the comer inside, take a short
stem and fade to a point 20 yds.
deep and 2 yds. from the sideline.

-Release at the outside number:
the comer. Stretch him.

-Stay on stretch course to 14 yd:
-Squeeze the comer inside and
stay vertical.



ROUTE: JUKE

ALIGNMENT: BASE

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C o +
S
_
' : ' @ ' @R

-Stem release to 6 yds.

-Break inside off of the outside feet.

-The 4th time the outside foot hits,
pivot and slide back outside losing
1 yd.

-Sell the route as a run-a-way.

-Same as retreat zone.
-Look at QB on inside break to sell
run-a-way to comer.

-Same as retreat zone.
-May use release to outside
number of corner to sell fade,

vs TRAIL vs BUMP vs QUADS
l t
. S T
C
C
. ’ (] WR)

-Same as retreat man.

-Set the comer inside.

-Short stem upfield and break in.
-Sell the run-a-way.

-Pivot (be sudden), and slide out.

-Same as retreat zone.




ROUTE: SHAKE

"ALIGNMENT: INSIDE

vs RETREAT ZONE

vs RETREAT MAN vs CLOUD
/
C c )
S
\ C
L

-Stem release and break to the post
on 4th outside step. Angle a little
flatter than firm 8.

-Snap eyes to QB to sell post. Take
no more than 3 steps to the post.

-Break back to the comer. Take high
angle if comer commits to the Post.

-Flatten to 20-22 yds. on sideline if
comer stays over the top or outside.

-Stem release and break to the
Post on 4th outside step. Take
a flat angle as if to get under
the comer.

-Snaps eyes to QB, and break
back to comer on high angle.
-If you close quickly, the Post
move may be abbreviated.

-Inside angle release.

-Stem to 15 yds.

-Locate the safety. If heis inside
your stem, take a high angle to
comer (front flag). If he is head
or outside, flatten your angle
outside to a spot 20-22 yds. D
on the sideline. :
-Set the safety with inside move
the top of the stem.

vs TRAIL vs BUMP vs QUADS
/"’" 6
T T
S S .
I
C
C
] '] [} @

-Inside angle release. If the comer
blocks you off, work back over the
top.

-Stem to 15 yds. and set him with an
inside move.

-Locate the safety. If he is inside
yourstem take a high angle to the
comer (front flag). If he is head-up
or outside, flatten your angle to a
spot 20-22 yds.deep on the
sideline.

-Same as trail on release and stem.
Take high angle to the comer (front
flag). ’

-Same as retreat zone. The corr
angle will be flat coming out of
post (outside leverage corner).



ROUTE: PIDGEON

ALIGNMENT: BASE

vs RETREAT ZONE

vs RETREAT MAN

vs CLOUD

-Run quick 8.

-Angle in 45 degrees on slant portion
of the route.

-Snap the head around.

-On the 3rd step into the slant
explode upfield and fade slightly.
-Be alert to position of comer. Avoid.
being jammed.

-Same as retreat zone.

-Use normal gk 8 tech.

-Angle in 45 degrees on slant
portion of the route.

-Snap the head around.

-On the 3rd step into slant exploc
upfield and fade slightly.

-Be alert to location of safety.

vs TRAIL

vs BUMP

vs QUADS

-Same as cloud tech.

-Use gk. 8 tech. -
-Sell the slant, snap the head and
eyes.

-On the 3rd step explode upfield and
fade slightly.

-Use retreat zone tech.



ROUTE: STOP

ALIGNMENT: BASE

vs RETREAT ZONE

vs RETREAT MAN vs CLOUD
/
c +
C ]
S
C
L
-Stem release, hold your line, sell the] -Same as retreat zone. Conversion
route as a 8. -Inside angle release.
-Break out at 20 yds., run out of the -Stem to 15 yds. and set the
cut. safety with an inside move.
-Don't lean or chop your feet. -Take a high angle to the comer
-Finish hard back down the sideline. if the safety is inside the stem.
Take a flat angle if the safety is
over the top or outside.
vs TRAIL vs BUMP vs QUADS
f
|
T
S S .
. |
|
C
C
. [} ] @.
Conversion -Same as retreat zone. -Same as retreat zone.

-Same as cloud.




ROUTE: TWIRL

ALIGNMENT: WIDE 2

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
C e 1
S
| . R * R 0

-Stem to 6 yds. deep.
-Sink the hips and plant the outside
foot.
-Snap around to the QB and PAUSE
‘ BRIEFLY. Flash your hands.
 -Pivot outside and get upfield.

-Same as retreat zone.

Conversion
-Short stem no deeper than 5 yds
-Squeeze the comer outside and

vs TRAIL vs BUMP vs QUADS
I rs
| s T
| _ S
| c
‘ c
L ] [ ] R [ ]
Conversion Conversion -Same as retreat zone.

-Short stem no deeper than 5 yds.
-Fade to a point 20 yds. deep and
2 yds. from the sideline.

-Move the comer and fade.

-Fade to a point 20 yds. deep and

2 yds. from sideline, if comer has he
-Stay steep if no help.

-Be alert for heavy outside levera
by the comer. Avoid contact.

p.




ROUTE: CHINA

ALIGNNENI: BASE

vs RETREAT ZONE vs RETREAT MAN vs CLOUD
c c t
‘/_'—’—’— —- — | A,—/—/‘ﬁ
. C
L
. _
L ¢ @R . @R)

-Stem to 6 yds. and hitch. If no color
stay.

-If color shows. Hunt the first hole
inside. Sit down - Be definitive.
Continue across field parallel, if no
inside color.

-If coloris on the same level, start
inside and set him, slide back
outside,

-Stem 6 yds. and hitch.

-Hold the hitch vs. soft comer.

-Use run-away inside vs. tight comer.
-If comer cuts you off you may slide
back out.

-Release at the outside number of
the corner to widen him.

-Break in at 6 yds. and hunt the fir
hole. -

vs TRAIL vs BUMP vs QUADS
1 T
S -
I
C
. @R) . . R
-Stem to 6 yds. -Inside relase. -Same as retreat zone.

-Set the defender and break inside
on run-a-way.
-No slide back out.

-If you get inside, take short stem to
straighten the comer. Set him and
run-a-way inside. _

-If the comer blocks you off, work up
over the top 4-5 yds. Set the comer
and run-a-way inside.

-Stay flat.




ROUTE: SQUIRREL

ALIGNMENT: NASTY

vs RETREAT ZONE vs RETREAT MAN vs CLOUD .
j c c !
S
‘ c
. @ . R ’ (WR)

-Stem release.

-Stutter-break down at 13 yds.
-Explode upfield to 20 yds. and break
out. (5-route).

-Don't lean or stutter stem.

-Run out of the cut back down the
sideline.

-Same as retreat zone.

-Short stem and squeeze the cor-
outside.

-Stem to 20 yds. and break as in
retreat zone. '

'vs TRAIL vs BUMP vs QUADS
T
S S $
c
c
- : . @

-Same as retreat zone.
-After stutter may use eyes to QB to
sellas 9.

-Same as trail.

-Same as retreat zone.
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FORMATIONS
Our formations will all have several distinct parts:

1, FORMATION
This dictates backfield set and possibly receiver (X, Y, & Z) alignment.

2, STRENGTH DIRECTION
Always to Y except in Spread & possibly when Y’s alignment has been altered.

3. ALIGNMENT TERM
Used only as a variation of the base formation. In many of our formations, there will not be
an Alignment Term.

Our Formations are separated into two categories: One Back & Two Back.

1. TWO BACK
Both RBs are in the backfield and no wider than our OTs.

2 ONE BACK :
One RB is in the backfield while the other is on either side edge or wider. A substituted
WR or TE could assume the detached RB’s identity (F).

One Back Formations are placed into the following groupings:

1. D FORMATIONS
The formations are balanced. X & F are aligned weak while Z & Y are aligned su'ono

2. T FORMATIONS _
These formations are unbalanced creating three strong (Z, F, & Y) and one (X)) aligned
weak.

3. FFORMATIONS
This is another balanced groupmc The difference is X & Z are weakside and Y& F are
strongside.

4. OTHER FORMATIONS ‘
Formations that do not fit into the previous three groupings. This is mostly Bunches.

THE FOLLOWING PAGES I LUSTRATE:

A. TWO BACK FORMATIONS

B.  ONE BACK FORMATIONS (by groupings)
C. ALIGNMENT TERMS

D. FORMATION VARIATIONS



TWO BACK FORMATIONS

ILT
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TWO BACK FORMATIONS

IRT

I RT SLOT
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TWO BACK FORMATIONS

"I RT OFF

| RT WING
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ONE BACK FORMATIONS

The position of the one back will be described by the letters Q, A T.

A

The Q position will represent the normal one back position 6-1/2 yards deep
behind the center.

The A position will be approximately 5 yards deep splitting the inside leg of the
offensive tackle to the split end side.

The T position will be approximately 5 yards deep splitting the inside leg of the
offensive tackle to the tight end side.

OO0®0OO0O0

® ®
o

The one back formations are divided into four categories:

a.

The "D" Formations

These formations all have two receivers on either side of the center. This is
referred to as "Doubles”.

The "T" Formations
These are the trips formations formed by Z, Y, and H.

. "F" Formations

These are the slot formations in which X and Z are on the same side. They can be
either doubles or trips.

. The last category are the bastard formations. These are the formations that don't fit

in the previous three categories.

FORMATION TERMINOLOGY

Change - H & R exchange positions
Switch - X & Z exchange positions
Swap - Y & Z exchangse positions



ONE BACK FORMATIONS
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DEUCE LT
"In Deuce, F or X is on LOS according to play!

| o DEUCE RT
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ONE BACK FORMATIONS
' - Ts Continued
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ALIGNMENT TERMS
*THEY APPLY TO ANY FORMATION CALLED!

JACKRT SLOT

SLOT

sup
JACKRT SLIP
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ONE BACKA FORNATIONS

D VARIATIONS
DEUCE LT SLOT DEUCE RT WING
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JUMBO FORMATIONS
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ONE BACK FORMATIONS

F VARIATIONS

©
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FLANK RT FUZZ
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DEFINITIONS OF TYPES OF MOTIONS

PLAYER CALL

Z Motions "Zoom"
"Z Orbit"
"Zap"”
"Zing"

- | "Zip"

>< "Zeke"

"Zagﬂ

\\x "Buzz”

X Motions "Ox"
*H must always align
on the ball on X motions

"X Orbit”

"Exit”

DESCRIPTION

Tells the Z to line up opposite and motion back
across the formation into the formation called.

Tells the Z to align in the formation called and motion
to the outside hip of the end man on the LOS then
reverse his motion toward the direction from which
he came, turning toward the defense. He does not
cross the formation.

Tells the Z to line up opposite and motion across the
formation to the X or open side to a hold off position.

Tells the Z to line up opposite and motion across into
the formation called, to a hold off position nextto Y.

Tells the Z to align in the formation called and motion
to the hip of the end man on the LOS. Z doses not
cross the formation.

Tells the Z to align in the formation called and motion
out of it while crossing the formation. The resulting
formations could be unusual.

Tells the Z to align opposite the call motion to the far
guard, return past the center then reverse to a hold
oft position into the formation called.

Samae as "Zoom" except that Z will extend his motion
until he becomes the widest receiver to his side.

Tells X to align opposite the formation called and
motion across the formation to the call.

Tells X to align to the side of the call and motion into
the formation to the hip of the end man on the LOS,
then reverse back out to his original starting point,
turning towards the defense. He does not cross the
formation.

Tells X to motion out of the formation called crossing
the formation. This will result in unusual formations.



Definitions of Types of Motions
Page 2

PLAYER CALL
Y Motions "Fly"

Z must be on the LOS
on all Y maotions

"Long Fly"

“Leap”

"Long Leap”

"Yin"

"Jump”

H Motions "Whiz"

"Quick Whiz"
"Long Whiz"

"Motion”

"Quick Motion”

"Long Motion”

DESCRIPTION

Y aligns off the ball and motions across the
formation into the formation called.

Same as "Fly" except Y motions outside of the widest
receiver.

Y aligns off the ball to the formation called and
motions out of the formation while crossing the
formation.

Same as "Leap" except Y continues his motion
outside of the widest receiver.

Y aligns off the ball to the side of the call outside the
widest receiver and motions towards the formation
and his normal alignment. "
*Cannon formation is an exception for Y's initial
starting point.

Y aligns off the ball in his normal alignment and short
motions inside to the near A or B gap.

H aligns in the formation cailed and motions out of
the formation away from Y. His ending point will be
determined by the play called.

Same as "Whiz" but only a one or two step motion. H
will leave on the QB's foot on "quick whiz™ motion.

Same as "Whiz" only H will extend his motion outside
the widest receiver to that side.

H aligns in the formation called and motions out of
the formation towards the Y. His ending point will be
determined by the play called.

Same as "Motion™ but only a one or two step motion.
H will leave on the QB's foot.

Same as "Motion" only H will extend his motion
outside the widest receiver to his side.



Definitions of Types of Motions

Page 3

PLAYER

H Motion (Contd)

R Motions

CALL

"Orbit"
(H is understood)

"Hump”

"Hammer"
(can also apply
toY or U)

nHipu
"Rexn

"Long Rex"

" Roy"

"Long Roy"

DESCRIPTION

H will align in the formation called and motion across
the formation to the off guard then reverse back
facing the defense to his original starting point.

H aligns in the formation called and short motions
inside to the near A or B gap.

H aligns in the formation called and motions across
the formation to the outside leg of the tackle and
reverses facing the defense.

H aligns outside the widest receiver in the formation
called and motions towards the outside hip of the
end man on the LOS nearest him. H does not cross
the formation.

R aligns in the formation called and short motions
away from Y. He will begin his motion by going
towards the LOS to the opposite side of the QB than
which he is motioning.

Same as "Rex" only R will extend his motion to
outside of the widest receiver to that side.

R will align in the formation called and short motion
to Y. As with "Rex" he begins by starting towards the
LOS to the opposite side of the QB, than which he is
motioning. :

Same as "Roy" only R will extend his motion to
outside of the widest receiver to that side.



BASIC RULE On "One" Short Movement --

'—Z-'-

Zip
Zoom
Zap

Zing
Zeke

Zag

Z Orbit
Fake Zap

UIXVI

Ox

X Orbit
Exit
COUNT

'y

Leap
Fly

Y Orbit
Jump
Lg Leap
Lg Fly
Yin

On "Two" Long Movement, Alerts, Check-With-We, Short yards and Goalline.

2nd
1st
1st
1st
1st
1st
1st
1st

1st
1ST
1st

1st
1st
1st
2nd
1st
1st
1st

1995 MOVEMENT AND SNAP COUNT

SNAP COUNT

2
2or4
2

1
1&2
2
2o0r4
2

SNAP COUNT

2
2
2

SNAP CQUNT

1or3
1or3
2or3

2oréd
20r4

H

Qk Motion
Qk Whiz
Whiz
Motion
Orbit

Lg Whiz
Lg Mot
Hip
Hump
Dual Mot
DBL Mot
Hammer

‘R’

Rex
Roy
Lg Rex
Lg Roy

COLOR SNAP COQUNT

2nd
2nd
1st
1st
1st
1st
1st
1st
2nd
1st
1st
1st

COLOR

1st
1st
1st
1st

1

1

1or3
1or3
2or3
2or4
2or4
for2

2o0r4

2o0r4
2

SNAP

2or4
20ré4



< MOTIONS

ZOOM
%Z crosses into the formation called

FLANK RT ZOOM

® OOoOLOO®
o) ®

®

‘ ®

TRIPS RT ZOOM

) OCOLJOO®
O] ®

@
®

TRIPLE RT ZOOM

FLOAT RT ZOOM

| —

®

S

&) OO%IOO@ ® ® OOLOO®
® , 3 S ®_&
® ®

Z ORBIT FLANK RT Z ORBIT
Motion down to the end man on line of scrimmage
then reverse back out.
TRIPS RT Z ORBIT

® oogoo® ® oogoo®

e (D)
® ®
| RT SLOT Z ORBIT FAP = =
Cross formation to the X side hold off position.
FLEX RT ZAP
® OOoOO® )
OF D E) O % O0O® ,
¢ )
®
® ®

FLANK RT FAKE ZAP FAR RT SLOT ZAP

® OOoOOO® O®

@t o) ® ® ? O % @) ®



£ MOTIONS

ZING - |NEAR RT ZING
Cross formation to the Y side hold off position.!
TWINS RT ZING
® _ QQ%@O@ ® > OO%CO@
o= » @ ool "
®
® ®
DEUCE RT ZING ZAG ]
‘Motion to far guard, return past center, then
reverse back to hold off position.
I LT JOMBO-ZAG Wl e V'}-
) ®OOIOCO® QOO_O0O®
- H
® 3
ZIP FLANK RT ZIP
' Motion to the hip of the end man on the LOS
 from the widest receiver alignment.
DEUCE RT ZIP
®

COTOO®
@ ®

@OOLOO0O®
® ®
FAR RT ZIP ZEKE
Motion out of the formation called while!
crossing the formation.
BUNCH RT ZEKE
2 QOO O® ® OO:“OA@
T e €5 @ O
+ Sy
®
® ®

TRIPS RT TITE ZEKE

®OOHOO®
. D o




Y MOTIONS

FLY TWINS RT FLY
Y crosses into the formation called
.NEAR RT FLY
® cC_CO ) ® OO OO (A
:/_Y\ = » @ = J I@
()
® ®
DOC RT FLY TONG FLY - X
'FLY outside of the widest receiver. .
(Formation may not end up exact.) |
TRIPLE RT LONG FLY
> OOJOo O @
‘['_J ANy
> @ ) N
® ®)
FLANK RT LONG FLY LEAP
Motion out of the formation called whﬂe.
crossing the formation.
TRIPLE RT LEAP
® OO0dOO ® ® eleoinle]e ¢
@ @ @ R . ) ® ®
® ®
DEUCE RT LEAP FAR RT LEAP
®OOLCO | ® oJolmlefe
®» © @ ) ORI
G
® ® _
LONG LEAP
Motion out of formation and outside of the
widest receiver.
TRIPLE RT LONG LEAP
<) OO OO @
| ¢ @ » ®
i



0 MOTIONS

(Always motion out of the formation called)

'WHIZ
H motions away from Y|

TRIPS RT WHIZ

NEAR RT WHIZ

> OOLOO® ® OOLJOO®
‘ = ®  © B
|
® ® ®
|QUICK WHIZ LONG WHIZ
 Whiz with ope or two step motion Whiz outside of the widest receiver. .
leaving on QB's foot. TRIPS RT LONG WHIZ
I RT QUICK WHIZ |
e CORHOOO > ® OOQPOOV
1"-ﬁ® & ‘ @
® ®
NEAR RT LONG WHIZ DOC RT LONG WHIZ
® oOoOoO® ®
) D j@ @ : OO % QO®
® ®
"ORBIT - FLANK RT ORBIT
| Motion to the off guard then reverse back
'to your original alignment.
TRIPS RT ORBIT
> OOLJOOO® ) oo Ov®
©) N @ N
, ® @ ” D
® ®
NEAR RT ORBIT FAR RT ORBIT
S COFLOD ® olelnleYelv
@
g\ | D i




R MOTIONS

REX 'LONG REX .
R short motion away fromY. Rex outside of the widest receiver. |
TRIPS RT REX TRIPS RT LONG REX
@) OO 0OO & OO OO
) ) — Q@ ®
ROY | LONG ROY i
R short motion to the Y side. ' Roy outside of the widest receiver.|
FLANK RT ROY DUAL RT LONG ROY
€] ] OO Od
5 OOQOOQ o » ® OCOQOOCD 4




MOVEMENT
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EXPLANATION - | 7-1
DESCRIPTIONS - 72
7 MOVEMENTS | 7.5
X MOVEMENTS . 7-7
Y MOVEMENTS 78
F MOVEMENTS | 79
H MOVEMENTS 7-11

SHIFTS 7-12



MOVEMENT

Movement is very important to our total offensive system. There are several reasons
for movement in our offense; among the most prominent reasons are:

1. To create a personnel advantaae by creating coverage mismatches on our recelvers
or backs.

2. To create a personnel advantage by effecting changes in run support and force
responsibilities.

3. To create secondary movement in an effort to better enable our quarterbacks to
recognize coverages. - '

4. To get our personnel in better position to execute their given assignment.

5. To create problems for the defense in man under coverages when attemnpting to hold
or bump receivers at the line of scrimmage.

6. To create an opportumty for mdec1s1on confus1on and/or misalignment by the

secondary.

7. To cause movement on the part of the defense in an effort to realign their personnel
with the coverage calls and changes, and not allow them to set themselves and react
to familiar offensive patterns. Make the defense play “on the move.”

8. To force opponents to spend practice time and effort on adjusting to movement
patterns rather than improving defensive skills and schemes.

9.  To create a visual complexity to the defense, yet be able to run the same basic plays
from a variety of looks.



DEFINITIONS OF TYPES OF MOTIONS

PLAYER CALL

Z Motions "Zoom"

"Z Orbit"

"Zap"
"Zing"
"Zi pﬂ

"Zeke"

“Zag "

"Buzz"

X Motions . "Ox"

“H must always align
on the ball on X motions

"X Orbit"

"Exit”

DESCRIPTION

Tells the Z to line up opposite and motion back
across the formation into the formation called.

Tells the Z to align in the formation calied and motion
to the outside hip of the end man on the LOS then
reverse his motion toward the direction from which
he came, turning toward the defense. He does not
cross the formation.

Tells the Z to line up opposite and motion across the
formation to the X or open side to a hold off position.

Tells the Z to line up opposite and motion across into
the formation called, to a hold off position next to Y.

Tells the Z to align in the formation called and motion
to the hip of the end man on the LOS.” Z does not
cross the formation.

Tells the Z to align in the formation called and motion
out of it while crossing the formation. The resulting
formations could be unusual.

Tells the Z to align opposite the call motion to the far
guard, return past the center then reverse to a hold
off position into the formation called.

Same as "Zoom" except that Z will extend his motion
until he becomes the widest receiver to his side.

Tells X to align opposi}te the formation called and
motion across the formation to the call.

Tells X to align to the side of the call and motion into
the formation to the hip of the end man on the LOS,
then reverse back out to his original starting point,
turning towards the defense. He does not cross the
formation.

Tells X to motion out of the formation called crossing
the formation. This will result in unusual formations.



Definitions of Types of Motions
Page 3

PLAYERS - CALL

F MOTIONS con’t “Buzz”

“Orbit”
(Fis upderstood)

‘LB arlg”

‘GF]iPS’

H MOTIONS “Tex”

DESCRIPTIONS

Same as “Motion” only F will extend his
movement outside the widest receiver from the
formation called.

F will align in the formation called and motion
across the formation to the off guard then reverses
back to his original starting point while facing the
defense.

F aligns in the formation called and motions m51de
to the near A or B gap.

" F aligns outside the widest receiver in the formatio
_called and motions toward the outside hip of the

end man on the LOS nearest him. F does not cross
the formation.

H aligns in formation called and motions out past
X. '

H aligns in formation called and motions out past
Z. '



L MOVEMENITS

ZOOM
Z crosses into formation called.

FLANK RT ZOOM

TRIPS RT Z00OM

& OOLOO® ® OOLIOO®
b —— @ @ @ B
® ®@
TREY RT ZOOM FLOAT RT ZOOM R
® OOLIOO® ® ooJoOo® '
>t ® ® o
® ® )
Z ORBIT FLANK RT Z ORBIT
Motion down to the end man on
the LOS then reverse back out.
TRIPS RT Z ORBIT .
€ OOJOO® €3 OOLOO
O] ® Ot T ® ®
®@ ®
| RT SLOT Z ORBIT ZAP ‘ o
Cross formation to the open side
hold off position.
FLEX RT ZAP
€ OOLJOO® €3) OOOO®
& ®
QUEEN RT SLOT ZAP ZORRO
Reverse motion to the openside
hold off pesition.
FLANK RT ZORRO

® _OOOOO®

| ——

® . O0O00®



X MOVEMENTS

oX DUAL RT OX
X crosses into the formation called.

DOUBLE RT OX

, ® OOLJOO® & ®© , OOLIOOD &

@ G))
X ORBIT EXIT
Motion down to the end man on the LOS. Motion out of the formation called
fwhile crossing the formation.
DEUCE RT X ORBIT FLOAT RT EXIT

EOO0OLIOO® @ _ OOoOJOoOO® ,
=== ® | @ @ ST T ®

® ®




F MOVEMENTS

JAM ' DEUCE RT JAM
F motions away from Y.
. JACK RT JAM )
*if the F the edge, ht
x the F ?ﬁl:ﬁ'ﬂ‘?rgt:kfute’d?ﬁ mntem_lﬁn?inatt out g;a_rr}‘};)ssr::;e-
formation called and end accord- end up in the formation called!
ing to assignment!
® OOOO® ® QOO O®
, @ @ t o0
® ®
DOUBLE RT JAM JET .
Jam outside of the widest receiver from the formation called.
JACK RT JET
*1f the F is detached, his move-
ment will iniate out of Twins and
end up in the formation called.
® OOLIOO® o OOOO®
bVM———e———® © ® @
B
®
TRIP RT JET TWINS RT JET
© OOOOO® O OOOO™®
b B——® @ ———————0® ©
® ®
MOTION TRIPS RT MOTION
F motions toward Y.
QUEEN RT MOTION )

.. backfield. hi *Hthe Ft the edge, his
Zo?aﬁeﬁt’&ﬁ’?m out a'f.:;ase ment "i'ﬁ:";w out ‘?fe[’e'”em‘;;-
formation called and end accord- end up in the formation called!
ing to assignment!

® OOLOO® €3 oOoOOoO®
- © @ O @
@ ®
TWINS RT MOTION BUZZ
) Motion outside of the widest receiver from the formation called.
QUEEN RT BUZZ
“i the F is detached, his move-
ment will iniate out of Double and
end up in the formation called.
® COOOO® ' €3 OOOCO™® >

F



A MOVENMENI

TEX

Extended movement out of the formation called away from Y.

y O OO%OO@ ® @

TWINS RT TEX

TOY

Y side extended movement out of the formation called.

€

®

DOUBLE RT TOY

OOLOO®

E




SHIFTS

“LEAP”
"LEAP" is a term used to shift the Y into the
forTTation czalled. It"s equivalent in motion
is Fly

Example: “Leap” Deuce Rt

At the LOS the QB says “Ready”. At that
point, F shifts to the Deuce and Z steps off.

“LEAP” DEUCE RT

“SCATTER”
“SCATTER" is a term used to shift the XY, Z, F,
& H from Bunch into the formation called.

Example: “Scatter” | Lt

At the LOS the QB says “Ready”. At that
point, F-H-X-Y-Z all shift form Bunch Rt to
I Lt There Is always a formation strenght
change in “Scatter”,

-—

“SCATTER” I LT

i “SHRINK”
“SHRINK" is a term used to shift the XY, Z, F,
& H from | into Bunch.

Example: “Shrink” Bunch Rt
At the LOS the QB says “Ready”. At that

point; F-H-X-Y-Z all shift from Double Lt into
Bunch Rt ForY & F this shift is similar to “Stem”.

“SHRINK” BUNCH RT

(X--> QOO0 Lz
'C? """"""""" 3 '"::::'-'@'@@"
S
“SHRINK" (Nickel) “SHRINK” BUNCH RT
“SHRINK" with Nicke! people switches the Y & F :
as in all Nickel Bunch formations.
Example: “Shrink” Bunch Rt
At the LOS the QB says “Ready”. At that
point, F-H-X-Y-Z all shift from Double Lt
into Bunch Rt.
Krr® OOLIOO O 2z
(Eoermmeee oo @D @
S
)
“HOP" “HOP” FLEX RT
*HOP" is a term used to shift H into the formation called
with an automatic Switch (H & F switch alignments and
assignments).
Example: *Hop" Flex Rt .
At the LOS the QB says “Ready”. At that
point H shifts out to where F would align if ® OODOO@
was in Flex. @ .@

8



DEFENSIVE FRONTS
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LINEBACKER ALIGNMENTS



IDENTIFICATION OF DEFENSIVE PERSONNEL

43 REGULAR PERSONNEL
SR,
" FES
oSBT, | o
CORNER
M T2 ¢
WILL %K chﬁlgfs mC%ig S—rElfz*'Tog‘GS/\!vi SS
W E T E S
® OCOLIOO®
T @ ®
(&) ®
34 REGULAR PERSONNEL
'sﬁﬁﬁm
ES |
c B .M TRoNG C
_—_ SS
W WEI%K NOSE S—I-EFI{“CI,DNGSAM
E N E S




IDENTIFICATION OF DEFENSIVE PERSONNEL

41 DIME PERSONNEL

FREE A SAFETY

SAFETY STRONG

ES SS

LEFT '
com . : CORNER
DIME WILL . C
D %Y NICKEL
wogEe mEme N

E T

T E
® ocotlioo ©

®

32 DIME PERSONNEL
FREE STRONG
SAFETY SAFETY
ES SS
CORNER ; ' ' B
C WILL SaM C
Dﬁm W S NICKEL
WEAK STRONG N




BOS
EXCHANGE
S

STACK

BOW

"UNDER"-

OVER

KC

BEAR

SOLID

WIDE

FRONT TERMINOLOGY

- LINEBACKERS SLIDE STRONG TO TIGHT END.

- WHEN THE STRONG END ALIGNS OUTSIDE THE SAM. SAM
WILL USUALLY BE IN A 7 TECHNIQUE AND MIKE AND
WILL BOS.

- LINEBACKER ALIGNED OVER THE OFFENSIVE STRONG

TACKLE.

—INA43FRONTWHENSAM,MIKEANDW]ILAIJGNIN'I‘HE-
BUBBLES. ' :

- LINEBACKERS SLIDE WEAK.

- THE DEFENSIVE LINE SLIDES AWAY FROM THE TIGHT
END IN A 43 SCHEME, OR REDUCES OVER THE WEAK
GUARD IN A 34 SCHEME.

- THE DEFENSIVE LINE SLIDES TOWARDS THE TIGHT END
IN A 43 SCHEME, OR REDUCES OVER THE STRONG GUARD
IN A 34 SCHEME. :

- LINEBACKER ALIGNED OVER THE OFFENSIVE WEAK
TACKLE.

- 'WHEN THE DEFENSIVE TACKLE IN A 43 SCHEME ALIGNS
ON THE END OUTSIDE IN EITHER AN UNDER OR OVER
LOOK. ’

- AN 8 MAN FRONT WITH A SOLID AND EXCHANGE TYPE
LOOK OVER THE TIGHT END. IF THE DEFENDER OUTSIDE
OF THE TIGHT END IS A DEFENSIVE LINEMAN IT IS AN
OVER. IF THE DEFENDER IS A LINEBACKER OR
DEFENSIVE BACK IT IS AN UNDER. -

_ A 7 MAN BEAR FRONT.

- WHEN THE CENTER AND GUARDS ARE COVERED BY
DEFENDERS ON THE LOS.

- THE STRONG END ALIGNS ON THE TIGHT END WITH THE
SAM ON THE LOS OUTSIDE OF HIM.



FOUR DOWN LINEMAN

BASIC»FRONTS
43 43 STACK
M R
W E TDTES EWTMTSE
OO@OO®' oloinlelelv)
BW 43S
W M M S .
E T TES "WE T T E
OQOLIOO® OOJ00®
43 BOS EXCHANGE 43 BOW
E Yrv {\-rd‘s E W M S
0OO00® RPREN -
Yo OO%OO@
43U1§DER 43 OVER
M M
WET T ES WE T TES
OOLUOO® O0OO0®
© @
43 UNDER W 43 OVER S
W M | . M S
E T T E S W E T T E
OO%OO@ OO%OO@




THREE DOWN LINEMAN

BASIC FRONTS
134 34SOLID -
B M B M
W E N ESS W ENZE S
- O0OLIOO® ooLUOO®
@ @ 4
34 UNDER W 34 OVERS
B M‘ B M
W E N ES W E N E
OO%OO@ OOE]OO@
[34B0S 34BOW
W B M B M S
E ‘N ES WE N
OOoLOO® OODOO@
@ @
34G AWEAKG
B M B M
W E N ES WE N E S
ootoo® OOLIOO®
@ @
34BEAR ~ [3%CUB VS ONE BACK
ss' B SS g B
W ENE M W ENE MS
OO%OO@ OO%OO@




NICKEL FRONTS

FOUR DOWN LINEMAN

THREE DOWN LINEMAN

85

42

32

M N W M
E T T E E N E
OO0 C
OQ%OO® © ®
® ®
42 OVER (OV) - 32 STRONG
W M w M
E T T E E N E S
OO
OO%OOCD OO% @
® ®
41 UNDER (UN) 32 WEAK
M M S
E T T E W E N E
OO%OO® QO%OO®
® ®
41 SOLID 31 SOLID
M M
w E T T E W E N E S
oOOoJo o OO_100
@ O ©) ®
® ®




NICKEL FRONTS

THREE DOWN LINEMAN
W S W R S
E N E E N E
OOoLOO® OOoLOO®
@ @
338 ‘ 33W
W R R S
E N E S W E N E
- O0oL00O® OoOoLOO®
~ |
33 STRONG KC 33 WEAK KC
w R R S
E N E S W E N E
OOoLOO® OOLI0O®
@ @
|
33SOLID '
R .
W ENE S
OooLoo®
A
®




STUNTS

E

fj e 55’@

DIAGRAM 43 EXPLANATION
143 WTT DEFENSIVE TACKLES TWIST WITH
THE WEAK TACKLE GOING FIRST.
E T T E
O O®
43 SLANT DEFENSIVE LINE PENETRATES
CONTROLLING THE STRONG GAPS.
E. T E
O\QD &o\@
@ _
43 ANGLE DEFENSIVE LINE PENETRATES
CONTROLLING THE WEAK GAPS.
E
[ om@é@) :
: @
43 DOUBLE ET DEFENSIVE TACKLE AND END TWIST
WITH THE END GOING FIRST.
E_-T T~_E
q5<qm gz?@ ®
@
43 DOUBLE TE ' DEFENSIVE TACKLE AND END TWIST
WITH THE TACKLE GOING FIRST.
E~.T T.,E -
@Io ] q‘ég;
43 STTE THREE MAN GAME WITH THE
STRONG END GOING FIRST.
E T__T—FE
olea Q®
@
43 WTTE THREE MAN GAME WITH THE
_ WEAXK END GOING FIRST.




STUNTS

» ' _I_)IAGRAM 34 EXPLANATION
" 134 SLANT ’ - DEFENSIVELINEPEI‘JETRATES
CONTROLLING THE STRONG GAPS.
E N E
QOQQQ@
©) |
34 ANGLE DEFENSIVE LINE PENETRATES
CONTROLLING THE WEAK GAPS. .
E N E
jele/uleolv
Q) |
- 134 SEN NOSE AND THE STRONG END TWIST
WITH THE END GOING FIRST.
E N E
0000 ®
34 SNE NOSE AND THE STRONG END TWIST
WITH THE NOSE GOING FIRST. -
E N E
OoOhO®
34 WEN NOSE AND THE WEAK END TWIST
WITH THE END GOING FIRST.
E N E
O0®
© |
34 WNE NOSE AND THE WEAK END T WIST
WITH THE NOSE GOING FIRST.
E—~_N E |
O00O®
34 OUT DEFENSIVE ENDS PENETRATE
TO THE OUTSIDE GAPS.




~~ DOGS |
(LINEBACKER PENETRATION)

-D -C

®|O

Y A 4 B 4

®

-B

O

A +A +B +C

DOGS ARE IDENTIFIED BY THE NAME OF THE PENETRATING LINEBACKER
AND THE GAP HE IS GOING THROUGH. WEAKSIDE GAPS ARE INDICATED BY THE
MINUS LETTERS AND THE STRONGSIDE GAPS BY THE PLUS LETTERS. THE
ORDER OF IDENTIFICATION IS SAM-MIKE- WILL. IN NICKEL, THE ORDER IS
NICKEL-SAM-WILL. CROSS DOGS ARE INDICATED BY SWITCHING THE ORDER.

+D

ILJOO|®
©
®

@

43 MIKE +B (M +B) 34 WILL -B (W -B)
W M W B M
E T E S N E S
QOoOLO0® OLIOO®
@ | ©)
43 WILL -B (W -B) 34 MIKE +B, BUCK +A (M +B, B +A)
W M W B M
T TES E E S
OLIOO® OO O®
@ @ |

43 SAM +D, MIKE +B, WILL -A
(S +D, M +B, W -A)

M S
E
iele nlo'e
@

34 MIKE +A, BUCK +B (M +A, W +B)
w B M

E. N ES
OOoLO® .

43 SAM +A, MIKE +C, WILL -C
(S+A, M+(%/W-C) M S

E T E

OOoULO®

34 BUCK -B, WILL-A (B -B, W -A)
W B M




LINEBACKER ALIGNMENTS

MIKE
NORMAL —IMIC
M
ET TE E TMT E
OOLOO® OOoLOO®
@) | @
MUG MUT
E T TME E T TME
OOCLOO® OCOLIOO®
@ ©
GAP PLUS (+A)
M
E TMT E ' E T TE
OOLIOO® OOLIOO®
| : @ | N @ -
{PLUS B (+B) PLUS C (+C)
M M
E T T E E T T E
OOLIO0O® OOLOO®
MINUS A (-A) MINUS B (-B)
. M M
E T TE E T
OOLIOO® OO%OO@
MINUS C (-C)
M
E T TE
OOLO0O®




SPECIAL SAFETY ALIGNMENTS

STRONG SAFETY CHOKE STRONG SAFETY TUFF
SS§ S S SS
OOUOO® COUOO®
O O
@
STRONG SAFETY UP STRONG SAFETY Q
ss SS
W M
S
OOCUOO® OCOdOO®
O O @
( SS at LB depth)
FREE SAFETY TUFF FREE SAFETY Q
FS
M W
FS
olelulele elelnlele ®
O O




COVERAGE DESCRIPTION
DEFENSIVE GROUPINGS
COVERAGE TERMINOLOGY
CALLING COVERAGES
REGULAR COVERAGES:
COVER 0

COVER 1

COVER 1 WEAK
COVER 2

COVER 3

COVER 4

COVER 5

COVER 6

COVER 7

COVER 8

COVER 9 R
NICKEL COVERAGES:
COVER 00

COVER 10

COVER 11

COVER 22

COVER 34

COVER 55

COVER 66

COVER 88

COVER 97

PENNY COVERAGES
ZONE DOG COVERAGES
BLITZES

SAFETY ALIGNMENTS

DEFENSIVE COVERAGES

Page #
9-1
9-1
9-2

94
9.5
9-6
9.7

9-9
9-10
9-11
9-12
9-13 -
9-14

9-15
9-16
9-17
9-18
9-19
9-20
9-21
9-22
9-23
924
9-25
9-26
9-27



99

CALLING COVERAGES

USE THE FOLLOWING SEQUENCE TO CALL COVERAGES BASED ON OUR
COVERAGE NUMBERS AND TERMS.-

ZONE: 1ST;  COVERAGE NUMBER
2ND; SKY, CLOUD OR BUZZ TO INDICATE PRIMARY
FORCE/FLAT RESPONSIBILITY. .
3RD; DESCRIPTIVE TERM FOR SPECIAL SECONDARY
~ TECHNIQUE. (ie. CATCH) OR SECONARY ZONE
ASSIGNMENTS (i.e. QUADS) IF NECESSARY.
4TH;  MAX OR CINCO TO INDICATE NUMBER OF RUSHERS
IF NECESSARY.
- 5TH; ANYDOGORBLITZ -
EXAMPLES: 3 SKY MAX
7 ACE
2 CATCH

3 BUZZ CINCO
- (S+D, M+A, W-C)

*NICKEL, DIME AND DOLLAR COVERAGES ARE INDICATED BY TWO DIGITS. THE
FIRST IS THE STRONGSIDE AND THE SECOND IS THE WEAKSIDE.

EXAMPLE: 3 SKY/4 BUZZ
9 DEUCE/2 YALE
11 ROBBER
22 YALE



BASIC COVERAGE PRINCIPLES

COVERAGE DESCRIPTIONS:

Cover 0
Cover 1
Cover 2
Cover 3
Cover 4
Cover 5
Cover 6
Cover 7

Cover 8
Cover 9

{1 1 | 1 | O 1 I |

Man coverage, SS is free, 4 man rush

Man coverage, FS is free, 4 man rush

2 deep zone balanced, 4 man rush

3 deep zone rotated strong, 4 man rush

3 deep zone rotated weak, 4 man rush

2 deep zone unbalance strong, 4 man rush

Man coverage with six defenders rushing with a dog and/or blitz
Man coverage with weakside over play usually with a double
coverage of some type

1/4-1/4-1/2 configuration, or 4 deep zone (Quads)

Man coverage with strongside over play usually with a double
coverage of some type

DEFENSIVE GROUPINGS:

Penny
Nickel
Dime

Dollar

nw oo

3 DB's
5 DB's
6 DB's
7 DB's

The application of the coverage descriptions to the different groupings are as follows:

Basic 4 DB's and Pénny utilize the single number indicating the coverage. Nickel,
Dime and Dollar all use a double digit. The first digit defines the strongside of the
coverage. The second digit defines the weakside.

COVERAGE TERMINOLOGY

1. ACE - double coverage on widest receiver.

2. BUZZ - OLB with flat and force responsibility.

3. CATCH - a corner technique in which he has flat responsibility while playing level

off at around five yards.

4. CHOKE - an alignment placing the SS on the LOS in front of Y with an outside
rusher on the LOS.

5. CINCO - five man rush.

6. CLOUD - corner having flat and force responsibility.
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COVER 1 WEAK

Man coverage, SS is free, 5 man rush, M.F.C.
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3 deep zone rotated strong, 4 man rush, M.F.C.
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COVER 5

Strongside zone, cloud.fome strong, 14-1/4 coverage weak, MF.O.
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COVER 7

Man coverage with weakside over play usually with a double coverage of some type, M.F.O.
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COVER 9
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NICKEL, DIME, AND DOLLAR ol
COVERAGES
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COVER 10

.Nickelmancovemge,ssBﬁee,FSbMMon#zweak,u.F.C.
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COVER 22

Nickel zone coverage, 2 deep zone, ML.F.O.
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- COVER 55

Nickel strongside zone coverage, cloud strong, 14-1/4 weak, M.F.O.
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COVER 88 QUADST » — 1‘,; < SOVER 88 MATCHT . ? B
T FS S8 I T \FS SS I
C 7 o :
C T c
D M N/ D M N/ o
T T E '-.‘V

E T T E
® OO%OO@

E
® ©O

%oo®
®

® (Match= man coverage in your zone for D, N, +Monly!) _
COVERBBYALE 4 o
T 14 T T ]»
FS SS
© c
D T
® OOQOO® |
® © ® @
COVER 90'S COMBINATIONS
9 hDEUCE ! 2 YALE (9D/2Y) 9 COMBO /7 ACE (SCI7A)
FTS p FS ss - o:;rs release
SS ' e
® 0ogoo® ¢ 1 OOLOO® .
@ ® © | S@ ® @
® ® —
9 ACE/7TACE(QAITA)
FS
A SS
% E. T T “E L ¢
® QOO0 |
©) ®» @
® 7




COVER 88

Nickel zone coverage, 4 deep zone, ILFO
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ZONE DOG COVERAGES
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PENNY COVERAGES
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Anycovemé&withon!y3DBs,eightmnfmnts,usmnymodatedwithS.Y..G.L_, and four minute

PENNY COVERAGES
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BLITZ
(DEFEN SIVE BACK PENETRATION)

 BLITZES ARE HDEN'I'IFIED BY THE NAME OF THE PENETRATING DEFENSIVE BACK
AND THE GAP HE IS GOING THROUGH. WEAKSIDE GAPS ARE INDICATED BY THE
MINUS LETTERS AND THE STRONGSIDE GAPS BY THE PLUS LETTERS.
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“FB” 20/30 BELLY

.
MoYor folola)
4-3 Stack 4-3 G .
w ,( ), N
4-3 Over Stack 4-3 Under W
DESCRIPTION: :
UICK HITTING STRONGSIDE ZONE RUN.- REVERSE PIVOT - GIVE TO FB AS DEEP AS POSSIB
I?ENDS TO HARD COUNT. QB FINISH ON NAKED WEAK.
F || OPEN: DOWN HILL CROSSOVER READ 1ST DOW?
LINEMAN FROM CENTER OVER.
H || RUNPITCH COURSE.
BLOCK #1. ALERT SWAP, SLIP, SWOOP, CUTOFF. C || BLOCK “O" TO MIKE. ALERT SWAP, RAY, LENNY,
SWOOP, BACKSIDE CALLS.
BLOCK #2. ALERT SLIP, COMBO, SIFT, SWOOP, AND
CUTOFF. (3 || BLOCK #1. ALERT READ, RAY, LENNY, DEUCE CAL
T || BLOCK #2. ALERT READ, DEUCE, OUT CALLS.
Y || DRIVE BLOCK MAN OVER - READ ZONE IF TACKL
UNCOVERED. ALERT FOR DEUCE CALL.
7, || vom.
CONVOY X




20/30 ISO

QB

_ M.r_ o
' 5SedEE
i Note:
“Lawn call
43 Stack 43
W - M
E égé 3
4-3 Over Stack 4-3 Under W
DESCRIPTION:

SHOW PASS AND GET THE BALL DEEP TO HB.

SLIDE - BLOCK MIKE LBER - SQUARE CONTACT.
DON'T CUT MIKE LBER IN HOLE.

SLIDE JPLAYSIDE. READ ON GUARD. IF ON GUART
gﬁcovm, READ TACKLE. ALERT TOFB’S

BACKSIDE

FRONTSIDE

—

BLOCK #1 AGGRESSIVELY IF COVERED. IF
UNCOVERED “FAN” BLOCK DE/WILL LBER ALERT
LAWN/RAKE CALLS.

PASS SET AND BLOCK #2. IF BSG IS UNCOVERED
‘FAN" BLOCK DE/WILL L BER. ALERT LAWN/RAKE
CALLS. VS BEAR DEFENSE, G.P. - BLOCK WILL/SS.

N < =2 Q 0O

BLOCK “O" TO #1 AWAY. ALERT TO COME OFF FOR
WILL LBER. ALERT ACE BLOCK.

BLOCK #1 IF COVERED. IF UNCOVERED, BLOCK
DOWN ON #0 WITH ACE CALL TO BACKSIDE LBER.

AGGRESSIVE PASS SET & BLOCK #2 IF COVERED.
IF UNCOVERED, READ ZONE OR SWAP BLOCK WIT
TE. VS BEAR LOOKS, BLOCK OUT W/TE. |

BLOCK #3. IF TACKLE UNCOVERED WORK READ
ZONE OR SWAP BLOCK. VS BEAR LOOKS, BLOCK
OUT.

MDM.



20/30 BUBBLE

4-3

4-3 Stack
w M S
rd
E E § T T §
4-3 Over Stack 4-3 Under W
DESCRIPTION:; - , _
C ||BLOCK 07 TO #1 AWAY. ALERT TO COME OFF FOR
WILL LBER. ALERT ACE BLOCK.
BLOCK #1 AGGRESSIVELY IF COVERED. IF S R A A K Oy R, B K
Eﬂ%ﬁ‘[&gb% BLOCK DE/WILLLBER.ALERT || (3 ||DrTO MIKELBER. IF UNCOVERED, BLOCK DOWN.
- - - TO BACKSIDE LBER. VS BEAR, BLOCK #1.
PASS SET AND BLOCK #2. IF BACKSIDE GUARD IS ’
UNCOVERED FAN BLOCK DE/WILL L BER. ALERT IF COVERED, BLOCK #2. IF UNCOVERED, DEUCE
'LAWN/RAKE CALLS. VS BEAR DEFENSE, Gp BLOCK || 1 géﬁ% %Lg%% OUT" CALLS VS
CWILLSS. - ' : ‘ :
v ||procks. ALERT FOR “OUT” CALL VS BEAR AND
OVER WIDE DEFENSE.



20/30 GUT SCISSORS

$3dd | “Shedsd

“Lawn call
4-3 Stack 43
| W M
& - doeasd
4-3 Over Stack _ 4-3 Under W
DESCRIPTION: -
CUTBACK PLAY. QB RUN 20/30 GUT. HAND OFF OVER THE TOP TO HB.

F || saME As 2030 GUT.

START GUT FOOTWORK - CUTBACK WEAK.

H
BACKSIDE | ~ FRONTSIDE
BLOCK 20/30 GUT (40/50 GUT).
BLOCK 20/30 GUT (45,50 GUT). BLOCK 20/30 GUT (40/50 GUT).

BLOCK 20/30 GUT (40/50 GUT). BLOCK 20!30 GUT (40/50 GUT).

BLOCK 20/30 GUT (40/50 GUT).

N < = Q@ QO

CONVOY




30/20 DRAW

43 Stack 43
E
_ 4-3 Over Stack 4-3 Under W
DESCRIPTION: . . :
LEAD DRAW WEAK. - QB SHOW PASS, TURN AND EXCHANGE ON 3RD STEP.
F BLOCK WILL LBER. CUT OUTSIDE LEG OF LBER
IF GUARD UNCOVERED.
H || pownN HILL SLIDE STRONG IF IN “Q.” SHUFFLE IN
FROM SPLIT. READ ONSIDE TO BACK SIDE.
| C |[BLOCK “O”. ALERT RAY/LENNY & ZORRO CALLS.
AGGRESSIVE PASS SET & BLOCK #1. ALERT RAY/ . : .}
LENNY, ZORRO, SLIP CALLS. G AGGRESSIVE PASS SET & BLOCK #1. ALERT RAY/
. LENNY, ZORRO, SLIP, READ CALLS.
AGGRESSIVE PASS SET & BLOCK #2. ALERT SLIP, | , _
COMBO, MINGO, SWAE, SUP CALLS. T || AGGRESSIVE PASS SET & BLOCK #2. ALERT READ,
AGGRESSIVE PASS SET & BLOCK #3. ALERT SLIP, MINGO, FAN CALLS.
COMBO, MINGO, SWAP, SUP CALLS. VS BEAR
FRONT, DOUBLE BUMP. ¥
7 || vom
 MDM X



40/50 GUT (20/30 GUT)

v %\@S@%ﬁ

4-3 Stack 4-3
E <L Yolelo 6 & @T &8
4-3 Over Stack 4-3 Under W
DESCRIPTION: - %
STRONG SIDE ZONE RUN. B OPEN - SPRINT DRAW COURSE - DEEP EXCHAN(
8 MAN - ALERT CWM Q FINISH ON NAKED.
S-A. - CANFIND
*20/30 GUT: h :
OL & F = BLOCK 40/50 GUT F COMBO BLOCK WITH BACKSIDE TACKLE.
H - BOB FOOTWORK, THINK CUTBACK '
H || OFEN - CROSSOVER - ROLL - SPRINT SPOT INSIT
LEG OF TACKLE. KEYFRSTDOWNLINEMAN
ONSIDE ALIGNMENI‘ 712.
C BLOCK “O” TO MIKE. ALERT SWAP, RAY, LENNY
| , SWOOP, BACKSIDE CALLS.
BLOCK #1. ALERT SWAP, SLIP, SWOOP, CUTOFF.
, (5 || BLOCK #1. ALERT READ, RAY, LENNY, DEUCE C/
BLOCK #2. ALERT SLIP, COMBO, SIFT, SWOOP, AND
CUTOFF. '
T || BLOCK #2. ALERT READ, DEUCE, OUT CALLS.
Y DRIVE BLOCK MAN OVER - READ ZONE IF TACE
‘UNCOVERED. ALERT FOR DEUCE CALL.
7 || vom.
CONVOY X




40/50 BOSS

4-3 Stack

4-3

43 Qver Stack

4-3 Under W

DESCRIPTION:

40/50 GUT WITH FB LEADING ONSIDE FOR FORCE

WITH Z HOLDING OFF BACKSIDE. NEED IN RED
AREA.

b

40/50 GUT COURSE.

F || LEAD o 4T DEFENDER STRONG.
H || 40550 GUT FOOTWORK READ ONSIDE TO BOUNCE.
BACKSIDE FRONTSIDE
'''' C || surBLockmNG.
GUT BLOCKING.
GUT BLOCKING " (3 || cuTBLOCKING.
SEAL 1ST DEFENDER OUTSIDE THE BACKSIDE -
TACKLE.
T || GUT BLOCKING.
Y || GUTBLOCKING.
Z
X

MDM




50/40 BOB

4-3

4-3 Stack
4-3 Over Stack 4-3 Under W
DESCRIPTION: -
WEAKSIDE LEAD ZONE. _ OPEN - STEEP SPRINT DRAW COURSE - DEEP
8 MAN - ALERT - CWM OR BUD BLOCK OR S.A. QB EXCHANGE, FINISH ON NAKED STRONG.
1B READ ONSIDE TO OUTSIDE VS BEAR FRONTS.
F || OFEN- LEAD ON ISTLBER TYPE. IF LBER STACKEL
READ OG’S BLOCK.
H || oPEN- DOWN HILL STEP - SPRINT SPOT IS OUTSIDE
LEG OF OG. READ 1ST DOWN LINEMAN ONSIDE.
C || BLOSK “0" TO MIKE. ALERT CHIP, SWAP, RAY,
, LENNY, SWOOP, BACKSIDE CALLS.
BLOCK #1. ALERT SWAP, SLIP, SUP CALLS. |
- (5 || BLOCK #1. ALERT READ, CHIP, MINGO.
BLOCK #2. ALERT COMBO, SUP, SLIP, SWOOP, OUT
CALLS. .
BLOCK #3. ALERT COMBO, SUP, SLIP, SWOOP, OUT T || BLOCK #2. ALERT READ, MINGO CALLS.
CALLS. VS BEAR FRONTS - DOUBLE BUMP.
CONVOY X || Mom




" 50/40 BOB SCISSORS

43 Stack 43 |
E
4-3 Over Stack 4-3 Under W
DESCRIPTION: -
~UTBACK PLAY. QB || RN 5040 BOB - HAND OFF OVER THE TOP TO HB.
F || BLock 50140 BOB.
H || START BOB FOOTWORK - CUT BACK STRONG.
- BACKSIDE FRONTSIDE N
C || BLOCK 5040 BOB.
BLOCE SVAOBOE. (3 || BLock 50740 BOB.
BLOCE 3050 BOB, T || BLOCK 5040 BOB.
BLOCK 50/40 BOB.
‘ Y
Z
~



50/40 BRUSH

- F/S
W MT N S/S .
‘ cf%f.z’a@@ " 2;
4-3STACK 43
F/S .
i M5 s/ i
4-3 OVER STACK 4-3 UNDER W
DESCRIPTION: |
WEAKSIDE DRAW. CALLSIDE TACKLE HASTWO | . i e g
PR, oar QB SPRINT BACK - GIVE BALL DEEP TO “H"
|| BLock s
H || SLIDE STEP WEAKSIDE. READ 1ST COVERED
LINEMAN.
-
BLOCK “O”. ALERT LENNY, RAY, COB, ZORRO
C || CALLS. ALERT “SWOOP” CALL TO MIKE LB VS. OV
FRONTS.
: | BLOCK #1. ALERT RAY / LENNY, COB, ZORRO CALI
SWOOP™ CALL VS OVER FRONTS. OVER maosrs
BLOCK #2. ALERT SLIP, SUP, COMBO CALLS. Al ERT T ||BLock #. TOWILL LB'ER. SHORT SET - CLUB DE
SWOOP CALL VS. OVER FRONTS. THEN UPFIELD. ALERT FAN - READ VS. OVER FRON
BLOCK #3. CUT-OFF OR COMBO BLOCK. ALERT Y
“SWOOP™ CALL.




20/30 FB (HB) TRAP

40/50 WHEEL
50/40 BLUNT
60/70 COUNTER
60/70 POWER
90/80 BIM

Page #
11-1
11-3
11-5
11-7
11-9.

11-11



20/30 FB (HB) TRAP

o %ég&g e

W M S
E I

W
OO

4-3 Over Stack ' 4-3 Under W
DESCRIPTION: _ ] )
' ) ’ DROP STEP AND OPEN AWAY FROM HOLE. GET THE
INSIDE TRAP STRONG TO FB (OR HB) TRAP B
ISR TRAP STBON ( ) Q BALL DEEP TO BALL CARRIER.
F || xeY TRAPPING GUARD'S BLOCK.
H || BLoCK BACKSIDE.
BACKSIDE FRONTSIDE

PULL - TRAP 1ST DL PAST CENTER. ALERT VS EVEN
FRONT - CHOKE IT - BLOCK MIKE LBER.

BLOCK #2. ALERT SIFT.

BLOCK #0 TO #1 AWAY. ALERT ACE & OFF CALLS.

COVERED, BLOCK #1, INFLUENCE BLOCK. COVERE
AND CENTER COVERED, QUICK HEAP FAKE ON DT
THEN UPFIELD FOR MIKE LBER. UNCOVERED, ACE
AND CUT OFF CALLS.

COVERED AND OSG COVERED, CUT OFF BLOCK.
COVERED AND OSG UNCOVERED, INFLUENCE
BLOCK MAN OVER. POSSIBLE SHORTY CALL.
UNCOVERED, CUT OFF BLOCK ON LBER.

BLOCK #3.

| MDM.

X N < H Q 0O

CONVOY




40/50 WHEEL

4-3 Stack 4-3
. J'!“’
. Note:
® o
4-3 Over Stack o 4-3 Under W
DESCRIPTION: | | )
THIS IS A PRESS THE HOLE BEND BACK PLAY TO QB OPEN GUT COURSE. GET BALL DEEP TO HB.
THE WEAK SIDE. HAS POWER ZONE PRINCIPLES.
ANUSEINPOSSEWITHYOFFANDDOINGTHE ,
‘TRAPPING. CAN USEIN TANK. = _ _
F || BLOCK B ACKSIDE - EM LOS. PREFER CUT.
H GUT FOOTWORK. READ BACKSIDE ON BEND
COURSE.
C || GUT BLOCKING - ALLOW NO PENETRATION
BLOCK #1. IF TACKL_E UNCOVERED DOUBLE TEAM
DT TOLBER.
G_ GUT BLOCKING; ALERT SLIP CALL.
BLOCK #2. “TWO" CALL IF UNCOVERED WORK DB
WITH GUARD ON DT TO LBER. T
GUT BLOCKING; SLIP; MINGO CALL.
Y ||BLOCK #3. VS BEAR FRONT, DOUBLE BUMP.
7. |{voMm.
MDM Y




50/40 BLUNT

TES

vxi

4-3 Stack
E T, % +E. S
4-3 Over Stack 4-3 Under W
[ DESCRIPTION:
o QB COUNTER FOOTWORK WEAK. FINISH NAKED
POWER PLAY WEAKSIDE. - STRONG.
F || BLOCKEMLOS.
H COUNTER FOOTWORK WEAK. DOWN HILL PATH.

BACKSIDE

"FRONTSIDE

PULL - READ FB’S BLOCK ONEM LOS.

SEAL BACKSIDE DT. ALERT “CAL” CALL. IF
BACKSIDE GUARD UNCOVERED WORK CUTOFF OR
COMBO BLOCK WITH TE.

INSURE INSIDE AREA (MIKE).

X N < -4 Q 0O

BLOCK “O” TO BACKSIDE DT. ALERT OFF, ANGLE
CAL,ACE, SLAM CALLS.

BLOCK INSIDE AREA. TO MIKE LBER ALERT DEU(

 TWO, ACE, OFF, ANGLE CALLS.

BLOCK INSIDE AREA TO MIKE LBER. ALERT DEUC]
TWO, ANGLE CALLS. IF BUBBLE OVER GUARD,
QUICK INFLUENCE ON MAN OVER TO MIKE LBEL

| CONVOY.

MDM.



60/70 COUNTER

W
4-3 Stack 4-3
4-3 Over Stack . 4-3 Under W
DESCRIPTION: | ] " _
MISDIRECTIN OFFTACKLE PLAY WITH BACKSIDE QB COUNTER, FOOTWORK STRONG.
_ GUARD AND FB PULLING TO POINT OF ATTACK. |
TOWNHILL PLAY GAP BLOCKING SCHEME.
F || BULL, TAKE TIMING STEP. BLOCK MIKE LBER PLA
- SIDE. WRAP TO 1ST DAYLIGHT.
H || TAKE COUNTER STEPS, DOWN HILL. FOLLOW FB.
C || BLOCK BACKSIE AREA. ALERT OFF, ANGLE,
DEUCE CALLS. IF WILLOW LOS VS OVER LOOK
PULL TRAP SAM. ALERT “STUB" CALL. VS OVER CALL ANGLE.
LOOKS TURN UP 1ST DAYLIGHT. |
| (3 || BLOCK INSIDE AREA TO MIKE/BACKSIDE LBER.
STEP INSIDE - INSURE AREA - VS 3RD DT, SLAM DT POSSIBLE BLOCK MAN #1 WITH TREY CALL. ALER
THEN SEAL AREA. ALERT FOR ANGLE CALL, THEN OFF, DEUCE, ANGLE CALLS.
SLAM DE AND HINGE ON WILLLB.
- , T || BLOCK INSIDE AREA TO MIKE/BACK SIDE LBER-
ALERT TREY, DEUCE, ANGLE.
Y || BLOCK INSIDE AREA TO BACKSIDE LB. ALERT
. TREY, ANGLE, DEUCE.
7. || MM
CONVOY X



60/70 POWER

w
4-3 Stack 4.3
4-3 Over Stack 4-3 Under W
DESCRIPTION: ,
STRONG SIDE POWER OFF TACKLE. PLAY WITH COUNTER, FOOTWORK IF HBE 1S IN “Q". OPEN TO
BACKSIDE GUARD PULLING TO BLOCK MIKE LBER. QB HB IF OFFSET IN “A” POSITION. FINISH ON NAKE
DOUBLE TEAM BLOCKING AT THE P.O.A. AND GAP .
BLOCKING SCHEMES. ' F LEAD ON SAM LBER.
H || COUNTER FOOTWORK FROM “Q". COME ACROSS
SET FROM “A” POSITION. '
- | C || BLOCK #0TO BACKSIDE AREA. ALERT ACE, OFF,
. ANGLE, DEUCE CALLS.
PUIL&BII{,OCUI_irSI\gCELBER.REAMTHEHOLE S
INSIDE OR O E OF FB’S BLOCK IF TE SINGLED.
4 BLOCK INSIDE AREA TO MIDDLE/BACKSIDE. ALE
'READ HIS BLOCK, gAVE NO HESITATION. ATTACK. G B or DEUCE, TREY, ANGLE CALL.
STEP INSIDE, INSURE AREA. VS 3RD DT SLAM DT
DI IEIEAND”’E‘HN’L‘G&ELE‘O‘IL{WM’LHLTL%%};_AN GLE CALL, SLAM T BLOCK INSIDE AREA TO MIDDLE/BACKSIDE. ALY
TREY, DEUCE, ANGLE, GAP CALLS.
BIOCK INSIDE AREA TO MIDDLE/BACKSIDE. AL
Y || TREY, GAP, DEUCE CALLS. VS OVER DEFENDER.
DRIVE BLOCK MAN OVER. ~
7, || VDM
CONVOY X




90/80 BIM

4-3 Stack Gl 4.3
—_—

3
1

Note:

“Cal”

_ Call
4-3 Qver Stack 4-3 Under W

DESCRIPTION: iy
. - - QB COUNTER FOOTWORK WEAK. FINISH NAKED
STRONG.

F || BLock EMLOS - cuTEM

H COUNTER FOOTWORK, READ FB AND PULLING
GUARD'S BLOCKS

FRONTSIDE | BACKSIDE

—

BLOCK “O” TO BACKSIDE DT. ALERT ACE, OFF .
ANGLE CAIL.ALERT “CAL CALL TO BACKSIDE
TACKLE.

BLOCK INSIDE AREA TO MIKE LBER. ALERT DEUCE,
OFF, ANGLE.

BLOCK INSIDE AREA TO MIKE LBER. ALERT DEUCE,
OFF, ANGLE. COVERED AND ONSIDE GUARD

- UNCOVERED, INFLUENCE BLOCK ON DE. BE ALERT
FOR LBER RUN THROUGH.

PULL - READ FB’S BLOCK ONEMLOS GO INSIDE
OR OUTSIDE, GET UPFIELD.

BACKSIDE COVERED, SEAL ON DT, THEN WORK
BACK ON DE. ALERT “CAL” CALL BY CENTER. BA
SIDE UNCOVERED, WORK CUTOFF OR COMBO
BLOCK W/TE. INSURE INSIDE AREA (MIKE).

| BLOCK #3. COMBO BLOCK WITH TACKLE. INSURE
INSIDE AREA. VS BEAR DOUBLE BUMP.

CONVOY.

W N < 3 Q0O




50/40 BOUNCE
80/90 PRESS *

80/90 PRESS-FORCE
80/90 TAKE

80/90 PITCH

90/80 TOSS

90/30 SWEEP

OUTSIDE RUNS

| Page #

1241
12-3
12-5
12-7
12-9

12-11
12-13



'50/40 BOUNCE

4-3 Stack 43

4-3 Over Stack 4-3 Under W

DESCRIPTION: - -

SHOW 50/40 BOB BUT SETTING UPBOUNCING To || (QB || BOB FOOTWORK. FINISH ON NAKED STRONG.
HE OUTSIDE. _

F
H
BACKSIDE FRONTSIDE

C || BLOCK 50/40 BOB RULES.

BLOCK 50/40 BOB RULES. (3 || BLOCK 50/40 BOB RULES.

BLOCK 50/40 BOB RULES. A T a——

BLOCK 50/40 BOB RULES.
Y
y4




80/90 PRESS

43 Stack

4-3
\V7~ M__ S- W M . . T
E+ I , 1 ] 'E/
d e/d f% ot @3
4-3 Over Stack 4-3 Under W ‘—y
DESCRIPTION: - | .
OUTSIDE PLAY STRONG. QB OPEN STRONG. WIDE EXCHANGE FINISH ON
NAKED WEAK. :
BLOCK #4. CHIP #3 IF SAFETY DEEP. COURSE IS
F || oNE YARD OUTSIDE OF TE. |
[ || TRMER - AIMING POINT - BUTT OF TIGHT END.
C || BLOCK “0" TO MIKE LBER ALERT RAY, LENNY,
BIG RAY/LENNY, SWAP.
BLOCK #1. ALERT LOOSE SLIP, SWOOP.
BLOCK #1. ALERT READ, RAY/LENNY, BIG RAY/
(3 || LENNY CALLS. POSSIBLE SWOOP.
BLOCK #2. ALERT SIFT, LOOSE SLIP, SWOOP.
T || BLOCK #2. ALERT READ, GANG CALLS.
Y || BLOCK #3. ALERT READ, GANG CALL.
7. || BLOCK MAN OVER.
CONVOY X




__80/90 PRESS-FORCE (ONE BACK)
ws

| SS 5
N M——S— < ,.| S - _ M
amuhblE : .. C

ceeBds ] @)GW @@o@‘@@

43 Stack . .'/ » 43

42 Over Stack ‘/ _ 43 Under W : /
l DESCRIPTION: - | B
' | QB SAME AS IN REGULAR.
F || BLOCK saFETY.
"H || SAMEASINREGULAR. -
BACKSIDE FRONTSIDE ]
| C || sSAMEASINREGULAR.
SAME AS IN REGULAR. (3 || SAME AS INREGULAR.
SMASNREGM‘ T || SAMEASINREGULAR. vs BEAR & OVER WIDE
Y || SAMEASINREGULAR. vs BEAR & OVER WIDE
: FRONTS - “OUT” CALL.
7 || MpM.
r At ATATE v

e



80/90 TAKE

4-3 Stack

4-3

43 Over Stack

4-3 Under W

DESCRIPTION:

OFF TACKLE PLAY WITH COMBINATION BLOCKING
BY TIGHT END, TACKLE AND GUARD.

QB

BOB FOOTWORK. PINiSH WEAK ON NAKED.

ARC FOOTWORK INFLUENCE BLOCK #3. BLOCK |
SUPPORT. IF #3 FLASHES ACROSS YOUR FACE TAK

BOB FOOTWORK. READ B, C, D GAPS.

BACKSIDE

FRONTSIDE

BLOCK #1. ALERT SWAP, SLIP. .

BLOCK #2. ALERT SIFT, SLIF.

' CONVOY.

M ON XK 5 QO

| BLOCK “O™. ALERT FOR SWAP, COB, SKIN, OR CAT

CALLS.

PULL SKIP IT. BLOCK INSIDE LBER. ALERT FOR
SKIN, TAXE, GEE, COB CALLS.

IF BOTH YOU AND GUARD COVERED WORK “TAK
BLOCK WITH TE. IF GUARD UNCOVERED, WORK
TAKE BLOCK WITH TE. IF UNCOVERED, BLOCK
DOWN. ALERT FOR CAT CALL. :

IF TACKLE COVERED, WORK TAKE BLOCK. IF
TACKLE UNCOVERED, BLOCK MAN OVER.

MDM.



80/90 PITCH

4-3 Stack 4-3
4-3 Qver Stack 4.3 Under W
DESCRIPTION: . |
OUTSIDE PITCH PLAY WITH HB’S FIRST CHOICE QB REVERSE PIVOT - SOFT PITCH, FINISH WITH NAKT
OUTSIDE. WEAK.
RUNPARALLEL FOR 5 YDS - READ FORCE, BLOCK
" F || FORCE. VS BEAR OR EXCHANGE LOOKS, BLOCK
OUTSIDE DEFENDER.
H QUICK JAB - RUN PARALLEL - TAKE PITCH, READ
. FORCE. 1ST CHOICE - RUN OUTSIDE.
C BLOCK “O” TO MIKE. ALERT RAY/LENNY, SWAP; B
. RAY, BIG LENNY, POSS. SWOOP, SKIN CALLS.
BLOCK #1. ALERT SLIP, SWAP, SWOOP CALLS. _
. . | BLOCK #1. ALERT RAY, LENNY, SKIN, BIG RAY/
' (G || LENNY CALLS; POSS TAG BLOCK IF UNCOVERED
BLOCK #2. ALERT SLIP, SWOOP CALL. ALERT SIFT ' PULL - READ OT'S BLOCK.
BLOCK. ,
'T BLOCK #2. REACH #. IF UNCOVERED, PULL AROU!
TE’S BLOCK FOR SAM LBER. POSS TAG BLOCK..
Y || BLOCK#3.REACH#.
7/, |l MDM.
' CONVOY X




90/80 TOSS

4.3 Stack

4.3 Over Stack

4-3 Under W

P

DESCRIPTION:

TOSS OUTSIDE PLAY WEAK. ZONE BLOCKING BY
LINE AND FB BLOCKING WILL. '

ASTRETCH AND CUT PLAY BY DESIGN.

’QB

REVERSE PIVOT, TOS:S BALL TO HB QUICKLY.

FINISH NAKED STRONG. .
BLOCK OUTSIDE SHOULDER OF END MAN ON LO!

SLIDE STEP, TAKE PITCH ON A SLIGHT DOWNHILL
COURSE. READ FB’S BLOCK.

FRONTSIDE

BACKSIDE

BLOCK #2. ALERT RAY/LENNY, CHIP, MINGO, READ
CALLS. TAG CALL VS SOLIDS.

BLOCK #2. IFGUARD UNCOVERED WORK “READ”

ZONE. ALERT MINGO CALL. IF UNCOVERED, 40°
STEP AT EM LOS. CHIP IN ROUTE UPFIELD FOR
LBER. VS SOLIDS TAG BLOCK.

MON H Q0

BLOCK “O”. ALERT FOR RAY/LENNY, SWAP,

| POSSIBLE SKIN..

|| BLOCK #1. ALERT SWAP, SLIP, SWOOP CALLS.

BLOCK #2. ALERT SLIP, COMBO, SUP CALLS.

BLOCK #3. ALERT COMBO, SUP CALLS.



90/80 SWEEP

4-3 Stack

4-3 Ovef Stack

“oud” |

4-3 Under W

DESCRIPTION:

SWEEP PLAY WEAK WITH WEA.K GUARD PULLING.
CRACK BY X ON ISTLBER OFF LOS.

+ TWO DMDRS OUTSDIE OF TACKLE AND ON

| OB

OPEN TO OFFSET BACK AND EXCHANGE WIDE.
CENTER FOOTWORK IFHIS IN“Q”. .

LOSAUDIBLEOUTOF F || A BAT OUTSIDE HIP OF DEFENDER'S HEAD
WILL LBER IN FORCE POSITION & ON TACKLE, - TO QUISIDE.
GUARD COVERED AUDIBLE OUT OF
] || covEacross THE SET. TAKE THE BALL AND GE
| ON THE HIP OF THE GUARD.
PLAYSIDE BACKSIDE

PULL, BLOCK FORCE.

BLOCK INSIDE AREA TO MIDDLE TO BACKSIDE |
LBER. ALERT TAG, ODD CALLS.

CRACKLE 15T LB TO INSIDE OFF LOS.

X N < A4 Q@ 0

BLOCK “O” - IF ON DT IN 1 TECH CALL ODD, REA(

HIM: ALERT SWAP, SWOOP.

BLOCK #1. ALERT SWAP, SLIF, SWOOP CALS.
BLOCK #2. ALERT SLIP, COMBO SUP CALLS.
BLOCK #3. ALERT COMBO, SUPCALLS.

CONVOY.



NICKEL RUNS
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2030 PAINT - o o Bt X
20/30 TRAP ' | 13-3
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90/80 TRUCK 13-19
80/90 CAB 13-21

SAME 69/88 STUTTER - 13-23



20/30 PAINT vs NICKEL

e

F/S S/5 , S/S
e N (W s '
| X S -
b ] “aGedds CM 56‘@‘% |
42 42 Under W
F/S S/S F/S S/S
C

42 Over S

32
DESCRIPTION: _ )
- QB ||rBack ouT- SHOW PASS.
BLOCK MDM.
H ||SLDE STEP. CAN BE IN “Q" OR “T™ POSITION.
BACKSIDE FRONTSIDE

BLOCK #1. SHORT SET & CLIMB. ZONE OFF ALL
GAMES. IF UNCOVERED WORK ZORRO BLOCK W/CTR
ON DT TO LBER. POSSIBLE READ OR FAN CALL.
AIERT FOR LAWN/RAKE CALL.

BLOCK #2. POSSIBLE SIFT. ALERT FOR ZORRO OR
READ CALLS. ALERT LAWN/RAKE OR FAN CALLS.

“ N < H Qa0

BLOCK #0. ZONE OFF ALL GAMES. IF COVERED &
EITHER GUARD UNCOVERED, WORK ZORRO BLO
ON DT TO LBER. ALERT FOR LAWN/RAKE, ACE;
RAIPH/LESTER CALLS.

BLOCK #1. SHORT SET & CLIMB. ZONE OFFALL GAl
IF UNCOVERED, WORK ZORRO BLOCK ONDTTO C
ALERT DEUCE, READ, LAWN/RAKE; ACE;

RAIPH/LESTER AND FAN CALLS. —

BLOCK #2. POSSIBLE SWAP W/TE. ALERT DEUCE - RE
OUT, LAWN/RAKE, RALPH, LESTER CALLS.

BLOCK #3. POSSIBLE SWAP W/OST. ALERT 'DEU&
READ, OUT CALLS.

BLOCK MDM.

BLOCK MAN OVER.




20/30 TRAP vs NICKEL

JQ{ E@&%é é@

42 Under W

[V wigehs f

Call
42 *Shorty”

{ Q{ %@%3\38‘3 g

Call
Shorty
42 0ver S

32

——

17 m&%

Ace

DESCR[PTION:_ |

QB

| TRAP FOOTWORK

BLOCK MDM.

INSIDE JAB STEP. AIMING POINT ISFAR LEG OF THE
CENTER. 5 YARD DEPTH.

FRONTSIDE

BACKSIDE

PULL - TRAP 1ST DL PAST CENTER.

BLOCK #2. INSURE INSIDE AREA. IF BSG COVERED,
SLAM DT THEN BACK OUT ON DE. :

><N~<:r-acao'

BLOCK #0 TO #1 AWAY. ALERT ACE & OFF CALLS.

BLOCK BACKSIDE L BER. ALERT TABB CALL. ALERT
OFF, ACE CALLS.

BLOCK #2. ALERT TABB CALL - BLOCK BACKSIDE
LBER.
BLOCK #3.

BLOCK MAN OVER..

BLOCK MAN OVER.




20/30 PAINT vs NICKEL

Jﬁ@f @56‘63; \q

42 Under W

32

QB|

v

RBACK OUT - SHOW PASS.

BLOCK MDM.

SLIDE STEP. CAN BE IN “Q” OR “T” POSITION.

BACKSIDE

FRONTSIDE

BLOCK #1. SHORT SET & CLIMB. ZONE OFF ALL
GAMES. IF UNCOVERED WORK ZORRO BLOCK W/CIR
ON DT TO LBER. POSSIBLE READ OR FAN CALL.
AILERT FOR LAWN/RAKE CALL.

BLOCK #2. POSSIBLE SIFT. ALERT FOR ZORRO OR
READ CALLS. ALERT LAWN/RAKE OR FAN CALLS.

M ON < H QA

BLOCK #0. ZONE OFF ALL GAMES. IF COVERED &
EITHER GUARD UNCOVERED, WORK ZORRO BLO
ON DT TO LBER. ALERT FOR LAWN/RAKE, ACE;
RAIPH/LESTER CALLS.

BLOCK #1. SHORT SET & CLIMB. ZONE OFFALLGA]
IF UNCOVERED, WORK ZORRO BLOCK ONDTTO C
ALERT DEUCE, READ, LAWN/RAKE; ACE;

RAILPH/LESTER AND FAN CALLS. —

BLOCK #2. POSSIBLE SWAP W/TE. ALERT DEUCE - RE
OUT, LAWN/RAKE, RALPH, LESTER CALLS.

BLOCK #3. POSSIBLE SWAP W/OST. ALERT DEUCTE
READ, OUT CALLS.

BLOCK MDM.

BLOCK MAN OVER.




CWM 20/33 VEER vs NICKEL

F/S s/s /S S/s
€N W- < S CN. "w -
E. 1 !t _E ¢ g E, T30 TE c

o] vped® ||d] whihds |
0 @——-’ _ ‘ 42 Under W ‘\&) -
F/S S/s F/S s/s
C N W s £ N
T S £ Tt ¢
E7T 1 I3 E I+ +E
’ Sl 1 Soabi i
42 Over S ' 32
DESCRIPTION:
) QB ||revErsE Prvor. FINISH WITH NAKED.
F ||sLock Moy
H ||zELLY FooTwoRk.
BACKSIDE FRONTSIDE

TOTE - BLOCK #1. POSS]'.BLE SWAP, SCOOP CALLS.
1 TO OPEN SIDE - BLOCK #1, POSSIBLE SLIP CAILL.

TOTE - BLOCK #2,

TO OPEN SIDE - CUTOPF/COMBO BLOCK. IF

UNCOVERED, SLIP BLOCK WITH BSG.

N < 13 QN

TO TE - COVERED, BLOCK #0. UNCOVERED, BACKSID:
CALL. WORK BACK TO BACKSIDE LBER. TO OPENSID:
- COVERED, BLOCK #0. POSSIBLE CHIP IF OSG IS

. UNCOVERED. UNCOVERED LENNY/RAY W/OSG.

TO TE - CPOVERED, BLOCK #1. UNOCVERED, READ
ZONE W/OST. TO OPENSIDE - COVERED, BLOCK #1,
POSSIBLE LENNY/RAY. UNCOVERED, READ ZONE
W/OST. ALERT MINGO/CHIP CALL.

TO TE - COVERED, BLOCK #2; IF OSG IS UNCOVERED
READ ZONE W/OSG. IF YOU'RE UNCOVERED, READ
ZONE W/TE. ALERT DEUCE CALL. OT OPENSIDE -
BLOCK #2; IF OSG IS UNCOVERED READ ZONE; ALER]
MINGO. .
ONSIDE - BLOCK #3. IF OST IS UNCOVERED, READ
ZONE. TO OPENSIDE - CUT OFF OR COMBO BLOCK.

BLOCK MDM.

BLOCK MAN OVER.




30 (20) TOM vs NICKEL

F/S S/5
Cy N W A\S |
‘ ‘,/‘ 5 N« _\
42 “Evex -"ZEE
S/S |
C ' _
N c
6 5 c
e . «
Note: “Odd™
42 Over S “0dd Kl
| DESCRIPTION: ~

SHOW PASS, GIVE BALL TO “H* ON 3RD STEP.

F BLOCK MAN OVER.
H 20/30 TRAP FOOTWORK.
“FRONTSIDE _

 —

BACKSIDE

BLOCK #1. DBL TEAM DT TO LBER. ALERT ZORRO
"CALL. ALERT ACE CALL VS 32-33 NICKEL.

ALERT EVEN CALL, PULL-TRAP 1STDL PAST CENTER.
ALERT ODD CALL, PULL, READ TACKLE'S BLOCK
LEAD UPFIELD ON LBER. ALERT SOLID, PULL-TRAP
EM LOS. |

BLOCK MAN OVER.

BLOCK MAN OVER.

X N < =3 Q@ O

UNCOVERED, DBL TEAM W/OFF GUARD ON DT TO BACKS
LBER. VS OVER 4-2, OFF CALL, DBL TEAM TO LB. VS UNI
ZORRO BLOCK W/OFF GUARD. ALERT ACE - OFF CALLS

VS EVEN, PULL-BLOCK DE. VS ODD, BLOCK DOWNONN
ALERT ODD,ACE CALLS. ALER’I‘“FAN”CA].LALERTSOLII
DEUCE CALL.

ALERT EVEN CALL, BLOCK LBER. ALERT ODD
BLOCK MAN OVER. ALERT SOLID, DEUCE BLOCK
TO LBER. ALERT FAN.

BLOCK MAN OVER.



50/40 BRUSH vs NICKEL

. F/5 F/S S/S
o C ' : C B ; _
| W 7\ T S S/S ¢ \(\ | S
| e EE g g ] EE)
Note:
42 42 Under W “Lion
F/S _ F/S
¢ S S/S C ¢ T w D N
b poddes ]| £ g‘
Note: ‘
 420VERS Cob 32 Cob
DESCRIPTION: _ -
WEAKSIDE DRAW. CALLSIDE TACKLE HAS TWO } ,
R T TORLOCE. (QB || SPRINT BACK - GIVE BALL DEEP TO “H".
F || Brock #4.
] || SLIDE STEP WEAKSIDE. READ 1ST COVERED
LINEMAN.
BACKSIDE FRONTSIDE ~
- BLOCK “O". ALERT LENNY/RAY, COB, ZORRO
C || LIONRAMCALLS. ALERT “SWOOP” CALL VS. SOLII
VS. UNDER - LION / RAM CALL.
BLOCK #1. ALERT SLIP, SUP, SWAP CALLS. ALERT G || BLOCK #1. ALERT LENNY/RAY, COB, ZORRO CALL
“SWOOP” CALL VS OVER FRONTS. ALERT FAN CALL.
BLOCK #2. ALERT SLIP, SUP, COMO CALLS. ALERT|| T ||BLOCK#2 TOWILLLB'ER- IF BLOCKED- SET UPFIE
SWOOP CALL VS. OVER FRONTS. " || FOR SAFETY. ALERT FAN CALL.
BLOCK #3. CUT-OFF OR COMBO BLOCK. ALERT Y
“SWOOP" CALL. ,




60/70 POST vs NICKEL

F/S S/S

9

42 Under W

42 Over S

32

DESCRIPTION:
NICKEL RUN - POWER OFF. TACKLE PLAY.

POWER FOOTWORK.

BLOCK MDM.

POWER FOOTWORK. “Q” POSITION - 6 YARD DEF

BACKSIDE

FRONTSIDE

POWER BLOCKING RULES. ALERT STUB CALL.

POWER BLOCKING RULES.

KNN3 QN

BLOCK “0 TO BACKSIDE AREA_ALERT ACE, OFF, DE
ANGLE CALLS.

BLOCK INSIDE AREA TO 1ST LBER BACKSIDE. Al
ACE, OFF, DEUCE, ANGLE CALLS.

BLOCK INSIDE AREA TO 1ST LBER BACKSIDE. Al
DEUCE, ANGLE, GAP CALLS. VS 3-2 & 3-3 NICKEL 1
BLOCK TO MIKE LBER.

WHEN IN MOTION BLOCK EM LOS. VS 3-2 & 3-3 NI
GETON LOS - TREY BLOCK.

BLOCK MDM.

BLOCK MAN OVER.




A DBL vs NICKEL
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C
g :E |
NevE:
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42 Over KC ; ki - °Pi2
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~ ADBLvs NICKEL |
F/S . S/S
YN, R w <
CZ @i“’ﬁ” 17 bk
55@”0’ g e, et d
*& 33 Strong
S CoN W sT, X
C{ (j il T 9 J 7R (§ < % L
/ 5 g
‘Gané :
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;&@ “’g 5 | K
Sl 2\
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go|90 CAB vs NICKEL
| S/S

s meme o . . A TTemAdn=e SallA



Same 4 \28 STuTt=e

-vs NICKEL

F/S

33 Solid

F/S

F/S S/S |

42 Over Solid ﬁ

NoeviE:
W ‘A'Q%Lq

58 TR

ST ES
A9 r'r...:-..c- 123 ﬂ



S S AM w W, M, s
E T E e T E
0 iJO o1} Jo)ele
Besca, | Lac Onuen.
430V STK 43 STK
® M -4 B ME< S
s =4 E.W W E I’. - E
og’go@* fele S
Dasues, fin
340V S 430V S
$ M A B Wa, M
S E N E W E, 1, ° E S
(eYelof Yolo) 0609006
A
34 UND W 43 UND W
$ " 5

5 %%’303
Cagt
34 SLIDE ST

: M
WE T E S
0 oo
Fan
43 OV

£
F

s .
s E M(N,B.E W
oo%’é"o’q
34 DBL MUG

43 OV RAM %

43 LUND RAM

M
W E T T 803
h.a.h.-\i-m
Fua
43 UND
M“.\ S
W E T 85
E ha
43 QV KC
WA M

1 : E T T E S
o]e)
LY
43 UND KC -



E
54 [Durer

@

$
T

3

i

bt

w

- E

43 STK
430V S

| s | b R

=
=
=0 I .my ,
...1&0 EJO w o
w
> =
=
> )
(@) M [a] m
= > =z >
- (@] =2 O
g Q g s

22-23 D

M w
boby
g SELSp

3

Togy

$

E
O

EXTRA'S

340VS

- 43 0V STK

3 w@d O
nw~|\\®.. . B\.\|Dl Bm.vm\ SEO

10 .
== mw 53z g M‘O..\ __H.OOO
S| BT B\

380 SSO . So SO

34 UND W

34 SLIDE ST
34 DBL MUG
43 OV RAM




_ 22-23 1so
$ S M w M S
I T T/\ E w\ X
5‘ob[g‘od ) 5‘;}}0%
Tewek, \2 ot @) Track
Low
43 0V STK 43 STK ./
$ M B . M S
s7 e (N E w we 1T 1T \E
otm S0 8das
Truak \: Fan Fan K.f.ﬂ
310V 430V S
; SEMN/EBW Ew_é\TMés
DEE@ Q POIPO!
34 UND W \. 43 UND W .j
$ M B M
s N E W WE T E S
0085€0 565
LT
34 SLIDE ST 43 OV
M
N B E W wWET T E S
" Lo goN sie) Yolele
ioj s Lo O v
h N é\’ Asd bl '/
34 DBL MUG dg 43 UND
M s
W E T E
ke 50‘ | foleX YoTele!
AU‘ o053 Uubr Fan 3/“
43 0V RAM \. | 430V KC

e

M .S
(g
\O

poty (TSR T




24-25 BDEUy

$ S M W w M $
{b T E E [T T \E
MKK n e (? Omhﬂ TRy
43 OV STK @) 43 STK
$ v B M S S
W E T|i T
S E E W
] \(O g‘to% ST Ok U TRUGL
ey OCMET e O
\ o o
340V S 430V S '
W M $
‘B e0bd
20 T
34UND W %foss r&O 43 UND W
M $
: %MN boE ) MieYe! Yofe[of
‘<o (“‘g Q é 3:-%&5:12j
34 SLIDEST 43 OV ¥ Poss SWUAL
1 " s
" 36 €333
5"*“_’1 OCAha
O
43 UND TR R TTh
M S $
"% 6oBS
St C‘cﬂo T"*\
o Oj
43 OV KC -
w M S
E T g lE S
z m




EAITRA S

S M FIS w w FiS M S
‘% T E " E E
T ) -smme O KAl T
L""K—o o
43 OV STK | 43 STK
F/S M
M B FI/S W S
W
S( E LN E E/ 1 [T E
TR U O g O'l/ Tl
340V S kO 430V S e Pty SuwAL
M B FIS FIS W M}_
S_E E, W E : e E &
T O @ L O Vs
34 UND W 43UND W Oj
FIS M
WE T 1/ E s
2 0~
34 SLIDE ST ' KVO 43 OV WIDE Oj
FIS M |
S E %%6 E W W E T .T'r E (%f
O r\? - X O
Ko © ' oj
34 DBL MUG 43 UND
RS %]
E S T JT\E W E
x&o‘o'o og 0gY
kz g . oj
43 OV RAM 43 OV KC | -
S w ME T -r$ EHi / 'W1T %s
. E
5% egogs




LD~ OLAN |

S-._M w w M S
E, T¢ I ' E Tr E
éb x@
43 0V STK 43STK d\o
s M B g S
508 $0l5 byedod
efeq Oo% \ 239
340V S *Rxs. cane 430VS O
W M
T E S
0 8009
43 UND W
S M B M
S E NZ_E WE‘(OT T<E S
otelef Log Yole) Lelele
O \{g Hoord
34 SLIDE ST | 43 OV
$ ‘TM
S EM N . B E W W E T T\ES
G560 00 ¥Q10
M zyz \éko Moon
34 DBL MUG 43 UND _
M $ Mﬂ S
E S Ogg E WTE! 66
43 OV RAM 43 OV KC

<

E |T T E S

- 'g_ip..;'\bf;‘.boﬁr&
=



EXTRA'S

25 - 24 scanT

w F/S M S
0.0 550
TSS. QU
43 OV STK 43 STK
FIS
w M S
E TY T Y E
Tan o Qu\ut.
340V S 430V S
M B F/S FIS W M
S Ej NS E T<T XE S
Moo M0 Q> Moo
34 UND W 43 UND W
M B FIS FIS M
¢ jz)j &0 " E0® B0 |
0,9 do (of O
O/ 0
34 SLIDE ST 43 OV WIDE
FIS M
S6C€3G L 500880
n O™ s D) Moo
34 DBL MUG 43 UND
M $ FIs M S
"3 orj Yo R0 BOBS
= O \c’)ﬂ“ Q=™ moord
43 OV RAM 43 OV KC LO

FIS W M
elr o E S
e (O SWM o

~



EXTRAS . | 24 |25 ReEwy Boss

w oM S $
d3 7
odeg

43 OV STK 43 STK

M S 3
i e g
== Coho ™

340V S 430V S

3 M B w M $
= BN E W E 1/ 71 (|=5 S
000 50 - etol § O{\
o ok
34UND W TTHRD AT 43 UND W
$ M B M $
Hietio" "4 o ol
e Q ser ) B\
34 SLIDE ST 43 OV WIDE
$
500805 "
\O} A
34 DBL MUG 43 UND
M $
E S T i E W
O @)
B O <
43 OV RAM 43 OV KC
M $ w M
E)*o d OLTO
B O « <0




24 -2.5 DRI

$ S M W 1 W oM oS
_ ¢ O 3
ol

43 OV STK

$ " .
S E N E W w T T
300 &3, b‘g ) S0’
340Vs OJ 430VS  #Rss coq T'O

0]

'@
QO @
43 STK T’O
M B
.

B

® S E ! \f W M(‘E S
0G0 do” o kot

34 UND W OJ © 43 UND W © T'O
s S é ’ EB w .WE " T f‘E s
wﬁéo%r 008500

O-
2

34 SLIDE ST :

$

S ?5 M N BEW W E T _T M{E S
Yoo} VO 0
u.owoo / \('3 O Hoonl
1T O
34 DBL MUG OJ 43 UND \'O
‘; M_‘F $ M (\
w T
E?Sooicﬂgﬁ oo 800D
X O : ‘SC;P\(—\O CAAE.
3 SULE
|430VF!?:1 | O—T 43 OV KC ‘LO

A TN W )\_O



$
M -"\ ﬂ\B S
&° N E W
Ty
340V S \ 430V S (
$ S

Tray
34 UND W } 43 UNDW (

34 SLIDE ST 43 OV {’

$ s
s, E\M N,B E W w
Wiy m‘$¢m~ edar
34 DBL MUG : 43 UND {
' M 3 M S $
E; S T T AE w w , T, Tl .E
Q\&t M . ?PLT
et Udir
43 0V RAM 43 OV KC
M $ S

o

4™ 1 e i "% N 2 B B \ 1 e e a2 a2 m a2 mm B s aE




43 OV STK ‘\." 43 STK

$

340VS 430V S

43 UND W
43 0V
Vir Jugwe Ul _
34 DBL MUG \} 43 UND
M $

At
43 OV RAM \ 43 OV KC
E

AM LIRIT P AR An 1IN



EXTRA'S

W M S, $
N
E T E
OQR
43 OV STK ’\O 43 STK C}I
$ M B
W
S /} E W
340V S ’&O 430VS Oj
s M B w M $
SEE N .E W E T Tf*\j(}’s
ol ©
34 UND W \O 43 UND W
$ M B M Iy $
ATy : q%%f
34 SLIDE ST )"O 43 OV WIDE OJ
3 Mo $
S M N B E W W E T T S
34 DBL MUG W'O 43 UND Of
M S $
E S T T E W E Lo E
QQe®
@
43 0V RAM to 43 OV KC Of
M $
S W EE T T E E
Tf'\ [ ]




43 OV STK ‘\O

43 STK
3 &
M s '. /‘s
A J;\T |
- /
340VS 430V S oj
$ $
34 UND W T‘O 43 UND W Of
$
~N $
WE % T S
o =
34 SLIDE ST O 43 OV O]
3 M $
s e M,N B EW weET TZs
GB‘—NMD \.\Nﬂg e St
Ho—p
34 DBL MUG % 43 UND Oj
M $ S 3
* E T T .E W W E %‘\‘ Y E
%ma - e % Tedy
43 OV RAM IO 43 OV KC Oj




S W
d; s ) MT \bE w 4m ﬁs $
Bo*o\io 506{ o
Juk Oy oude O Uy T
43 OV STK \. 43 STK ‘/
s Q M B M S $
Byt i/
Truck OQL_‘ slujo Tuy
poss. Sy
340V —e 430V S ./
$ M B w M 3
% EE \N. E W = .T, E: S;’
O ouide ouk O T
34 UND W —e 43 UND W ./
S M B M $
S E w WE T, EfS
o Qso}.]dc;g/
T O aik o)a T
poss dovhle) 4\
34 SLIDE ST —e a3 ov
3 . M g
EMWN . B{E W W T
550988 by iq&é
AT ©
Puu-n..au
34 DBL MUG 43 UND ’/

M \---.~ § M S $
EC&Q&}&&OW ! gc‘ﬁcéé’
-\"83 O shw o ™

s3ovRam Pt @ 43 OV KC et

Moo o ., 3 w M-> S
SCW E T E E T T v r

o)e) o) O
NG e "o Y
\.. ./



28-29 Pitch

Tug Siuﬁ
sovsk T—@ 43 STK -/P
$
Mo B A\ M ‘j s $
S ¢ W E /) T
‘R\.@Q_E&.&og " 60’.__()3%
'78. 95‘“51 stu%E)M Fuck
A
340V S \.\ 430V S [
$ M B W M $
S \E N\E W E T, .
(goo% §05d)
\0 9:2 Guick O
34 UND W \—@\ 43 UND W /.a——v
$ M B M $
T S \E N \EE w WE% i T:E; §;
T 9 Quick Slics, Ted
“-jlt ¢
N
34 SLIDE ST @ 43 OV o
$ ;) M $
s EMN E W W EJT T Es S v
060035 ..., 66 & o/
At T M
MPOS‘S-S'MS‘&HD hle /9
spBLMUG O 43 UND @
M 5 | M S s
{3 608 80" "3 oRodS
Tua 9 Shiee” Sl T“ﬁo/
N A
430VRAM T —@) 43 0V KC @ —
M \ $ )\W .j M $
\%S Q st O 7
— - ‘- T



EXTRA'S 23-29 Ptk

\$ w

oy \C‘Ob

BN T"'g O S'Iu.s
\O e dack 'J'Dr rwn thrw A qop

43 OV STK ‘\’ 43 STK o—/
. $ M, A B M S 5.,
' \. w w E}] T T, ! 89,
L O sty S“"‘\Q Ty
‘\O o’
340V S 430V S &
o M AN, <
ﬂg@f to‘t'oKO‘o 5 T5) e s
Touddn ‘mNo Quick O 6‘4/’
aﬁﬂl‘ %f.}':u{-—%ou
34 UND W —9 43 UND W o
& X M B M 3
~SLUE N Eow w Eg T. E/S
wz) '®) % Sy '®) T“ao/
34 SLIDE ST O 43 OV WIDE ©
ss 5yl v W%B.;jge*:s;
>3 o
'.pOSS Si na'h. Clouu«l. T pll. :
34 DBL MUG 43 UND o—
s W M S ,l-._",s\"
SoRbo”
N&ig4) A ST/
43 OV RAM — @ 43 OV KC o—

w

NgE




SPRINT LT/RT

PROTECTIONS — SPRINT



(N) PROTECTION: SPRINT LT/RT

F/S S/5
N w

o0 TOBeTdE
O O

4.2 Over S

42 Under W
 F/S | S/S

C ' C

N w 5 P
o SOBOBH

32

DESCRIPTION:

ACTION PASS WITH QB SPRINTING TO CALL SIDE

AND THE HBLOCKING EM LOS STRONG, Y

BLOCKING EM LOS WEAK. OL HARD STEP PLAYSIDE
YAP, THE QB WILL SPRINT TO BREAK CONTAIN.

QB TAKE SPEED COURSE 8-10 YARDS DEEP.

RUN ROUTE.

BLOCK EM LOS.

~ BACKSIDE

FRONTSIDE

BLOCK PLAYSIDE GAP. ALERT SWAP, SLIP, SWOOP
CALLS. ZONE STUNTS AND BLITZES.

CALLS. ZONE STUNTS AND BLITZES.

"BLOCK PLAYSIDE GAP. ZONE STUNTS AND BLITZES.

BLOCK PLAYSIDE GAP. ALERT SLIP, SWOOP & COMBO {|

BLOCK PLAYSIDE GAP. ALERT SWAP, RAY/LENNY,
RAM/LION, SWOOP CALLS. ZONE STUNTS AND
|| BLITZES.

G - || BLOCK PLAYSIDE GAP. AT ERT RAY/LENNY, RAM/LION,

READ. ZONE STUNTS AND BLITZES.

BLOCK PLAYSIDE GAP. ALERT READ, UNCOVERED

T BLOCK TAKXE ZONE STUNTS AND BLITZES. ALERT LATE

SCRAPER.




" PROTECTIONS — PLAY ACTION

Page #
ACT 4/5 , , - 19-1
ACT 6/7 ' ' ' 19-3
CHARLIE 5/4 | | | - 195
FIRE PASS | ' 19-7
BUBBLE PASS 19-11
FAKE GUT THROWBACK =~ | | | 19-13
TOSS PASS | 19-15
COUNTER PASS | 19-17
TRAP PASS 19-19
DRAW PASS A 19-21
| 19-23

FAKE BOB PASS



PROTECTION: ACT 4/5

LAWNM

PLAY ACTION TURN

LEOW
W M s
&l d W
4-3 Stack 4-3
DRAG FAN W . : LEOW
w‘ ‘ M IS w‘ M
fole) Yologe ofe) Jole
4-3 Over Stack 4-3 Under W
DESCRIPTION: ‘
ACT 4/5 IS ATWO BACK PLAY ACTION PASS B || USUALLY 7 STEP DROP OFF OF DELIBERATE ISO
. PRIMARILY USED WITH THE 7 STEP DROP PASSING Q FAKE. S.A. WEAKSIDE SECONDARY BLITZ.
* AME. ONSIDE WE WANT TO SELLTHERUNBY || - .
_OCKING AND FAKING AS AGGRESSIVELY AS WE
CAN.THEFIS REspoTHbésmFxg_go%E THE SAM AND THE _
H HAS THE MIKE. THE OFFENSIVE LINE PROTE AKE - CHE
THE SAME AS ACE. TURN AWAY FROM THE PLAYSIDE F || prayFaxe- crECk sam.
CALL WEAKSIDE BLITZ ACCOUNTED FOR BY .
OFFENSIVE LINE-
H || rravFakE- cHECK MIKE.
BLOCK #1 WEAK. ALERT ROCKO OR LEO. RAKE/
C || LAWN. OVER DEFENSE BLOCK MAN. VS BEAR DBL
BLOW ALERT FIRE CALL.
‘ | IF UNCOVERED BLOCK #0, UNLESS FAN CALL FROM
BLOCK #2. ALERT TO HELP FROM CENTER. ALERT G || TACKLE VS OVER K.C. IF COVERED, BLOCK #1.
ROCKO/LEO, RAKE/LAWN, FAN. ALERT “HARD” CALL VS MIKE MUG WHEN
| COVERED.
BLOCK #3. ALERT TO HELP FROM GUARD. ALERT T || BLOCK DE. FAN VS OVER K.C. ALERT ANGLE CALL
ROCKO/LEO, RAKE/LAWN, FAN. VS DE INSIDE.
Y || RELEASE INTO ROUTE BEAR DEFENSE BLOCK
YOUR WAY OUT.




PROTECTION: ACT 6/7 PLAY ACTION TURN
LEOW LAWN W :
SS. SS
W M 5 M
St o¥a X
4.3 Stack 43
DRAG FAN W SS LEOW
WM s W, M
Hoedsa HOODES
4-3 Over Stack 4-3 Under W |
DESCRIPTION:

ACT 6/7 ISATWO BACK PLAY ACTION PASS
PRIMARILY USED WITH THE 7 STEP DROP PASSING
GAME ONSIDE WE WANT TO SELL THE RUN BY

yLOCKING AND FAKING AS AGGRESSIVELY AS WE
CAN. THE F IS RESPONSIBLE FOR THE MIKE, AND
THE H HAS THE SAM. THE OFFENSIVE LINE
PROTECTS THE SAME AS ACE TURNING AWAY FROM
THE PLAYSIDE CALL. WEAKSIDE BLITZ ACCOUNTED
FOR BY OFFENSIVE LINE..

QB USUALLY 7 STEP DROP. DELIBERATE ISO FAKE.

S.A. WEAKSIDE SECONDARY BLITZ.

PLAY FAKE - CHECK MIKE. VS SOLID BLOCK
ACT 4/5.

GOOD PLAY FAKE - CHECK SAM TO SS. VS SOLID
BLOCK ACT 4/5.

BACKSIDE

FRONTSIDE

BLOCK #2. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEO, RAKE/LAWN, FAN.

BLOCK #3. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAKE/LAWN, FAN.

BLOCK #1 WEAK. ALERT ROCKO OR LEO. RAKE/
LAWN. OVER DEFENSE BLOCK MAN. VS BEAR DBL
BLOW ALERT FIRE CALL.

IF UNCOVERED BLOCK #0, UNLESS FAN CALL FROM
TACKLE VS OVERK.C. IF COVERED, BLOCK #1.
ALERT “HARD” CALL VS MIKE MUG WHEN
COVERED.

BLOCK DE.FAN VS OVER K.C. ALERT ANGLECALL
VS DE INSIDE.

RELEASE INTO ROUTE. BEAR DEFENSE BLOCK
YOUR WAY OUT.




PROTECTION: CHARLIE 5/4

PLAY ACTION TURN

ROCKO S - . RAKE S
' S
W M S M >
%‘é’f 8:’ E ; w % KB;’ T E .S
A (4 O O/@ Q)(}\
4-3Sta§k 43
ROCKO S - FANS o
W M .S w _--M
sdebad) | Sokedd/
4-3 Over Stack 4-3 Under W
DESCRIPTION: |

CHARLIE 5/4 IS ATWO BACK PLAY ACTION PASS
PRIMARILY USED WITH THE 7 STEP DROP PASSING
AME. WE WANT TO SELL THE RUN BY BLOCKING
_ND FAKING AS AGGRESSIVELY AS WE CAN. THE F
“IS RESPONSIBLE FOR THE WILL AND THE HEAS THE
MIKE. THE OFFENSIVE LINE PROTECTS THE SAME
AS ACE. TURN AWAY FROM THE PLAYSIDE CALL.

USUALLY 7 STEP DROP. WEAKSIDE DELIBERATE
ISO FAKE.

QB

PLAY FAKE - CHECK. WILL TO FS OR CORNER.

H || PLAY FAKE - CHECK MIKE.

BACKSIDE

FRONTSIDE

T

BLOCK #2. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEQ, RAKE/LAWN, FAN. y

BLOCK #3. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAKE/LAWN, FAN. :

RELEASE INTO ROUTE. ALERT SS BLITZ. VS BEAR
DEFENSE B_LOCK YOUR WAY OUT.

BLOCK #1 STRONG. ALERT ROCKO OR LEO, RAKE/

'C || LAWN. UNDER DEFENSE BLOCK MAN. VS BEAR

DBL BLOW ALERT FIRE CALL, RALPH/LESTER.

IF UNCOVERED BLOCK #0 UNLESS FAN CALL FROM
G TACKLE VS UNDER K.C. IF COVERED BLOCK #1.

ALERT “HARD"” CALL VS MIKE MUG WHEN
COVERED.

T BLOCK DE. FAN VS UNDER K.C. ALERT ANGLE CALL
VS DE INSIDE.




PROTECTION: FIRE PASS RT/LT

PLAY ACTION FULL TURP

DEUCEM,LEOW

4-3 Stack

DEUCEM,LAWN W

4-3
DEUCE M, DRAG FAN W GAP IT,LEO W
W
.
Y E
50 ® Q'
@
4-3 Over Stack 4-3 Under W
DESCRIPTION:

THIS IS A PLAY ACTION PASS, FULL TURN

PROTECTION AWAY FROMTHECALL, WITHTHELINE |

ACCOUNTING FOR WILL AND MIKE. HIS
AESPONSIBLE FOR THE FIRST DEFENDER ON OR TO
THE OUTSIDE OF THE ONSIDE TACKLE. WE WANT

QB

3-5 OR 7 STEP DROP. STEP DROP TOO PLAYSIDE |
WITH TOKEN FAKE. HOT FB IN FLAT VS M-S. '

TO SELL THE RUN BY BLOCKING AND FAKING AS :
AGGRESSIVELY AS WE CAN. OFF. LINE ' F FREE mﬂ
ACCOUNTABLE FOR WEAKSIDE BLITZ.
H PLAY FAKE - CUT 1ST DEFENDER ON OR TO THE
OUTSIDE OF THE ONSIDE TACKLE.
- BLOCK #1 WEAK. ALERT ROCKO OR LEO, RAKE/
C || LAWN. OVER DEFENSE & BEAR DEFENSE ALERT
BLOCK #2. ALERTTDHELPFROMCENTER.ALEKI‘ G BLOCK #0. IF COVERED CHIP DT TO MIKE. ALERT
 ROCKO/LEO, RAKE/LAWN, FAN. DEUCE, RALPH, LESTER.
BLOCK #1. IF OG BUBBLE SET ON INSIDE NUMBER
gﬁﬁw FROM GUARD.ALERT - || T || OF 5 TECH AND BLOCK “B" GAP. ALERT DEUCE,
RALPH, LESTER, GAPIT.
FREE RELEASE INTO ROUTE. ALERT SS BLITZ. VS : ,
BEAR MAKE A “STAY” CALLAND BLOCK OUT.ALERT || Y || FREE RELEASE.

STAY CALL BY GAME PLAN OR PLAY.




NICKEL PROTECTIONS

Page #

BRONCO | | 22.1
SMOKE ' ' 22-5
SCAT (QK) 22.9
ACE (QK) 22-13
ACE HOT 22-17
OTTO 22-19
SCRAM 22.21
GONE 2223
FIRE PASS 22.25
RAY/LOU (QK) 2227
SCAN 22.29
22.31

ROCKET/LASER



PROTECTION: LIZ/RIP MCICEL & POSSE)

SQUEEZE §,HOLE

BA
CHECK ZONE SS, HOLE -

THIS IS OUR BASIC PROTECTION WITHTHETE &
REMAINING BACK HAVING BLOCKING RESPON-
SIBILITY FOR THE SAM & WILL. IF SAM AND/OR

NILL DO NOT RUSH, TE AND REMAINING BACK
ARE FREE TO RELEASE INTO THE PATTERN. THERE
ARE NO DUAL READS OR HOT RECEIVER.

WM S M |
(I WE T . TE
Sle) Jeles6 el Yolelo]
O Slow \)b Q Slow
4-3 Stack 4.3
- SQUEEZE S,HOLE RAM ' CHECKZONE SS, RIGGIN
WMo "
N T4 T 2 LE E \T .'L
Oice d B voe Telele]
g O Slow- ;  Slow
4-3 Over Stack 4-3 Under W
DESCRIPTION: ]

USUALLY 7 STEP DROP. S.A. WEAKSIDE SECONDA
BLITZ.

QB

'F FREE RELEASE.

H ||BLOCK WILL, TOF/S TO C. ALERT HARD, FAN.

FRONTSIDE

BACKSIDE

BLOCK #1. ALERT RiGGIN, LEGGIN. ALERT RAY,
LENNY CALLS. ALERT SQUEEZE CALL.ALERT
“D” CALL.

BLOCK #2. ALERT SQUEEZE AND OUT CALLS.
CHECK ZONE SS AND SAM. ALERT “D” CALL.

BLOCK SAM (#3). GIVE “SLOW” CAI_LTO TACKLE.
CHECK ZONE SAM TO S/S. ALERT SQUEEZE, OUT,
AND “D” CALL. BLOCK MDM. VS. BEAR.

1 MAXE RIGHT/LEFT CALL TO PROTECTION SIDE
C BLOCK #0 TO MIKE. IF UNCOVERED, BLOCK MIKE

| WITH HOLE, RAY, LENNY CALLS. IF COVERED,
ALERT RIGGIN, LEGGIN.

G_ BLOCK #1. ALERT RIGGIN. LEGGIN RAY, LENNY
CALLS. ALERT FAN. ALERT “HARD” CALL.

T || BLOCK #2. IF #21.B CALL FAN AND BLOCK #3.




PROLTECIION: bM(_)KJ: LT/RT (FLEX)

WEAKSIDE DUAL

POPL

F/S 5/S,

*o

-

)]

%55 '® 5 calie

t g D
O 42 Under W\@ O &
LG DUAL _ LGDUAL
F/S S/S c ‘F/S S/S*, -
c I 8 '
N i A

o

é@%é@' 5
"% o

4-2 Over S 32
DESCRIPTION:
THIS IS A 6 MAN NICKEL PROTECTION WITH A o AT
WEAKSIDE DUAL. H HAS A EREE RELEASE AnD1s || QB || 57 STEP DROP. HOT 2 CALLSIDE.
“TOT. THE LINE WILL DUAL. THE 1ST TO 2ND DOGGER - -
R BLITZER, EXCLUDING MIKE. THIS IS A BRONCO }
AOT TO THE CALLSIDE. THE QB WILL TAKE A 5-7 STEP :
DROP. - F ||RELEASE INROUTE.
H ||FREERELEASE-ALERTHOT.
BLOCK #0 TO MIKE. UNCOVERED DUAL. 1ST TO 2ND
C || DOGGER OR BLITZER CALL SIDE. ALERT HOLE, RAY,
LENNY, RAM, LION, RAKE, LAWN, POP R/L.
BLOCK #1. UNCOVERED, BLOCK 1STLBER CALLSIDE, BLOCK #1. IF UNCOVERED DUAL FROM 1ST TO 2ND
LEAVE 1 FOR THE BACK AND CALL RAM/LION (3 || DOGGER OR BLITZER CALLSIDE. ALERT RAY, LENNY,
(EXCLUDING MIKE). RAM, LION, RAKE, LAWN.
BLOCK #2. IF #2 IS ALBER, BLOCK #3. T %E%M@Bﬁ%&mmmmmm‘ T
BLOCK 1ST TO 2ND DOGGER OR BLITZER INSIDE Y
OUT EXCLUDING MIKE. VS SOLID BLOCK STACK
BACK DOGGER OR BLITZER.




PRUTECTION: SMOKE LT/RT (TWINS) WEAKSIDE DU/
POPL LION W
r/s 5/s E/S S/
BN c c W s N
%OI@I ®|® Ebléﬁlbdi@ G
42 .b O 42 Under W\® O J@
LG DUAL LG DUAL, RIGGIN
i F/S 5/5 - F/S S/S
C.. C b w s N
5' %5 ‘. NEL X LE ;C
: @”\ @|® 0.0 0030 / @
% \a @f ©
4-2 Over S O @ 32 ' O

DESCRIPTION:

THIS IS A 6 MAN NICKEL PROTECTION WITH A
WEAKSIDE DUAL. H HAS AFREE RELEASEAND IS
HOT. THE LINE WILL DUAL. THE 1ST TO 2ND DOGGER
DR BLITZER CALLSIDE. Y BLOCKS THE 1STTO 2ND
DOGGER OR BLITZER EXCLUDING MIXE. THIS IS A

OB

5-7 STEP DROP. HOT 2 CALLSIDE. -

BRONCO HOT TO THE CALLSIDE. THE QB WILL TAKE RELEASE UTE
AS5-7STEPDROP. F INROUTE.
H  ||FREE RELEASE - ALERT HOT.
BLOCK #0 TO MIKE. UNCOVERED DUAL. 1STTO 2ND
C || DOGGER OR BLITZER CALLSIDE. ALERT HOLE, RAY,
LENNY, RAM, LION, RAKE, LAWN, POPR/L.
BLOCK #1. UNCOVERED, BLOCK 1STLB CALLSIDE, BLOCK #1. IF UNCOVERED DUAL FROM 1ST TO 2ND
LEAVE 1 FOR THE BACK AND CALL RAM/LION (3 ||DOGGER OR BLITZER CALLSIDE. ALERT RAY, LENNY,
(EXCLUDING MIKE). RAM, LION, RAKE, LAWN.
BLOCK #2. IF #2 IS ALBER, BLOCK #3. T BLocrfl %2&ALERT Bﬁg vIaIEIIALlF#z IS LBER. ALERT
BLOCK 1ST TO 2ND DOGGER OR BLITZER INSIDE Y
OUT, EXCLUDING MIKE. VS SOLID BLOCK STACK

BACK DOGGER OR BLITZER.
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DESCRIPTION:

THIS IS A WEAKSIDE TURN AWAY FROM THE TE. THE
TE HAS SAM (#3) AND THE REMAINING BACK HAS
MIKE TO SS. THELINE IS RESPONSIBLE FOR THE
WILL. IF THE SAM DOES NOT RUSH THE TE IS FREE
TORELEASE. IF THE MIKE OR SS DO NOT RUSH THE
BACK IS FREE TO RELEASE. POSSIBLE HB CHECK #4
WEAK. WEAKSIDE BLITZ ACCOUNTED FOR BY
OFFENSIVE LINE. USED TO FREE RELEASE H.

QB 5-7 STEP DROP. POSSIBLE HOT VS SECONDARY BL]
WEAK. :

BLOCK MIKE TO SS.

H || FREERELEASE. AIERTTOBLOCK #4BY GAMEPLA

BACKSIDE

FRONTSIDE

BLOCK #2. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEO, RAKE/LAWN, FAN.

BLOCK #3. ALERT TO HELP FROM GUARD. ALEKT
ROCKO/LEOQ, RAKELAWN, FAN.

BLOCK #] WEAK. AT ERTROCKO OR LEO, RAKE/LAY
OVER DEFENSE BLOCK MAN. VS BEAR ALERT
RAI PH/TESTER.

IF UNCOVERED BLOCK #0, UNLESS RIGGIN CALL FR
TACKLE VS OVER K.C. IF COVERED BLOCK #1. ALl
“HARD” CALL VS MIKE MUG WHEN COVERED.

BLOCK DE. RIGGIN VS OVERK.C. ALEM'ANCH_E CA
VS DE INSIDE.

BLOCK SAM (#3). GIVE “SLOW” CALL TO TACKLE
CHECK ZONE SAM. ALERT SQUEEZE. ALERT TO
BLOCK OUT VS. BEAR.
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DESCRIPTION:

THIS IS ADUAL PROTECTION TO THE CALLSIDE
ALLOWING THE H TO FREE RELEASE. THEF IS
RESPONSIBLE FOR SAM. TF HE DOES NOT RUSH HE
ISFREETOREI EASE. THE CALLSIDE GUARD, IF
UNCOVERED, HAS A DUAL READ FROM MIKE TO
WILL TOANY BLITZING DB. THE HIS USUALLY THE
HOT RECEIVER WHEN WE HAVE ONE MORE RUSHER
THAN OFFENSIVE LINE PROTECTORS WEAK. HE
COULD BE HOT OFF WILL OR MIKE & WILL. WITH
REGULAR PEOPLE WE USUALLY DUAL WEAKSIDE.

QB 5 OR 7 STEPDROP. HOT OFF OF 1 UNLESS GUARD]

UNCOVERED.

BLOCK SAM TO SS. ALERT “HARD” CALL.

FREE RELEASE. ALERT HOT.

BACKSIDE

FRONTSIDE

BLOCK #1. ALERT RIGGIN, LEGGIN, RAY, LENNY
CALLS. ALERT “HARD.”

BLOCK #2. IF #2 ISLB, FAN TO DE.

RELEASE INTO ROUTE. ALERT SS BLITZ. VS BEAR
DEFENSE BLOCK YOUR WAY OUT.

MAKE RIGHT OR LEFT CALL TO PROTECTION SIDE
BLOCK #0 TO MIKE. IF UNCOVERED, BLOCK MIKE
WITH HOLE, RAY, LENNY CALLS. IF COVERED, ALEF
RIGGIN, LEGGIN CALLS.

BLOCK #1. IF #1 ISI B, DUAL. ALERT FORRAY, L ENN
“IN™ CALLS.

BLOCK #2. IF#2 ISLB, BIG DUAL. ALERT “IN.”
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DESCRIPTION: |
THIS IS A 7 MAN NICKEL PROTECTION STRONG OR
WEAK. THE LINE BLOCKS THE 1ST DOGGER OR QB || 7 STEPDROP. S.A. 8TH DEFENDER.
BLITZER CAILSIDE. H, BRONCO TO, BLOCK THE 2ND
DOGGER OR BLITZER. Y, BRONCO AWAY, BLOCK THE -
1ST DOGGER OR BLI'IC')ZER TOSTI-IE 2ND, I%xc:r_%ngm
MIKE. QB, 7 STEP DROP AND SIGHT ADJUST AWA
FROM CAIL.THE QB CAN REDIRECT THE F  ||reEasE onroOUTE.
PROTECTION WITH A RIGHT OR LEFT CALL.
H BRONCO TO, BLOCK THE 2ND DOGGER OR BLITZER.
) BLOCK #0 TO MIKE. UNCOVERED, BLOCK 1ST DOGGE
C || OR BLITZER TO CALLSIDE. ALERT HOLE, RAY, LENN'
RAM, LION, RAKE, LAWN, RIGGIN, LEGGIN.
BLOCK #1. UNCOVERED, BLOCK 1ST LBER CALLSIDE, : :
LEAVE 1 FOR THE BACK AND CALL RAM/LION G %%gm%%m RAM, LION, RAKE,
(EXCLUDING MIKE). ; , '
BLOCK #2. IF #2 LBER BLOCK #3. T || BLOCK #2. IF #2 LBER BLOCK #3. ALERT RAKE, LAW.
BRONCO AWAY, BLOCK 1ST TO 2ND DOGGER OR ”
BLITZER INSIDE OUT EXCLUDING MIKE. VS SOLDD || Y
BLOCK STACK BACK DOGGER OR BLITZER.
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DESCRIPTION: o |
THIS IS A 7 MAN NICKEL PROTECTION STRONG OR
WEAK_ THE LINE BLOCKS. THE 1ST DOGGER OR (OB || 7 STEPDROP. S.A. §TH DEFENDER.
TZER CALLSIDE. Y, BRONCO TO BLOCK THE 2ND
.SGER OR BLITZER. H, BRONCO AWAY, BLOCK THE
-T DOGGER OR BLITZER TO THE 2ND EXCIL.UDING : :
MIXE. QB, 7 STEP DROP AND SIGHT ADJUST AWAY F RET.EASE ON RTE.
FROM CALL. THE QB CAN REDIRECT THE
PROTECTION WITH ARIGHT OR LEFT CALL.
BRONCO AWAY - BLOCK 1ST TO 2ND DOGGER OR
H BLITZER INSIDE OUT EXCLUDING MIKE. VS SOLID
BLOCK STACK BACK DOGGER OR BLITZER.
BLOCK #0 TO MIKE. UNCOVERED, BLOCK 1ST DOGGER]
C OR BLITZER TO CALL SIDE. ALERT HOLE, RAY, LENNY]
RAM, LION, RAKE, LAWN, RIGGIN, LEGGIN.
BLOCK #1. UNCOVERED, BLOCK 1ST LBER CAIL ‘ BLOCK #1. ALERT RAY, LENNY, RAM, LION, RAKE,
SIDE, LEAVE 1 FOR THE BACK AND CALLRAM/LION || (3 [|LAWN, RIGGIN, LEGGIN.
(EXCLUDING MIKE).
BLOCK #2. IF #2 LBER. BLOCK #3. T BLOCK #2. IF #2 LB, BLOCK #3. ALERT RAKE, LAWN.
Y BRONCO TO BLOCK THE 2ND DOGGER OR BLITZER.
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DESCRIPTION: _

STRONGSIDE DUAL READ ALLOWING THE F TO FREE
RELEASE. THE H’S BLOCKING RESPONSIBILITY IS
HE WILL. WITH SOME 3-4 FRONTS IT IS BUCK. IF

.HE 1.B DOES NOT COME HE HAS A FREE RELEASE.
THE OC, STRONGSIDE GUARD OR STRONGSIDE
TACKLE, IF UNCOVERED, HAS A DUAL READ FROM
THE MIKE TO SAM OR ANY BLITZING DB. THE FB
OR TE IS THE HOT RECEIVER WHEN WE HAVE ONE

" MORE RUSHER THAN WE DO PROTECTOR STRONG-

- SIDE. THE QB WILL TAKE A5 STEP DROP. ON QUICK
SCAT QB TAKES A 3 STEP DROP.

USUALLY 5 STEP DROP. HOT PROTECTION STRONC
VS M-S DOG. HOT SAM IF CENTER AND GUARD
COVERED. S.A. WEAKSIDE SECONDARY BLITZ.

QB

F FREE RELEASE. ALERT HOT.

H ||BLockWIL TO FS TO W.C. ALERT FAN, HARD
CALLS.

FRONTSIDE

BACKSIDE

BLOCK #1. ALERT RIGGIN, LEGGIN, FAN. ALERT
HARD. T HARD RAM/LION. ALERT RAY/

BLOCK #2. IF #2 IS LB, FAN.

' MAKE RIGHT OR LEFT CALL TO PROTECTION SIDi
C BLOCK #0 TO MIKE. IF UNCOVERED, POP FROM
MIKE TO SAM TO SS. ALERT HOLE, RAY, LENNY,
RAM, LION.

G BLOCK #1. IF UNCOVERED, DUAL FROM MIKE TO
SAMTO SS. ALERT “IN" CALL.

BLOCK #2. ALERT BIG DUAL IF #2 IS LB. ALERT IN
T IF LB MUGS INSIDE. ALERT M.D.M. VS RAM/LION
CAL1 WHEN SAM DOGS (A+) GAP INSIDE BLOCK..

Y RELEASE INTO ROUTE. ALERT POSSIBLE HOT BY
PATTERN. : '
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DESCRIPTION: _ .
THIS IS A 6 MAN NICKEL PROTECTION WITH A
STRONGSIDE DUAL. F AND Y FREE RELEASE. 1 QB 5-7 STEP DROP. HOT 2 CALLSIDE. S.A. BACKSIDE.
" OCKS THE 1ST TO 2ND DOGGER OR BLITZER :
CLUDING MIKE. THE LINE WILL DUAL. THE 1ST
0 2ND DOGGER OR BLITZER CALLSIDE. Y IS HOT.
THE QB WILL TAKE A 5 OR 7 STEP DROP. F RUN ROUTE.
'||BLOCK 1ST DOGGER OR BLITZER INSIDE OUT
H ||EXCLUDING MIKE. VS SOLID BLOCK STACK BACK
DOGGER OR BLITZER.
BLOCK #0 TO MIKE. UNCOVERED, DUAL. 1ST TO 2ND
(C ||DOGGER OR BLITZER CALLSIDE. ALERT HOLE, RAY,
LENNY, RAM, LION, RAKE, LAWN, POP R/L.
BLOCK #1. UNCOVERED, BLOCK 1STLBER CALLSIDE, BLOCK #1. IF UNCOVERED DUAL FROM 1ST TO 2ND
LEAVE 1 FOR THE BACK AND CALL RAM/LION (7 || DOGGER OR BLITZER CALLSIDE. ALERT RAY, LENNY,
(EXCLUDING MIKE). ; RAM, LION, RAKE, LAWN. :
BLOCK #2. IF #2 LBER BLOCK #3. T (R - EE BIG DUAL TR 15 ERES- ALESE
V|| RELEASE INTO ROUTE, ALERT POSSIBLE HOT BY
PATTERN.
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DESCRIPTION:

TTHIS IS A 6 MAN NICKEL PROTECTION WITH A
STRONGSIDE DUAL. F AND Y FREE RELEASE. H
© "LOCKS THE 1ST TO 2ND DOGGER OR BLITZER
{CLUDING MIKE. THE LINE WILL DUAL FROM THE
+ST TO 2ND DOGGER OR BLITZER CALLSIDE. YIS
HOT. THE QB WILL TAKE A 5 OR 7 STEP DROP.

QB

5-7 STEP DROP. HOT 2 CALLSIDE. S.A. 4 BACKSIDE.

RUN ROUTE.

BLOCK 1STTO 2ND DOGGER OR BLITZER INSIDE OUT
EXCLUDING MIKE. VS SOLID BLOCK STACK BACK
DOGGER OR BLITZER.

BACKSIDE

FRONTSIDE

BLOCK #1. UNCOVERHD, BLOCK 1STLBER CALLSIDE,
LEAVE 1 FOR THE BACK AND CALL RAM/LION
(EXCLUDING MIKE).

BLOCK #2. IF #2 LBER BLOCK #3.

BLOCK #0 TO MIKE. UNCOVERED DUAL. 1ST TO 2ND
DOGGER OR BLITZER CALLSIDE. ALERT HOLE, RAY,
LENNY, RAM, LION, RAXE, LAWN, POP R/L.

BLOCK #1. IF UNCOVERED DUAL FROM 1ST TO 2ND
DOGGER OR BLITZER CALLSIDE. AI.ERT RAY, LENNY,
RAM, LION, RAKE, LAWN.

BLOCK #2. ALERT BIG DUALIF #2 IS LB. ALERT RAM,
LION,RAKE, LAWN.

RELEASE INTO ROU’I'.E ALERT POSSIBLE HOT BY
PATTERN.
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DESCRIPTION:

THIS IS A WEAKSIDE TURN AWAY FROM THE TE,
WITH THE LINE ACCOUNTING FOR THE WILL.. THE
"1HAS ADUAL READ FROM MIKE TO SAM TO SS.

£ ALB DOES NOT RUSH HE IS FREE TO RELEASE.
THE TE IS THE HOT WHEN MIKE & SAM RUSH.
WEAKSIDE BLITZ ACCOUNTED FOR BY OFFENSIVE

QB 5 OR 7 STEP DROP. HOT PROTECTION STRONG VS

M-S DOG. S.A. WEAKSIDE SECONDARY BLITZ.

FREE RELEASE, POSSIBLE HOT.

BLOCK MIKE TO SAM TO SS.

“FRONTSIDE

BACKSIDE
BLOCK #2. ALERT TO HELP FROM CENTER. AL'ERTI

ROCKO/LEQ, RAKE/LAWN, FAN.

BLOCK #3. AL ERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAKE/LAWN, FAN. | '

BLOCK #1 WEAK. ALERT ROCKO OR LEO. RAKE/
LAWN. OVER DEFENSE BLOCK MAN. VS BEAR DB
BLOW FIRE CALL.

IF UNCOVERED BLOCK #0, UNLESS FAN CALL FRO
TACKLE VS OVER K.C. IF COVERED, BLOCK #1.
ALERT “HARD” CALL VS MIKE MUG WHEN
COVERED.

BLOCK DE. FAN VS OVER K.C. ALERT ANGLE CALL
VS DE INSIDE.

RELEASE INTO ROUTE. HOT OFF SAM & MIKE.
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DESCRIPTION:

THIS ISAWEAKSIDETURNAWAYPROMTHETEWH’H
THE LINE ACCOUNTING FOR THE WILL, MIKE AND
"AM. THIS IS A 5 MAN PROTECTION WITH A
_.TRONGSIDE HOT OFF OF ONE. Y, HAND FHAVE A
FREE RELEASE.

QB

5-7 STEP DROP. HOT STRONG VS EITHER M!KE/SAJ
OR SS DOG.

FREE RELEASE.

H FREE RELEASE.

BACKSIDE

FRONTSIDE

BLOCK #2. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEO, RAKE/LAWN, FAN.

BLOCK #3. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAKELAWN, FAN.

BLOCK #1 WEAK_ ALERT ROCKO ORLEO,R.AKEJLAV
OVER DEFENSE BLOCK MAN. VS BEAR DBL BLOV
FIRE CALL. VS OVER S MIKE THREATEN LESTER CA

IF UNCOVERED BLOCK #0 UNLESS FAN CALL FRO

(G || TACKLE VS OVER K.C. IF COVERED BLOCK #1. ALE]

“IN™ CALL VS MIKE MUG WHEN COVERED.

T BIG DUAL. FAN VS OVER K.C. ALERT LESTER, IN

CALLS.

Y ||RELEASE INTO ROUTE.
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| DESCRIPTION: - |
THIS IS A 6 MAN NICKEL PROTECTION, A WEAKSIDE - STEP |
TURN AWAY FROMTHE 1E. N FLEX A pouBLE, || QB ||57 DROF. EOT 2.
" E LINE BLOCKS THE SLOT DEFENDER AND THE H
,ALS THE NEXT TWO DOGGERS OR BLITZERS. IN
WINS THE LINE BLOCKS THE 1ST DOGGER OR o
BLITZER WEAK AND H DUALS THE NEXT TWO F  ||ronroute.
DOGGERS OR BLITZERS. Y IS HOT. THE QB TAKES A
5-7 STEP DROP. _ - |
FLEX/DOUBLE - DUAL THE NEXT 2 DOGGERS OR
J ||BLITZERS INSIDE THE SLOT. TWINS - DUAL THE NEXT
2 DOGGERS OR BLITZERS INSIDE THE 1ST DOGGER
OR BLITZER WEAK.
BLOCK #1 WEAK. ALERT ROCKO OR LEO,
C || RAKE/LAWN. OVER DEFENSE BLOCK MAN. VS BEAR
DOUBLE BLOW FIRE CALL.

' - IF UNCOVERED BLOCK #0, UNLESS FAN CALL FROM
RO A T e E T S AR ALERT || (5 || TACKLE VS OVER K C IF COVERED BLOCK #1. ALERT
BLOCK #3. ALERT TO HELP FROM GUARD. ALERT T 'BLOCK DE. FAN VS OVER K.C. ALERT ANGLE CALL -
ROCKOMLEO, RAKE/LAWN, FAN TO SLOT. VS DE INSIDE.

Y ||RELEASE NTO ROUTE. HOT.
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DESCRIPTION:

THIS IS A WEAKSIDE TURN AWAY FROM THE TE WITH
THE LINE ACCOUNTING FOR THE WILL. THE H HAS

DUAL READ FROM MIKE TO SAMTO S/S. IFALB

OES NOT RUSH HE IS FREE TO RELEASE. THE TE
WILL CHIP HIS WAY OUT. THE QB WILLTAKEA 3
STEP DROP. VS SOLID DEFENSE THE LINE WITHFULL
TURN FROM THE ONSIDE TACKLE. THE H HAS THE
1ST DEFENDER OUTSIDE THE ONSIDE TACKLE.

13) g’léEP DROP. NO S.A. HOT STRONG VS MIKE, SAM,

QB

F FREE RELEASE.

H BLOCK MIKE TO SAM TO SS. VS SOLID BLOCK 1ST
DEFENDER OUTSIDE THE ONSIDE TACKLE.

BACKSIDE

FRONTSIDE

BLOCK #2. ALERT TO HEL.P FROM CENTER. ALERT
ROCKO/LEO, RAKETAWN, RAT PH/LESTER, FAN.

BLOCK #3. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEQ, RAKE/LAWN, RAIL PH/LESTER, FAN.

" BLOCK #1 WEAK. ALERT ROCKO OR LEO,
C RAKE/LAWN. OVER DEFENSE BLOCK MAN. VS BEAT
ALERT RALPH/LESTER. VS BEAR DOUBLE BLOW FIRE

IF UNCOVERED BLOCK #0, UNLESS FAN CALL FROM
G TACKLE VS OVER K.C. IF COVERED BLOCK #1. ALER’

“HARD” CALL VS MIKE MUG WHEN COVERED. VS
BEAR ALFRT RAT PH/LESTER.

T BLOCK DE. FAN VS OVER K.C. ALERT ANGLE CALL
VS DE INSIDE. VS BEAR ALERT RALPH/AESTER.

Y CHIP DEFENDER ON YOU ON YOUR WAY OUT. BEAR
DEFENSE BLOCK YOUR WAY OUT.
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'DESCRIPTION:

THIS IS A5 MAN NICKEL PROTECTION. THE LINE |

BLOCKS THE 1ST DOGGER OR BLITZER WEAK AND
"IE ON GUARD AND TACKLE ARE RESPONSIBLE FOR
" dE 1STTO 2ND DOGGER OR BLITZER CALLSIDE. H,

1, AND F FREE RELEASE. THE QB IS HOT OFF OF ONE

QB|

3-5 STEPDROP. HOT 1 TO CALLSIDE. ‘

ANDTAKES A }5 STEP DROP. RUNROUTE.
H || FREERELEASE.
BACKSIDE FRONTSIDE

BLOCK #1. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEO, RAKE/TAWN, FAN.

BLOCK #2. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAXE/T.AWN, FAN..

BLOCK #1 WEAK. ALERT ROCKO OR LEO, RAKE/LAWN.
OVER DEFENSE BLOCK MAN. VS BEAR DOUBLE BLOW
FIRE CALL.

IF UNCOVERED, BLOCK #0, UNLESS FAN CALL FROM

G TACKLE VS OVER K.C. IF COVERED, BLOCK #1. ALERT

“IN™ CALL VS 1ST OR 2ND DOGGER OR BLITZER MUG
WHEN COVERED.

BIGDUAL.FANVSOVERK.C. ALEKI'LES’IER.]NCALLS

Y || RELEASE INTO ROUTE.
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DESCRIPTION: .
THIS IS A 6 MAN NICKEL PROTECTION, A WEAK SIDE e <
TORN AWAY FROM THE TE. IN ELEX AND DOUBLE - QB ||3:7 STEP DROP. HOT 2 CALLSIDE. S.A. 4 AWAY FROM
" “E LINE BLOCKS THE SLOT DEFENDER AND THE H CALL-
ALS THE NEXT TWO DOGGERS OR BLITZERS. IN
WINS THE LINE BLOCKS THE 1ST DOGGER OR -
BLITZER WEAK AND H DUALS THE NEXT TWO F ||lruwroute.
DOGGERS OR BLIIZERS. Y IS HOT. THE QB TAKES A ) -
5OR 7 STEP DROP.
FLEX/DOUBLE - DUAL THE NEXT TWO DOGGERS
[ ||ORBLITZERS INSIDE THE SLOT. TWINS - DUAL THE
NEXT TWO DOGGERS OR BLITZERS INSIDE THE 1ST
DOGGER OR BLITZER WEAK.
s || BLOCK #1 WEAK. ALERT ROCKO OR LEO,
C ||RAKELAWN. OVER DEFENSE BLOCK MAN. VS BEAR
DOUBLE BLOW FIRE CALL.
AL ERT TO HELP || IF UNCOVERED BLOCK #0, UNLESS FAN CALL FROM
B AR O T R O e A=k ALERT G ||tackiE VS OVER KC [F COVERED, BLOCK #1.ALERT
» ' ’ : “HARD" CALL VS MIKE MUG WHEN COVERED.
BLOCK #3. ALERT TO HELP FROM GUARD. ALERT T ||BLOSKDE AN VS OVER K.C. ALERT ANGLE CALL
ROCKO/LEO, RAKE/LAWN, EAN TO SLOT. ' VS DE INSIDE.
Y ||RELEASE INTO ROUTE. HOT
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DESCRIPTION:
THIS IS AN & MAN ‘MAX" PROTECTION, CALLED TO ({ » ‘ )
THE WEAK SIDE. USED VS NICKEL AND 3 MaNERoNT || QB ||7 STEPDROP. NOHOTOR S.A.

SOBLEMS. THERE ARE NO HOTS OR SIGHT

DJUSTMENTS. THE LINE BLOCKS THE 1ST DOGGER
OR BLITZER TO THE CALL SIDE AND H HAS THE 2ND.
WITHA7MANBOX THEOCWILLCALLCHECKIIZRIP || & |{BLOCK #4.
AND FOLLOW THE MIKE. THE H BLOCKS THE WILL.
WE COMMIT 4 BLOCKERS BACKSIDE. Y BLOCKS #3
AND F BLOCKS #4. THE QB WILL TAKE A 7 STEP DROP. . ,

g BLOCK 2ND DOGGER OR BLITZER (#4). ALERT
CHECK LIZ/RIP, BLOCK WILL.
_ BLOCK 1ST DOGGER OR BLITZER CALL SIDE. VS 7
C || MANBOX CHECK LIZ/RIP AND BLOCK #0 TO MIKE.
BLOCK #1. IF #1 IS A LB, ALERT RAM/LION, BLOCK #1. ALERT DBL READ WITH H ON CHECK
RIGGIN/LEGGIN. ALERT SQUEEZE, SWOOP CALLS. (3 ||L1IZRIP ALERT RAY/LENNY, RAKE/LAWN CALLS.
- ALERT HARD. AL ERT HARD.

IcB:IZusOCK #2. ALERT SQUEEZE, CHECK ZONE, SWOOP T BLOCK #2. IF #2 A LBER, BLOCK #3.
BLOCK #3. ALERT SQUEEZE, CHECK ZONE, SWOOP Y
CALLS. ' . :




PROTECTION: OTTO LT/RT (CHECK LIZ/RIP) MA
CHECKLIZ,HOLEMSQUEEZES CHECK LIZ, HOLEM
W M S s/ : M s,/s“f“
| . E W \
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DESCRIPTION:

THIS IS AN 8 MAN ‘MAX’ PROTECTION, CALLED TO
THE WEAX SIDE. USED VS NICKEL AND 8 MAN FRONT
PROBLEMS. THERE ARE NO HOTS OR SIGHT :
ADJUSTMENTS. THE LINE BLOCKS THE 1ST DOGGER
OR BLITZER TO THE CALL SIDE AND H HAS THE 2ND.
WITHA 7 MAN BOX THE OC WILL CALL CHECK LIZ/RIP
AND FOLLOW THE MIKE. THE H BLOCKS THE WILL.
WE COMMIT 4 BLOCKERS BACKSIDE. Y BLOCKS #3
AND FBLOCKS #4. THE QB WILL TAKE A7 STEP DROP.

: QB 7 STEP DROP, NO HOT OR SA

BLOCK #4.

H |{BLOCK WILLTOFS TO C. ALERT HARD, FAN.

BACKSIDE

FRONTSIDE

BLOCK #1. ALERT RIGGIN, LEGGIN. ALERT RAY,
LENNY CALLS. ALERT SQUEEZE CAILL.

A

BLOCK #2. ALERT SQUEEZE, CHECK ZONE, SWOOP
CALLS.

BLOCK #3. ALERT SQUEEZE, CHECK ZONE, SWOOP
CALLS.

BLOCK 1ST DOGGER OR BLfI‘ZER CALL SIDE. VS’
MAN BOX CHECK LIZ/RIP AND BLOCK #0 TO MIK

G " || BLOCK #1. ALERT RIGGIN, LEGGIN, RAY, LENNY CAl

ALERT FAN. ALERT “HARD” CALL.

BLOCK #2. IF #2 ALBER,CALL FAN & BLOCK 73




PROTECTION: SCRAM LT/RT WEAKSIDE DUA]
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4-2 Over S 32
DESCRIPTION: , .
THIS IS A 7 MAN NICKEL PROTECTION, WITH A » -
WEAKSIDE DUAL BY THE UNCOVERED oFrensive || (OB ||5 STEP DROP. HOT2 WEAK.
~ INEMAN. H HAS A FREE RELEASE AND IS HOT. THE
INE WILL DUAL. THE 1ST TO 2ND DOGGER OR
SLITZER CALLSIDE. WE COMMIT 4 BLOCKERS ,
BACKSIDE. Y BLOCKS #3, F BLOCKS #4. QB 5 STEP F ||srockss.
DROP. _
H ||FREERELEASE-HOT.
- BLOCK #0 TO MIKE. UNCOVERED, DUAL. 1ST TO 2ND
(C || DOGGER OR BLITZER CALLSIDE. ALERT HOLE, RAY,
LENNY, RAM, LION, RAKE, LAWN, POPR/L.

BLOCK #1.TF #1 IS A LB, ALERT RAM/LION, BLOCK #1. IF UNCOVERED DUAL FROM IST TO 2ND
RIGGIN/LEGGIN. ALERT SQUEEZE, SWOOP CALLS. (3 ||DOGGER OR BLITZER CALLSIDE. ALERT RAY, LENNY,
ALERT HARD. RAM, LION, RAKE, LAWN. |
BLOCK #2. ALERT SQUEEZE, CHECK ZONE, SWOOP - || BLOCK #2. ALERT BIG DUAL IF #2 IS LBER. ALERT
CALLS. < N T ||RAM LION, RAKE, LAWN.
BLOCK #3. ALERT SQUEEZE, CHECK ZONE, SWOOP Y
CALLS.




PROTECTION: SCRAM LT/RT

LOT BIG DUAL, HOLE M, SQUEEZE §
S/S

WM ‘5 .
Bl Lol

43 Stack

®
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POPL, CHECK ZONE |
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4-3 Ove_r Stack

DESCRIPTION:

THIS IS A 7 MAN PROTECTION, WITH A WEAKSIDE
DUAL BY THE UNCOVERED OFFENSIVE LINEMAN. H
"TAS AFREE RELEASE AND IS HOT. UNCOVERED |

NEMAN WILL DUAL FROM MIKE TO WILL TO ANY
SLITZING DB CALLSIDE. WE COMMIT 4 BLOCKERS
BAgKSIDE YBLOCKS #3, F BLOCKS #4. QB 5 STEP -
DROP.

QB_ {|5 STEP DROP. HOT 2 WEAK.

F BLOCK #4.

H FREE RELEASE - HOT.

BACKSIDE

FRONT SIDE

BLOCK #1. ALERT RIGGIN, LEGGIN. ALERT RAY,
LENNY CALLS. ALERT SQUEEZE CAILL.

BLOCK #2. ALERT SQUEEZE, CHECK ZONE, SWOOP
CALLS.

BLOCK #3. ALERT SQUEEZE, CHECK ZONE, SWOOP
CALLS.

- MAKE RIGHT OR LEFT CALL TO PROTECTION SIDE
C || BLOCK #0 TO MIKE. IF UNCOVERED, POP FROM MIK
TO WILL TO DB. ALERT HOLE, RAY. LENNY. -

’ BLOCK #1. IF UNCOVERED DUAL FROM MIKE TO WII
G TO DB. ALERT “IN” CALL.-

BLOCK #2. ALERT BIG DUAL IF #2 ISLBER. ALERT I
T IFLB MUGS INSIDE.




PROTECTION: GONE RT/LT

THISISA 5 MAN PRb'IECI'ION USING DUALS STRONG
AND WEAK SIDE. WE WILL TURN VS. UNDER WITH
VILL IN THE BOX. Y AND H HAVE A FREE RELEASE.

HOT i
ROT, LOT BIG DUAL, POPL POPL. '
1 m . !
oW _M P 2 2 M
E! é AT (f)/ , WE T/ T ES
RO®O Y 00008
- O : ~4 MDM
Stk & . &
HOLE RAM, ROT, LOT BIG DUAL ] LEO W - ROT BIG DUAL
2 W M ,S 2 w\ M _
WP o é/ E I~ T “E S
wief YeJos OO®0 ﬁb@/
4-3 Over Stack ®/ 4-3 Under W ®/ )
DESCRIPTION:

QB 5 -7 STEP DROP. POSSIBLE HOT TO BOTH SIDES.

F FREE RELEASE.

H'FREERELE.A.SE.

BACKSIDE
COVERED BLOCK COVERED. UNCOVERED - DUAL

ALERT ROCKO/LEO.

COVERED - BLOCK COVERED ALERT M.DM.
UNCOVERED - BIG DUAL. ALERT ROCKO/LEO.

FRONTSIDE

COVERED - BLOCK COVERED. UNDER - VS. WILL. |
C BOX TURN TO WILL ROCKO/LEO VS. WILL OUT OF BC
BLOCK. MAN AND ON G.DUAL. UNCOVERED-POF
WEAK SOLID - BLOCK MAN, VS.MIKE OVER BALL
RAIPH/LE STER

G COVERED - BLOCK COVERED. UNCOVERED - DUAI
ALERT DUAL OR ROCKO/LEO VS. UNDER.

T || COVERED BLOCK COVERED. ALERT MDM:
UNCOVERED BIG DUAL.

Y RELEASE INTO PATTERN.
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4-2 Over S 32
DESCRIPTION: :
THIS IS A 5 MAN NICKEL PROTECTION USING DUALS ’ <
STRONG AND WEAKSIDE. WE WiLL TURN vs UNDER || (OB ||5-7 STEP DROP. POSSIBLE HOT TO BOTH SIDES.
" “~ITH WILL IN THE BOX. Y AND H HAVE AFREE , . .
I EASE.
F  ||FREE RELEASE
H ||FREERELEASE.
- COVERED, BLOCK COVERED. UNDER - VS WILL IN
‘ : BOX, TURN TO WILL ROCKO/LEO; VS WILL OUT OF
; C ||BOX, BLOCK MAN AND ON G DUAL. UNCOVERED,
POP WEAK. SOLID - BLOCK MAN, VS LB OVER BALL
LESTER. .
COVERED, BLOCK COVERED. UNCOVERED, DUAL (G || SOVERED, BLOCK COVERED. UNCOVERED, DUAL-
ALERT ROCKO/LEO. ALERT DUAL OR ROCKO/LEO VS UNDER.
COVERED, BLOCK COVERED. ALERT MDM. T || SOVERED, BLOCK COVERED. ALERT MDM.
UNCOVERED, BIG DUAL. ALERT ROCKO/LEO. UNCOVERED, BIG DUAL.
Y ||RELEASE INTO PATTERN.




(N) PROTECTION: FIRE PASS RT/LT FULL TUR]
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DESCRIPTION:

THIS IS A 6 MAN NICKEL, FULL TURN PROTECTION,
AWAY FROM THE CALLSIDE. IN FLEX AND DOUBLE
THE LINE BLOCKS THE SLOT DEFENDER AND THE

ONSIDE GUARD AND TACKLE ARE RESPONSIBLE
£OR THE NEXT DOGGER OR BLITZER. WE ARE
AGGRESSIVE ONSIDE. H BLOCKS THE FIRST
DEFENDER ON OR TO THE OUTSIDE OF THE ONSIDE
TACKLE. THE QB WILL SET 3-5 STEPS.

QB

3-5 STEP DROP.

RUN ROUTE. HOT.

CUT FIRST DEFENDER ON OR TO THE OUTSIDE OF
THE ONSIDE TACKLE.

FRONTSIDE

BACKSIDE

BLOCK #2. ALERT TO HELP FROM CENTER. ALERT
ROCKO/LEO, RAKE/LAWN, FAN TO SLOT.

BLOCK #3. ALERT TO HELP FROM GUARD. ALERT
ROCKO/LEO, RAKE/L AWN, FAN TO SLOT.

BLOCK #1 WEAK. ALERT ROCKO OR LEO, RAKE/
LAWN. OVER DEFENSE & BEAR DEFENSE ALERT
RALPH/LESTER.

BLOCK #0. IF COVERED CHIP DT TO MIKE. ALERT
DEUCE, RALPH, LESTER. :

BLOCK #1. IF OG BUBBLE SET ON INSIDE NUMBER
OF 5 TECH AND BLOCK “B” GAP. ALERT DEUCE,
RAIPH, LESTER, GAPIT.

FREE RELEASE.




(N) PROTECTION: RAY/LOU (DOUBLE)

CALL SIDE HOT

ROT BIG DUAL, HOLEW
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DESCRIPTION: |
THIS IS A 6 MAN NICKEL PROTECTION. WE ARE HOT QB 5.7 STEP DROP. HOT 1 TO CALLSIDE. -
OFF THE 1ST DOGGER OR BLITZER CALLSIDE, .
EXCLUDING MIKE. THE LINE WILL BLOCK THE 1ST
DOGGER OR BLITZER INCLUDING MIKE AWAY FROM
CATLSIDE. THE ON “T” WILL BIG DUALREAD. H,
TO CALLSIDE, FREE RELEASE AND IS HOT. H, AWAY F RUN ROUTE.
EFROM CAILSIDE, WILL BLOCK THE 2ND DOGGER || . .
OR BLITZER. Y, TO CALLSIDE, WILL FREE RELEASE ,
ANDISHOT.Y, AWAg FIB<OM CALLSIDE, WILL BLOCK A
THE 2ND DOGGER OR HTZE&H{EQBWILLTAKE BLOCK THE 2ND DOGGER OR BLITZER VS SOLID
~A5-7STEPDROP. , H BLOCK STACK BACK DOGGER OR BLITZER.
BLOCK #0 TO MIKE. UNCOVERED, BLOCK 1ST
C DOGGER OR BLITZER AWAY FROM CALLSIDE. ALERT
HOLE, RAY, LENNY, RAM, LION, RAKE, LAWN,
RIGGIN, LEGGIN.
| BLOCK #1. UNCOVERED, BLOCK 1ST LBER AWAY
BLOCK #1. ALERT RAY, LENNY, RAM, LION, RAKE, G FROM CALI SIDE, LEAVE 1 FOR HOT AND CALL
LAWN RIGGIN, LEGGIN. RAM/LION (EXCLUDING MIKE). VS 32 DUAL.
BLOCK #2. IF #2 LBER, BLOCK #3. ALERT RAKE, T COVERED, BLOCK COVERED. ALERT MDM.
LAWN. UNCOVERED, BIG DUAL.
Y || FREE RELEASE. ALERT HOT.
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DESCRIPTION:

THIS IS A 6 MAN NICKEL PROTECTION. THE LINE IS
RESPONSIBLE FOR THE 4 DOWN & WILL. H SCANS
THE 1ST OUTSIDE DOGGER OR BLITZER CALISIDE

O THE 1ST OUTSIDE DOGGER OR BLITZER
BACKSIDE. THE PRIMARY SIGHT ADJUST IS AWAY
FROM THE CALL. VERSUS 42 DEFENSE THE LINE 1S
RESPONSIBLE FOR THE BACKSIDE DEFENDER AT
I BER LEVEL. HBLOCKS THE-1ST TO 2ND DOGGER
OR BLITZER CALLSIDE TO THE 1ST OUTSIDE DOGGER
OR BLITZER BACKSIDE. THE QB WILL TAKE 3,5, 7
STEP DROP. :

QB

3,5,7 STEP DROP.

RUN ROUTE.

SCAN THE 1ST OUTSIDE DOGGER OR BLITZER
CALLSIDE TO THE 1ST OUTSIDE DOGGER OR BLITZER
BACKSIDE. VERSUS SOLID BLOCK STACK BACK
DOGGER OR BLITZER.

BACKSIDE

FRONTSIDE

e

BLOCK #1. ALERT HOLE, RAY/LENNY, RAM/LION,
RAKE/LAWN, RIGGINLEGGIN.

BLOCK #2. IF #2 ISALBER, BLOCK #3. ALERT
RAM/LION, RAKET AWN.

BLOCK #0 TO WILL. ALERT HOLE, RAY/LENNY, RAM/
LION, RAKE/LAWN.

BLOCK #1, ALERT HOLE, RAY/LENNY, RAM/LION,
RAKE/TLAWN, RIGGIN/LEGGIN. :

BLOCK #2. IF#2 ALBER, BLOCK #3 AL'EM‘RAM/LION
RAKE/TAWN.

RUNROUTE.




(N) PROTECTION: ROCKET/LASER WEAKSIDE DUAL
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i DESCRIPTION

| THIS IS A 6 MAN NICKEL PROTECTION WITH A

\ WEAKSIDE DUAL. THE LINE WILL DUAL THE 1ST &
~ND DOGGER OR BLITZER AWAY FROM CAILSIDE.

3 3-2 AND UNDER DEFENSE THE LINE WILL TURN

.O THE SLOT DEFENDER. H BLOCKS THE 1ST TO

- 2ND DOGGER OR BLITZER CALLSIDE. Y PRIMARY
SIGHT ADJUST OFF OF EITHER SAFETY HIS SIDE. F
SIGHT ADJUST OFF OF 2ND SAFETY HIS SIDE. VS 41
DEFENSE WITH WILL ALIGNED BACKSIDE AWAY
FROM THE CAIL, HE BELONGS TO THE LINE, HWILL
SCAN FROM 1ST SAFETY HIS SIDE TO THE 1ST
SAFETY OPPOSITE SIDE. THE QB POINTS TO F AND
MAKES HIM THE PRIMARY SIGHT ADJUST SIDE. THE
QB WILL TAKE A 3,5, 7 STEP DROP.

QB 3,

s, 7 STEP DROP.

RUNROUTIE.

BLOCK 1ST TO 2ND DOGGER OR BLITZER. VS 41 WITH
WILL BACKSIDE SCAN THE 1ST SAFETY CALLSIDE
TO THE 1ST SAFETY BACKSIDE.

BACKSIDE

FRONTSIDE

BLOCK #1. IF UNCOVERED DUAL FROM 1ST TO 2ND
DOGGER OR BLITZER. AL ERT RAY, LENNY,RAM, LION,

BLOCK #2. ALERT BIG DUAL IF #2 IS LBER. ALERT
RAM, LION, RAKE, LAWN.

UNCOVERED, DUAL 1ST TO 2ND DOGGER OR BLITZER
AWAY FROM CALLSIDE. VS OVER BLOCK MAN. VS 32
AND UNDER TURN TO SLOT. ALERT POP R/L,
RAY/LENNY, ROCKO/LEO, RAKE/LAWN.

BLOCK #1. UNCOVERED BLOCK 1STLBER BACKSIDE,
LEAVE | FOR THE BACK AND CAIL RAM/LION. -

BLOCK #2. IF #2 IS ALBER, BLOCK #3.

RUN ROUTE.




PROTECTION: LIZ/RIP (NICKEL & POSSE) | ’ BAS
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DESCRIPTION:

THIS IS OUR BASIC PROTECTION WITHTHE TE &
REMAINING BACK HAVING BLOCKING RESPON-
SIBILITY FOR THE SAM & WILL.IF SAM AND/OR

NTLL DO NOT RUSH, TE AND REMAINING BACK
ARE FREE TO RELEASE INTO THE PATTERN. THERE
ARE NO DUAL READS OR HOT RECEIVER.

QB USUALLY 7 STEP DROP. S.A. WEAKSIDE SECONDAF

BLITZ.

FREE RELEASE.

BLOCK WILL, TO F/S TO C. ALERT HARD, FAN.

BACKSIDE

FRONTSIDE

BLOCK #1. ALERT RIGGIN, LEGGIN, ALERT RAY,
LENNY CALLS. ALERT SQUEEZE CALL. ALERT
“D” CALL.

BLOCK #2. ALERT SQUEEZE AND OUT CALLS.
CHECK ZONE SS AND SAM. ALERT “D” CALL.

BLOCK SAM (#3). GIVE “SLOW” CALL TO TACKLE.
CHECK ZONE SAM TO S/S. ALERT SQUEEZE, OUT,
AND “D” CALL. BLOCK M.DM. VS. BEAR.

MAXE RIGHT/LEFT CALL TO PROTECTION SIDE.
BLOCK #0 TO MIKE. IF UNCOVERED, BLOCK MIKE
WITH HOLE, RAY, LENNY CALLS. IF COVERED,
ALERT RIGGIN, LEGGIN. :

BLOCK #1. ALERT RIGGIN. LEGGIN RAY, LENNY
CALLS. ALERT FAN. ALERT “HARD” CALL.

BLOCK #2. IF #2LB CALL FAN AND BLOCK #3.




PROTECTION: TWINS RT/LT ACE RT/LT 999 HB SCREEN RT/T

£ F/S

42 42 Under \%4
4-2 Over S 32
DESCRIPTION:

TWO COUNT SCREEN USING ACEPROTECTION. THE
DIRECTION OF SCREEN IS CALLED BY SCREEN
RIGHT/LEFT.

OB

5 STEP DROP, BAIL AND SCREENTO H. .

F 9 ROUTE.
H BLOCK ACE AND RELEASE ON SCREEN.
” _ | BLOCK PROTECTION FOR 2 COUNT AND RELEASE.
C BLOCK 2ND DEFENDER (CURL AREA). CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUT FIRST. :
BLOCK PROTECTION FOR 2 COUNT AND RELEASE. BLOCK PROTECTION FOR 2 COUNT & RELEASE BLOCK
PEEL BACK TO TRAILING DEFENDER TO FARLBER. || (3. || ISTFLAT DEFENDER (WIDEST DEFENDER). BLOCK LB
~ COVERING BACK IF MAN COVERAGE.
T BLOCK PROTECTION. SET DEEP. CUT OR RIDE
DEFENDER UPFIELD. _

BLOCK PROTECTION.

9 ROUTE.




PLAY: BLUFF - 99 STUTTER (88 STUTTER)

DESCRIPTION: |
) QB COUNTER FOOTWORK WEAK. FINISHNAKED
STRONG. '
; F BLUFF DE THEN BLOCK FORCE. ALERT- WILL LBer
| IN FORCE POSITION- BLOCK HIM.
H COUNTER FOOTWORK. READ GUARD'SAND Y'S
BLOCKS.
PLAYSIDE

BACKSIDE

_OCK MAN OVER. ALERT COMBO.

lN'»><!v-<1't—]C.‘)(3

BLOCK “O” TO BACKSIDE DT. ALERT ACE, OFF,
ANGLE, DEUCE, AND KICK CAILS.

BLOCK INSIDE AREA TO OFF LBer. ALERT DEUCE,
OFF, ACE, ANGLE AND KICK CAILS.

BLOCK INSIDE AREA TO OFF L BER. ALERT DEUCE,
OFF, OFF, ANGLE CALLS. IF OSG UNCOVERED - QUICK
INFLUENCE ON DE THEN BLOCK MIKE LBER.

AT WING POSITION - BANG MOTION - LOSE GROUND
PULL - READ GUARDS BLOCK ON DE - GET UP FIELD.

[BLOCK MAN OVER.




LAY: ROLL PASS LEFT

ROLL PASS RIGHT X-7 F-FLAT |

162
c f
-~ss E \T> N T /—~ 5rﬂ%c
solid Diamond Solid Diamond
DESCRIPTION: "
- _ B FIRE PASS COURSE. LOOK FOR F IN FLAT THEN TO X
Q ON CORNER ROUTE.

F || RuNEFLATROUTE.

H || FILL ONSIDE, CHECK WILL LBER TO FORCE.

C || Vs EVEN BLOCK BACKSIDE DT. VS SOLID, BLOCK

MAN OVER.

'S EVEN, STAB DT. CHECK LBER TO BACKSIDE ' |
ORNER. VS SOLID. BLOCK #1. (3 || VSEVEN, BLOCK #1. VS SOLID, BLOCK #1.
'S EVEN, BLOCK #2. VS SOLID, BLOCK DOWN ON #1 T ||VSEVEN, BLOCK #2. VS SOLID, BLOCK #2 OVER X.
/ITH GUARD. CHECK L BER OVER YOU. .

Y ||BLOCK#3.
[
AN

| X || BEST RELEASE, CORNER ROUTE.
7 || SHECK OUTSIDE FOR CORNER OR SS. NOTHING
| SHOWS. CHECK IN FLAT.




PROTECTIONS — BOOT / NAKED

 Page #

FAKE PRESS NAKED (R.) 21-1
FAKE TOSS NAKED 21-3
21-5

FAKE BIM NAKED



PROTECTION: FAKE P_RESS LEFT NAKED RIGHT

F MW
E ‘.\_ T ‘\' T E
O @

4-3 Stack

43

4-3 QOver Stack 4-3 Under W
DESCRIPTION: _
PLAY ACTION MISDIRECTION OFF THE PRESS PLAY. B
-THE LINE AND BACK MUST SELL 80 (90) PRESS. Q : -
“TER THE BACK FAKES, HE IS RESPONSIBLE FOR FAKE PRESS SHOW THE BALL - FINISH ON NAKED
JED" GAP. R.I (RUN IT) ALERTS F TO BLOCK TO COURSE WEAK. '
THE SAME SIZE ASH.
BLUFF DE - RELEASE INTO PATTERN.
|| FAKE 80/90 PRESS - BLOCK “D"” GAP.
BLOCK 1 MAN OVER PLAYSIDE.
BLOCK 1 MAN OVER PLAYSIDE. (3 || BLOCK 1 MAN OVER PLAYSIDE.
BLOCK 1 MAN OVER PLAYSIDE. T || BLOCK 1 MAN OVER PLAYSIDE.
Y || FREERELEASE.




PROTECTION: FAKE TOSS NAKED

W M s
T

Ja's! roiclol

4.3 Stack 4-3

’\‘?@‘To‘ol‘o"bb s

4-3 Over Stack 4-3 Under W .

DESCRIPTION:

PLAY ACTION MISDIRECTION OFF THE TOSS PLAY. || N AR
THE LINE AND BACKS MUST SELL 90 (80) TOSS. QB || FaxeToss, FINISH ON NAKED STRONG.

F || BLock %0 (s0) TOSS.

H ||FakETOSS.

BACKSIDE FRONTSIDE

C || BLOCK 1 MAN OVER PLAYSIDE.
BLOCK 1 MAN OVER PLAYSIDE. (3 || BLOCK 1 MAN OVER PLAYSIDE.
BLOCK 1 MAN OVER PLAYSIDE. T || BLOCK 1 MAN OVER PLAYSIDE.

Y || BLOCK DOWN. RELEASE ON FLAT ROUIE. .




PROTECTION: FAKE BIM LEFT NAKED RIGHT
DEUCEM ~ | DEUCEM
: M
" 5 6000
4-3 Stack 4.3 @J
GAP IT, OFF DEUCE M
W M
@ 6}
4-3 Qver Stack 4-3 Under W
\ DESCRIPTION: _ | |
PLAY ACTION MIS-DIRECTION OFF THE BIM PLAY. : » -
D AND BACKS MUST SELL (90/30) BIM. QB || FAKE BIM. FINISH ON NAKED STRONG.
F ||srockBm
H || Faxesm
- BACKSIDE FRONTSIDE
C || BLock B
BLOCK BIM. (3 || BLOCKBIM.
BLOCK ONE MAN OVER PLAYSIDE. VICE 3
TECHNIQUE WITH OC. TIGHT CUT OFF ON 5 T BLOCK BIM.
| TECHNIQUE WHEN BUBBLE OVER THE OG.
s
Y || BLOCK DOWN AND RELEASE ONFLAT ROUTE.




SPEED / SPRINT / SHOVEL

Page #

SPEED . o 23-1
SPRINT o | 23-3
| | 2.5

SHOVEL PASS



(N) PRULEU LIUN: SHUVEL PASS RI'
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DESCRIPTION:

THIS IS ABLUFF PASS OFF OF SPEED. IT'S USED VS A
DE WHO COMES UPFIELD. Y FLY’S AND BLUFFS THE
JE AND BLOCKS QUICK SUPPORT TO INSIDE OUT
,UPPORT. H QUICK SHUFFLE AND DOWNHILL
COURSE. LINE BLOCKS BLUNT ASSIGNMENTS. BSG
PULLFOR 1ST ILB TYPE CALLSIDE TO SS. QB START
SPEED COURSE READ DE. IF DE UPFIELD, FLIP BALL
TO HON 3RD STEP. IF DE CLOSES, RUN QB SWEEP ON
T STAY ON LOS AT LEAST 3 COUNTS.

QB

START SPEED COURSE; READ DE, IF DE UPFIELD FLIP
BALL TO H ON THIRD STEP. IF DE CLOSES, RUN QB
SWEEP.

9 ROUTIE.

QUICK SHUFFLE, DOWNHILL COURSE TO INSIDE
HIP OF OT. LOOK BALL IN. GO NORTH AND SOUTH.

BACKSIDE

FRONTSIDE

PULL, BLOCK 1ST ILB TYPE CALL SIDE TO FS. BE
ALERT TO TRAP EM LOS IF HE CROSSES YOUR FACE.

BLOCK BLUNT ASSIGNMENT.

BLOCK BLUNT ASSIGNMENT.

BLOCK BLUNT ASSIGNMENT. PATIENCE TO BSLB,
STAY ON LOS AT LEASE FOR 3 COUNTS..

BLOCK BLUNT ASSIGNMENT. PATIENCE TO BSLB, STAY
ONLOS AT LEAST FOR 3 COUNTS.

BLUFF EM LOS. RELEASE OUTSIDE OF HIM - GET
UPFIELD. BLOCK QUICK SUPPORT TO INSIDE SUPPORT-
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DESCRIPTION:

ACTION PASS WITH QB SPRINTING TO CALISIDE,
WITHTHE Y BLOCKING EM LOS STRONG,H
BLOCKING EM LOS WEAK. OL HARD STEPPLAYSIDE
1AP. THE QB WILL SPRINT TO BREAK CONTAIN. ON
SPEED “BOMB™ THE QB WILL PULL UP OUTSIDE THE

OB

TAKE SPEED COURSE 8-10 YARDS DEEP.

RUNROUTE. -

Y BOX. F
H ||BLockEMLOS.
BACKSIDE FRONTSIDE
BLOCK PLAYSIDE GAP. ALERT SWAP, RAY/LENNY,
C || RAM/LION, SWOOP CALLS. ZONE STUNTS AND
BLITZES.
BLOCK PLAYSIDE GAP. ALERT SWAP, SLIP, SWOOP BLOCK PLAYSIDE GAP. ALERT RAY/LENNY, RAM/LION,
CALLS. ZONE STUNTS AND BLITZES. G ||READ. 7ONE STUNTS AND BLITZES.
BLOCK PLAYSIDE GAP. ALERT SLIP, SWOOP & COMBO T BLOCK PLAYSIDE GAP. ALERT READ. UNCOVERED

CALLS. ZONE STUNTS AND BLITZES.

SCRAPER.

BLOCK EM LOS.




PROTECTION: SPRINT LT/RT

Rt 655 ¥
o/

4-3 Stack 43
M- W~ - W M
. i - |
545653 el ol zalle
® - ®
4-3 Over Stack 4-3 Under W

DESCRIPTION:

ACTION.PASS WITH QB SPRINTING TO CALL SIDE
AND THE F OR H BLOCKING EM LOS STRONG,-Y

BLOCKING EMLOS WEAK. OLHARD STEPPLAYSIDE
GAP, THE QB WILL SPRINT TO BREAK CONTAIN.

- QB TAKE SPEED COURSE 8-10 YARDS DEEP.

F |{Brock EMLOS.

H || ONSIDE - BLOCK EM LOS. BACKSIDE - BLOCK D GA}

BACKSIDE

FRONTSIDE

BLOCK PLAYSIDE GAP. ALERT SWAP, SLIP, SWOOP
CALYLS. ZONE STUNTS AND BLITZES.

BLOCK PLAYSIDE GAP. ALERT SLIP, SWOOPAND
COMBO CALLS. ZONE STUNTS AND BLITZES.

' BLOCK PLAYSIDE GAP. ZONE STUNTS AND BLITZES.

BLOCK PLAYSIDE GAP. ALERT RAY/LENNY, RAM/LIOT
C SWAP, SWOOP CALLS. ZONE STUNTS AND BLITZES.

G BLOCK PLAYSIDE GAP. ALERT RAY/LENNY, RAM/LIO!
READ. ZONE STUNTS AND BLITZES.

BLOCK PLAYSIDE GAP. ALERT READ, UNCOVERED
T |{BLOCK TAKE ZONE STUNTS AND BLITZES. ALERT LAT
SCRAPER.




SCREENS

SCAT 839 HB LEO / ROGER
LIZ / RIP 084 FB ROGER / LEO |
ACE (REGULAR) 940 HB SCREEN RT/LT
FAKE PITCH SCREEN TO Y

ACT 6/7 DOUBLE SCREEN

ACT 4/5 HB SCREEN

FAKE BOB HB SCREEN

FAKE COUNTER RT FB SCREEN LT
ACE 999 HB SCREENRT/LT .-
SPEED 055 HB SCREEN o
BRONCO RT/LT HB LEO / ROGER

OTTO LT/RT 788 HB LEO / ROGER

Page #
24-1

24-3
245
24-7
249
24-11
2413
24-15
24-17

1 24-19

24-21
24-23



SCREENS: LIZ/RIP 084 FB ROGER/LEQ

HOLEM -

0C®

o

4-

HOLEM

m
\\/O . .

N

{
-\

NG
=

1
. mk\y\@
M

38
RAMM

4-3 OQver Stack

4-3 Under W

RIGGIN -

W} .
Toe 0SS

DESCRIPTION: |
TWO COUNT SCREEN USING RIP/LIZ PROTECTION.
ROGER ALERTS SCREEN RIGHT. LEO ALERTS SCREEN

QB

5 STEP DROP, BAIL AND SCREEN TO FB. -

F || BLOCK RIP/LIZ, RELEASE ON SCREEN.
[ ||BLOCK RIPLIZ AND RELEASE ON SWING.
BLOCK PROTECTION FOR 2 - COUNT & RELEASE.
C || BLOCK 20d DEFENDER (CURL AREA) CHECK MAN
. || COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUT IST.
oo connamnsss || || SOETROETOIIRIconT s
PEEL BACK TO TRAILING DEFENDER TO FAR LB. BLOCK LB COVERING BACK IF MAN COVERAGE.
BLOCK PROTECTION. T || BLOSK PROTECTION. SET DEER. CUT OR RID

“O” ROUTE.




SCREENS: ACE RT/LT 940 HB SCREEN RT /LT

LEOW LAWN W
w
4-3 Stack 4-3
RAG FAN LEOW
4-3 Over Stack 4-3 Under W 1
DESCRIPTION: | _
TWO COUNT SCREEN USING ACE PROTECTION. THE " ATL AND SCREENTO i
DIRECTION OF SCREEN IS CALLED, HB SCREEN QB || 5 STEPDRORBAIL AND S TOH
~IGHT/LEFT. ~
F |} corNErR ROUTE.
[ || BLOCKACE AND RELEASE ON SCREEN.
> BLOCK PROTECTION FOR 2-COUNT & RELEASE.
C  |[BLOCK 2ND DEFENDER (CURL AREA) CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OGIF YOU GET
OUT 1ST.
BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDER DEFENDER)
FEEL BACK TO TRAILING DEFENDER TO FAR LS. G e D o COVERAGE,
BLOCK PROTECTION. SET DEEP. CUT OR RIDE
BLOCK PROTECTION. T ||DEFENDER UPFELD.
Y |{|4ROUTE.




SCREEN: FAKE PITCH RIGHT Y SCREEN LEFT

4-3 Stack

4-3 Over Stack

4-3 Under W

el

Ca—y

DESCRIPTION: _

THIS IS THE “OH SHIT” SCREEN TO Y. THE BACKS
FAKE PITCH. THE OFF T, Y,Z BLOCK DOWN. THE OFF

Y, OG, AND ON T ALL GET ON THE GROUND, GET

+ AND RELEASE INTO SCREEN. THE ON G PULLS
AND WHEELS BACK TO PROTECT QB. THE OFF G
PULLS AND PROTECTS THE QB LAUNCH POINT. THE
QB FAKES PITCH AND ROLLS PITCH SIDE AND SETS
UP 2 YARDS OUTSIDE OF Z'S ALIGNMENT AND 10
YARDS DEEF.

QB

FAKE PITCH AND ROLL TO PITCH SIDE. PULL UP2
YEARS OUTSIDE OF Z'S ALIGNMENT AND 10 YARDS
DEEP. THROW BACK TO Y ON SCREEN.

BLOCK PITCH.

RUN PITCH COURSE. FAKE PITCH AND CONTINUE
WIDE.

BACKSIDE

FRONTSIDE

PULL AND PROTECT QB LAUNCH POINT. BLOCK 1ST
DEFENDER OUTSIDE OF Z'S BLOCK.

BLOCK DOWN. GET ON GROUND, GET UP AND
RELEASE INTO SCREEN AND BLOCK THE CURL
DEFENDER.

X N < = Q 0O

UNCOVERED: BLOCK BACK. COVERED: CUT NOSE.
GET ON GROUND, GET UP, RELEASE INTO SCREEN
AND BLOCK FLAT DEFENDER (WIDEST DEFENDER).

PULL 7 STEPS AND WHEEL BACK TO PROTECT QB.

CUT OFF 5 TECHNIQUE. VS OCAND OG. COVERED CUT
OFF 3 TECHNIQUE, GET ON GROUND, GET UP, PEEL
AND PROTECT THE RECEPTION. BLOCK TRAILING
DEFENDER TO FAR LB.

BLOCK DOWN. GET ON GROUND, GET UPAND
RELEASE TO SCREEN AREA.

NASTY SPLIT. RUN TO FAR CONE.




SCREEN: ACT 6/7 HB DOUBLE SCREEN RT/LT

4-3 Stack

4-3 Over Stack

4-3Under W

-DESCRIPTION:

TWO COUNT SCRE-EN USING ACT 6/7 PROTECTION.
'H-IEQBWILLFAKETHESCREENTOTHEPBAND
THROWTHE SCREEN TO THE HB.

QB

PLAY FAKETO HB PUMPSCREENTOP SPIN &
CONTINUE TO DROP. SCREEN TO HB

ICB:LOCK ACT 6/7. RELEASE OPPOSITE THE SCREEN

BLOCKACT &/7.RELEASE ON SCREEN TOCALLSIDE.

BACKSIDE

FRONTSIDE

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE. -

BLOCK PROTECTION. SET DEEP. CUT OR RIDE .
 DEFENDER UPFIELD.

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 2ND DEFENDER (CURL AREA). CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OGIF YOU GET
OUT FIRST.

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE.

BLOCK PROTECTION. SET DEEP. CUT OR RIDE
DEFENDER UPFIELD.

RUN 8 ROUTE.




SCREEN: ACT 4/5 HB SCREEN LT/RT

W M 5
\e—r—\ T ! [E
¥

4.3 Over Stack

4-3 Undel_' W

TWO COUNT SCREEN USING ACT 4/5 PROTECTION.
WE WILL SCREEN TO THE CALLSIDE, HB SCREEN
T EFT OR RIGHT. . T

l DESCRIPTION:

QB

FAXE ACT 4/5. SETTLE AFTER FAKE AND GET DEEP.

BLOCK PROTECTION. RELEASE TO FLAT AND BLOCK -
FLAT DEFENDER.

FAKE ACT 4/5. HIDE INSIDE, RELEASE WITH LINEMAN
(CHIP LBER DOG). GET INTO SCREEN AREA.

-

BACKSIDE

FRONTSIDE

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
PEEL BACK TO TRAILING DEFENDER TO FAR LB.

BLOCK PROTECTION.

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 2ND DEFENDER (CURL AREA). CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUT FIRST.

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE.

BLOCK PROTECTION. SET DEEP. CUT OR RIDE
DEFENDER UPFIELD.

8 ROUTE.




SCREEN: FAKE BOB RIGHT HB SCREEN RT

4-3 Stack 4-3

| vw ) ]

55 50 B
O
4-3 Over Stack 4-3 Under W
DESCRIPTION: A v
- TWO COUNTSCREEN FAKING THE BOB ZAROUND B 'FAKE BOB ANDZAROUND FINISHDROP & BAIL -
USING BOB PASS PROTECTION." Q THROW SCREEN TO HB.
SHOOT ROUTE.
H FAKE BOB..BLOCK WILL. RELEASE INTO SCREEN.
BACKSIDE FRONTSIDE

BLOCK PROTECTION FOR 2-COUNT & RELEASE. PEEL
BACK TO TRAILING DEFENDER TO FARLB.

BLOCK PROTECTION.

BLOCK PROTECTION.

AKE Z AROUND. BLOCK #4 SHOOT ROUTE.

:><:th<'-an3

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 2ND DEFENDER (CURL AREA). CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUR FIRST.

BLOCK PROTECTION FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE.

BLOCK PROTECI'ION SET DEEP. CUT ORRIDE
DEFENDER UPFIELD.

ACTION 8.




SURLEEIN., FALND UUOUINIDIC KIATH L BB DUKELIN L]

4-3 Stack

—p

4-3 Over Stack

4-3 Under W

‘DESCRIPTION:

TWO COUNT SCREEN FAKING 60 COUNTER AND
THROWING THE SCREENTOF. :

QB

o

FAKE COUNTER RT. DRIFT OVER RIGHT TACKLE,
GET DEEP.

BLOCK 60 COUNTER FOR2-COUNT & RELEASE INTO
SCREEN.

BLOCK 60 COUNTER..

BACKSIDE

FRONTSIDE

BLOCK 60 COUNTER.

BLOCK 60 COUNTER.

gt

N 3 Q0

BLOCK 60 COUNTER FOR 2-COUNT & RELEASE.
BLOCK 1ST FLAT DEFENDER. BLOCK LB COVERING
BACK IF MAN COVERABLE.

BLOCK 60 COUNTER FOR 2-COUNT & RELEASE. BLOCK
2ND DEFENDER CURL AREA. POSSIBLE SWITCH WITH
OCIFYOU GET OUT FIRST. :

BLOCK 60 COUNTER FOR 2-COUNT & RELEASE. PEEL
BACK TO TRAILING DEFENDER TO FAR LB.

BLOCK 60 COUNTER FOR 2-COUNT & RELEASE TO
BLOCK MIKE TOFS.

9 ROUTE.

9 ROUTE
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DESCRIPTION:

TWO COUNT SCREEN USING SPEED PROTECTION.
THE QB WILL SPRINT OUT AND THROW BACK TO H.

QB

TAKE SPEED COURSE. SET 2-4 YARDS OUTSIDE
HASH, 8-10 YARDS DEEP.

RUN 5 ROUTE.

EXECUTE SPEED PROTECTION FOR 2 COUNTS.
RELEASE INTO OPENING BEHIND SCREEN. GIVE “GO”
CALL ASYOU RECEIVE THE BALL.

BACKSIDE

FRONTSIDE

BLOCK PROTECTION.

BLOCK PROTECTION.

BLOCK PROTECTION FOR 2-COUNT AND RELEASE.
PEEL BACK TO TRAILING DEFENDER TO FAR LB.

BLOCK PROTECTION FOR 2-COUNT AND RELEASE.

BLOCK 2ND DEFENDER (CURL AREA), CHECK MAN

S%I‘VERAFRSCE. POSSIBLE SWITCH WIIH OGIFYOU GET
T.

BLOCK PROTECTION FOR 2-COUNT AND RELEASE.
BLOCK 1ST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE.

BLOCK PROTECTION.




SCREEN: BRONCO RT/LT HB LEO/ROGER

_ 42 Over Solid

F/S

DESCRIPTION:

TWO COUNT SCREEN USING BRONCO PROTECTION. | }

ROGER ALERTS SCREEN RIGHT. LEO ALERTS SCREEN

5 STEP DROP, BAIL AND SCREEN TO HB.

RUN 9 ROUTE.

BLOCK BRONCO PROTECTION. RELEASE ON
SCREEN.

~ BACKSIDE

FRONTSIDE

BLOCK PROTECTIOi\I FOR 2-COUNT AND RELEASE.
PEEL BACK TO TRAILING DEFENDER TO FAR LB.

BLOCK PROTECTION.

BLOCK PROTECTION FOR 2-COUNT AND RELEASE.
BLOCK 2ND DEFENDER (CURL AREA), CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUT FIRST. .

BLOCK PROTECTION FOR 2-COUNT AND RELEASE.
BLOCK IST FLAT DEFENDER (WIDEST DEFENDER).
BLOCK LB COVERING BACK IF MAN COVERAGE.

BLOCK PROTECTION. SET DEEP. CUT OR RIDE
DEFENDER UPFIELD.

BLOCK PROTECTION.




SCREEN: O1'10U L1I/K1L /383 HB LEO/ROGER
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42 Over S

O

DESCRIPTION:

TWO COUNT SCREEN USING OTTO PROTECTION.
ROGER ALERTS SCREEN RIGHT. LEO ALERTS
SCREEN LEFT.

QB

5 STEP DROP, BAIL AND SCREEN TO HB.
|

F || BLock #4.
H || BLOCK OTTO PROTECTION. RELEASE ON SCREEN.
BLOCK PROTECTION FOR 2-COUNT AND RELEASE.
C ||BLOGK 2ND DEFENDER (CURL AREA). CHECK MAN
COVERAGE. POSSIBLE SWITCH WITH OG IF YOU GET
OUT FIRST. :
BLOCK PROTECTION FOR 2-COUNT AND RELEASE. || (3 S f@gﬁggﬁ%&c&%&%ﬁ“ﬁ%
PEEL BACK TO TRAILING DEFENDER TO FAR LB. s e e P v
BLOCK PROTECTION. T ||BLoggrroTecTIN. SET DEEP. CUT OR RIDE

BLOCK PROTECTION.




SCREEN: SCAT RT/LT 839 HB LEO/ROGER

POPR

6’&; é{i

4-3 Stack

POPR

HOLE RAM. ROT BIG DUAL
Al

£E85
| \@

i

4-3 Over Stack 4-3 Under W
DESCRIPTION: 4
TWO COUNT SCREEN USING SCAT PROTECTION. . .
1 EO ALERTS SCREEN LEFT. ROGER ALERTS QB || 5 STEPDROP; BAIL AND SCREENTO K.
SCREEN RT. T
'F || sLATROUTE.
[ || BLoCK SCAT AND RELEASE INTO SCREEN.
. BLOCK PROTECTION FOR 2-COUNT & RELEASE.
C ||BLOSK 2D DEFENDER (CURL AREA) CHECK MAN
( COVERAGE. POSSIBLE SWITCH WITH OG IF YOU
GET OUT 1ST.
B OCK PROTECTION FOR 2-COUNT & RELEASE. BLOCK PROTECTION FOR 2-COUNT & RELEASE.
R R & T TRALLING DEEENDER TO FAR LB G || BLOCK 1STFLAT DEFENDER. (WIDEST DEFENDER)
. BLOCK LB COVERING BACK IF MAN COVERAGE.
- BLOCK PROTECTION. SET DEEP. CUT OR RIDE
BLOCK PROTECTION. T || DEFENDER UPFIELD.
Y. || 3rovTE.




SCREEN LT TO R
PROTECTION

34

m@é @{b O

®

43

COACHING POINTS

5 step drop, reset, read T.E. No deep help

QB | Lookto WR's.
3 Count screen
Check assignment, run screen set up 5x5
R outside the tackle.
H | Pocket Pro - check assignment - run clear seal
backside pursuit.
BACKSIDE FRONTSIDE
C Pocket Pro, 3 counts, block numbers (second
widest defender) poss. Switch w Guard if you get
out first. .
Block pocket pro. 3 counts peel back to G Pocket Pro - 3 count lead screen block flat
trailing defender to far LB'er. Look for spy (widest defender). Block LB'er covering back
tech. if man coverage.
Pocket Pro. T | Pocket Pro set deep and cut or ride upfield.
Y | Release over ball (4 route). Look hot. If screen
is thrown seal backside pursuit. Block Sam or
S/S vs Pistol
X | Pattern, block if screen is thrown. S.A.
Pattern, block if screen is thrown. S.A. Z




SPLIT RT SCREEN LT TO R

30 VARIATIONS 40 VARIATIONS .
34SLIDE  FS 43 STACK  FS ; -
STRONG B i SS W \ S S

. W E . T E
)¢ olmleX
LT £ i 4
34 OVERS FS * OVER S FS N |
g = SS S$
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\*Y M S
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SPECIAL PLAYS -
' Page #

' FAKE BOB Z AROUND 25.1
FAKE TOSS X REVERSE 25.3
FAKE 60/70 COUNTER Z REVERSE o o 25.5
FAKE BOB DOUBLE REVERSE | o 25.7

FAKE SAME 95/88 STUTTER X BEHIND o 25-9



AL AL WILAIYIN S S L3 AL I RIS ANINIL L L

4-3 Stack

4-3 Under

QB

SAME FOOTWORK AS 99/88 STUTTER. GOOD FA.E".E.
TO “H”, HAND OFF TO X, CONTINUE FAKE. -

F ||RUNROUTE-BLOCK.
F || Faxeossss.
BACKSIDE FRONTSIDE
SAME BLOCKING AS 99/88 OR 90/80 BIM, THEN SLIDE
OUTSIDE, BLOCK DOWNFIELD.

SAME BLOCKING AS 99/88. PULL, BLOCK EM LOS.

PULL, READ GUARD’S BLOCK, THEN UPFIELD.

PULL, LEAD THROUGH HOLE.

N < 9 Q O

SAME BLOCKING AS 99/88 OR 90/80 BIM, THEN SLIDE
OUTSIDE. BLOCK DOWNFIELD.

RUN ROUTE, BLOCK.

BALL CARRIER.




_ FAKE 60/70 COUNTER Z REVERSE LEFT/RIGHT

4-3 Qver Stack

4-3 Under

'DESCRIPTION:

QB

T

60/70 COUNTER BALL HANDLING. LEAD REVERSE.

‘| BLOCK EM LOS.

' RUN 60770 COUNTER BUT TAKE A FLAT TRACK

ACROSS BACKFIELD - HAND BALL OFF TO Z

FRONTSIDE_

" BACKSIDE

PULL, BLOCK 60/70 COUNTER.

PULL, BLOCK 60/70 COUNTER.

MN%HQ'O'

BLoéK 60/70 COUNTER, THEN WORK OUT LATE.
BLOCK 670 COUNTER, THEN WORK OUT LATE.
BLOCK 60/70 COUNTER.
BLOCK 60/70 COUNTER.

BALL CARRIER.

BLOCK DEEP 1/3.




- FAKE 50/40 BOB DOUBLE REVERSE I EFT/RIGHT

|

N

. | $+3UnderW

DESCRIPTION: : T o '
- B || FAXE HANDOFF TO “H - HAND OFF TO “X” - DELAY,
' Q THEN BE READY TO FINISH OFF EM LOS.
F || BLOCK 50/40 BOB, THEN HELP DOWNFIELD.
H || 600D FAKE OF 50/40 BOB, THEN HELP DOWNFIELD.
‘ - || COVERED, BLOCK MAN OVER. ALERT SWAP, ZORRO,
C || ANGLE CALLS. IF UNCOVERED, BLOCK DT OVER
_ CALLSIDE GUARD. |
IF UNCOVERED WORK SWAP ORZORROBLOCK WITH|| -~ - .
CENTER. ALERT “OFF” CALL. COVERED, BLOCK #1 Y ULL OCK FIRST DEFENDER OUTSIDE OF TE.
OR WORK SLIP WITH TACKLE. ALERT “ANGLE” VS G ||porL.Br P
SOLIDS. |
BLOCK #2. ALERT SLIP BLOCK. ALERT ANGLE VS - ‘
SOLIDS. : T || BLOCK 50140 BOB.
Y || BLOCKMANOVER.
7, || BALLCARRER.
RECEIVE BALL FROM QB, THEN HAND OFF TO Z
X' || COMING BEHIND YOU. CONTINUE OUTSIDE.




'FAKE 50 BOB Z AROUND RIGHT

WM s

4-3 Over Stack

4-3 Under W

DESCRIPTION: - .
REVERSE - QB | 508 FOOTWORK - FAKE TO B3, HAND OFF To 2
F |l sLock somos.
H || rowsosos. serr
BACKSIDE FRONTSIDE

PULL - ALERT FOR SAM LBER - CHIP IN ROUTE TO
SAFETY.

BLOCK #2.

XN < = O 0

BLOCK “O” TO BACKSIDE TACKLE. ALERT OFF,
ANGLE, ACE CALLS.

BLOCK #1. AI..ERT TO OFF, AC'.E ANGLE CALLS
BLOCK #2. ALERT SLIP, ANGLE CALLS.

BLOCK #3. FAKE COMBO THEN BLOCK SAM LBER.
POSSIBLE MOTION. RpN REVERSE.

BLOCK MAN OVER.




FAKE 90 TOSS X REVERSE RIGHT

O

+ Wy M s -
J t EX l!,__r. T \ET

4-3 Over Stack

4-3 Under W

DESCRIPTION:

QB

TOSS ACTION - SOFT PITCH. HESITATE THEN PEEL .
BACK. HELP ON FORCE. C.P. - DON'T TAKE BALL, -
CARRIER TO SIDELINE. -

BLOCK #3. IF INMOTION, JAM, ATTACK #3. -

ACCAPT BALL, HAVE DEPTH - HAND OFF TO X (2), -
CONTINUE OUTSIDE - SEATL.

BACKSIDE

FRONTSIDE.

TOSS BLOCKING - DON'T ALLOW PENETRATION.

TOSS BLOCKING - DON'T ALLOW PENETRATION.

M N < 5 QA

BLOCK “0”. WORK TOSS SIDE GAP - RAY/LENNY,
THEN UPFIELD, PIN LBER.

FLAT GAP STEP INSIDE, FOUR COUNTS - LOSE- ,
GROUND INITIALLY. BE READY FOR QUICK FORCE-
GET UPFIELD ASAP. DON'T STRING PLAY OUT.

IF UNCOVERED, BLOCK DOWN. IF COVERED AND ON|
GUARD COVERED, BLOCK DOWN. IF COVERED AND
ON GUARD UNCOVERED, WORK TREY BLOCK WITH
TIGHT END.

IF TACKLE UNCOVERED, INFLUENCE BLOCK MAN
OVER. IF BUBBLE OVER GUARD, TREY BLOCK. IF
TACKLE, GUARD COVERED, BLOCK DOWN.

BLOCK MDM.

BAIL CARRIER.




SPEED 39 PUMP .
SPEED 55 SQUIRREL

SPEED BOMB 729

SPRINT 16

SPEED / SPRINT

SPEED 0 PICK COMEBACK
SPEED BOMB 529 PUMP

SPRINT 17

Page #

49-1
49-2.

49:3

494



FB20/30 BELLY |
30/20 WRAP

40/50 BOSS

50/40 BOB

60770 LOAD GEE

60/70 LOAD POWER

ILT WING ZOOM 90 PITCH
IRT TITE-FLY 80 PITCH
BLUFF 99-88 STUTTER
FIRE PASS RT

SHORT YARDAGE RUN /PASS

Page #
50-1
50-2
50-3
504
50-5
50-6
50-7
50-8

© 509

50-10



GOAL LINE RUN / PASS

QB SNEAK
ALERT QB SUCKER

EXPLODE: BENGAL RIGHT 30 DIVE
FB 20/30 BELLY

20/30 LEAD - OH.
“BANG” 30/20 CRUNCH

40/50 CHIP

40/50 CUT BACK

60/70 LOAD GEE

60/70 LOAD POWER

“B ANG” BLUFF 70/60 COUNTER
90/80 PRESS

£0/90 PITCH

ACT 4 HOT 204 FFLAT

ROLL PASS

CHIP PASS

GEE PASS

“BANG" CRUNCH PASS RIGHT
FAKE BANG BLUFF CTR PASS RIGHT
FAKE LEAD WAGGLE

Page #
51-1
51-2
51-3
514
51-5
51-6
51-7
51-8
51-9

51-10
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51-14
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’LAY: QB SNEAK RIGHT

C

T Tl '
Q /

62 62
C
B M B . B TM - B v
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000000 elclol Y1) (g |
O ®
Solid Diamonﬁ Solid Diamond
DESCR[PT;ON:

QB

TAKE SNAP, PAUSE, LOWER SHOULDER AND DRIVE.

BLOCK WEAKSIDE EDGE.
H || BLoCK STRONGSIDE EDGE.
PLAYSIDE

BACKSIDE

LOCK INSIDE GAP WITH SHOULDERS SQUARE. VS
OLID - DOUBLE TEAM DT W/TACKLE.

3LOCK INSIDE GAP WITH SHOULDERS SQUARE. VS
>OLID - DOUBLE TEAM DT W/GUARD.

- INSIDE GAP WITH SHOULDERS SQUARE.

N X < 3 Q@ 0

COVERED, DRIVE BLOCK THE NOSE TACKLE.
UNCOVERED, DOUBLE TEAM DT TO THE SIDE OF
CALL.

VS EVEN, DOUBLE TEAM DT W/CENTER. VS SOLID,
DOUBLE TEAM DT W/TACKLE.

VS EVEN BLOCK INSIDE GAP WITH SHOULDERS
SQUARE.

[BLOCK INSIDE GAP WITH SHOULDERS SQUARE.

BLOCK INSIDE GAP WITH SHOULDERS SQUARE.




PLAY: EXPLODE: BENGAL RIGHT 30 DIVE

B E PT.. TPE B
lelel dclole

62 62
B M B c_
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@ COOOOO
O
Solid Diamond | Solid Diamond
DESCRIPTION:

QB

aw

' REVERSE, HAND OFF TO H, CONTINUE OUTSIDE.

EXPLODE TO SLOT POSITION ON COMMAND, BLOCK
MAN OVER.

EXPLODE TO HB POSITION ON COMMAND. QUICK
SLIDE STEP INSIDE, ACCEPT BALL.READ DAYLIGHT.

" BACKSIDE

PLAYSIDE

VS EVEN, “SWOOP.” VS SOLID, WORKXK SLIP BLOCK
WITH TACKLE.

VS EVEN, “SWOOP.” VS SOLID, WORK SLIP BLOCK
WITH GUARD.

VS EVEN, “SWOOP” BLOCK. VS SOLID CUT OFF
BLOCK.

N M o< =8 0 0

VS EVEN, WORK L ENNY BLOCK WITH ON GUARD.
VS SOLID, BLOCK MAN OVER.

VS EVEN, WORK LENNY BLOCK WITH CENTER. VS
SOLID, REACH BLOCK #1.

VS EVEN, WORK READ ZONE WITH “Z.” ALERT FOR
LBER RUN THRU. VS SOLID, WORK READ ZONE WITH
“Z." ALERT FOR LBER RUN THRU.

EXPLODE TO NUMBERS, BLOCK MAN OVER.

MOTION TO HIP OF OFFENSIVE TACKLE, WORK IN
COMBINATION WITH HIM. AREAD ZONE BLOCK.




PLAY: 20 LEAD OH 30 LEAD OH
SS
62 62
C B _M B By M B C
SS T C c El ss
o Minge
Solid Diamond - Solid Diamond

DESCRIPTION:

QB

SPRINT BACK, GIVE BALL DEEP TO BALL CARRIER.
FINISH NAKED.

F LEAD ON IST LBER INSIDE OUT. VS SOLID, BLOCK
MIKE I BER.
H BALL CARRIER READ ONSIDE LINE BLOCKING,
FOLLOW “F.
PLAYSIDE

BACKSIDE

'ULL, SKIN IT, READ ON GUARD'’S BLOCK. VS SOLID,
VORK SLIP WITH TACKLE - SURGE.

'S EVE, BLOCK #2. VS SOLID, WORK SLIP BLOCK
VITH GUARD - SURGE.

CK #3,

VS EVEN, BLOCK BACK ON DT. VS SOLID, AL ERT
MINGO, BLOCK MAN OVER.

BLOCK #1. VS SOLID, REACH BLOCK #1.

| | BLOCK #2. VS SOLID, READ ZONE WITH TE.

BLOCK #3. VS SOLID, READ ZONE WITH TACKLE.

N X < =2 Q 0

BLOCK #4.




LAY

62 62
Solid Diamond Solid Diamond

DESCRIPTION: -

QB

a

OPEN TOHOLE, GET BALL DEEP TO BALL CARRIER.

BLOCK FIRST LBER ONSIDE, READ ON TACKLE’S
BLOCK.

READ PLAYSIDE GUARD/TACKLE'S BLOCK. ALERT
“GANG” CALL.

PLAYSIDE

BACKS]DE

VS EVEN, “SWOOP* BLOCK. VS SOLID, WORK SLIP
BLOCK WITH TACKLE, SURGE.

VS EVEN, “SWOOP” BLOCK. VS SOLID, WORK SLIP
BLOCK WITH GUARD, SURGE.

... ZVEN, “SWOOP" BLOCK. VS SOLID, CUT OFF
SLOCK ON #3. S

N M o< H3 Q O

VS EVEN, DOUBLE TEAM DT WITH ON GUARD TO
OFF LBER, ALERT GANG CALL. VS SOLID, BLOCK
MAN OVER.

VS EVEN, DOUBLE TEAM DT WITH CENTER TO OFF
LBER, ALERT “GANG” CALL. VS SOLID, REACH
BLOCK DT.

VS EVEN, BLOCK #2. ALERT “GANG™ CALL. VS
SOLID, READ ZONE WITH TE. . .

VS EVEN, BLOCK #2. ALERT “GANG” CALL.

BLOCK EM LOS. PROTECT INSIDE GAP.




PLAY: 40/50 BOSS

;M‘—S - S
w@‘é@i ch@

43 Over XB

TT"' S

i
: ET
Clo 190}

e
43 Under XB-W %

M
.-c

O &
CJ

W@%é

43 XB 43 Under XB
DESCRIPTION:
| meAHQN& QB SAME AS REGULAR
ITEFLY
F || saMEasreGuLAR
H || saMEasrecuLar
_ BACKSIDE PLAYSIDE
: C ||saMEasreGuLAR
SAME AS REGULAR G ||saMEAsREGULAR
| SAME AS REGULAR T || saMEAsREGULAR
Y ||saMEasRrRecuLARr
X.
JTOFF OR COMBO Z, || vom




PLAY: 60/70 LOAD GEE

43XB

43 UNDER W

| DESCRIPTION:
' | QB || BoBFoOTWORK. FINISH WEAK ON NAKED.

BLOCK SUPPORT. READ ON GUARD’S BLOCK.

BOB FOOTWORK.

aw

BACKSIDE | PLAYSIDE

BLOCK “O" ALERT SWAP, SKIN, CAT CALLS.

PULL - BLOCK EM LOS.

BLOCK DOWN ON #1. IF OG UNCOVERED,WORK
TREY BLOCK. ALERT QUAD CALL- BLOCK MAN
OVER.

IN WING POSITION. ALERT TREY, QUAD CALLS.
IF MINGO, CALL BLUFF LB & BLOCK FORCE

BLOCK #2. ALERT TREY, QUAD CALLS. CALL MINGO
IF NEED NO HELP. :

N X < = Q 0

\LOCK MAN OVER.




LAY: 70 LOAD GEE .

60 LOAD GEE

S P ’K&C
B _E T« :

cleje]

62 62
B
£ 1
cfc(o
Solid Diamond Solid Dia.ﬁ:ond
DESCMON :

QB

OPEN TO HOLE, GET BALL DEEP AND QUICK TO H.

F ||LEAD FOR INSIDE FORCE. READ ON GUARD'S BLOCK-
H ||POWN HILL PATH, READ ON GUARD’S BLOCK.
C || VSEVEN REACH DT ONSIDE. VS SOLID, BLOCK
MAN OVER.
VS EVEN, “SWOOP” BLOCK. VS SOLID, WORK SLIP
3LOCK WITH TACKLE. (G || PULL. BLOCKEMLOS.
VS EVEN, “SWOOP” BLOCK. VE SOLID, WORK SLIP T || VSEVEN,BLOCK #2. POSSIBLE TREY BLOCK W/TE.
3LOCK WITH GUARD. ALERT GAP CALL. VS SOLID, BLOCK DOWN ON DT.
VS EVEN, POSSIBLE TREY BLOCK W/TACKLE OR
Y || QUAD BLOCK WITH Z. ALERT GAPCALL. VS SOLID,
QUAD BLOCK WITH Z.
P, CUT OFF. X
7 BLOCK MAN OVER Y. BE ALERT FOR TREY OR
QUAD BLOCK. ALERT GAP CALL.




LAY: BANG BLUFF 70 COUNTER

BANG BLUFF 60 COUNTER

P
E_B

Px .
5CEOBH

' f sGe bt
5

2 62
M A B
E T_N T E—~C
. Note:
B
olid Diamond Solfd Diamond
'ESCRIPTION: =
QB | | 60770 COUNTER ACTION.
F ||BLUFF LBER/DE, THEN BLOCK OUT ON CORNER.
H [|RUN 60770 COUNTER.
S UNCOVERED, BLOCK BACK ON DT. COVERED,
(C  |[|“SOLID" CALL, “ANGLE™ CALL, THEN BLOCK DOWN
ON NT! _
LL, BLOCKEMLOS. G_ BLOCK #1. ALERT SOLID & ANGLE CALL, THEN
BLOCK DOWN ON NT!
OCK #2. IF UNCOVERED, STEP INSIDE, SLAM T TREY BLOCK WITH “X” ON DE TO BACKSIDE LBER.
FENSIVE TACKLE, THEN WORK BACK. VS SOLID, ANGLE CALL, BLOCK DOWN ON DT.
OCK MAN OVER. . Y
TREY BLOCK WITH TACKLE ON DE TO BACKSIDE
X | |[LBER. VS SOLID, CHIP DE, BLOCK INSIDE AREA TO
MIKE LBER.
NG MOTION, LOSE GROUND, WRAP THROUGH 7
ST DAYLIGHT. . '




\Y" 80 PITCH

Ssc%fé;él.}c;gg_ C

. Noe=:
: “Swoop”
Solid Diamond ™= .

ngiamond ‘
CRIPTION: i |
| | QB REVERSE PIVOT, SOFT PITCH, FINISH WITH NAKED.
F ||roy PARATLEL FOR 5 YARDS. READ FORCE. BLOCK
FORCE.
[ ||QUICKIAB RUN PARALLEL, TAKE PITCH READ
FORCE. FIRST CHOICE, RUN OUTSIDE.
BACKSIDE PLAYSIDE

N X < 4 o A

VS EVEN, REACH PLAYSIDE GAP. VS SOLID, SWOOP
BLOCK.

VSEVEN, WORK “BIG READ” WITH ON TACKLE. ALERT
“GANG” CALL. ALERT PITCH, GEE, PULL AND BLOCK
PLAYSIDE LBER. VS SOLID, REACH BLOCK DT. ALERT
PITCH, GEE, PULL AND BLOCK PLAYSIDE 1L BER.

VS EVEN, WORK “BIG READ” WITH ON GUARD; ALERT
“GANG” CALL. ALERT PITCH, “GEE”, BLOCK #2. VS
SOLID, WORK “READ ZONE” WITH Y. ALERT POSSIBLE
“TAKE” CALL - G.P. ALERT PITCH “GEWE” - BLOCK
DOWN ON DT. :

VS EVEN, BLOCK MAN OVER; ALERT “GANG” CALL.
VS SOLID, WORK READ ZONE WITH ON TACKLE.
ALERT POSSIBLE “TAXE” CALL - GP.

PLAY TO - BLOCK EM LOS. PLAY AWAY - SWOOP.



PLAY: I LEFT WING ZOOM 90 PITCH

4-3 Over XB ’ '

_‘,3_
4-3 Under W Sup .

C

4-3XB v .

_,@\@ér.i} E. S .

. @»———{n

' ’
+3Underw ——@

C

e 1 Ar e
DeHH

DESCRIPTION:

QB

SAME AS REGULAR.
SAME AS REGULAR.

SAME AS REGULAR.

. BACKSIDE

PLAYSIDE

N W < =2 Q@ 0

SAME AS REGULAR.
SAME AS REGULAR.
SAME AS REGULAR.

SAME AS REGULAR.

|| ON“READY” MOVE OFF LOS. MOTION ONSIDE

BLOCK FORCE. -



Note:
“Angle”

Solid Diamond Solid Diamond
DESCRIPTION:
- QB 60770 COUNTER ACTION.
F ||BLurriBERDE, THEN BLOCK OUT ON CORNER.
H ||runso70countex.,
UNCOVERED, BLOCK BACK ON DT. COVERED, .
C ||*soLD" cari, “ancy o CALL, THEN BLOCK DOWN
ON NT! ~
LL, BLOCKEMLOS, BLOCK #1. ALERT SOLID & ANGLE CALL, THEN
G BLOCK DOWN ONNT! |
2ok #2 IF UNCOVERED, STEP INSIDE, 51 g TREY BLOCK WITH *X ON DE TO BACKSIDE LBER.
FENSIVE TACKLE, THEN WORK BACK. T s SOLID, ANGLE CALL, BLOCK DOWN ON DT
)CK MAN OVER. Y
TREY BLOCK WITH TACKLE ON DE To BACKSIDE
‘X |[LBER VssoLm, CHIP DE, BLOCK INSIDE AREA TO
LBER. | o
Y. LOSE GROUND, WRAP THROUGH 7
4T, o |




GEE PASS RIGHT

S

C- P P
PRecter vl

62
C B M B E/
SS (%_ T % '] C
Solid Diamond Solid Diamond

DESCRIPTION:

OB

CHIP COURSE, MESH WITH “H.” THROW TO X ON7
ROUTE.

LEAD ON 1ST LBER ONSIDE.

GEE FOOTWORK, HIT “A” GAP TO BACKISDE. GO
OVER THE TOP.

BACKSIDE

PLAYSIDE

VS EVEN, BLOCK #1. VS SOLID, BLOCK #1.

/S EVEN, BLOCK #2. VS SOLID, STEP DOWN, SLAM DT,
-HECK LBER OVER YOU.

‘LOCK #3.

LOCKEMLOS.

N X < =5 a A

VS EVEN, REACH PLAYSIDE GAP. VS SOLID, BLOCK
MAN OVER. ‘

PULL, BLOCK EM LOS AGGRESSIVELY.

VS EVEN, BLOCK #2. VS SOLID, BLOCK DOWN ONDT.

SLAMMANOMBESIRELEASE.RUN?ROUTE. '




LAY: FAKE BANG BLUFF CTR PASS RT X-7 F-FLAT

e o ”E@T
Sed

2 62
C B M 'Bf B M B
SSé‘\TNT@C E T N T E
olid Diamond Solid Diamond
JESCRIPTION:
QB || 60 countEr acTION.
F || BLUFF LBER/DE, THEN RUN FLAT ROUTE.
H || Faxe 60 counTER.
BACKSIDE PLAYSIDE
C || UNCOVERED, BLOCK BACK ON DEF TACKLE.
UNCOVERED, ANGLE CALL, BLOCK OFF DEF TACKLE.
- BLOCK #1. ALERT SOLID & ANGLE CALL THEN BLOCK
1L-BLOCK EMLOS. . G |Ioew o NT
OCK #2. IF UNCOVERED, STEP INSIDE, SLAM DEF T | |BLOCK #2 ALERT SOLID & ANGLE CALL THEN BLOCK
CKLE, THEN WORK BACK. | |DOWN ON DT, '
OCK MAN OVER. Y y
X * ||FAKE BANG, CHECK AREA OVER GUARD THEN
WORK BACKSIDE.
7 VS EVEN FRONT SIMUL ATE TREY BLOCK THEN RUN
| 7 PATTERN. VS SOLID, SLAM DE THEN 7 PATTERN.




LAY: ROLL PASS LEFT _ R'OLL' PASS RIGHT X-7 F4F1AT
//_‘\/r?\/\/e\/\f
C E | T'E SS
@@r @@ . SOPeOA3
e . <\
- _
62
‘\ C | c
éi SE | E‘ o T@@
Solid Diamond Solid Dlamond
DESCRIPTION:
B FIRE PASS COURSE. LOOK FOR F IN FLAT THEN TO X
Q ON CORNER ROUTE.
F || ruNnFLATROUTE.
H FILL ONSIDE, CHECK WILL LBER TO FORCE.
BACKSIDE PLAYSIDE
- C VS EVEN, BLOCK BACKSIDE DT. VS SOLID, BLOCK
MAN OVER.
S EVEN, STAB DT. CHECK LBER TO BACKSIDE ~
ORNER. VS SOLID, BLOCK #1. (G || VS EVEN, BLOCK #1. VS SOLID, BLOCK #1.
S EVEN, BLOCK #2. VS SOLID, BLOCK DOWN ON #1 0. ,
TTH GUARD, CHECK L R OV em e T VS EVEN, BLOCK #2. VS SOLID, BLOCK #2 OVER X.
Y BLOCK #3.
X || BEST RELEASE, CORNER ROUTE.
7 CHECK OUTSIDE FOR CORNER OR SS. NOTHING
SHOWS, CHECK IN FLAT. .
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43 Under 43 Over g(
TREY M, ACE W, CHECK ZONEE ANGL'E,LES‘I'ERMCH:ECKZONEW
“ W M

43 Under KC

DEUCE M, SLAM

ANGLE, LESTER M, CHECKZONEW

w E- \T“-

43 Over Wide 8{

M SS
w E;Tug E |
_K ’,-r

}L 22\(40

43 Over Solid

ANGLE,I.ESTE‘RMCHECKZONEW
W E---.. ii~ T §

43 Over Wide Sup

TREY M; ACE B, CHECK ZONE W
B, M SS
W E---A\N_ E._ S

_.KL O ~()

/

34

TREY S, ACEM, CHE,CKZONEW

")-j' Ti ;g/: s
&

43 Over KC

OFF ANGLE, SLAM

'((j- Ti T:%§) E

43 Over Bear

OFF ANGLE, SLAM

ETTE..W\

1@‘5@%@

43 Under Bear




PASS



022 F SHOOT / SWING
078 STOP /FFLAT
085 & 087

093 & 5-6-7

097 PUMP
428

438 RUN IT H FAKE CROSS
SEAM 495 OUT o
585

73 SNAP
741

864 F HOOK

894 RICKY / LUCKY
940 RICKY / LUCKY
989 FRUB / SNEAK ~

RIP/1IZ

087 PUMP

096 DEEP

428 FDELAY

585 0UT
585 F FAKE CROSS
787 -

841

341 FFLAT

989 PUMP F RUB / SNEAK
989 BACKS CROSS

264

26-5
26-6

- 26-7

26-8
26-9

26-10
26-11

26-12
26-13
26-14
26-15



SCAT / QUICK SCAT

Pao,'= e #

QUICK SCAT 261 EFLAT - 271
QUICK SCAT 363 FFLAT o | ) 272
361 FFLAT
364 FFLAT
048 RUN IT F SHOOT / SWING 93
095 F POST / SWING o | ' 27.6
- | | 095 F POST / SNEAK |
335 F CROSS /OUT | ' 27-5
364 F FLAT / SWING | 276
370F SHOOT/PUMP/SWING | | 277
495 F CROSS / OUT 27-8
525 F POST / SWING 27.9
525 H POST / SWING |

| © 525Z POST / SWING
GONE 525 H POST ‘ - 27-10
686 F CROSS / OUT | - 27-11

. 383 F CROSS / OUT

76 SWING = ' 27-12
795 F UNDER / OUT 27-13

491 FUNDER / OUT

B 795 F UNDER / OUT
839 FFLAT 2714

. 339 FFLAT | |

858 F ARROW/OUT 27-15
871 FFLAT 27-16
Y OPTION = | | 27-17
Z ARROW | | | 27-18

Z TEEN 27-19



QUICK ACE 239 EFLAT

QUICK ACE 262 FLAT
QUICK ACE 363 F SEAM

192 F CORNER

339 FFLAT
592 F CORNER / SWING
748 F DRAG

896 F FLAT

940 F CORNER

99 H BALLOON

799 H BALLOON

ACE /QUICK ACE

239 PIGEON

363 PUMP F SEAM

192 F CORNER / BALLOON

99 R BALLOON

Page #

28-1

28-2
28-3

284

28-5
28-6
28-7
28-8
28-9
28-10

28-11



ACE HOT
Page #
940 F ARROW / SWING 20.1

940 FSTOP/SWING



SLIDE / QUICK SLIDE

QUICK SLIDE 191 - 30-1
101 F POST -
393
16 PUMP / H SWING | | 30-2
588 RUN IT FDRAG 30-3
587 FDRAG
587 SHAKE F DRAG
824 HDRAG
79 HFLAT | | ' | 304
. 84HDRAG
| | 66 HFLAT
HSEAM/FDRAG I | 30-5
H OPTION S |

H CORNER



525 HPOST/ SEAM -

‘839 HFLAT

871 HSWING
944 H FAKE CROSS

DOUBLE OUT

GONE

239 FFLAT

839 HFLAT

944 H CROSS

DOUBLE POST
99 Y CROSS

Page #
31-1
31-2

31-3
314

31-5



212FFLAT

71 FELAT

~ FIRE PASS

042 FFLAT
56 FFLAT
71 FFLAT

724 FFLAT
79 FFLAT
86 FFLAT
072 PUMP FFLAT
- 096 FFLAT
078 STOP FFLAT
616 FFLAT



295 LUCKY / RICKY

544 LUCKY / RICKY

668 F DRAG

787 SHAKE F DRAG

ACT 6/7 -

279 LUCKY
744 LUCKY
744 PUMP LUCKY
548 LUCKY

864 FDRAG

788 RUN IT FDRAG

Page #
33-1

33.2

33-3

334



428

585
989

ACT 4/5

744 PUMP

989 PUMP




CHARLIE 5/4

| Page #
SEAM 418 35-1
616
585
35-2

SEAM 478



- TRAP PASS
_ . | Page #
905 H SEAM ' v ' 36-1
| 905 F SEAM |
202 HFLAT



Page#

37-1



BOOTS / NAKEDS

FAKEBELLY NAKED 215 |
| FAKE BELLY NAKED 124
FAKE PITCH NAKED 215
FAKE GUT THROWBACK SEAM 478 |
FAKE GUT THROWBACK 824

FAKE PRESS NAKED 924 F FLAT A
‘ FAKE PRESS NAKED RI. 215

FAKE TOSS NAKED 215
| FAKE TOSS NAKED 124

Page #

38-1

382
38.3

384



COUNTER PASS

COUNTER PASS 505 SQUIRREL o 39-1
COUNTER PASS SEAM 408
COUNTER PASS SEAM 407
~ COUNTER PASS 88
COUNTER PASS 44 SPIN |
COUNTER PASS 9 DOUBLE PUMP . 390

COUNTER PASS SEAM 405 SQUIRREL

R



022 STOP H SHOOT / SWING
078 H FLAT

428 FDELAY

SEAM 478 FFLAT / HOOK
548 RICKY /LUCKY -
585

787 PUMP . A
686 PUMP F RUB / SNEAK

844 RICKY /LUCKY
940 RICKY / LUCKY ‘
989 F RUB / SNEAK

BRONCO

078 PUMP FLAT
078 STOP FLAT
087 FLAT

** 585 BACKS CROSS
- 585 STOP

383

787

686 PUMP BACKS CROSS

989 BACKS CROSS
989 PUMP F RUB / SNEAK

404
40-5
40-6

40-7
40-8

40-9
40-10
40-11 .



QUICK ACE 239 FFLAT
QUICK ACE 262 FFLAT
192 F CORNER

239 FFLAT
339 FFLAT
495 F DRAG

748 FDRAG
835 F SEAM

839 FFLAT

896 F FLAT

940 F CORNER
999 H BALLOON

SEAHAWK

NICKEL ACE

192 F CORNER / BALLOON

495 F CROSS / OUT

99 H BALLOON

Page #
41-1
41-2
41-3

414
41-5
41-6

41-7
41-8
41-9
41-10
41-11-
41-12

41-13



COB

ROCKET / LASER

BALLOON
SLICK
STOP

DIG

SEAHAWK

43-2



048 RUN IT F SHQOT/ SWING

095 F POST / SWING
343 F DRAG/SNEAK

364 FFLAT / SWING

370 F SHOOT / PUMP/ SWING
395 F SHOOT / SNEAK

525 FPOST / SWING

535 F FAKE POST/ SWING

71 FFLAT
795 F UNDER / OUT

835 F SEAM
839 F FLAT

839 F UNDER / OUT

Y JUKE
Y OPTION

Z ARROW
Z TEEN

NICKEL SCAT

493 F DRAG

322 F SHOOT / SNEAK
525 HPOST / SWING

TRIPLE POST
491 F UNDER / OUT

339 F FLAT

339 F UNDER /OUT

YO YO

44-11
44-12

44-13

44-14
44-15

44-16
44-17



078 STOP HFLAT

088 RUNIT H WIDE

X HOOK

078 PUMP H WIDE
078 H WIDE
087 H WIDE
077 H WIDE

087 H WIDE

088 SPECIAL H WIDE |

087 SHAKE H WIDE
084 H WIDE

X7
X 7PUMP
SPIN CORNERS
X4

Page #

45-1

45-2

45-3.



SMOKE

Page #

525 HPOST / SWING 4
H CHOICE 2
473

Z UNDER



LOU/RAY

| Page #
212HFLAT s
996 H SEAM / F DELAY 48-2
48-3

Z UNDER



L UNDER

FLEX RT ZOOM SMOKE H CREASE / Z UNDER | R4
18 . “..-
O " A 18

ASSIGNMENTS
X: 5 ROUTE. RUN-IT.

Y: CHECK. OUT ROUTE.
Z: UNDER ROUTE.

~ F: 5ROUTE. READ-IT.
H: CREASE ROUTE. HOT.

FLEXRT ZOOM LOU H CREASE / Z UNDER

| NOTES - PROTECTIONS
QB: '7 STEP DROP. H-Z-X. SMOKE - LOU/RAY

FORMATIONS-MOVEMEN. -

FLEXZOOM




X HOOK

TRIPS RTOTTOLT X HOOK

15 o

| ’OODOO @j @
B

ASSIGNMENTS
X:

I m N <

X-HOOK ROUTE. SEAM 4 ROUTE vs CLOUD or PRESS.
PROTECTION.

5 ROUTE. READ-IT.

CHECK. SEAM ROUTE.

CHECK. WIDE ROUTE.

>

13
24 . _,
X | ’OO%OO@

"TRIPSRTOTTOLT X7 TRIPS RT OTTO LT SPIN CORNERS
: : (Red Zone)

15

4 . |
’ 'OODOO
E @

TRIPS RT OTTO LT X 7 PUMP TRIPS RTOTTO LT X 4

< ' <
g 18

OODOO@
©

NOTES ~ PROTECTIONS
QB: 7 STEP DROP. X-H. ZIF F/S DROPS IN. OTTO

FORMATIONS-MOVEMENTS

TRIPS




SEAHAWK

DOUBLE RT ACE RT SEAHAWK

16

+ Press Man

OOL]
@

ASSIGNMENTS
X: INSIDE 1 ROUTE. HOT.

Y: 7ROUTE. HOT.-

Z: 2 SMASH ROUTE. HOT.

F: REVERSE SEAM 4 ROUTE.

H: CHECK. STRONGS[DE SNEAK.

RIFLE RT ROCKET SEAHAWK

315

NOTES PROTECTIONS

QB: 7 STEP DROP. F-X-Hvs ZONE. ,
Y - Z vs PRESS MAN. ACE - LOU/RAY

FORMATIONS-MOVEMENTS

DOUBLE - DUAL
- RIFLE ROCKET




ROCKET / LASER PASSES

RIFLE RT ROCKET COB 4
D 18 18 O
g o ——— ‘..4 :El
® é) OO0 %)
OR. OR.
@

ASSIGNMENTS

X: 5 ROUTE. RUN-IT.
Y: SEAM ROUTE. READ M.F.O. or M.F.C.
Z: 5ROUTE. RUN-IT.
F: SEAM ROUTE. |
H: CHECK. BALLOON ROUTE.
RIFLE RT ROCKET BALLOON RIFLE RT ROCKET SLICK .
%l ' f&a cﬁ ' ' l
4—-----*4 —————]
2 2
' olone CF( o] l
M M M M
O.R . Q.R.
@ @
RIFLE RT ROCKET STOP RIFLE RT ROCKET DIG
.. 20
18 /7
13 h
i OO Dég i z @ﬁom &
0 R. O.R. N
NOTES | PROTECTIONS
QB: 5 STEP DROP IN GUN. F-Y-H vs M.F.C. . |
X or Z AWAY FROM ROTAT]ON -Hvs M.F.O. ACE

FORMATIONS-MOVEMENTS

TRIGGER




940 F CORNER

BUNCH RT ZIP ACEART 840 F CORNER

ASSIGNMENTS.
X: 9 ROUTE.

Y: 4 ROUTE.

2. ZERO ROUTE. READ MAN/ZONE. HOT.
F: CORNER ROUTE.

H: CHECK. STRONGSIDE SNEAK.

BUNCH RT ACE RT 940 F CORNER

NOTES » ' —PROTECTIONS

QB: 7STEP DROP. Y-Z-HVs ZONE. Z-Yvs MAN.
X BASED ON COVERAGE. | ACE - RIP/LIZ- BRONCO

FORMATIONS-MOVEMEN (&

 JACK ZIP - SPLIT FLING
- BUNCH - BUNCH ZIP
- JACK FLING




748 F DRAG
FLANK RT ACE RT 748 F DRAG | -
16

IRk

2 &

Action 8

ASSIGNMENTS
X: ACTION 8 ROUTE.

Y: 7 ROUTE.

Z: INSIDE 4 ROUTE.

F: DRAG ROUTE. HOT.

H: CHECK. STRONGSIDE SNEAK.

" FLEX RT FLIP ACE RT 748 F DRAG

B NOTES —PROTECTIONS
QB: 7 STEP DROP. CHECK X vs QUARTERS. Z-F-H. : . ACE . '

FORMATIONS-MOVEMENT.
FLANK - FLEX FLIP




192 F CORNER

TWINS RT ACE RT 192 F CORNER

4

X:

L m N X<

ASSIGNMENTS

1 ROUTE.

- 9 ROUTE.

2 ROUTE. SMASH ROUTE.
CORNER ROUTE.

;. CHECK. STRONGSIDE SNEAK.

TREY RT ACE RT 192 F CORNER

TWINS RT ACE RT 192 F CORNER / BALLOON-

o NOTES

F - H vs PRESS MAN.

QB 5 STEP DROP FOR HITCHES. Y -Hyvs COVER 2.

PROTECTIONS
ACE

TWINS - TREY

l

FORMATIONS-MOVEMENT. -




BUNCH RT QUICK ACE RT 238 F FLAT

239 F FLAT

ASSIGNMENTS
X: 2ROUTE. SLANT.

Y: QUICK 3 ROUTE.

9 ROUTE.

FLAT ROUTE.

CHECK. STRONGSIDE SNEAK. |

L T N

TRIPS RT TEX GONE RT 239 F FLAT

BUNCH RT TEX GONE RT 239 F FLAT

4

NOTES

QB: 3 STEP DROP. TAKEX-H. F-Y-Xvs COVER 8 or 5|

PROTECTIONS
QUICKACE

FORMATIONS-M OVEME_NTS

TRIPS - TRIPS MOTION
| - BUNCH




989 F RUB / SNEAK

JACKRT LIZ 989 F RUB / SNEAK A

F 3

@L

0
ol

@ el

0
OO
®_

oQ

ASSIGNMENTS
X: 9 ROUTE.

- 8 ROUTE.
9 ROUTE.

CHECK. RUB ROUTE.
CHECK. SNEAK ROUTE.

I T N <

JACK RT LIZ 989 PUMP F RUB / SNEAK ' ' QUEEN RT RIP 989 BACKS CROSS

"NOTES | PROTECTIONS

QB: 5STEP DROP. X or YBASEDON 10n 1 &
PERSONNEL. PUMP Y to Z vs COVER 2. RIP/LIZ

FORMATIONS-MOVEMEN. =

JACK - TRIPS MOTION
- DEUCE JAM - QUEEN




940 RICKY / LUCKY

BUNCH RT ZIP BRONCO RT 940 RICKY

4

ASSIGNMENTS

X:

T TN X

9 ROUTE.
CHECK. FLAT ROUTE.
ZERO ROUTE.

4 ROUTE.

CHECK. SNEAK ROUTE.

" FLEET LT ZIP BRONCO RT 840 RICKY

FLOAT RT ZIP SCAT RT 9@0 F SHOOT / SWING -

NOTES

QB 7STEP DROP F -Z-Hvs ZONE.

- H vs MAN.

PROTECTIONS
BRONCO - ACE - SCAT

FORMATIONS-MOVEMEN. .

BUNCH ZIP - FLEX ZIP




Z: SROUTE. READ-IT.
F: CHECK. SWING ROUTE.
H: CHECK. SWING ROUTE.

- JACKRT LIZ 585
18 MFO -
O 1318
d’é oonele
,B\ ® }d?
ASSIGNMENTS
X: 5ROUTE. READ-IT.
Y: 8 ROUTE.

QUEEN RT RIP 585 QUT

JACK RT SCAT RT 585 F FAKE CROSS

NOTES

QB: 7STEP DROP. X-H. Z-Fvs WEAK ROLL. |

PROTECTIONS
RIP/MIZ - SCAT

FORMATIONS-MOVEMENTS
I - JACK - TRIPS MOTION




985 CO

NTINUED

#1

TWINS RT BRONCO RT 787 PUMP




686 PUMP F RUB /| SNEAK

TWINS RT BRONCO RT 686 PUMP F RUB / SNEAK N ' 4
4 * MFO P

o

ASSIGNMENTS
X: CORNER OFF -6 ROUTE. CORNER PRESS - 9 PUMP. CORNER ROLL - 9 ROUTE.

Y: CHECK. RUB ROUTE. _
Z: CORNER OFF - 6 ROUTE. CORNER PRESS - 9 PUMP. CORNER ROLL - 9 ROUTE.
F: INSIDE 8 ROUTE. READ M.F.O. or M.F.C.
H: CHECK. SNEAK ROUTE.

FLEX RT BRONCO LT 686 PUMP BACKS CROSS

4 4

NOTES PROTECTIONS

QB: 5 STEP DROP. 7 STEP DROP vs COVER 2. -
CHOICE OF X or Z TO SNEAK. F - H vs COVER 2. | BRONCO
CORNERS OFF, GO AWAY FROM THE DROP-IN
SAFETY. WORKAS 989 VS. COVER 2. : FORMATIONS-MOVEMENTS

TWINS - FLEX - TREY




TWINS RT BRONCO RT 548 RICKY
-

18}'}

-

548 RICKY / LUCKY

ASSIGNMENTS
X: 5 ROUTE. READ-IT.

Y: CHECK. FLAT ROUTE.
2: ACTION 8 ROUTE.

F: INSIDE 4 ROUTE.
H: CHECK. SNEAK ROUTE.

FLEX RT BRONCO LT 548 BACKS CROSS

BUNCH RT BRONCO RT 548 RICKY

|

(Z) - F - Hvs ANY WEAK CLOUD.

~ NOTES | PROTECTIONS
QB: 7 STEP DROP. X-Hvs M.F.C. BRONCO

FORMATI‘ONS-MOVEMENT;- :

TWINS - FLEX - BUNCH




FLEX RT BRONCO RT 428 F DELAY

15}

-2
Action 8

428 F DELAY

20

58 _
oomég ®
@ B

®

X
Y

F
H

ASSIGNMENTS

: ACTION 8 ROUTE.
: CHECK. DELAY ROUTE.

: 4 ROUTE.

: CHECK. SWING ROUTE.

Z:" 2 ROUTE. DON'T READ. CONTINUE THRU.

FLEET RT BRONCO LT 428 F DELAY

20

NOTES

QB: 7 STEP DROP. X-Z-F.

PROTECTIONS
" BRONCO

FORMATIONS-MOVEMENTS

FLEX - FLEX ZIP - FLEET
-FLEETZIP -




022 STOP H SHOOT / SWING

BUNCH RT ZIP BRONCO LT 022 STOP H SHOOT / SWING

ASSIGNMENTS
X: ZERO ROUTE. READ MAN/ZONE.

CHECK. SWING ROUTE.

2 STOP ROUTE.

2 ROUTE. STAY ON THE MOVE.
. CHECK. SHOOT ROUTE.

T N X

TRAILER BUNCH RT GONE RT 022 STOP SHOOT

_ NOTES ' PROTECTIONS
QB: 7 STEPDROP. Z-X-F. BRONCO WEAK - GONE
FORMATIONS-MOVEMEN

BUNCH - BUNCH ZIP




COUNTER PASS

DEUCE RT JAM COUNTER PASS RT 505 SQUIRREL

=) 20

ASSIGNMENTS
X: 5 SQUIRREL ROUTE.

Y: PROTECTION.
Z: 5 SQUIRREL ROUTE.
F: PROTECTION.

H: FAKE COUNTER. CHECK. FLAT ROUTE.

DEUCE RT JAM COUNTER PASS RT SEAM 4038

QUEEN RT ZIP COUNTER PASS RT SEAM 407

DEUCE RT SLOT JAM COUNTER PASS RT 88

o
’

>

Neolenelelo)

DEUCE RT SLOT JAM COUNTER PASS RT 44 SPIN

12-14

[ODOO@ )/

NOTES

QB: FAKE COUNTER.  SET 10 YDS DEEP
STRONG “A” GAP.

PROTECTIONS
COUNTER PASS

FORMATIONS-MOVEMENTS

DEUCE JAM - DEUCE SLOT JAM
—QUEEN ZIP - JACK TITE JAM




FAKE GUT THROWBACK SEAM 478

DEUCE LT JAM FAKE GUT LT THROWBACK SEAM 478

15 |

18

 ASSIGNMENTS
X: ACTION 8 ROUTE.

Y: INSIDE RELEASE 7 ROUTE.
Z: SEAM 4 ROUTE.
F: PROTECTION.

H: FAKE PRESS. TRICKLE TO FLAT LATE.

DEUCE LT JAM FAKE GUT LT THROWBACK 824

12-15

pPoeoenee

Action 8

g

QUEENLT \‘VlNG FAKE GUT LT THROWBACK 824

QUEEN LT ZIP FAKE GUT LT THROWBACK SEAM 478
(Deuce)
18

e DN 10412

i oomo@T X

NOTES

QB: FAKE PRESS. START ON NAKED. SET 10 YDS
DEEP OVER STRONGSIDE GUARD. Y - H.

PROTECTIONS
FAKE GUT THROWBACK

FORMATIONS-MOVEMENTS

DEUCE JAM - QUEEN WING
- QUEEN ZIP




FAKE PRESS NAKED

QUEEN RT FAKE PRESS RT NAKED LT 924 F FLAT
Jr )
12
#

w(Xx

-
——

O Slam! OODOO
@

O.R.

18

ASSIGNMENTS
X: 9 ROUTE.

Y: ACTION 2 ROUTE. 12-14 YARDS DEEP.
Z: SEAM 4 ROUTE.

F: BLUFF THE EDGE (GUT COURSE). RUN FLAT ROUTE.

H: FAKE .PRESS. BLOCK #4 OFF THE EDGE.

JACK LT SLOT FAKE PRESS LT R.l. NAKED 215 JACK LT SLOT FAKE PRESS LT R.l. NAKED 215

20

15

OOIOO
© g
©

oonele
L
CE)
<@

(Red Zonef)

15

NOTES
QB: FAKE PRESS. ARC WEAK ON NAKED. NEGOTIATE
EDGE DEFENDER. F-Y. F-X-Yvs CLOUD.

PROTECTIONS
FAKE PRESS NAKED

FORMATIONS-MOVEMEN . &

QUEEN - DEUCE JAM
- FIT DEUCE ZOOM
- JACK SLOT




FAKE BELLY BOOT

FAR RT- FAKE BELLY RT, BOOT LT
20 20-25

15 f\

M

10 \

€ OOOO@

ASSIGNMENTS

X: (#1 Weak) Run-it 5 route at 20 - 25 yards. You must outside release.

Y: (#2 Sti'ong) Run a Deep 2 route 10-12 yards deep. Work between the

Numbers and the Hash.

Z: (#1 Strong) Run 6 route at 18 yafds and hunt up the hole. Bluff the SS on Zip.

H: (#2 Weak) Seal the outside leg bf the tackle, release and run a Flat.

R: Fake Belly.

TOWER LT WHIZ- FAKE BELLY LT "BLOCK"20

) 28 i DD -

\@C__—»

FAR LY- FAKE BELLY BOOT RT Z DRAG

FLANK LT ZAP- FAKE BELLY LT BOOT RT

v

ooaoo QOO0
@ O L) z
QB PROGRESSION / READS BLITZ ADJUST ‘ PROTECTION
Be aware of possible quick pressure. Work Flat- QB built in "Hot" Boot Rt or Lt

Y Cross to X Deep 5 route. Possible backside 6.

* Possible Hag Counter Boot action.

route to Flat.

Counter Boot

FORMATION /| MOVEMENT
Jet




BUBBLE PASS 101 READ

| RT BUBBLE PASS RT 101 READ

2 T ”
@B OOOFO® ?
B
ASSIGNMENTS | -
X: HITCH vs CORNER OFF. SLANT vs PRESS or CLOUD.
Y: PROTECTION. :_
Z. HITCH vs CORNER OFF. SLANT vs PRESS or CLOUD.
F: PROTECTION. |
H: SHORTEN ALIGNMENT FAKE BUBBLE (NO DELAY). GO FAST |
I RT BUBBLE PASS_ RT 909 STOP |RT BUBBLE PASS RT 303 READ i

i) ------ ' | = ) . 55
OOQHO® & OOt o® g

NOTES | PROTECTIONS
QB: 3 STEP DROP WITH TOKEN FAKE. :
- CHOICE of X or Z. BUBBLE PASS

FORMATIONS-MOVEMENTS




'TRAP PASS 905 H SEAM

SPLIT RT TRAP PASS LT 905 H SEAM

»

518

Aremsrascs s,

X:

T 7 N <

ASSIGNMENTS

9 ROUTE.

PROTECTION.

5 ROUTE.

FAKE TRAP LT. PROTECTION.

: SEAM ROUTE.

L

O.R.

DEUCE RT TRAP PASS LT 305 F SEAM

118

OOLOO® | ég
| R

B

SPLIT RT TRAP PASS LT 202 H FLAT

QB: FAKE TRAP LT. 5 STEPS AFTER FAKE. H-X-Z.

NOTES

PROTECTIONS
TRAP PASS

FORMATIONS-MOVEMENTS

SPLIT - STEM DEUCE
- FIT DEUCE ZOOM




- URARLIEC 9/4 OCAN 4710
I LT CHARLIE 4 SEAM 418
' 18

16

@

ﬁooog
2 |

Action 8

<+~——Field

ASSIGNMENTS T
X: SEAM 4 ROUTE. '

Y: TEEN ROUTE.
- Z: ACTION 8 ROUTE.
F: CHECK. FLAT ROUTE.
H: CHECK. CHECK DOWN ROUTE.

QUEEN RT CHARLIE 5 616 QUEEN RT CHARLIE 5 585

12

CE | 12
B\g micle
B

+—— Field

NOTES "PROTECTIONS
QB: PLAY FAKE. 7 STEP DROP. (F) - X-H. CHARLIE 4/5

FORMATIONS-MOVEMENTS

| - QUEEN




| - ACT 6/7 295 LUCKY / RICKY

I RT SLOT ACT 6 295 LUCKY

)18 15

T o W
209

| ASSIGNMENTS
X: 5§ ROUTE. RUN-IT. MUST OUTSIDE RELEASE.

Y: ACTION 2 ROUTE.

Z: INSIDE 9 ROUTE. OUTSIDE RELEASE, SEAM.
F: CHECK. DRAG ROUTE.

H: CHECK. CROSS ROUTE.

IRTSLOTACT 6 279 LUCKY

i *— 15
B
O.R.

NOTES | PROTECTIONS
QB: Pl-_AY FAKE. 7 STEP DROP. Y-F-H. ACT 6/7

FORMATIONS-MOVEMENT.

I SLOT




ACT 6/7 668 F DRAG

| RT ACT 6 668 F DRAG

15

ASSIGNMENTS
X: 15 YARD 6 ROUTE.

Y: Y “STICK” ROUTE.
Z: ACTION 8 ROUTE.

F: CHECK. DRAG ROUTE.
H: CHECK. FLAT ROUTE.

I RT ACT 6 864 F DRAG

" NOTES PROTECTIONS

QB: PLAY FAKE. 7 STEP DROP. Y-F-Xvs M.F.O. AT 677
(Z) - Y - F/H vs WEAK CLOUD. | |

FORMATIONS-MOVEMENT« |
| !




ACT 4/0 420

IRTACT 4428 20
. .

15
68
4
€3 OOLIOO
B @
-2
Action 8
ASSIGNMENTS —

X: 4 ROUTE. _
Y: 2 ROUTE. STAY ON THE MOVE. RUN AS IF MAN.
7 ACTION 8 ROUTE.
F: CHECK. FLAT ROUTE.
H: CHECK. CHECK DOWN ROUTE.

IRTACT 4428 ‘ I RT SLOT ACT 4 744 PUMP

18
15
— 4
oonee)
N ©)
-2
Action 8
NOTES PROTECTIONS

QB: PLAY FAKE. 7 STEP DROP. X-Y-H. ACT 45

FORMATIONS-MOVEMEN .

1-1SLOT -1 ZIP




ACIT 4/5 369

IRTACT 4989 »
4 : ' .u‘ MFO A

@

B

ASSIGNMENTS
X: 9 ROUTE.

Y: 8 ROUTE.
Z: 9 ROUTE. | - " !
F: CHECK. FLAT ROUTE. | '
H: CHECK. CHECK DOWN ROUTE.

I RT ACT 4 989 PUMP
AmFo 4
-
®
B
|
|
|
|
NOTES ' - PROTECTIONS -
QB: PLAY FAKE. 5 STEP DROPvs M.F.C. 7 STEPS vs ACT 4/5

M.F.O. CHOICE X or Zvs M.F.C. X or AWAY FROM
ROTATION. PUMP Y -Z-Hvs M.F.O.

FORMATIONS-MOVEMENTS




1

JACK RT ZIP ACE RT HOT 940 F ARROW / SWING

940 F ARROW / SWING

ASSIGNMENTS
X: 9 ROUTE.

Y: 4 ROUTE.

Z: ZERO ROUTE.

F: ARROW ROUTE. HOT.
H: SWING ROUTE. HOT.

JACKRT ZIP ACE RT HOT 940 F STOP / SWING

JACK RT FLING ACE RT HOT 840 F ARROW / SWIN= {

NOTES

QB: 7 STEP DROP. F-H-Z
F - Z as DEFENSE EXPANDS.

PROTECTIONS
ACE HOT - ACE

FORMATIONS-MOVEMENTS

JACK ZIP - JACK FLING
| = -BUNCHZIP




259 F FLAT

~ TRIPS RT QUICK ACE RT 239 F FLAT

S
2 . Jg
B COF% T 4
O?R.
ASSIGNMENTS
X: 2ROUTE. SLANT.
Y: QUICK 3 ROUTE.
Z: 9ROUTE.
F: FLAT ROUTE.
H: CHECK. STRONGSIDE SNEAK.
TRIPS RT MOTION QUICK ACE 239 F FLAT TRIPS RT MOTION QUICK ACE.239 PIDGEON

4 : 4

B
OR. O.R.

5 ’5 _‘
Eg ®QQ§@6§/® : comaSh &

BUNCH RT QUICK ACE RT 239 F FLAT

4

5 |
2 i A T
g OOLIXO
5 ©

R
NOTES PROTECTIONS
QB: 3 STEP DROP. TAKE X-H. F-Y -Xvs COVER 8 or 5_. QUICK ACE

FORMATIONS-MOVEMENTS

TRIPS - TRIPS MOTION
- BUNCH




339 F FLAT

FLANK RT ACE RT 339 F FLAT
‘ N

10

C§> - OO
OR. @

6-8

ASSIGNMENTS ,
X: 9 ROUTE. MUST OUTSIDE RELEASE.

3 ROUTE.

3 ROUTE.

FLAT ROUTE.

CHECK. STRONGSIDE SNEAK.

I T N <

FLANK RT FAY ACE RT 339 F FLAT

10 ’ &8 ,
3 ] >
oo?é |
O?R - @

— » NOTES PROTECTIONS
QB: 5 STEP DROP. Z-H vs CORNERS OVER or MAN.
F-Y-Hvs30ON2. ACE
FORMATIONS-MOVEMENTS

FLANK




| 748 F DRAG

FLANK RT ACE RT 748 F DRAG

15

Y g

Action 8

ASSIGNMENTS
X: ACTION 8 ROUTE.

Y: 7 ROUTE.
INSIDE 4 ROUTE.

DRAG ROUTE. HOT.

CHECK. STRONGSIDE SNEAK.

FLEX RT FLIP ACE RT 748 F DRAG

~ NOTES PROTECTIONS
QB: 7 STEP DROP. CHECK X vs QUARTERS. Z-F - H. ACE

FORMATIONS-MOVEMENTS,
FLANK - FLEX FLIP




!

wou T el

FLANK RT ACE RT 339 F FLAT

{

10

Cé.() OOLIK
OR @

6-8

ASSIGNMENTS

X:
: 3ROUTE.

Y
Z:
E
H

9 ROUTE. MUST OUTSIDE RELEASE.

3 ROUTE.

: FLAT ROUTE.
: CHECK. STRONGSIDE SNEAK.

FLANK RT FAY ACE RT 339 F FLAT

-

10 68 _
1§ cogpste—
OO
O?R. ' ©

QB: 5 STEP DROP. Z - H vs CORNERS OVER or MAN.

NOTES

F-Y-Hvs3ON2.

PROTECTIONS
ACE

FORMATIONS-MOVEMENTS
FLANK




OuJd 1 'k}

TWINS RT ACE RT 839 F FLAT
+ 4 . “r

| &é'
- 5
OOL Og g
@

@
B
OR.
ASSIGNMENTS
X: 8 ROUTE.
Y: 3ROUTE.
Z: 9 ROUTE. MUST OUTSIDE RELEASE.
F: FLAT ROUTE.
H: CHECK. STRONGSIDE SNEAK.
- — NOTES _ PROTECTIONS

QB: 5 STEP DROP. X BASED ON COVERAGE. | ACE - SCAT

F-Y-H. (Z) vs COVER 2 IF FREE RELEASE.

FORMATIONS-MOVEMENTS

TRIPS - TWINS




U40 RUN I F OO0 / SWING

TRIPS RT SCAT RT 048 R.I. F SHOOT / SWING

-
-
-

ASSIGNMENTS

X:
Y: 4ROUTE.
Z:
F
H

ZERO ROUTE.

8 RUN-IT ROUTE.

: SHOOT ROUTE. HOT.
: CHECK. SWING ROUTE LATE.

TRIPS RT SCAT RT 048 R.l. F SHOOT / SWING

NOTES

QB: 7 STEP DROP. FIND X. X-Hvs ZONE.
X-Yvs MAN. ZIF EVERYTHING IS SET.

"PROTECTIONS
SCAT

FORMATIONS-MOVEMENTS
JACK - TRIPS




FLANK RT MOTION SCAT RT 795 F UNDER / OUT
ow _

18 &, R

739 F UNDER /OUT

ASSIGNMENTS
X: 5§ ROUTE. READ-IT.

Y: 7 ROUTE. HOT.
Z: 9 ROUTE.

F: UNDER ROUTE.

H: CHECK. OUT ROUTE.

"FLANK RT MOTION SCAT RT 491 F UNDER / OUT

F'y

%; O-OO

FLANK RT FUZZ MOTION SCAT RT 795 F UNDER 10UT
. _ _
187
10-1

NOTES
QB: 7 STEP DROP. F-Y.

PROTECTIONS
SCAT

FORMATIONS-MOVEMEN"

FLANK CHANGE - FLANK MOTION
- FLANK FUZZ MOTION




525 F POST / SWING

TWINS RT MOTION SCAT RT 525 F POST / SWING
»

ASSIGNMENTS
X: 5 ROUTE. READ-IT.

Y: 2 ROUTE. READ MAN/ZONE. HOT.
Z: 5 ROUTE. RUN-IT. MUST OUTSIDE RELEASE.
F: POST ROUTE. HOT.

H: CHECK. SWING ROUTE.

DEUCE RT JAM SCAT RT 525 H POST / SWING QUEEN RT BUZZ SCAT RT 525 Z POST/ SWING

B - | ®
NOTES ' PROTECTIONS
QB: 5 STEP DROP. F-Y - X/H. SCAT - GONE

FORMATIONS-MOVEMENTS|

| SPLIT - JACK - TWINS |
| - TWINS MOTION - DEUCE JAM |




335 F CROSS / OUT

TRIPS RT MOTION SCAT RT 335 F CROSS / OUT

A
’ 0
) 810 -
6 - ;
- @
B
OR.
ASSIGNMENTS
X: 3 ROUTE.
Y: 3 ROUTE.
Z: 5ROUTE. RUN-IT. MUST OUTSIDE RELEASE.
F: CROSS ROUTE. HOT.
H: CHECK. OUT ROUTE. _
' NOTES - PROTECTIONS
QB: 5STEP DROP. F-Y. X BASED ON COVERAGE. “ SCAT

FORMATIONS-MOVEMENT -

TRIPS MOTION - SPLIT
- JACK




261 F FLAT

JACK RT QUICK SCAT RT 261 F FLAT

5 6

3;.( OEESC%

ASSIGNMENTS
X: 2 ROUTE. SLANT.

- Y: QUICK 6 ROUTE.
Z: 1 ROUTE. RUN-IT.
F: FLAT ROUTE. HOT.
H: CHE(:JK. CHECK DOWN ROUTE.

QUEEN RT MOTION QUICK SCAT RT 261 F FLAT " BUNCH RT QUICK SCAT RT 261 F FLAT

g 4-5 ,-5
2 ' _
x O%\CEOOX

| | NOTES PROTECTIONS
QB: 3 STEP DROP. X BASED ON COVERAGE. F-Z-Y. QUICK SCAT - QUICK ACE

FORMATIONS-MOVEMENTL

FLANK - JACK SLOT
- JACK SLIP




370 F SHOOT / PUMP / SWING

FLANK RT SCAT RT 370 F SHOOT / PUMP./ SWING
»

ASSIGNMENTS
X: ZERO ROUTE.

3 PUMP ROUTE. READ THE MIDDLE. HOT.
7 ROUTE.

SHOOT ROUTE.

CHECK SWING ROUTE.

TN X

FLEX RT SCAT RT 370 F SHOOT / PUMP / SWING

T .

NOTES PROTECTIONS

QB 7 STEP DROP. KEY NEAREST DEEP SCAT
DEFENDER. Y-F-X. :

FORMATIONS-MOVEMENTS

FLANK - FLEX




048 RUNITF SHOOT/SW]NG

JACK RT SCAT RT 048 R.I. F SHOOT / SWING

ASSIGNMENTS
X: ZERO ROUTE.

Y: 4 ROUTE.

Z: 8 RUN-IT ROUTE.

F: SHOOT ROUTE. HOT.

H: CHECK. SWING ROUTE LATE.

TRIPS RT SCAT RT 048 R.I. F SHOOT / SWING

NOTES

QB: 7 STEP DROP. FIND X. X -H vs ZONE.
X-Yvs MAN. Z IF EVERYTHING IS SET.

PROTECTIONS
SCAT

FORMATIONS-MOVEMENTS
JACK - TRIPS




438 RUN IT H FAKE CROSS

DEUCE RT JAM RIP 438 R.l. H FAKE CROSS

20— "

ASSIGNMENTS
X: 4 ROUTE.

Y: 3ROUTE. FRONT FLAG.
Z: 8 RUN-IT. NEAR UP-RIGHT.

F: PROTECTION.

H: CHECK. FAKE CROSS ROUTE.

JACK RT SCAT RT 438 R.I. F FAKE CROSS DOUBLE RT GONE RT 438 RUN IT H FAKE CROSS

20

— NOTES PROTECTIONS
QB: RED ZON% 931_0&7 STEP DROP. | - GONE - SCAT - RIP/LIZ

FORMATIONS.-MOVEMEN: —{

DOUBLE - JACK
- DEUCE JAM




343 F DRAG / SNEAK

TRIPS RT SCAT RT 343 F DRAG / SNEAK ‘
n »

12
12 ¢ P12

ASSIGNMENTS
X: 3ROUTE.

Y: 4 ROUTE.

Z: 3ROUTE.

F: DRAG ROUTE. HOT.

H: CHEC_)K. SNEAK ROUTE. -

FLANK RT SCAT RT 493 F DRAG TRIPS RT ACE RT 343 F DRAG

t12

NOTES PROTECTIONS
QB: 5 STEP DROP OUTSIDE. 7 STEP INSIDE. X or Z
BASED ON CORNERS. Y - F - H vs ZONE. SCAT - ACE

F-Y-Hvs MAN.

FORMATIONS-MOVEMENTS

FLANK - TRIPS




OS99 I OCAN
TWINS RT MOTION SCAT RT 835 F SEAM
~

ASSIGNMENTS
X: 8 ROUTE.

PIVOT 3 ROUTE.
5 ROUTE. RUN-IT.

SEAM ROUTE.

: CHECK. SWING ROUTE LATE.

I m N <

NOTES ~—PROTECTIONS

QB: 7 STEP DROP. X BY COVERAGE (5 STEP).
F.Z-Yvs MF.C. F-Yvs MF.O. SCAT

FORMATIONS-MOVEMENT

TWINS - TWINS MOTION
- TREY )




525 F POST / SWING

TWINS RT MOTION SCAT RT 525 F POST / SWING
v )

18, 18

4
OCOIOOD

ASSIGNMENTS
X: 5 ROUTE. READHIT.

Y: 2ROUTE. READ MAN/ZONE. HOT.
~ Z: 5ROUTE. RUN-IT. MUST OUTSIDE RELEASE.
F:-POST ROUTE. HOT.

H: CHECK. SWING ROUTE.

TREY RT ZOOM SCAT RT 525 F POST/ SWING DOUBLE RT GONE RT 525 H POST

NOTES PROTECTIONS

QB: SSTEP DROP. F-Y - X/H. ' SCAT - GONE

FORMATIONS-MOVEMEN] .|

SPLIT - JACK - TWINS
- TWINS MOTION - DEUCE JAM
- TREY ZOOM - TRIPS CHANGE




FIRE SLANT X-4

{RT- FIRESLANTLT 4 »
20 N N .
15 15

N

& SO
| \

ASSIGNMENTS ,
X: (#1 Weak) Run-it 15 yard 4 route.

Y: Protection.
Z: (#1 Stfong) Run Deep 8 route. Base alignment. Sight adjust.
: (#2 Weak) Hot release, run Flat.

H
R: Fake Slant, execute Slant protection.

r I RT- FIRE SLANT X -7 15 | RT SLOT- FIRE SLANT LT 94
v
(elolnlelelc) S oJeolnlelelo)
©), (@
I 2
® | OF _
I RT SLOT- FIRE SLANT LT 95 : ' FAR RT SLOT ZIP- FIRE SLANT X OPTION FAKE REVERSE
4
d QQIOO® oogoo@
‘ G)
Q ——
, QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Open up and fake slant. Work up field route to W/S Blitz: Fire Slant
H and the Check Down. QB #2 Weak (H Hotin —
Flat) : FORMATION / MOVEMENT .
. |, Far ( Zoom, Zip)
Strong Dog or Blitz: ;
QB #1 strong I, Far Slot (Zoom, le)‘




HSEAM/ F DRAG

SPLIT RT.SLIDE RT H SEAM/ F DRAG

!

£318

ASSIGNMENTS
X: S ROUTE.

CHECK. FLAT ROUTE LATE.
5 ROUTE. READ-IT.
CHECK. DRAG ROUTE.
SEAM ROUTE.

Ir TN <

QUEEN RT “R” SLIDE RTH SEAM / F DRAG

- ®

®
B

O.R

SPLIT RT SLIDE RT H OPTION 5

oeone @//f7~
E@E

- NOTES

QB: 7 STEP DROP. H-F. Z BASED ON COVERAGE.

PROTECTIONS
SLIDE

FORMATIONS-MOVEMENTS

SPLIT - QUEEN




TRAILER RT GONE RT DOUBLE OUT

ngogoog@g ¢

DOUBLE OUT

ASSIGNMENTS
X: 2ROUTE.

3 ROUTE.

9 ROUTE.

6 YARD OUT.

2 ROUTE / POST.

r T N <

TRAILER RT GONE RT DOUBLE POST

A_Q].D OODO% 2
O?R_ @

M
O.R.

TRAILER RT GONE RT 99 Y CROSS

NOTES

QB: 5 STEP DROP. GO WEAK vs STRONG CLOUD.
H-X. F-Y-Hvs STRONG.

PROTECTIONS |
GONE

FORMATIONS-MOVEMENTw
TRAILER ° |




FIRE PASS

QUEEN RT FIRE PASS RT 212 F FLAT

JEaw.

"

ASSIGNMENTS
X: 2ROUTE.

Y: TEEN ROUTE.

Z: 2ROUTE.

F: FLAT ROUTE.

H: FAKE._ PROTECTION.

TRIPS RT MISSLE FIRE PASS RT 042 F FLAT

IRT FLING FIRE PASS RT 56 F FLAT

NOTES
QB: 3STEPDROP. Z-Y orX-F.

PROTECTIONS
FIRE PASS

FORMATIONS-MOVEMENTS

QUEEN - TRIPS MISSLE
-1FLING -1 ZIP




WuEeEN Kt JF RIP 022 STOP F SHOOT / SWING

ASSIGNMENTS
X: ZERO ROUTE. SIT DOWN vs ZONE. RUN THRU vs MAN.

Y: 2ROUTE. CONTINUE THRU vs ALL COVERAGES

Z: 2 STOP ROUTE. STOP OVER THE BALL, POP BACK TO QB.
F: CHECK SHOOT ROUTE.

H: CHECK SWING ROUTE.

BUNCH RT ZIP BRONCO LT 022 STOP H SHOOT / SWING BUNCH RT BRONCO LT 022 STOP H SHOOT / SWING

NOTES PROTECTIONS
QB: 7 STEP DROP. Z- X - Y. | RIP/LIZ - BRONCO

FORMATIONS-MOVEMENTS

BUNCH ZIP -
QUEEN ZIP




NEARRTFLYK LEE628 o ' '
20 \ 20

18
15 18

/ﬁ

© @OOQ\C)%ﬁ/ @

T2

"ASSIGNMENTS
X: (#1Weak) Run Angle 6 at 18 yards. Base alignment. Sight adjust.

Y: (#2 Strong) Run 2 route 6-8 yards deep.
Z: (#1 Strong) Run Deep 8 route. Tight 2 alignment. No conversion.
H: (#3 Strong) Check K - Lee protection, run Flat.

R: Fake Delta, block K - Lee protection, run Check Down. Break away from leverage when QB's eyes
meets yours.

4 NEAR RT Y ORBIT- K LEE 728 NEARLT FLY- K RAY 628

NEAR RT FLY- K LEE Z SPECIAL

T2
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Reverse pivot, execute fake. Set up behind the WIS Blitz: K Lee/ Ray
playside guard. MFC: Deep 8to 6to 2to Leak QB #1 Weak
routes. MFQ: 6 route to 2 to Leak. Alert 2 route FORMATION / MOVEMENT
vs M/M. Strong Dog or Blitz: '

Picked up — (Alert
audible)




) LEC/ IXKAT UDO ONMUU I/ OYWING
FAR RT- RAY 068 SHOOT/ SWING

20

20 1
|

: |

’ . 10-12
10 ¢

T2

ASSIGNMENTS ,
X: (#1 Weak) Run 0 route. Alert sight adjust.

Y: (#2 Strong) Run 6 route at 10-12 yards deep.
Z: (#1 Strong) Run Deep 8 at 15 yards.
H: (#2 Weak) Run Tight Shoot route.

R: (#3 Strong) Check protection assignment, run swing.

Shoote route. hot to X

Strong Dog or Blitz:
Y should block SS

NEAR RT SLOT- LUCKY 268 SHOOT/ SWING DUAL RT- RAY 068 SHOOT/ SWING (CHRIS)
. - )
felo]nlele Sﬁﬂéomoo
B @ = N2 @
. ! T2
R) ®
QB PROGRESSION / READS ~ BLITZ ADJUST PROTECTION

7 step drop. Glance deep and then work up and WIS: Lou/ Ron

the 0 and the 6 routes to the CB M/M vs the H should pick-up or Lucky/ Ricky

FORMATION /| MOVEMENT




NEAR RT- ROK 844 H FLAT
20

ROK/ LUG 844 H FLAT "HANK"

15 - Pa

. /

T

R

ASSIGNMENTS

H: (#3 Strong) Run Quick Flat. Hot release.

R: Block slide protection and check down Leak.

X: (#1 Weak) Run Quick 8 route. Align in Base. Get inside of press.
Y: (#2 Strong) Run Quick 4 route 4-5 yards deep. Best release.

Z: (#1 Strong) Run Quick 4 route 6 yards deep. No conversion. Align in a Nasty split.

. DOC RT MOTION- ROK 844 H FLAT

O
o}

goo

N

o)

<7 :

/

TRIPS RT- ROK 844 PIDGEON H FLAT

: o\iioc‘J\@ é{

QB PROGRESSION / READS

Quick 3 or § step drop. If Y is 1/1, take him to the
Check Down. If working strong, go H-Z-Y.

Built in

BLITZ ADJUST PROTECTION

Rok/ Lug

FORMATION / MOVEMENT




JACK LT SLOTRIP 085

b T

085 & 087

. ' 4
ééo%oo
®

@&

ASSIGNMENTS
X: 5ROUTE. READ IT.

QB: 7 STEP DROP. X-H-Y. Zvs PRESS MAN.

Y: ZERO ROUTE. READ MAN/ZONE. 2 ROUTE PRINCIPLES.
Z: CROSSING 8 ROUTE.
F: PROTECTION.
H: CHECK. SWING ROUTE.
JACKLT SLOTIR!P 087 ‘., JACK LT SLOT RIP 087 PUMP
- ® 15 - “L\_ 1 15
4 B 4
4 L 6_8...---— 4 .'.'4 s'al----i-
SOOO00 (i} FOOOOO
FT. @ E ET. @ @ E
X8 ) é X8 J
& &
NOTES PROTECTIONS

RIP/LIZ

FORMATIONS-MOVEMENT.

JACK SLOT - I SLOT




741

JACK LT SLOT RIP 741

ASSIGNMENTS

X: 1 ROUTE. HOOK 2 YDS FROM HASH, 6-8 YDS DEEP. RUN AWAY vs PRESS MAN.

Y: 7 ROUTE.
Z: OUTSIDE RELEASE SEAM 4 ROUTE.
F: PROTECTION.

H: CHECK. SWING ROUTE.

FLEX RT LIZ 841 : JACK RT SLOT SCAT RT 341 F FLAT

14-16 14-16

&10

QOO0
3 @
Agiona ®
NOTES PROTECTIONS
QB: 7 STEP DROP. (X)-Z-H. RIP/LIZ - SCAT

FORMATIONS-MOVEMEN S

JACK SLOT - FLEX



TWINS RT FLY ECAT RT Y OPTION

1.8}}‘;.

- Y OPTION

IMFO  ~18
..... MFCr—\14
Y S T o -
® 3
OR

ASSIGNMENTS
X: 5§ ROUTE. READ-IT.

Y: OPTION ROUTE.
5 ROUTE. MUST OUTSIDE RELEASE.
8ROUTE.

CHECK. SWING ROUTE.

T M N

FLEX RT FLY SCAT RT Y OPTION

MFO 18

- ' NOTES

QB: 5 STEP DROP. Y-Fvs M.F.O. Y- ZVSMFC

PROTECTIONS
SCAT - LOU/RAY

FORMATIONS-MOVEMEN? .

FLEX - FLEX FLY - TWINS
- TWINS FLY




99 H BALLOON CONTINUED

#1

TWINS RT ACE RT 799 H BALLOON




|

TRIPS RT MOTION QUICK SLIDE 191
A .

’
.
.

| 2%[) OOL 05

191

N

ASSIGNMENTS
X: 1ROUTE.

Y: PROTECTION. FLAT ROUTE LATE.
Z: 1ROUTE. |

F: SEAM ROUTE.

H: CHECK. CHECK DOWN.

TWINS RT MOTION QUICK SLIDE 101 F POST

4 .
v ‘
: '

!

TRIPS RT MOTION QUICK SLIDE 393

5

OOIOO® @Ev

E

NOTES
QB: 3 STEP DROP. CHOICE of X or Z.
' PUMP F to Z vs 2 DEEP.

PROTECTIONS
QUICK SLIDE

FORMATIONS-MOVEMENTS |

TRIPS MOTION
TWINS MOTION




| | 525 H POST / SEAM
DOUBLE RT GONERT 525 H POST / SEAM )
‘\
18 A\ A 18
p ":’5 A q
. B8 o]
j PR ﬁ N
) OOLICO .
B ® @ @
B
OR.
ASSIGNMENTS
X: 5ROUTE.
Y: 2 ROUTE.
Z: 5ROUTE.
F: SEAM ROUTE. INSIDE 9 ROUTE.
H: POST ROUTE.
“NOTES PROTECTIONS
QB: 5STEP DROP. H-Y-X. GONE
FORMATIONS-MOVEMENTS
| DOUBLE




FLEX RT ZOOM- LUG 818 H FLAT R SR bt — -
20

15 - Pal : X - 15

7 . BN

N. o » |4
S olo]nlele ‘ )
& e e

ASSIGNMENTS '
X: (#1 Weak) Run Quick 8 route. Align in a Wide 2. Get inside of press.

Y: (#2 Strong) Run Quick 1 route 4 yards deep. Outside release.
Z: (#2 Weak) Run Quick Inside 1 route 4 yards deep.
H: (#1 Strong) Run Quick 8 route. Align in Base and get inside of press.

R: Block slide protection and check down to the Numbers.

- DUAL RT FLY- LUG 818 H FLAT DEUCE RT- LUG 818 H FLAT

j§® o olnlele ® o%oeocf%:
w2 ' /@ 2

o

TRIPS RT WHIZ- LUG 818 H FLAT ) STRONG-RT WHIZ- LUG 818 H FLAT

o enele0)
w2 . \r w2 ; Z
o T ® "
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
3 step drop. Hit and hang on the back leg working | W/S: Rok/ Lug
the Flat to the Slant to R on the Hook - no run away. | Builtin (Beat'w/ ball) Quick
Make a quick decision working away from the Curl T
defender or Corner Roll. Strong Dog or Blitz: FORMATION/ MOVEMENT
Built in (Beat w/ ball) Flex Z Orbit
_ "~ . | Dual X Orbit
Flex Fly

Doc Orbit




SCAT DOUBLE PUMP

FLEX RT- SCAT RT DOUBLE PUMP

20 T » ) . - j 20
i \ —X | / j 15
0 \ \ / / 10!
3
5 \ | ' / / 5
' .
| S [ |
. U y
z ® ® ot z ;
# 57
(2D
ASSIGNMENTS
X: (#1 Weak) Run 9 route. Max alignment.
Y: (#2 Strong) Hot release. Run Pump route. MFO - bend, MFC pump to the Numbers.
-z (#2 Weak) Pump and work to the Numbers. YOU CANNOT BEND. Sight adjust.
H: (#1 Strong) Run 9 route. Use Max alignment.or press.
R: (#3 Weak) Check protection assignment. Run Check Down route. Vs M/M ,run away from leverage.
DOUBLE RT- SCAT RT DOUBLE PUMP WEAK RT SLOT LONG MOTION- SCAT RT DOUBLE PUMP
T
¢ e ¢
OO0
M M M @
DUAL RT- SCAT RT DOUBLE PUMP TWINS RT LONG REX- SCRAM RT DOUBLE PUMP
¢ » ¢ ) 14
OO0OO0O
v @
M M
®)
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Call side progression. 5-7 step drop. MFO- work W/S: Scat/ Scram/Tum
deep to short (Bend - Fade - Check Down) : QB - #2 Weak (S.A.) o TION | MOVEMENT
MFC- look off FS, Pump to Check Down. Alert T:leih(d;oom) Flank Long Roy Scram
outside 9's vs press man no deep help. Strong Dog or Blitz: 1 bual (Fly) Trips Long Rex Scram
QB #2 strong Trade Leap
(Y - Flat) Storm Flex Zoom
Aware of Scram, and Flex Opposite Zoom
.} Shot call - . | shop Trips Long Whiz




QM T L WWUILL
BUNCH RT Z ORBEIT- SCAT RT 97 Z DODGE

“f20

18

10

OQ

=D

Q

L_Y;

ASSIGNMENTS

X: (#1 Weak) Run 4 route at 12 yards from a Base alignment. Fade conversion and sight adjust.

Y: {(#3 Stréng) Alert pop, run a 9 route. Inside release.

Z: (#1 Strong) Run 6 yard Dodge route. Hesitate on the LOS to check hot. You may break inside early, but
not outside early. Be decisive! End your motion between Y & H.

o o

R: (#2 Weak) Check protection assignment, run Crab.

: (#2 Strong) Hot release, run 7 route with a preferred high angle.

QB PROGRESSION / READS BLITZ ADJUST

Strongside progression with a controlled 7 step WI/S:

drop. MFQ: 9 route to Dodge to Crab. MFC: 7 route | QB - #1 Weak

Dodge to Crab. Alert Read 9 and weakside 6 route

vs soft corner or press no deep help. Strong Dog or Blitz:

rules.

QB #1 strong (Dodge)
#2 pop alert hot

PROTECTION
Scat/ Scram

FORMATION / MOVEMENT

Bunch Zoom
Tower Orbit
Float Zeke

Far Wing Motion




NEAR RT- SCAT RT 839 FLAT/ RIM
20 -~ -+

SCAT 839 FLAI/ KIM “PAN IHER"

20

,5 /

15

10

—

i‘
. 4 | | |
' ' |

S
.y

—

0

® TTOO0gJdoow =S

ASSIGNMENTS

X: (#1 Weak) Run 8 route with Fade conversion. Alignin a lnéide alignment and sight adjust.
Y: (#2 Strong) Run an Inside 3 route at 8 yards. Inside release.

Z: (#1 Strong) Run a 9 route. You must outside vs a hard corner.

H: (#3 Strong) Hot release and run a Flat

R: Check protection assignment, run Rim.

- NEAR RT SCAT RT PANTHER BACKS RT
l oo Og
©) W
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
5 step drop. MFC: strong side progression, H is WIS: Scat
Hot to Flat, Z - H - Y, weakside - X to Rim. QB - #1 Weak ENT
MFO: (H) Flat - Y - R. | IiO'RMATIO.N I MOVEME T
Strong Dog or Blitz: T" Formations
Flat to H or pop to Doc Motion
#2 strong. Trips (Orbit)
Far Motion
Far Wing Long Motion



DOC RT MOTION- SCAT RT 525 H POST OUAI 240 1 PUDI FUDIT
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ASSIGNMENTS

X: (#1 Weak) 5 route. Run it. Sight adjust. Base alignment.

Y: (#3 Strong) Alert pop. Run 2 route and throttle in the open area. Inside release.

Z:(#1 Strong) Run 5 route. Fade conversion. Base alignment.

H:(#2 Strong) Hot release. Run Post route.

R:(#2 Weak) Check protection assignment, run Swing.

- NEAR RT OFF- SCAT RT POST X-6

Y.

- TRIPLE LT ZOOM- 525 H POST
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QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Strongside to weakside progression. Control 5 step | W/S Blitz: Scat _
drop. Throw Post on the 5 hit and throw, to 2, Cob | QB #1 Weak —

or Swing. Make quick decision. Alert press no deep
help on #1 strong. Sometimes we will skip Y in the
read and work Post X - R.

*X - 6-in the Green Zone.

Strong Dog or Blitz:
QB - Builtin - pop to #3
strong, Quick Post.

FORMATION / MOVEMENT




FLANK RT- SCAT RT 370 lg SHOOT PUMP/ SWING
r .
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“ASSIGNMENTS

X: (#1 Weak) 0 route 6-8 yards. In zone settle between off Hook and Curl. Vs man, stutter or staircase

and run away flat. Get undemeath a wall player. In motion to Float, keep the O route.
Y: (#2 Strong) Alert pop, run inside 3 pump route. Inside release.

Z: (#2 Weak) Inside 7 route. In motion to Float, keep the 7 route.

H: (#1 Strong) Hot release, run Shoot route.

R: (#3 Weak) Check protection assignment, run swing.

FLANK RT- SCAT RT 392 H SHOOT PUMP/ SWING

-

FLEET RT- SCAT RT 370 H SHOOT PUMP/ SWING

T2

QB PROGRESSION / READS
5 Step drop strongside progression. MFC of MFO
work Shoot/ Pump to 0 route. M/M no deep help,
may choose Z on the Corner.

BLITZ ADJUST

WIS:
QB - #1 Weak

Strong Dog or Blitz:

. QB -popto Y or Flat

PROTECTION
Scat

FORMATION / MOVEMENT
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ASSIGNMENTS
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QB PROGRESSION / READS

BLITZ ADJUST
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TRIPS RT- OH RT 989 OVER
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ASSIGNMENTS -

X: (#1 Weak) 9 route. Sight adjust. Tight 2 alignment.

Y: (#3 Strong) Check #3, Cross route which is part of the Over.

Z: (#1 Strong) Run 9 route. Tight 2 alighnment.
H:(#3 Strong) Check SS, run three way middle 8 route.

R:(#2 Weak) Check protection assignment, run Sneak part of the Over. -

to over) deep zone drops - over is best choice.

Strong Dog or Blitz:
Picked up unless "Shot"

Rip/Liz or Fan

TRIPS RT ORBIT- OH RT 989 OVER TWINS RT HIP- OH RT 989 OVER
R ] oy
O8O0 ®
T2 T2
T2
®
FLEX RT- OH RT "SHOT™ 989 OVER SPLIT RT- MID 989 OVER T
.)
A
r
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T2 T2 T2
T2
QB PROGRESSION / READS BLITZ ADJUST PRPTECTION .
Strongside progession. Alert #1 weak MFO W/S Blitz: &T&SL%S:IZST
deep to short inside out (H or Z Fade to Over) QB #1 Weak Bronco in Nigkel Possible
MFC work deep to short outside in (Z or H adj. Slot (#2 Weak) '

——

FORMATION / MOVEMENT |

Trips Zoom Twins
Doc Motion Dbl Motion
CannnniSeat) Far Motion



TRIPS RT- OH RT 585 OVER
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ASSIGNMENTS

X: (#1 Weak) 5 route. Fade conversion. Sight adjust. Base alignment.

Y: (#3 Strong) Check #3, Cross route which is part of the Over.

Z:(#1 Strong) Run 5 route. Fade conversion. Base alignment.

H:(#3 Strong) Check S§, run three way middie 8 route.

R:(#2 Weak) Check protection assignment, run Sneak part of the Over.

- TRIPS RT-

OH RT 585 OVER

OH RT 585 OVER

- TWINS RT HIP-

? B
- FLEX RT- OH RT "SHOT™ 585 OVER -
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- SPLIT RT- DEEP 585 BACKS SWING
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QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Strongside progession. Alert #1 weak. 7 step drop. | W/S Blitz: &T&SLOFESTI;%T
MFO work deep to short side inside out QB #1 Weak B o oo In Nickal. Possible
(Hor Z Fade to Over) MFC deep to short outside Slot (#2 Weak) Rio/Liz or F '
in (Z or H adj. to over). ipitiz or Fan -
Strong Dog or Blitz: |FORMATION / MOVEMENT
Picked up unless "Shot" |Trips Zoom Twins
Doc Motion Dbl Motion
Cannon(Scat) Far Motion (2 Bac
| | Triple
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ASSIGNMENTS
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QB PROGRESSION / READS

BLITZ ADJUST

PROTECTION

FORMATION / MOVEMENT
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ASSIGNMENTS
X: (4'! uE‘AK) é"IZe.*TC T Ze YDA, W IEATeY ﬁDQL«éT,. Hk ((6'26 US. Quads, A~
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QB PROGRESSION / READS BLITZ ADJUST PROTECTION

FORMATION / MOVEMENT




TRIPS RT OH 735 PUMP BACKS LEFT
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OH 735 PUMP BACKS (LEFT or RIGHT)
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ASSIGNMENTS

H:(#2 Strong) Check SS, run 3 Pump Seam. MFO bend.

X: (#1 Weak) Run 7 route. Sight adjust off #4. Inside alignment.
Y: (#3 Strong) Check #3, Delay part of Backs left or right.

Z: (#1 Strong) Run 5 route. Fade conversion. Pump at 6 yards. Base alignmént

R:(#2 Weak) Check protection assignment, run wide part of Backs left or right.

'_’ DOC RT MOTION- OH RT 735 PUMP BACKS LT

DOC RT MOTION- OH RT 635 PUMP BACKS LT

NOODOO 3 OO%OO
K ! T g @ ,
TWINS RT- OH RT SHOT RT 735 PUMP BACKS LEFT F TRADE RT- OH RT SHOT RT 735 PUMP BACKS LEFT
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QB PROGRESSION | READS BLITZ ADJUST ngT%qulogH' T

Weakside progression. 7 step drop. Stay weak WI/S Blitz: (Niciel &OF;egul:r)

working deep to short to leak. MFO with FS work- | QB - 31 Weak Bronco in Nickel. Possible

ing weak, you may work off bend of H Pump to Rip/Liz or Fan '

delay. O
Strong Dog or Blitz: FORMATION / MOVEMENT
Picked up unless "Shot" |Trips Orbit Trade

Twms (Hip) Dbl Motion

_____ X PRY M e Al abimm



QUICK SCAT 839 FLAT/ LEARK "PANITHER"
NEAR RT- QUICK SCAT 839 FLAT/ LEAK .
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| ASSIGNMENTS
X: (#1 Weak) Run Quick 8 route Slant. Wide 2 alignment.

Y: (#2 Strong) Run Quick 3 route at 5 yards. Inside release.
Z: (#1 Strong) Run Quick 9 route.You must outside release.
H: (#2 Strong) Run Quick Flat route.

R: Check protection assignment, run Leak.

QB PROGRESSION / READS BLITZ ADJUST PROTECTION
3 step strongside progression Z-H-Y-R. WIS: Quick Scat, Rok/ Lug, Rifle
Alert for #1 weak. QB - #1 Weak FORMATION / MOVEMENT
Strong Dog or Blitz: Near Double Motic
Built in Doc Motion  Twins
Trips Zoom
Trips

Triple



FLANK RT- SCAT RT 346 H FLAT SWING

SCAT 346 H FLAT/ SWING | "HOOTER"
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| ASSIGNMENTS
X: (#1 Weak) Run a 6 "hunt it" route. In Float, you still have the 6.

Y: (#2 Strong) Alert pop, run inside 3 route 6-8 yards deep. Inside release. Stem no higher than the inside
defender.

Z: (#2 Weak) Inside 4 route 6-8 yards deep. Sight adjust. Press the inside defender and make him think
you are crossing. In Float, you still have the Inside 4.

H: (#1 Strong) Hot release, run Flat route. If detatch, run Hitch.

R: (#3 Weak) Check protection assignment, run swing.

FLEX RT- SCAT RT 346 HITCH/ SWING FLOAT RT- SCAT RT 348 FLAT/ SWING
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DOC RT SLOT MOTION- SCAT RT 348 H FLAT/ SWING FAR RT MOTION- SCAT RT 348 TANGO H FLAT/ SWING
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QB PROGRESSION / READS BLITZ ADJUST PROTECTION
5 Step drop strongside progression. Flat to 3 to WI/S: Scat

inside 4 or R. Same read on Hitch. Z will start his QB - #2 Weak

route like a post, if the defense dictates it. You can '

work Z-X-R. Strong Dog or Blitz:
QB - pop to #2 strong
or Flat built in,

FORMATION / MOVEMENT




TRIPS RT- SCAT RT 485 H DODGE SCAT 495 H DODGE "DODGE"
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| ASSIGNMENTS

X (# Weak) Run 4 route. Fade conversion. Sight adjust. Tight 2 alignment.

Y: (#3 Strong) Alert pop, run inside 8 route. Inside release.

Z: (#1 Strong) Run-it 5 Pivot route 15 yards deep. Wide 2 alignment.

H: (#2 Strong) Run Dodge route at 6 yards. Hesitate on the LOS to check for "Hot". You may break inside
early, but not outside. Be decisive. Break inside vs. cover 2.
R: (#2 Weak) Check protection assignment, run Crab.

- TRIPS RT OX- SCAT RT:}QS HDODGE .

- TRIPS RT ORBIT- SCAT RT 485 H DODGE

e s o oy

$

H DODGE

NEAR RT- SCAT RT DODGE 98

-

QB PROGRESSION / READS

BLITZ ADJUST

Strongside progression, Stretched 5 step drop. MFO} W/S Blitz:

8 - Dodge Crab. MFC - 5 run it - to Dodge, possible
Y to Crab, Anticipate upfield with more emphasis buf
don't be late to the Dodge. Alert weakside 4 route vs
soft corner or press no deep help. Alert #1 strong in
Red Area (signal). .

QB #1 Weak

Strong Dog or Blitz:

QB - #2 Strong
(Dodge) #3 pop
Alert Hot rules

PROTECTION
Scat

FORMATION / MOVEMENT
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TRIPS RT ORBIT- SCAT RT 659 H FLAT/ PRESS
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SCAT 659 H FLAT PRESS
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ASSIGNMENTS

X: (#1 Weak) 20 yard 6 route. Sight adjust. Convert to a 4 route vs. Quads.

Y: (#3 Strong) Alert pop, run 5 route. Inside release.

Z: (#1 Strong) Run the 9 route. Use the fastest release, you must get deep fast.

H: (#2 Strong) Hot release, run Flat route.

R: (#2 Weak) Check protection assignment, run Press route. -

JET RT- SMOKE LT 79 H FLAT R DOC RT MOTION- SCAT RT 459 H FLAT/ SWING
20 "y
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QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Strongside progression, control 7 step drop. WIS: Scat
Lllﬁv\éig $ut5|de underneath coverage. M/M WR/QB #1 weak FORMATION / MOVEMENT
Strong Dog or Blitz: Pp{s (Zoom)
Built in npie

Twins




SKIP 871 SWING/ RIM - "ZOMBIE"

FAR RT ZIP- SKIP RT 871 SWING/RIM
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ASSIGNMENTS
X: (#1 Weak) Run 8 route with Fade conversion. Align in a Inside alignment and sight adjust.

Y: (#2 Strong) Run 7 route. You must Outside release.
Z: (#1 Strong) Run Spot route. Nasty alignment if there is no motion. Stay 2 yards outside of Y's alignment.
H: (#2 Weak) Check protection, run Rim route.

R: Hot release on Speed Swing route (Flat route on "Pivot").

NEAR RT- SCAT RT 871 PIVOT/ FI:AT BUNCH RT- SCAT RT 871 PIVOT/ FLAT
' : -

-~

QB PROGRESSION / READS : BLITZ ADJUST PROTECTION }
Controlled 7 step drop. Strongside progression, WIS: Scat
Swing or Flat - 7 route to Spot or Pivot. QB - #1 Weak *
MFC - alert Regular 8 to Rim. FORMATION MOYEMENT N

Strong Dog or Blitz: Near, Zip/ Zing (Pivot)
R on Swing or Flat |, Far, Zip/ Zing

Bunch, Zip/ Zoom/ Fly




DOUBLE RT- SCAT RT VERTICALS SCAT VERTICALS
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“ASSIGNMENTS

X: (#1 Weak) Run a short 4 route. Fade conversion with a Max alignment.

Y: (#2 Strong) Hot release. Run 3 Pump route on the inside edge of the numbers.

Z: (#1 Strong) Run a short 4 route. Fade conversion with a Max alignment.

H: (#2 Weak) Run 9 route. MFC: stay on the inside edge of the numbers. MFO: Bend.

R: (#3 Weak) Check protection assignment. Run a Check Down route.

TWINS RT LONG REX- SCRAM RT SHOT VERTICALS

QOO0
@

@

FAR RT LONG MOTION - SCAT RT VERTICALS

-~

QB PROGRESSION / READS
Stretched 5 or 7 step drop, hit and throw.

MFO: work bender to Check Down.

MFC: work away from the FS to Short 4 to R.

BLITZ ADJUST
Built in.

PROTECTION
Scat, Lou/ Ron, Shot

FORMATION / MOVEMENT
Double (Fly, Zoom)

Dual

Far Slot, Long Motion
Trips, Long Rex




BUNCH RT FLY- SCAT X DRAG H FLAT/ SWING
20

SCAT X DRAG H FLAT/ SWING
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Hesitate

ASSIGNMENTS

M/M. Use an Nasty 2 alignment.

X: (#1 Weak) Run 0 route. Rub underneath the 2 route. Work off the Off Hook Defender, run away VS
Y; (#3 Strong) Alert pop, run 1 route. Hesitate on the release.

Z: (#1 Strong) Run 2 route at 5-7 yards. Deepen after the mesh. No zone read.

H: (#2 Strong) Run 7 route. Outside release vs press..

R: (#2 Weak) Check protection assignment, run Swing (possible full time)

BUNCH RT ZOOM- SCAT X DRAG H FLAT/ SWING

¥@N2

D

STORM BUNCH RT ZIP- SCAT X DRAG H FLAT/ SWING

NEAR RT ZIP- SCAT RT 072 H FLAT/ SWING

STORM BUNCH RT ZOOM- SCAT RT X DRAG H FLAT/ SWING

Flat late. Down and Distance can change priority.

Strong Dog or Blitz:
QB #3 strong- Flat route

| ooaoo
@2 © R
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Strongside progression. Control 7 step drop. Work | W/S: Scat
Flat to Corner to Crossing route. You can work on QB- #1 or Flat route
the 7 route if you have the time and come off to the | strong FORMATION / MOVEMENT

Shop to Bunch Rt
Z Orbit




TWINS RT FLY SCAT RT Y OPTION N
’ . .

Y OPTION
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ASSIGNMENTS
X:

T m N <

5 ROUTE. READ-IT.
OPTION ROUTE. _
5 ROUTE. MUST OUTSIDE RELEASE.

8 ROUTE.

: CHECK. SWING ROUTE.

FLEX RT FLY SCAT RT Y OPTION TWINS RTSCAT RTYO YO

18

NOTES . | PROTECTIONS

QB: 5STEP DROP. Y-Fvs M.F.O. Y-Zvs MF.C. ' SCAT - LOU/RAY

FORMATIONS-MOVEMEN |

FLEX - ELEX FLY - TWINS
- TWINS FLY




1 | Z TEEN

BUNCH RT ZIP SCAT RT Z TEEN
% , _

ASSIGNMENTS
X: 5 ROUTE. READ-IT.

Y: 7 ROUTE.
Z: TEEN ROUTE.

F: PIVOT 6 ROUTE.

H: CHECK. SWING ROUTE.

NOTES ~ PROTECTIONS
QB: 5STEPDROP. Z-F-Y. ' SCAT

FORMATIONS-MOVEMENTS

BUNCH ZIP

[ |



BUNCH RT ZIP SCAT RT Z TEEN

“
18 A\,

X

ASSIGNMENTS
X: 5 ROUTE. READ-IT.

Y: 7 ROUTE.
Z: TEEN ROUTE.

F:' PIVOT 6 ROUTE.

H: CHECK. SWING ROUTE.

NOTES
QB: 5 STEP DROP. Z-F-Y.

PROTECTIONS
SCAT

FORMATIONS-MOVEMENTS
BUNCH zIP




996 H SEAM/F DRAG

TWINS RT LOU 986 H SEAMF DRAG -
X: 9 ROUTE.

4
OO !
- @ B
Y: CHECK. DRAG ROUTE.

- 8 YARD 6 ROUTE. HUNT-IT ACROSS FIELD.

Z
F: SEAM ROUTE.
H: SEAM ROUTE. HOT. READ M.F.C. or M.F.O.

®

B

ASSIGNMENTS

NOTES PROTECTIONS
QB: 7STEPDROP. H-Y-Z LOU/RAY - SMOKE

FORMATIONS-MOVEMENT.

TWINS
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JACK RT ZIP ACE RT 340 F CORNER

1

ASSIGNMENTS
X: 9 ROUTE.

Y: 4 ROUTE. ve

Z: ZERO ROUTE. READ MAN/ZONE. HOT.
F

H

: CORNER ROUTE.
: CHECK. STRONGSIDE SNEAK.

SPLIT RT FLING LIZ 940 RICKY BUNCH RT ACE RT 940 F CORNER

NOTES PROTECTIONS

FORMATIONS-MOVEMENTS|

JACK ZIP - SPLIT FLING
- BUNCH - BUNCH ZIP
- JACK FLING




906 RUN II F DRAG

I RT SLOT TOY SLIDERT 588 RUN ITF DRAG
.~ o

ASSIGNMENTS
X: 8 RUN-IT.

Y: PROTECTION. FLAT ROUTE LATE.
Z: INSIDE CROSSING 8 ROUTE,

F: CHECK. CHECK DOWN ROUTE.

H: TOY MOTION 5 ROUTE.

~ IRT SLOTTOY SLIDERT 587 F DRAG
N .
LY 4

15%%

TREY RT SLIDE RT 824 H DRAG
20

cotood COoToOd”
E @ : -2 @
Action 8 Act B
m 2
| RT SLOT TOY SLIDE RT 587 SHAKE F DRAG |
X\ / 18
OO QO®
NOTES PROTECTIONS
QB: 5 STEP DROP. X - F vs ZONE. Z- F vs MAN. SLIDE

FORMATIONS-MOVEMENTS

| SLOT TOY - TREY - TWINS

{




FLANK RT SCAT RT 370 F SHOOT / PUMP / SWING
»

ASSIGNMENTS
X: ZERO ROUTE.

: 3 PUMP ROUTE. READ THE MIDDLE. HOT:

: SHOOT ROUTE.

Y
Z: 7 ROUTE.
F
H: CHECK. SWING ROUTE.

FLEX RT SCAT RT 370 F SHOOT / PUMP / SWING

NOTES

QB: 7 STEP DROP. KE\(\,’ NFEA)I?EST DEEP DEFENDER.

PROTECTIONS
SCAT

FORMATIONS-MOVEMENTS

FLANK - FLEX




059 F UNDER/ QUT

TRIPS RT MOTION SCAT RT 839 F UNDER / OUT

~ 4
10
— 8
@)
- B
@ O.R.
ASSIGNMENTS
X: 8 ROUTE.
Y: 10 YARD 3 ROUTE.
Z: 9 ROUTE. HOT.
F: UNDER ROUTE.
H: CHECK. OUT ROUTE.
TRIPS RT MOTION SCATRT 339 F UﬁDER! ouT A BUNCH RT SCAT RT 839 F UNDER / OUT
h . ~ A
12 10 10
1; 6 g 6
OooO
x e nlee® 4 &
B OR
("'3') O.R
NOTES PROTECTIONS
QB: 7 STEP DROP. F-Y -H. X BASED ON COVERAGE. SCAT

TRIPS - TRIPS MOTION
- BUNCH - BUNCH FLY

FORMATIONS-MOVEMENTS




| 363 F SEAM

DEUCE RT ZOOM QUICK ACE RT 363 F SEAM

E

ASSIGNMENTS
X: QUICK 3 ROUTE.

Y: SHORT 6 ROUTE.
Z: QUICK 3 ROUTE. |

F: SEAM ROUTE.

H: CHECK. STRONGSIDE SNEAK.

- BUNCH RTZOOM QUICK ACE RT 363 F SEAM BUNCH RT ZOOM QUICK ACE RT 363 PUMP F SEAﬂrl

— - NOTES | PROTECTIONS
QB: 3 STEP DROP to X or Z. QUICK 510 Z IN ZOOM. | QUICK ACE

CHOICEorXorZ. Y-Has CHECKDOWN.

FORMATIONS-MOVEMENTS

DEUCE ZOOM - FIT DEUCE
i ZO0OM - RIINCH ZO0M




71 F FLAT

BUNCH RT SCAT RT 71 F FLAT

18 «

ASSIGNMENTS
X: SEAM 4 ROUTE.

Y: FLAT ROUTE. HOT.
Z: 1 ROUTE. RUN-IT.

F: 7 ROUTE.

H: CHECK. HOOK ROUTE.

NOTES PROTECTIONS
QB: 5 STEP DROP. Y-Z-F. X-Hvs STRONG CLOUD. SCAT - ACE

FORMATIONS-MOVEMENTS

BUNCH - BUNCH ZIP
_B2BIINNCL OO




Vs W T TE WY IRV L)
#1

QUEEN RT RIP 097 PUMP
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SPLIT RT LIZ 894 RICKY , :
A - ' 4 20

/
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ASSIGNMENTS
X: 8 ROUTE.

Y: CLEARING 9 ROUTE.
Z: 4ROUTE.

F: CHECK. FLAT ROUTE.
H: CHECK. SNEAK.

— , NOTES ' ' -~ PROTECTIONS
QB: 7 STEP DROP. X BASED ON COVERAGE. Z-H-F. | RIP/LIZ - ACE

FORMATIONS-MOVEMENTS

SPLIT - JACK - TRIPS |
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ASSIGNMENTS
X:

6 ROUTE.
8 ROUTE. HOT.
6 ROUTE.

CROSS ROUTE. HOT.

: CHECK. OUT ROUTE.

TRIPS RT MOTION SCAT RT 383 F CROSS / OUT

"mro s

:
12

QB: 5 STEP DROP. F

NOTES
-Yvs MF.O. F-Zvs M.F.C.

PROTECTIONS
- SCAT

FORMATIONS-MOVEMENTS

TRIPS MOTION - JACK
- SPLIT




*Y goes 1st!

ASSIGNMENTS
X: 8 ROUTE.

Y: 5 ROUTE.
'Z: CROSSING 8 ROUTE. HOT.
F: ARROW ROUTE. HOT.
H: CHECK. OUT ROUTE.

T . NOTES
QB: RED ZONE ONLY. 5 STEP DROP. Z-F-Y.

SCAT

PROTECTIONS

FORMATIONS-MOVEMENTS
BUNCH ZIP - JACK ZIP

- JACK FLING




ASSIGNMENTS
X: 8ROUTE.

Y: 3ROUTE.

Z: 1 ROUTE. NO CONVERSION.

F: FLAT ROUTE / QUICK 3 ROUTE. HOT.
H: SWING ROUTE. HOT.

DOUBLE RT ZIP GONE RT 871 H SWING

~ NOTES
QB: SSTEPDROP. Z-H-Y.

PROTECTIONS
GONE

FORMATIONS-MOVEMENTS

DOUBLE - DOUBLE ZIP
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| LUCKY/ RICKY 760 H WHEEL/ SWING
NEAR RT ZIP- 760 H SHOOII SWING

10
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ASSIGNMENTS

H: (#3 Strong) Check, run Wheel.

X: (#1 Weak )Run 7 route.Sight adjust off #4. Inside alignment.

Y: (#2 Strong) Run 6 route at 10-12 yards. Qutside release.

Z: (#1 Strong) Run 0 route. In zone settle between the Hooks. Vs M/M, run away.

singled, he is the priority.

Strong Dog or Blitz:
Lucky will pick it up

Lee, QB $& #1 strong

R: (#4 Strong) Check protection assignment, run swing.
- FAR MOTION- LEE 360 H SHOOT/ SWING - NEAR RT ZIP- LUCKY 860 H SHOOT SWING "ZORRO"
{- -
ololnleole)
T2 T2 L
SPLIT RT FLOAT SLOT- DEEP 760 FLAT/ WHEEL
4
QB PROGRESSION / READS BLITZ ADJUST PROTECTION
Quick 7 step drop if LB on H is in M/M. If so, the W/S: Lou/ Ron
H is the 1st read, otherwise goto Zto Y. If X is QB - #1 Weak Lucky/ Ricky

FORMATION / MOVEMENT
Trade Ox
TwinsTrips Zip




FLOAT RT OTTO LT 078 STOP H FLAT

ASSIGNMENTS
X: 7STOP ROUTE.

PROTECTION.
CROSSING 8 ROUTE.
CHECK. DEEP ZERO ROUTE.
: CHECK. FLAT ROUTE.

I TN X

FLOAT RT OTTO LT 078 PUMP H WIDE FLOAT RT OTTO LT 078 H WIDE
. :
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FLOAT RT OTTO LT 087 H WIDE _ FLOAT RTOTTOLT 077 H WIDE

-~———-——Ts : -—} '
6 B-8 6 -8

A ' 4
OQOLOO ooOoo
| @ | @

_ NOTES PROTECTIONS .
QB: 7 STEP DROP. X-H-F. Zvs PRESS MAN. OTTO

FORMATIONS-MOVEMENTS

FLOAT - FLOAT ZIP




s A8 8 WwW i ! WVEYILIINND
FLEX LT ZIP SH‘EOKE RT 525 H POST/ SWING - ' 18

ASSIGNMENTS
X: 5 ROUTE. RUN-IT.

CHECK. SWING ROUTE.
2 ROUTE. HOT.

5 ROUTE. READ-IT.
POST ROUTE. HOT.

I m N <

NOTES ~ PROTECTIONS
QB: 5 STEP DROP. H-Z-F.
' SMOKE - LOURAY

FORMATIONS-MOVEMENTS

FLEX ZIP




FLOAT RT Z0O0OM SCRAMLT 71 H FLAT

ASSIGNMENTS ,
X: 7 ROUTE. MUST OUTSIDE RELEASE.

Y: PROTECTION. B
Z: 1 ROUTE. RUN-IT.

F: CHECK. SEAM ROUTE.
H: FLAT ROUTE. HOT. | |

NOTES . PROTECTIONS
QB: 5 STEP DROP. H-Z. Xvs PRESS MAN.
§ SCRAM

FORMATIONS-MOVEMENTS

FLOAT - FLOAT ZIP/ZOOM




BOMB 729

~ TWINS RT FLY SPEED BOMB 729 .
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ASSIGNMENTS . Lot e
X: DEEP7 ROUTE. BLUFF CROSSING 8. BREAK ON 7 AT-THE HASH 20 YDS DEEP.
. . ADJUST ANGLE. -
Y: PROTECTION.
Z: 9 PUMP ROUTE,
F: CROSSING 8 PUMP ROUTE.

H: PROTECTION.

TWINS RT FLY SPEED BOMB 529 PUMP
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~ NOTES PROTECTIONS
QB: SPEED COURSE SET-UP 8 YDS DEEP ON HASH. : ' :
. X-F. SPEED

FORMATIONS-MOVEMENTS

TWINS FLY




Vi kel 9T UV
TWINS RT FLY SPEED 39 PUMP

15 15

ASSIGNMENTS
X: CROSSING 8 ROUTE.

Y: PROTECTION.

Z: DEEP 8 PUMP ROUTE.
F: 15 YARD 3 ROUTE.

H: PROT_ECTION. .

NOTES PROTECTIONS
QB: SPEED COURSE. PULL-UP OUTSIDE HASH
8-10 YARD DEEP. PUMP 3 ROUTE ON THE - SPEED
RUN - HIT 9 PUMP. TAKE 3 ROUTE IF OPEN. | .
' FORMATIONS-MOVEMENTS
TWINS FLY

e



'RED BALL (2 Minute)

The QB will initiate Red Ball by cal]mg a play in the huddle and pre-empt the call
by saying, “Go to Red Ball.”

The receivers will always line up in the previous formation. The QB will call out
“Red Ball” if he wants to stay in Red Ball. He will make a huddle signal with his hands
and call “Huddle” if he wants to huddle. - .

The QB will make a protection call by calling odd or even. Odd or even is
automatically Bronco Left (odd) or Bronco Right (even). If any other protection is used,
the protection will be proceeded by a directional call (odd or even). For example, “Scat
even, scat even,” indicates Scat Right. The protection will be called twice in the cadence
and will include the play itself. The last 2 digits of the normal play call will identify the
play. For example: “Even 44, Even 44,” would mean Bronco Right 844 Ricky. “Scat
Even 25, Scat Even 25” would mean Scat Right 525 F-Post/SW. The snap count is always °
second sound, “Set — hut,” after the play called. The whole call at the hne would be
somethmcr liKe this: —

. “Even 85,. Evc_an 85, Set — Hut.” (Bronéo Right 585)

Buzz words may replace some numbers to identify plays. Runs are called by using
buzz words preceded by Even or Odd. For example '

“Even Post, Even Post” (60 Post)

In order to stop the clock or “kill it”, the QB will call “61, 61.” The receivers must
get into any convenient legal formation as fast as possible. Offensive line gets lined up as
quickly as possible. The ball is snapped on the first sound after the second “61.”

" Red Ball Menu:

Bronco: (Even, Odd)
844 Lucky/Ricky (44)
585 F-Flat/SW (85)
989 F-Rub/Sneak (89)
686 Pump F-Rub/Sneak (86)
Sm 478 F-Flat/Hook (78)
383 F-Flat/Sneak (83)



5. TWO MINUTE WARNING.

6. REFEREE STOPS PLAY BECAUSE OF CROWD NOISE (25 SECOND CLOCK

STARTS ON READY FOR PLAY).

7. TEAM TIME OUT.

THE CLOCK STOPS BUT STARTS ON REF’S READY FOR PLAY SIGNAL:

1.

ANY OFFICIAL’S TIME OUT (AFTER A REFEREE’S TIME OUT, THE GAME
CLOCK IS STARTED WITH THE REFEREE’S WHISTLE IF THE CLOCK WAS
RUNNING).

QB SACKED WHILE ATTEMPTING TO PASS (5 SECOND DELAY).

INJURED PLAYER REMOVED FROM THE GAME (CHARGED TIME OUT
INSIDE TWO MINUTE WARNING - IF NO TIME OUTS LEFT AND CLOCK
WAS RUNNING, 10 SECOND RUNOFP)

PENALTY DURING THE LAST TWO MINUTES WHEN FOUL OCCURRED
WITH CLOCK RUNNING (10 SECOND RUNOFF).

OB 2 MINUTE REMINDERS

Avoid a sack whenever possible. Getrid of the ball! Ifa sack occurs, check sideline
for huddle call. We may change to a 4 minute mode based on field position before
the half.

Remember, yoﬁ only have to complete one of four passes to keep 2 drive going.

Once we are down to one time out the QB wﬂl use it in one of the following
situations:

A.  4th down regardless of time on the clock.

B.  Once we are inside 20 seconds, regardless of the down & distance, and we
need a TD to win. The receiver or RB with the ball at the whistle is
responsible for calling time out.

C. At5 seconds when we need a field goal to win and we are within range.





