Sid Gillman - "Father of the Modern Passing Game"

Coach Gillman's Final Playbook: 1981 Philadelphia Eagles Pass Offense
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i ‘1.7 The mechanics of how the pass pffense is put together
- , are structured for definition purposes into four
categories that are all co-ordinated into one clearly
defined offensive play. -, = === ,
2. Each phase:of the call directs the four units that are
involved in the. execution of the play.
2.1 Quartexrback I
2.2 Offensive Line .. ... o '
2.3 Receivers 7 7~ ' .
2.4 Runningbacks :

3. Theoretically, this should eliminate any breakdown ir’
communications, define responsibilities and allow

e . u xibility without taking away from execution.

4. The four categories making up rach call afe:
4.1 Series .
4.2 Protection
4,3 Pattern
4.4 TFlare Control

1.2 SERIES CALL

1. The Series Call is the first thing called by the QB
. o when putting together a pass play. , ‘
- , 2. The one call takes care of defining the area of attack
the initial QB read, the depth of the QBs drop and in
most cases the protectionm needed.
3. Ten Series
3.1 SOLID: Maximum protection = No backs out.
3.2 QUICK: Short Passing Game. ’
3.3 FIRM: Medium Passing Game.

e __B%E'IAREJZ—BQ.“th:‘RBs_:S,:P-,H_,: T TN
3.5 EAST: WéékSiae"Seri'§*HB*Sr?rUi’ T
3.6 WEST: Weak Flood Series ~
3.7 HRORTH: Strongside Series - FB S.P.U.
3.8 SOUTH: Stromg Flood ~
— 3.9 BUCK: --Weakside Seriss - HB N.S.P.U.

o ‘ 3°10 STUB:  Strongside Series - FB N.S.P.U.
1.3 PROTECTIONM CALL | :

) A Iﬁe,pféﬁécticdicall in most cases 1s included in the
Series Call. ‘ g

2. The only time the protection cazll is not inc;uded.with
the series call is when two series are being combined.
Sxample: wWesz-Quizk. - - -

3. The first call always controls what series is being use
the second call if made incorporates a different techni
by the pass protectors. Example: West-Quick means a
weak £lood patterm is being used and a quick set
technique is being utilized. -




1.4 PATTERN CALL
1. Each individual route the receivers have within ﬁheir
- passing tree is assigned a specific number.

1.1 X and Z's routes are numbered exactly the same
(Bath'buts;de receivers).
1.2 Y and or the slot back's routes are expressed
in terms of the teen numbers - 10/20/30/40 etc.
(The middle receiver). '

2. Individual pass routes are put together forming a team
pattern by calling all 3 receivers individually numbere
routes in sequence, startipg weak and working strong!
The call always st3arts weakside|

2.1 X or Q First Number '
2.2 Y or Slot Secondbﬂug§§§w

R IIT oty —JR U~ S

3. 044 nﬁmbered routes break ocut and even numbered rcute§
break in! ’ '

3.1 Wide Receiver Tree (X and 2) #5

RANEY Y

N yda deep b e@mﬁhﬁtk\ - | T

E #&'
FIRM #4&

: $Z
6 yds deep! B ' \

415 yds deep & comeback! N 15yd

ODD NUMBERED ROUTES | | evex wer
B o 3.2 Y Passing Tree (¥ and Slot) ROUTES
1§70, 4890 \#80

12 to 15 yds deep!
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To give an example of a call, 866 will be used.
4.1 The 8 call tells X to run an 8 route.
4.2 The 60 call tells Y to run a 60 route.
4.3 The 6 call tells Z to run a 6 route.
Note: The strongside combination is always co-ordina
and taught as one combination!

“rs 16 =7 -

HERE 4

The pattefn,p:gg:essign. wééEAtd strong, is always th
same regardless of the aligmment of the receivers.
The -twooutside receivers take the first:and last

mumbers called and the middls man takes the middle

number called. . ’

Example: SLOT FORMATION 866 :
bl -

" #8 t6 . ’

£60
Y

{ ooOo0o

If at anytime the QB does not call a middle_dﬁmber.
substituting an "OH" call for a number, Y slow blocks

and <does—not-release,  — =

N

Example: 408
r\_
4

RATIN o

b  oomoo

6.1 "OH" call with Z on Even numbered route will »
put ¥ on a delay strzight if his rusher does I
come ! _

6.2 "OH" call with Z on 0dd numbered route will pu
Y on a delay checkdown if his yusher does not

~earna l
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7. Whenever an individual route is needed for use in a
specific pattern that is not in the numbered tree of
_ - that or those receivers involved, the QB will call th
. ' route closest to describing the route desired then ca%i
a name that further describes what is desired.
Example:: Flare -Delay-272- Flag/Polel = _

7;12 In other words X & Z would end up runnin .
R - $2 routes but use a delay technigué. g their

7.2 Example Call:: Flare -Delay-272-Flag/Polel
‘ “Flag Polen « #70 .

} 42 Delay

o

1.5 FLARE CONTROL CALL

1. The final call made by the QB in putting together all
four categories is the patternm run by the runningback
~or backs. This is what is called the FLARE CONTROL
category! -

';~;;»ziT_Iheﬁiia:é;ﬁéllfﬁill_direc:ﬁcne_or both backs_into_the _

4%esﬁFpattéfﬁf:ﬁependentfupon4ﬁhéFSéiié§:€ﬁa;pt6teéfid;;
being used.

3. The HB and FB roﬁ:es are identical to each other exce ¢t
the FB has a Tite flare calling for an outside relea:
Cleose flare. : :

4. Whenever one back is released into a _pattern the QB
will call the exact flare desired: Example: East-685 1

5. if both backs are included in a patterm and are runni:g
mirrared flares, the QB will say "Backs'" first then cal
the flare desired. Example: Flare - 866 - Backs - widi

6, If the flare includes both backs =nd is not mirrored
‘ the QB will call both individual flares, calling the
L. , weakside back first and the strongside back secondl
: Fxammle: Flare - 685 - IN/BOOK|



7. HALFBACK FLARES (Weakside Back)

. CHOICE CLOSE  SEA
HASH 10y SEM

o T

e »—:_..i—": 5?&37--’-"5—— =N

§. FULLBACK FLARES (Stzongside Back)

CHOTCE CLOSE TITE SEAM
15 A 4 s

9. NOTE: Mirrored flares are called by saying "BACKS"
first, meaning both Backs are to run th$ same flare!
N 6 Tt i - 1ad indevpende!

ha A2



1.6 The folluwin§ dia ram is an example pass pattern call
= combining al four categorles into one team patternm,’

s T FLARE . = SERIES & PROTECTION -~ -.
) 866 = INDIVIDUAL ROUTES BY ALLPTHREE RECEIVERS

o - : MFAN[UNDE%{P RB FLARE PATTERNS
—- ‘— g #8 . #6‘{

= ‘ 860

- ' [ ] j .

Faa

1.7 FIELD BALANCE and DISTRIBBTION as ig applies to the passin,

game,
~ 1, Wide Area. = 5 yards in f%om the sideline.
) , 2. Number Area = Just inside the numbers

3. BHash Area = In between the hashmarks

Basic Theory. Spread the defense horizontally by having a poter
receivgr in each area of the field
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II PLAYAC.TIONPASSH@M

2.1 thenever mxi.ng any kind of ruming play fake pricr to passing, the
protection is called first and the backfield action secand. )

2.2 The protections are divided into three types
1. Base Pass - Solid Blocking
2. Play Pass - Slide Blocking
3. Rmn Pass - Rmn Blocking

23 mebackﬁeldact:.cnbeingaseddmtatesthepmtecm:hacmbe
. used and still be sound. .

2.4 ﬁxepa:te:ncalli.se:actlythesmasin:hadmpbadcgm the

three mober call, woridng weak to strong.
1. 'mecclydi.ffermceistbetm' ttern' is called between

the backfield play mumbers and the pattern rumbers when
necessary A R

S -

Y
l"

ménmﬁngbackthatisﬁmlvedinthspatternisdi:ectedgtstas
he is in the dropback game. maQBmllcallhisﬂnelast'

2.6 Example Call. .
Base Pass: Protection Used.

16 : Backfield action being fzked.
Pactern : Separates mmbers. .
408 : Pattern Rm ‘ .

RB's rToute ‘ ‘ #8

o

Fan

¢
\

I. FIFTY SERIES PASSING

3.1 'ﬁxeSOse:lesismypassacmmthat
RBs dictate a specific type protectoon

rHa harle

the action of the QB and two
ha used due to the action of



3.2 ‘Iheaccimofthebadcsisdescribedwiﬁxmtm:hatalse
encampasses the protaction eall.

‘33 Fif'yaccuallymansd:eQBhas&zeballinbishmdandthemmber
& following the 50 call tells &mlinmmv&wrstbeQBis going to .
. set uP.
: 1. 56: QBsets upbehind the 6 holel -
“ 2. 58: (B ends up at the 8 areal
3. 57: QB sets up behind tha 7 holel
4. 59; QB ends uwp ocut in the 9 axreal

S3.4- metypeofacdmsaxdpmtectimmtmmchesg series are:
1. Boot ActHion & Protection -
2. Waggle Actdion & Protection
3. Stop Action & Protection
4. Sprint Acdon & Protectiom
5. Roll Act:im & Protect::.cn

3.5 ‘Ihema.am.cs cfpnxr:ingapatm toget:haaremctlythesmas

’*"“‘“‘""““‘..heplay«act:.angam : o =
meprotecd.cnmdacticn ‘are called ﬁ:.rst.- Boot 561

” The second call is the 'pattemn'’ term. Boot 56 - Patrem -
3, The third call is the mmbered routes. Boot 56 - Pattern 326
4, The final call is 2s in the other mechanics the RB's flare that
isincludadinthepattem
Boot 56 - Pattern - 3261:'lyl s e ot e LT e

3.6 Boot 56  Pattern - 326 Fly Diagram

-

B0CT ACTION & PRCTECTION
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V. LTLGal XD FASSLNG J.&..J:. (1 « sa0l)

-

5.1 % and Slot's pattern depth will vary according to 2's ¢

" quTe #20

OUICK #10 #10 #20
e : X
' . 3 yds|, 3 yds
8/ , =
Ooo mlele) oJole)
O @ A o B ,
STRAIGET QUICK OUT LOOKTE
_#30 | 40 $50 o
12 15 + f=l12-15" ' - - -
f _._2.__d..s_.> Vs ;12 15 yds| 12:15 yasP\, |43 5 e
! :
: |
"‘g D iy ““.A‘ . . -
| Ooos oo nfolols
O COMEBACK INSIDE C%BACK. OUTSIDE O
#390 4 #20 SNEAR
0 \%{
0Doog - mfeYox¢
C> GO SNEAK
d -
= o o




ane as’s re-ease LS GEPEQGERC upon the procection sein

used.

S.P. ick-Firm-Flre-East&S

No SUP g? 3: Buck and West Frctections tUb Protectiad
No release on North..,’

The QB calls the HB's flarekright after the Z numher 1
call and just before the FB's flarel

If mirrored, the word Backs’ will ‘be ¢called prior to tt

flare to be run by both RBs!

If the protection dictates, and the HB is the only bac
releasing, his flare term is the only call made foilen
the numbers.

 FAST

ooQa

FLAT ,SHOOT=N.SPU. ANGLE
1% ,. v

(CHOICE)

oo

WIDE




VII.

FULL3ACK (Strongside) PASSING TREE - | -

NN N N
N U WN

The FB's relesase is dependent upon the protection being uged
S.P.U..on Quick - Firm - Flare & North Protections.

No S.P.U. on Stub and South Protectioms.

No release an East.Double pick up Buck protection-Ma .
The QB calls the FB's flarg righg afterpthe HB's flage?o Stu
1f mirrored, the word Backs will be called prior to the f.J
to be run by both RBs! -

If the protection dictates, and the FB is.the only back
releasing, his flare term is the only call made following

the numbers.

- ——— . —— . o— - ——
e ce i = —— ——————— - —— AMMSmeGe e G- 40 & & s

ILASH
FLY

FBy

7-8 yds,




VIII. MIRRORuD FLARES

8.1 When mirrored flares are called, meaning both RBa Tun't
same flare rcute the QB will’ call "BACKS" firse,

) " _ g.2 Both RBs are 1n '§.P.U. wichin the mirrored flare catege
Quick = Firm = E‘larel o

8.3 Not all RB flares can be mirrored R |
8.4 Backs “Salid"_- No RBs out - Both staying in to proteC'

S.Sﬁchte - If the QB calls "BACRS"" prior ‘to the protection
call, :he RBs becoma his prima*y readl

BACKS FLAT 4 " BACKS FAN

BACKS HOOK BACKS OUT




IX. COMBINATION FLARES . T 1Y
9.1 Combination flares are twé‘differént independent routes rum by
the RB's combined to form one backfield pattern.
9.2 The QB will alwat. call the weakside back first, then follow
with the strongside back call second. - = , ]
9.3 West & South flares are put together the same way. Weak back \

.called first, strong back second. _ i}
9.4 'Blue & "I" formatidns switch who is the strong or weak back.

- 'RB"s must be alert!
9.5 West & South flares are put together the same way!
9.6 Within specific prdtectiomns, a second flare call can be eliminatec
. once the combinationm is ingrained. Example:BUCK 965 OPTION/HOOKI!
Since the Hook flare is the only one used with Opticm,it can be
assumed once learndd! . . . ' .

OPTION/HOOK
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Q or Y blocks for a short period, allowing a Pic
man to clear,. then sneaks out along with the L.O.S.
When sneaking, he does not gain ground. He uses

a BUTT or STAB techniquel

1. DEFINITION OF:

II. BUTT AND STAB TECHNIQUE : ’
2.1 Butt o S B
1. Butt block the man over, occupying the man long
enough to allow the Pic man €O clear! Then release
" into Sneszkl ' ‘
Down Block the first man {nside long endugh to
allow the Pic man to clearl Then releadse into

Sneak!

2.2 Stab

ITI. QB PRINCIPLES )
3.1 Execute action calledl - ,
1. Firm Protection - .5 & 2 drop - Fimrm Principles Apply.
— = . . 2 .-Base Pass-Action = B.P. Principles Apply.
3. Run Pass Action - R.P. Principles Apply.
4. West Action - West Principles Apply.
3.2 Pztterm covered, go to cutlet if one is assigned, otherwise

throw it awayl ) :
i3 deseribed as it would be if it were a

3.3 Any glay'pattern
regular pattern fitting into that specific actionl!

Examples: B.P. 16 - RP 34 Trap: Refer to diagram-sheeisl

Tv. Q OR Y SNEAK PRINCIPLES = T o
- T 4,1 Call man exascute Butt or Stab technique &s assigned by
: specific play called! ' .
. 4.2 After executing Butt or Stab, release outside along L.0.S.
without gaining ground. Sprint on ralease, separating
from inside coverage. :

V. ONSIDE RUNNINGBACK PRINCIPLE : . o _
5.1 Release without S.P.U.!l Run a tite flare and pick inside
— = _out-pursuit-unless—otherwise toldl-—- o me momo e o
- —1.°"1f a form of motion has been calléd, putting a-man—-
in position to pick, rTum a fly!l

vI. OFFSIDE BACK PRINCIFLE o L |
§.1 S.P.U. LB'e2 to your side or execute the ball handling
' execution cdlled. T
6.2 1f releasing, run a hash routel

, This is true even after
carrying out a glazfaction_fakel v

vIiI. OFFSIDE RECEIVER - ‘ .
tern called dictates otherwise

7.1 Run a Firm & route unless pat

+1I. ONSIDE RECEIVER .
ick or do what action dieccates!

8.1 Kun a Firm & route,; P
- 2°5 Paecihla usé of a form of Zoom/Zin oT Zot!
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X. CROSSING PATTERN MECHANICS & PRINCIFLES | |

10.1 Two - 6 & 8 routas become & flatéer angling route when
eross' I3 called in conjunction with the pactern calll
Instead of breaking upfield, they flatten out across the

( . _ field! ) '
- 1. NOTE: A 6 route becomes a 12 to 13 yd. 6 rather

" than an 18 to 20 yd. route for X & Zl -

10.2 Cross will be called following the protection ¢r play
zction calll

10.3 A "two'" call will elways go under any other numbered route
called! He is usually the dasizqated crossing receiver!

(26 Combo is an exception).

10.4 The basic principle is cone man will come under another
recelver cgeaning out! The methdd of "eleaning out" is
described within the pattern numbers calledf A 26 Combo
within a cross principle means both receivers are crossing,

L _ though both will shorten the depth. B

10.5 Any crossing receiver will use two moves befora breaking
across field! The crossing receiver takes the path of
least resistancel A Y can't always make 2 moves! y

10.6 The RB lined up on the same side of the crossing,receiver
will usually §e called to run an Under flarel

10.7 The RB lined up opposite the gide 'of the creossing receiver
will usually mum a Loop or Wide.®

10.8 We always want to enter the onside of a crcssiﬁg'pattarn
by stretching the defense vertically with 3 redeivers if
possiblel

10.9 The basic pratgctiqﬁ used 1is ?LARE!
Q_f'10510;;Crcssesjgan-be—rtniirgm'allﬂfcrmitigns to all-zeceivers.

10.11 RB crosses are called by using the Under or Over flare,
coordinated with ome another oI with some other routel
1f Under & Over are combined, the Under man is the

—---  designated crossing receiverl! .

10.12 QB Read B.L.S. to the Buzz System! Study the buzz systez
x in the 'area the cross will actuaXly take placel Demn't lay
the ball up! Drill it between the buzz system!




FORMATION VARIATIONS FOR CROSSING PATTERNS - }g

UNDER/LOOP

FLARE CROSS - 28! BROWN SLOT: N i
| ' FLARE CROSS - 289 UNDER/LDQP (J
“FLARE CROSS 826 UNDER BROWN SLOT
/////’% | LOOP FLARE CROSS - 288 v

\._XD

iC)- Cj*"‘-~____,,/’/

.~ P.P, DRAW - 826 FAN
Note - < -

_ No Cross call - Normal
depths

|ACE SLOT BUCK CROSS t - }

289 - FLASH/LOO?

. = BLUEAEOT = FLARE 926- |ACE SLOT - “FLARE - o
. . No e INDER . CROSS = 789 OVER/LOOP
b ’ Cross Call!

S S o5 i dror \ )
5o Vg R
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XI. MECHANICS FOR DUCE/QUAL & DOUBLE FORMATIONS

31.1 DUCE and DUAL'formationS»inciuée additional wide rec

- - within
1 .

,3.

the fo;maticn. . .-

DUCE —%A 3rd WR in for the HB.

" DUAL < Two additional wide receivers substitw

tn for the HB and TE. . .
The strength of the formation is determined b;
SLOT side of the formation, and in the case o
4 WR set (Dual) the strongside is the side of
starting slot combination receivers.

11.2 The DOUBLE formation includes 2 TE's, with the 2nd T
substituting in for the HB. The strongside is the s:
of the starting TE and Z!.

11.3 Anytime we are in one of these three "D" formatioms,

the pas
Y

s patterns are called as two strongside combi:
If mirrored, the QB will call DOUBLE before
calling the desired patterm. '

Examﬁié;' DUCE-LT = West - Double 44 Hash.

3.
\ | /
< B
e \i v ':
b .
O 'Y ) O
11.4 If the éomhination patté;ns are not mirrored the weal
: Cthinatian is called first. ‘
1. Example: DUAL RT. BUCK -- 96/39 Hash ,
‘ %l (5
L - “,




.

¥

When in a two TE two WR set (DOUBLE) the same mechanics

11.5

apply :
- o 1, Exsmple{ DDUBLE RI: BUCK--—Dcuble S5 Hash!
A \
O . O

11.6 ‘Protecticns for use with the. "D' Series fotrmations and
or One back formations with the HB and TE set weakside,
usuaIIy o?pcsite a slot. _

1. Basic rule: When a TE is included within the
formation structure, he will assume the weakback
blocking assignment. The weakback is either in =z

. Ace Wing Set an Ace How or Hex Set or going in
motion! He's in no poszticn to .block!

2. If'in a "D“ series formation, the weakback is nc
in the formation, so the TE must assume his
assignment!

_,;l:3“::The;p:o:ectien_call_nill-dictate—uhé—and—how—the——
‘Tﬁ'executeS“this assignment. _ '

&, S,E.Ua Buck Protecticns ares Quick/?irm

Flare/East & Stubl - Check & Gol
— T 5. N¢S.P.U. Protections are: West & Buckl
Ng Fheck-- Just Gol

‘6. Solid Protections ares North & Solid! Ro:Release

7. KOTE: South protection cannot be used. The TE 3s
not in a posi:icn that will allow him to double

_ pick upl -
____DUCE RT. TIRM —. ACE RT. SLOT - BUCR DOUBLE RT. = WEST
[ i ' P .
% oo’ b | dochoo ] )
! OCLIOO @) OOOLIOO . OO OO
O  sPu O | Oyira -0 8 u-
¢ _A - ~ ,A —



PASS OFFENSE AUDIBLE MECHANICS . o 2

12.1 BLUE is the 1ive color initially assigned as the pass

audible alert! ,
12.2 Able is a separate,ser}es and does not f£it inm the Blue

Audible mechanics. -
'12.3 Leaving on the Pass Series calldd in the huddle and

changing the patterm.

.

1. The QB will just call the numbered route of the
pattern desired. Example: Flare 685 Win was our
huddle eall. L.0.S. Call: Blue 444 Flat - Blue 44
Flat. The pass run would be Flare 444 Flat. You d
not have to re-call Flare! That is assumed. Once
ingrained, the back will have the responsibility of

knowing what flare to runl

2. 1If the QB wanted to change X's route within the
pattern called regardless of the series, all he has
to do is call Blue 7--Blue 7, putting X on a corner

w-~w”mnpazcern.~mExample:—mﬁuddle_Call_Flare.ESS‘Hin -
L.O.S. call: Blue 7 --'Blue 71 X is now Tunning a

7. (785 Win).

3. If the QB wanted to change the 2 man side of the
pattern (Y and Z) he would call the teen series
‘phase of the pattern by calling their combinaction
pattern. Example: Huddle Call Flare 685 Win.
L.0.S. call: Blue 39 - Blue 39. _We would now be

running a 639 pattern!

12.4 Changing From One Series to Another

1. When going to & new pass series and protection, the
QB must call the series desired. Example: Huddle
call was Firm 368 Medium. L.0.S. Call - Blue, West
508 Blue, West 508. The series and pattern run

waul:_ébe West - 508._ : -

2. If we go to another series and only want to change
X's route or the strongside combinatiom, the above

explained mechanics apply. To change X's route,
call the Series desired and his single digit rumber

To change Y and Z's call the series and the double
digit numbered route. '

.12.5 Té Alsrt thetTE to Stay in the QB Would Call the TE's Slow
8lock Term Which is an "OH" Call. Example: Huddle Call
was: TFirm 368 Stop. L.O.S. Call - Blue 3 "OH"™ 8 Blue 3

"OR" 8! The TE will now slow block!

-

_12.6 Audibling To A Play Action Pass

1. All the QB has to do is come up and call Blue and

the action desired.
Fyample: Blue - BASE 16 =- BLUE - BASE 16



.
. |
: 2

2. -The play action prbtection,-éithe; Base, Play or Run
protection will be zssigned to the actiort called.

3. The pattern with the action is assigned according t> °
game plan. :

~12.7 Most Pass Audibles Are Specifically Désigned To Attack A
Specifiec Situation, Therefore They Are Assigned to the

- - . Able Series. :

DROPBACK MECHANICS FROM "I" FORMATION

13.1 Any series &nd protection in which the RBs divide when
releasing into a pattern, the FB will switch with the
HB and work out of the backfield weakside, while the TB

will go strong.
1. FB will pick up Buck!
2. TB will pick up Stubl . o

13.2 The reason for this is BUCK dogs much more than STUB
and the FB is in a better position to pick him up!

13.3 This does not apply to WEST or SOUTIH protections!

14.5 PROTECTION Examples:
1. QUICK | 2. FIRM
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XIV. HOT RECEIVER PRINCIFLES: T . -

14,1. A "HOT“ recaiver is a designaté& recelver assigned o
adjust his pass route or flare to counter a BLITZ by a
gsafety or the DOG of a'LB'er! This is called making a

MSIGHT ADJUSTMENT'! )

"HOT" throughout the entire passing game whe
the safety on his side BLITZES. This also applies to a sl
receiver. The WR {nvolved turns his route into a short
slant! There may be specifically assigned exceptions.

14.2 Both WR's é&re

14.3 If the strong safety blitzes the TE will turm his route

into an automatic STRAIGHT trying to stay close to the
1.0.S. and not interfer with Z's slant route.

14 .4 The WR must be disciplined to read the safety as he releas
off the L.0.S. The QB can see.him coming easily!

14,5 ~The RB on the.blitzing_safety's;sida_of rhe formation will
"pick him u?" if he sees him blitzing. If both the
assigned LB'er and safety come.- the RB will pick up the

safety, or the inside of the twol

14.6 EXAMPLE HUDBLE CALL: FLARE - 6§85 IN/HOOK - JACK BLITZES
in combination with a BLAST DOG!:\ Tﬂ\

[ | ¢

}14.7 EXAMPLE HUDDLE CALL: fFLARE 685 IN/BEOOK - SaM BLITZES
in ccmbinat}on'with.a STUB "0";
< .

2.7




B

14.8 ‘Within certain protection

‘},(

s or specifically assigned pattert

' the TE can be told to read the inside LB'er (MAC) for a

WHOT'. receiver reaction vs. a
automatically
EXAHEE£: _BUCK 866 OPTION vs.

rurn his called:

Mac dog. The TE would
‘route into a Lookie.
a BLAST DOG. -

¢_4==::;${
E

et
» QS

0"~ -
!

!

]

¢

B ‘lé
\g %oo L
1. The QB reads his hot receiver key on his first
step as he starts his drop. -

14.9 When an RB is told he is "HOT" vs. "an outside LB'er dog

14.10

he flattens out immediately and looks over his ¢
shoulder for a quick pass Ifrom the QB.
EXAMPLE: BUCK 866 OPTION vs. a BUCK "o

tside

M
\oO?OO
NS A

~d O - T

aiinbfbmﬁzwﬁﬁﬁmLanEéstcz'&mﬁh

1. A RR"czn be ass
pes$ by calling

2. - Whenever a protection is being used that requirer
man to dual pick up by reading 2 LB'ers, the
releasing RB can be assigned a EHOT receiver princi]

NOTE: 1If a specific. BLIIZ audible hes been called as _

in the ABLE series, the protection can handle the overs

loaded Tush and the receiver will go with the ABLE audibl
o11ad instead of sight adjusting his route!

e ey e e



XV. MECHANICS OF ROUTE RELEASES

_15.1 A RELEASK}is a movement made by a WR while rumning the
> stem of & route on the way to the Breaking Poinc.

N
£

e D -_-..v;__—;«.—_ﬂ;:--::_-..;1...:.mé BREAKING -POINT is a designaCed 9p0t dm field
in'line with the WRs BASIC alignment position.
1.1 The depth of the breaking pdint varies

' according to the route being run (645 20)

1.2 Once to the BREAKING POINT,  the WR will
break off the stem into the cut desired.

(3-4-5-6 etec): =

2. The BREAKING POINT will sometimes bea referred to
'as the POINT OF DEPARTURE.

3. THe WR can vary his split either In or Qut accordi
to how he wants to enter the BREAKING PUINT, or
line up in line with the B.P. and make a double .
e ——— - -mOVe_as long as _he ends=up breaking at_the .
designated spot! - - -

4. Some. RELEASES are better suited for certain routes
~ than others and some RELEASES work better on
specific defenders than others. The G.P. will .
dicrate what approach is best for each individual

cut. . :

5. By assigning BREAKING POINTS, the QB always knows
exactly where the WR 1is going to make the break,
regardless of what he sees the WR do while running

the stem!

15.2 Before going into specific releases, it must be knéwn
‘that cthe Eagles Staff Philosophy is still fake in vertical
depth first. Everything else is secondary] -

—_:—:_15—‘_3%551- e = e T e -

- 1. INSIDE: Line up 2 yards Gutside the B.P. and drive
off hard to the inside/ for approximately 1/3 the
lehgth of the stem. Once in line with the B.P.,
sptint for the B.P. --Stick 'em and ctut! ' Examples:
k4 .

) . . .. P 20 yds
i - _ iﬁyds 15yds N\\\;\ | “
A/A \\h }Zyds | rlzyds

byds

'
l

t

t

!

]

]

:5 7ds Syds ' 4vds “yds
: .

:



2.

OUTSIDE: Line up 2 yards Inside the B.P. and drive

off hard to the outside for approximately 1/3: the
length of the stem. Once in line with the B.P.,sprine

for the.B.P - Stick 'em and cutl Examples: y
o o ZOydi\; 20788 e L
15yds " | !ﬁ{is N
1”', o R _ . 12yds

#6

3.——TN/OUT-RELEASE:——Line up in line with the B.P. and <=

4.

drive &ff hard t6 the inside for approximately 1/3 the
length of the stem, then push upfield for another 1/3,
then make the final drive back cutside to the B.P. and
cut. Better with 18 yd. B.P.'sl

20yds > 20yds 20yds

LN R - -

OUT/IN RELEASE: This is just the opposite of the
IN/OUT Release. Come off outside 1/3, push up 1/3,
~sprint back to the B.P. - Stick ‘em and c¢ut! Examp :s:

15vd
i
]
!
- -4t
10yds{ 1
1
; )
S5yds ;
]
S\
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5. STRAIGHT IN: Line up 2 yards outsida the B.P. and

drive off hard for approximately 2/3's the length of
I the stem, then push back to the B.P. = Stick 'em,cut.
B _ 20yds - 20yds 20yds

IS'rds .

S\ 12yd

12yds 12yds 12yds

Loos S S

+ Firm £#4 84 Firm #7 §7 26
6. STRAIGHT OUT: Line up 2 yards inside the B.P. and
i drive .off hard for approximately Z73 s the lengthh
oféfhe”§tem:“then-push—back—to the B.P.~=Stick lem-—.
and cut .

h

_ 20yds 20yds
15 \

4 12yds

*
e B en an w wn wn e e 3‘
[ ]
>
oo
L
V]
[
“

#3 O#s irm £4 CB £6

- 7. "MIDDLE IN: Line up 2 yards ocutside the B.P. and drive
oo - - off hard for approximately 173 the stem and make an_
' T“angld move inside to realign with the B.P., then-use--
. _the final 1/3 of the stem to push to tHe B.P. - Stick
) it - tam'dnd eut. (Examples) : S

o

20yds . 20yds

. T
g 15vds .
’ 127ds
10yds Syds -
67&;

Syds

L e £7
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8. MIDDLE OUT: This is just the opposite of the Middie

In release. Come off straight up 1/3, angle i
and push for final 1/3 to B.P. - Stick 'eg andncié?'

Examples: =~ . 20yds 20ydsT™ \
15yds - 15yds ' |
. 12yds 2yds 12yds
Oyds Syds
. Eyds 6yds.
vds éfds
irm #4 #8 £S5 £6

- . 9. . PUSH RELEASE: ..This 4is a GLIDE within the stem tha:

————ean~b& uszd onany Troute and applied to any release
The WR substitutes a GLIDE pace upfield in place of
the first or second 1/3 of the stem. The final 1/3
of the stem should always be a vertical push,

never a glide! The STICK is really important.

) - ‘ 20yds
15yds /1\ 15yds 157ds
] ‘ !
\ 25 7 \igga, r. /’{ |
10yds v 10yds 10yds )
BYd' ]
! ] 3
Syds ¢ . [byds Syds 5yds
Lyds '
é&iﬁif?;v—-fs 5 . “Firmfh . C>Fiﬁn#4

10. BURST RELEASE: This release is primarily a release A
used to attack a CLEO force in which the WR comes ¢ £
hard, recognizes Cleo, slides under the force, the:
pushed back upfield, attegpting to run the route ot
the rotating safety. Always try to work back out
behind the Cleo force if gossible. This will put t e
-receiver somewhere close to his original B.P. "

20vds 20yds 20yds 20yds

L_,/a:,. t» ?_"-»':..":.
} 1 $ S { ?

12yds



11.

. e . — 1 — a4 ¢ =

&
FADE RELEASE: This releage is also a release designez'
to attack a CLEO force. e WR now jumps ocutside the
foree and FADES away from| the rotating safety. 1If
the receiver can't get ourside, he should slip under
the corner and then fade away. - No final cut is run. -
The original route 1is switched to a rade upon
recognition of the Cleo force and the 0B will get
the ball to the WR in the seam between the rolled up -
corner and rotating safety. 'Big phase of Cuick and
Firm Seriesl! : :

f1 #3

SCRAMBLE RULES
16.1 1If the QB 1s forced out of

the pocket due to a heavy

rush, the ceceivers observe the following rules:

1. 1If the QB comes out Fq’yoﬁr side:

1.1 The deev men in’ the pattern continue
deep but rux in the same dizection as

the passer! Example: If running an

_ _ 8, change to & 7T Deep patterns .are ..
7's -8's - 3'sl” o

 EXAMPLE: 4491 - .




. T #2 .
ooo E

EE———

CLOSE

el N

1.

. 2.

o
-

3. 7 1f the QB scr es out in the opposite

2

The short and medium receivers should stay
short and meditm but change their directiom
to Tun in the same direction the QB is moving,
Example: If running a 6, turn it into a 5!

#3535

< [

yal
l | ?oo-

direction, change your course to a cross
pattern parallel to your breaking point depthl!

- IN ouUT

WIDE :
_ B
¢

L

-
-

Baecks who block or fake should run a course
parallel to the L.0.S.,with the Q3.

RBs running flare routes should change their
courses and run in the same direction as the
passer, looking for an open spot!

All receivers keep vertical balance depth-wise
on the field and keep running!

If you approach the sideline, short fen start
moseying back into the field areal! Deep men
cc 2 back. . :

If the passer decides to run, rally around him ‘)
and peel offl "

Screw offs hurt scrambles.



LOCATED SAFETY (B.L.S.) )

tal

ZVil. BESI’
T 17.1 The B.L.S. is that safety which is lined up in a
ES position that {3 least likely to be able to assist
S in the er .rage of a wide receiver!
s - -1, In other words, he;éﬂthélkggéhééﬁ;remsved and

- best to attackl ,

- 17.2 When 2 pattern.calis for a B.L.S. read, it means —_
determine which safety 1is. the B.L.S. and then attack
his side of the ball with the pattern called. Confirm
that he remains as such on the first step of cthe dropl

17.3 When Jack is deep middle playing center field we say he
"SETS THE STAGE.' Work weak to X or strong to Y as
long as X isn't running an 8 and Y is coming inside
under Jack! : : ,
17.4 Stage is Set (S.I.S.)
e m e '-:.._:i__ _ e - P ;
== 7 — - e
i " s ! N -
oé L4 J‘/)/:/ : . ; : C
. ¢/3Qp 1 . g”‘
////, P v \
PR gl&ycgd) . § \\
Q“i c° ! : o \\
L7 M | \
- d . 8= T 1T E g N,
00moOO0
ALl X RouTeES C)
£xcerT § Gao!
O O
1775 "B.L7S. Jack — -
. - l" . o ’ - :
— R ! e IJ_'_.. - . l - _
C R c
\@fév
’ S -
4 "
2 N
¥’ 8 %\, .



17.6 B.L.S. SAM: Jack is 4in a position to help on X!

(.. \\-. : ‘ )
& chmma : s T, SEUSUR S _
c /3— N . C
,/r '5 "%‘P,}’
RO “ N
e Be T T ES &
o ~00O000 %,
o . O
e o N © YL S — ]

17.7 B.L.S. SAM - SAM UP! Now compare Jack with Sam!

i / |
§ J $
C o Cc
A TousH TO 67
,7 InTo fesimion )
/ To HeLe ow Z!
" .
- O o0odo00o0
T T TIIEET = ——————————O : s (@ JEE
- 0O O

- GAME -PLAN DICTATES ACCORDING TO PATTERN

17.8 NO B.L.S.
or 8 P.S.L.)

CALLED (Usually a Cov. 2



VIII. BUZZ SYSTER P ‘L 3"
18.1 The second phase of a QB read ig called the Buzz System.

: l '
18.2 :The Buzz System is that gystem.the defense employs to
cover the short areas of theilr. coverage.

e T Fio. 1, ~Where and how the LB'ars drop and where and
Fow a defensive back or backs enter the Buzz
Systeml!

18.3 Once the B.L.S. is determined the QB confirms that
he remains as such and focuses in on the Buzz System

under the read sidel -

18.4 The Buzz System defines how they are covering the 5
_areas of the field we plan to have receivers inl

WIDE . NUMBER EASH ARFA NUMBER WIDE
~mu1___“ﬂggzgu>-gf:f._A_LE’ o _AREA AREA
3 . ' 3
i
‘ % e ] ,C_,D
’ J"//' C ]
i (o] . T ' P ¥
C \\I‘_’ 3 o ¥ N C
‘_\ \ Smw-—b
N <7 bR
- . -~ M b
ey Y. Y V3
Jan) [ N AN ITLLNIN I
< - OO =
. 1 [ o .
vat ] ) , o o

"718.5 The coverage called dictates how the LB'ers and
secondary &re going to caover these § areas! It is
QBs job to know how and who is covering the area he

is"attackiﬁgl.

XI1v. OFF SET THROWING CONCEPT

19.1 kfgg concapt of Off Set Throwing stzrts with a receiver
. being assigned a specific Breaxing peint downfield.

L. The QB knows where this bresking point is and
the ditvection the raceiver is 'going to depart
from that peoint.

33



XX. QUARTEREACK DROPS ,
20.1 THREE STEPS: 3 Steps - Plant dn:Brd atép and throw!
l. Think in-terms of 5 yazdsl. o
;:20.2 THREE & TWO:E 3 Full Strides - ﬁwo short gathering steps!

1. Two final steps can be back, planting on the 5th
to throw or can be set in 3 and use 2 steps to

shuffle and come to balancel
2. Think in terms of 5 to 7E?érds.
20.3 FIVE STEPS: 5 Steps - Plant on 5th step and throw!
1. Think in terms of 7 rards.
20.4 FIVE & TWO: fS Full_S:ridéf'-“fwé short g;thefing'stepst

e A e

1. Two final steps can be back, plancing‘on the 7ch
to throw or can be set in 5 and use final 2 steps

to shuffle and come tO balancel
2. Think in terms of 7 to 9 yards.

20.5 SEVEN STEPS: 7 Steps - Plant on the 7th step and throw!

) 1. Thirnk ;; tarms of. 9 yardg! }
20.6 SEVEN & TWO: 7 Full Strides -.Twc short gathering steps!

1. +wo £inal steps can be back, planting om 3th step
to throw or can be set in 7 and use final 2 steps

to shuffle and cume toO b;lancel

i 3. Think-in—terms of 9 ro 1l yazdsl = — - —

3. In taking a2 7 & 2 drop, you won't be asked to
plant and throw so make sure you come to balance
“befaore throwing. . :

"'4..Mif'ycu¢have to hurry a 7 & 2 drop, go to a 5 & 21

.
.- . [ : .



SOLID PROTECTION

THE SOLID SERIES IS NOT A SERIES IN ITSELF. FLARE - FIRM - EAST -
WEST - NORTH - SOUTH PATTERNS CAN BE RUN WITH A SOLID CALL. SOLID

MEANS THAT BOTH RBs WILL NOT S.P.U. AND RELEASE. THEY WILL STAY IN

REGARDLESS OF WHAT THE LB'ERS DO! IF THE:LH'ERS DROP, THE RBs WILL

HELP WHFERE ASSIGNED BY G.P. THE LINE BLOCKY BASE ALL THE WAY WITH

BIG PEOPLE ON BIG PEQPLE, PASS SETTING FOR 4 QB DROPPING 7 CR 7 & 2

STEPS.

THE RECEIVERS RUN BASIC DEPTH PATTERNS UNLESS SOLID IS COMBINED WITH
QUICK OR FIRM PROTECTION CALL. THEY ALSO SIGHT ADJUST SAFETY BLITZESI

SOLID CAN BE CALLED AS A SERIES PROTECTION NAME SUCH AS "SOLID 444"

OR AS A FLARE CONTROL CALL "FIRM 444 BKS §9§§§yu REGARDLESS, THEY

BOTH MEAN THE SAME THING. IF CALLED AS A FLARE CONTROL IT IS POSSIBLE
TO RELEASE ONE BACK AND KEEP THE OTHER IN IF WE DON'T WANT TO GO TO AN
EAST OR NORTH CALL! EXAMPLE: FIRM - 343 SOLID/FAN. NOW THE HB

WOULD REAIN IN AND THE FB WOULD S.P.U. -~ WEST 948 ‘SEAM/SOLID, MEANING
THE FB WOULD SET IN SOLID TO THE WEAKSIDE AND THE HB WOULD RELEASE!




SOLID PROTECTION

Q. c < o
.
§§§5§5
40 | 40 '
B _ M
E T T E S
;P Q 849 g
30 |50 ““‘.&O‘ — O -
M
BE T T E S
ale Yo o
' M s
B E T T E
“
4290 : .b
BLOCKING }Zf;ms T S
TIGHT END: Run Pattern Called 1
OMSIDE TAC: fase ~ 2 Man |
ONSIDE GRD: brse — 1 HMan Offensive line - Big men gnd Middle
- ) LB er.
CENTER: fase - O Man ' Zone &11 stunts vs. 2l)l defesnses.

OFFSIDE GRD:
OFFSIDE TAC:

' STROL\!G BACK:

L4

Bazse - 1 Man ,
Bese - 2 Man

7o0r 7& 2 step -drcp « Read B.L.S.

Bwing pick up om Buck - No Dog - Clesn up gs assigned.
Swing pick up em Stub - No Dog - Cies.n up &S sgzsigned.

Datrarmn ﬂz11ed:



COACHING POLINTS SOLLD PROTECTION

FORMATIONS: ALL ) . : SPLI‘IS: SMART
. DEPTH: OFF
: 1. Run pattern called. . R
TIGHT | 2. A1l Flare principles apply -
L END 3| S-Ano Blitzes
1. Base 2 Mar = Regular setC. :
ONSIDE 2. Alert - 77 - 90 - Base 3 Mea - Slide. . i
. 3. LBer outside your DE - No Dog - sit 4nside & expect ocutside help from
TACKLE Back. LB'er Dogs - No help. 3
CTE SIDE) 4. 2cune all stunts vs. 2ll defenses.
1. Base 1 man:~ Regular set. No D.P.U.
ONSIDE 2: Alert - 90 -~ Base 2 Man - slides ‘ v ) o
3, Uncovered = check your backer - No dog = drive nose.
GUARD 4. Alert - Louie = Roger call from center = slide to Mac.

5. Zcoe 21l stunts ve. all defenses.

*1_:“%33!‘ 4-man = -regular -set. -Q T e s ST e T el e s 2 T
2. Uncovered - check Mac - po dog = help. '
- 5« Alert = 50 = No help strongside.
CENTER 4. Void - meke Louile - Roger call to Hac,

5. Zome all stunts vs. all defenses.

v ‘ 1. Base 1l man’- Regular set.
" OFFSIDE 2. Uncovered - check your backer = no-dog = cut nose. :
3, Alert - Loule - Roger call from center -.slide to Mae. = . _

GUARD 4. Zone all stunts Vs. 2ll defenses.

1. Base 2 man - Regular set,.

OF?SIDE 2. Alert = 50 - 42 - Base 3 man. » ' .
3. LB'er cutside your DE - No dog - sit inside & expect cutside help frc
TACKLE Back. LBer Dogs - No help. ,

(OPEN SIDE) ‘1 4. Zome all stunts vs. 21l defenses. -
LT 1, -Sclid can be-czlled -25 -2 Series or as & Flsre control-call. .
2. "Called as a series, drop 7 ‘or-7 &2 =--SABlitzesl— . ==
- QUARTER 3, If called as a flare control, drep sccording to the series called.
BACK 4. Solid csn be cslled to 1 RB by calling Solid ia place of his flarel
: 5. Exazmple Calls = Solid - 545: Flsre = 545 Bks Solid or Flare-545 Hool

1. 3wing pick up on Buck.

ﬁé}é 2. Buck dogs - take up the slack!

3. Buck drops‘- clean up where assigned by G.P.
1. Swing pick up om Stub.

BSATgngG 2. Stub dogs - take up the slack!

3. Stub drops - clean up as assigned!

1. Run pattern called - flare routes.
SPLIT- X | 2. S.A. Bliczes

_ 1. Run pattern called - Flare Toutes
FLANKER-Z| 2. S.A. blitzes .

OFFSIDE 1. Run pattern called - flare routes.
TIGHT END -




QUICK SERIES

THE QUICK SERIES IS OUR SHORT RANGE TIMED PASSING GAME IN WHICH
THE TERM QUICK DEFINES ALL RESPONSIBILITIES. THE LINE SETS
AGGRESSIVELY, BLOCKING BASE ASSIGNMENTS USING CUT TECHNIQUESI
THE QB TAKES A 3 STEP OR A 3 & 2 STEP. THE BASIC ROUTES USED

'IN THE QUICK SERIES ARE THE 1l ROUTE (6 YARD QUICK OUT), THE 2
ROUTE (6 YARD SLANT) AND IN THE GQALLINE THE QUICK FADE.—BOTH =--

RB's HAVE AGGRESSIVE S.P.U. ASSIGIMENIS ON THE TWO OUTSIDE LINE-

BACKERS, THEN ENTER THE PATTERN.

QUICK CAN BE COMBINED WITH OTHER PASSING SERIES AS A SECONDARY CALL
THAT WOULD ALERT EVERYONE TO USE QUICK TECHNIQUES WITHIN THE FRAME-
WORK OF THE PRIMARY SERIES CALLED., EXAMPLE: WEST-QUICK 414 CLOSE/¥
IT AMOUNTS TO A WEAK FLOOD QUICK PASS!




A ¥}

QUICK PROTECTION i

clc
40 |40
30 | 50°
' \\tD 77170 .
; %
(L S .
?iécf%o*‘
| O
' 42 | 90

"~ BLOCKING RULES

TIGKT END: fun Pattern Called Unless Covered by DE - Then Basel 12 = Botl

ONSIDE TAC: Quick Bazse - 2 Man. ' .

ONSIDE GRD: Quick Base — 1 HMan Offensive line - Big men and Middle LB'er -
. zone 211 stunts vs. all defenses.

CENTER: . Quick Base - 0 Mgn :

OFFSIDE GRD:  Quick Base -1 Man

OFFSIDE TAC:  Quick Base - 2 Man | S | .

QUARTERBACK: 3 or3 &‘2 Step Drop!? Read B.L.S. ‘

VAKX BACK: Aggreesive S.P.U. on Buck; No Dog, Run Flare CgJ:ledl

.. DONG EAQK: . Aggressive S.P.U. on Buck; No Dog, Bum Flsre Czlledl

. Paptern Called. ) -.

- R



CUALLLNG ZULNLD G b SR LELA Lvuy

FORMATIONS: | ALL SPLITS: SRt
T : , | DEPTH:  ON - ..
' 1. Bun Pattern called. S.A. Blitzes. - :
TIGHT 3. Alert - DE over you — aggressive, pass block. =90 = 77.
END 3. Bot on 12 telesse vs. Stub dog or DE over youl
4.  If weaksids of 1 back formation-essume HB's §.P.U. on Buck! Slow {f "OH"
‘ o yaecd
1. Quick Base 2 Mea-on or off. | R =
2. Flash and cut. ’
OF"SI’DE 3., Zone all stunts ve. &ll defenses.
TACKLE o :
(TE SIDE) P ,
} 1. Quick Base 1 man - on or off.
ONSIDE 2.. Flash and Gut.
GUARD 3.  Zome 2ll stunts vs. a2ll defenses. = |
4. Uncovered - check backer - drive Kose.
. 1. Quick Base 0 man——-on.or off.— -~ — o — _
i 2. Aggressive pass protecticam. B I
CENTER 3. Zome all stuncs vs. 21l defenses. )
1. Quick Basé ! man - on or off.
. 23 Flash and cut,
OFFSIDE 3. Zoune 21l stunts vs. 2ll defenses.
GUARD 4, Uncovered = chéeck backer - cut nose.
, 1. “Quick Base Z man.
OFFSIDE 3. TFlash and cut. ‘
TACKLE 4. Zone all ..ats vs, a1l defenses.
{OPEN SIDE) .
- ——=— "= | [7=vse either A3 Step or & 3 & 2 ‘etep drops —S.A;Blitzésl — =
. QUARTER 2. Don't falsa step leaving the center. Timing is criticall
- | | 3. oDon't flag the ball. Initial vision downiield.
BACK 4. Plant & throw, Throw with your eyes firstl- .
) 5. 12 combination strong - Y's hot vs. a Stub dog or 90/77 DE!
i 1. v.ugreaﬁ.ve sving pick up on Buck. ” |
WEAK 2. No Dog; tut complimentary flare called!
BACK 3. Can cut Butk if he dogs! .
i. A.ggressifé.,iwfing pick up on Stub. v . ‘
gz NG 2. Alert = 99 = 77 = DE over TE - Run {lare called. No &£.P.U. (12 called=H
(o} 3. No dog, run complimentary flare called.
4. Can cut Stub if he degsl - : .
SPLIT - X l. Run pattern c.a_lled.‘ SJL.; Blitzes. -
N - 2. Quick series invclvgd‘Q\;ic& out and ;lant.
FLANKER-Z| 1. Rua pattern called. S.A. Blitzes. :
2. Quick series involves Quick out and Slant.
OFESIDE | 1. Run route calledl

HT END



Series & Protection:  QUICK - ' patrern: 181 .(MELE 91) Flare: BACKS / DRIFT

p| A
/o (4

Cov. 6 |Cov. 6
Quarterback
P.S.L.:__SECONDARY Read: B.L.S. TO CORNER_TO BUZZ SYS, Drop:__3 STEPS

_':“‘?"aftté;ﬁ‘?rm ogression WkiX to HEto ¥~ — Progression-Stg:ZteFETe Y

Blitz/Dog Fri~~iple: RECs - S.A. VS. BLITZ -~ Y POSSIBLE HOT VS. MAC DOG
Rec. Adjs. Vs. Cleo = X/Q: FADE Y/Slot: NONE Z: FADE __ HB: NONE

FB: NONE ' Adj. Vs. Cov, 2 & 8 = Y/Slot: R & B

Rec. Adjs. Vs, Coverage: B & R = FADE! LB'er NOSE = FADE!

Formation Variations: 1. BROWR 2., 1 -

3. SLOT/TWIN 4. SLOT/TWIN SPLIT (X) T 5, ACE SLOT (HOW)

6. "D" FORMATIONS 7. . 8.

Series Variarioms: 1. WEST O 2. EAST OK 3. NORTH GK

Rec Variations: X/Q: HITCH / GO [/ ¥/S: 21 /7 91/ Z: BITCR / GO /

_____RB Flare Variations: HB will _turn Drift_into & Seam when buck_noses up on X!
== T - West QK call ~ EB Tuns close with FB DriftWRI ==

Use of Movement: zOOM/20T/ZIN/EIP/BIRY/TONM/TDY/FRI . .
OB Coaching Points '

Don't false step leaving the center! Confirm B.L.S. on lst step!
Plantand throw on 3rd step! .

Don't change sides!

Focal point downfield unti} 2nd step. 1

Cleo - add 2 steps to drop.

B & R coverage on WR - add 2 steps unless inside the +10 yd. line!

Buck nose, alert for HB hitting the seanm! :

1B'er buzzes under Qk 1, look for drifter! .

Cover 2 or 8 and going to Y or Slot, add 2 steps to drop!

Pattern not there after progression, run a QB draw or throw it sway!

Ve. a 90 defense, alert for FB drifter - TE will block DE!

Be aware of the Cluer! ‘ ‘

Be aslert for multiple LB'er defenses end multiple DB .coverages!

then oning to WEST OK - the call is 101 Close/Drift!. Still read B.L.S.!

kS 3

.

el S =
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fLCOV. 26 8

&g swnann Y

Add 2 steps and look for 1!
Don't float the ball to Y!

1.
2.
3. Not there - look for the drifter!
4,

PULN -

o
ALERTS |
f2 - BUCK NOSE: HB ON SEAM

‘OOB0.00

Buck FKose - go to HB.
Alert for LB'er inside.
Pedal quick and throw.

.

-

.

T .—— —#3: 1B'ER.BUZZING UNMDER X QK. 1o ' -

J

Strongside-Sanm buzzing Qk l-lock fgr

-

Y RYN YN

c : : c
. : 3“& .
1\ e
. - 8[ |

Buck or LB'er under Qk l-look for DRIFTER

#4: “CORNER CLUEING QB's DROP! ———_
Fy .

-~

| 5&8@66
0 O

1. If Corner clueing - use GO meve!
2, Very important to get to 2nd read ~ Corne
3, "Pump” possibility ve. cluer! .

4, e . e o

DEEP -COXTER PLAY

- - (Rarked in Order)

Pattern Best Vs. Cover:
General Comrents:

Be alert to vary formsatioas.

The quick 1l passing game is called

and used 2s a run! -West Quieck should be read the same way but the emphasis is

strongside!

A

QB&KS:




RUNNINGRACK/RECEIVER CDAGHING POINTS
181 - Flares: BACKS DRIFT

Series & Protectiom: QUICK - Pattern:

- Halfback (Weakside) . . :
—otection:_§ p 1 muck _ Route: nryeT Adj. Vs, Cov: BUCK NOSE = SEAM
Variation Routes: CLOSE/OUT Dog Printiple: BOT IF CALLED -

Movement: HIP - EUM

Buck dogs, take up the slack (2/3 the distance) and block him!
Don't drift into the throwing lane. Hold position 3 yds. outside brezk.
If Buck nose's up on X, turm drift into’a Seam. Look quick over inside shoul

When in How position, use WR split rule. Ace, still S.P.U. Buck!

C.P.s: 1.
2.
3.
4.

5. Ace Slot - your flare becomes sn Out.

Fullback (Strongside) ' L ‘
Protection: S.P.U, STUB Foute: DRIFT A43. Vs, Cov.___NONE
Variation Routes:_ WEST QXK - DRIFT WK Dog Principle: HOT IF CALLED
Release: OUTSIDE Movement: __ FUM :

_LC.P.s: Ll. TE covered by down lineman = No S.P.U. {50 & 77 def.)

1
2. Stub dogs = take up the slack (2/3 the distance) and block him!

3. Don't drift into the throwing lane. Hold -position 3 yds. outside break!
lsl West QR call - S.P.U. Buck thea Drift weak! _

X or Q (Weakside Receiver) .- )
Iocation:  BASIC - Route: #1 Release: STRAIGET _ Adj. Vs. Cleo:_[EADE
Change Up Routes: GO - HITCH Blitz Principle: S.A. Movement: NONE
Slot Route:_81 Twin Route:_ 81 Adj. Vs, Cov:_FADE B & R COV.

alert - the coverage will dictate throw!

C.P.s: 1. There is no primary receiver - be
2. Be sure to slow down coming out of the break - leaving turm up room!
2. Never go ocut - bounds unless knocked out.
5. ' X
6. : -
Y or Slot Qfiddle Receiver) . . ,
=~ Llocation: _POC Route:  #8] Relezse: INSIDE _ Adj. Vs. Cleo: _KONE
_=T=Z-Change Tp Routes CRA Ty 3 Wi — :Dog Principle: G,P,.—-Blitz Principle: S.A.
) — T Movement : _TOM/TIH e

C.P.s: 1. G.P. may dictate a Hot feceiver principle on a Mac dog!

2. Slot man, hit the seem in your 81 patterm.
3. Release insidé eny form of nose coverazge if peossible.
L. R & B cover 2 by hitting the seam. :
5. 1If forced to relezse outside, don't get wider than 1 yd.!
6. Csvered by dovn linemsn, block the DE! |
Z (Strongside Outside) :
. loecation:_ BASIC $oute: #81 Release: STRAIGET  Adj, Vs. Cleo: FADE
Change Up Routes: GO = HITCH Blitz Principle: S.A. lMoverent: ZOOM/ZIN/Z0T
Slot Route: _ #81 Toin Poute: 81 Adj. Vs. Cov: FADE B & R COV.

C.P.s: 1. There is mo primary receiver - be alert. The coverage will dictate the thr
Be sure to slow down coming out of the break, leaving turm up Toom.
Never go out of bounds unless ¥mocked out!

oWnpPrwnN



FORMATION VARIATIONS T-UR PATTERN: QUICK BACK

Ry

Lu/ Li’ '

ACE SLOT ’\ .-
bODOdm }—é oo

WEST QUICK IOICLSE

£§08006




\
Se-ies & Protection: QUICK - Pabtern: 222 _ (ABLE 92) Flare: BACKS /_ SHOOT
- n ]

»’J > \
’ ) e
s iy . y

Cov. 6 [Cov. 6
Quarterback .
P.S.L.:__SAFETIES Read. é.L.S. TO BUZZ SYSTEM - Drop: 3 STEPS
Pattern Progression i % o B - “Prbéfés'simetg“:”i«t_o—?B_ e ———

Rlirz/Dog Principle: RECs - S.A. VS. BLITZ: XBs HOT: POSSIBLE Y HOT VS. MAC DOG!

Rec. Adjs. Vs. Cleo = X/Qi BURST __ Y/Slot: KONE __ Z: BURST. _ HB:__NONE

FB: __ NONE Adj. Vs. Cov. 2 & 8 = Y/Slot: _ NONE

Rec. Adjs. Vs, Coverage: B & R = BURST PICK. LB'er NOSE = BURST PICK!
Formaticn Variations: 1. SLOT = SLOT SPLIT | 2. TWIN/TWIN SPLIT

3. ACE STRONG 4. "D" FORMATIONS - %5, ’

6. 7. - 8.

Series Variations: 1. _WEST OK 2. WEST OK 212 3.

Rec Variacions: X/Q:__G0 /[ [/ w8 12/ ./ 2. 12 / 60 /

RB Flare Variations:- WEST QK= -SHOOT/CHECK: - 212 = SHOOT/UNDER: _ FLATS __. ___ ..

Uee of Movement:  ZOCH/ZIN/TDY/TCH/HI?

QB Coaching Points
Don't false step leaving the center! Confirm B.L.S. on lst step!
Be zlert for the 2nd LB'er to the insidel

G.P. will dictate use of Shoot or Flat - Shoot backs sre hot!
Keep the ball in front of .the recelver, pulling hin 4nto the throwing lane.

i

Don't force the throw - take the positive gain!
1f going strong, be more alert for Sem's reaction to 1!
“Dump" the ball to the FB 4f the LB'er dogs!
¥ can be G.P, "hot" vs. & Mac dog!

West Qk call, Y would be "hot! unless "OH" call is made. (B.L.S. Read). ~
vs. a DE on ¥ - the TE will block and not be in the patterd.

Throw behind rotation until you get double rotations, then think strong!

& flat is the same route 25 2 shoot for the RBs except t@ey now have S5.P.U.

Be zlert for a “cluer".
¥ and Z on a 12 combination resd the same but Y is running FBs course!

1f going strong toward a 12 combo, think Y to 21 DE on Y - he will block!

1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12,
13.
14.
15.

PP Cry, o
e ‘;':'m&h&s '



Series & Protvectionm: OUICK Pattern: 222 - ! Flares: BACKS SHOOT
Halfbak (Weakside) o S
Prozeccion:__HOT Rouite: __SHOOT Adj. Vs, Cov: NONE

Variation Routes: FLAT/FLY Dog Principle: HOT VS. BUCK DOG

Movement:__ HIP
Buck dogs, flatten out and look for the ball!

C.P.s: 1.
. Buck drops, run flat route.
3. Llook over ocutside ghoulder for the ball as you stretch the gone!
4. Flat call - S.P.U. Buck! :
5. .
Fullback (Strongside) - _ .
Protection: HOT ___Route;_ SHOOT Adj. Vs. Cov, _NOKE
Variation Routes: _ INDER/FIAT/FLY Dog Principle: HOT VS, STUB DOG
Release: OrTSINE Movement: NONE :

C.P.s: 1. TE covered by down lineman = No S.P.U. (90 & 77 def.)
; 92 —Stub dogs,—fla tten—out—and Jook-for—the w21l —— o e
3. Stub drops, run flat route and stretch the zone. .
L. West QK call - $.P.U. Buck and Checkdown !
5. Flat call - S.P.U. Buck! Under call - S.P.U. Stub.
6. Under call vs. DE on TE, run a shoot!

X or Q (Weakside Receiver)

1ocation: BASIC Route:_ #2 Release: STRAIGHT Adj. Vs. Cleo: BURST
Change Up Routes: GO Blitz Principle: S.A. Movement: NONE
Slot Route: 22 Twin Route: 22 Adj. Vs. Cov:_BURST PICK B & R!

C.P.s: 1. Come inside looking for the throwing lane.
: Flatten course &s you bresk imside.

3. If anything, rua route shortl 4
. 4. Vhen coming inside vs. B & R - think pick with EB on Shoot!

5. RBs on Flat call, think pass receiver fifst.
6. Q positiom, run & lookiel :

Y or Slot Qfddle Receiver) . o v

__leecation: __POC Route:_* 22 Release: INSIDE Adj. Vs. Cleo: YROKE

“=Change Up-Routes: - 12 —— =~ —Dog Principle;_G.p.——Blitz Frineiple: S.A.——
TE at Q Route:_2 Adjs. Vs, Cov:__ NONE — Movemert: TDM/TOM

C.P.s: 1. As you release inside, check for the Lookiel Possible Hot vs. Mac dog!

. Covered by a DE, block him (70 & 90 Def.)
3. 1If Slot - relezse inside any form of nose cover&age.
4. 12 Combo, look gquick for the ball. Stretch zone if not receiver!
5. QB progression Strong on 12 Combo is Y to Z!
6. 12 Combo & covered by DE, block him! ~

-

-

Z (Stromgside Outside) :
Location: _RASIC Route: 22  Release: STRAIGHT A4dj. Vs. Cleo: _BURST

Change Up Routes: 12 / GO Blitz Principle: §.A, Movement: ZOOM/ZIN
Slot Route: 22 or 12 Twin Route: 22 Adj. Vs. Cov: BURSTPICKB &R .

Comé inside looking for throwing lane,
Be aware of Sam! Go behind him! May have to sdiust depthl

When coming inside vs. B & R, think pick with FB on Shoot.
1f 12 Combo, really read Sam's coverage on Y.
Progression Strong on 12 Combo is Y to Z! *

C.P.s:

R
.



QUARTERBACK ALEXTS _ |
#1 JALERT: MULTIFLE Ll'ar DEFENSES #2 ALERT -~ MAC MOVED WEAK
! BUSTER COVERAGES
2 s . Fuom !
i, i‘\\‘ S A N -%a:i\\\ tesige\ S
D\ [N ’v
™~ R A ’,’}* *S N "M yd
8 O S ‘B E T T E]s’

1. Can end up with 5 underneath 1. 70 defense, Mac veak - alert goirg to X
2. Beat the 2nd man underneath inside WR. 2. Beat 2nd undermeath coverage man.
3. : Co 3. Alert for BUSTER safety play!
4, 4. 70 front - check Y on lookie!

e _ . ) . .
\\\:\ﬂ'x .
c / . c
2 R ' {
L M* \
1. 12 Combo - Read ssme as 222 - B.L.S. 1. Cov. 2 0or 8 -~ X & Z will Burst!
2. Going strong - Y to Z! 2. Think RB lay off right away!
3. FB now on Under route. ‘ 3. Strongside first!
4.3 .v%llj.P.U.Jtubl:ﬂs.jﬂ_—-_-ﬂ~jill~—~ e B
cot. T - -
Pattern Best Vs. Cover: 40 or 50 Fregt - Cov, 6=1=3=5-7<9-2-8 (Rarnked in Order)

General Comrents: This is a difficult pattern to throw.
It has to be thrgwn with great anticipation!

on target!

receiver to come into the throwing lane, then throw!
Concentrate on the 2nd man ugderneath to the inaside ¢of the wide T

It must be on time and right
You cannot wait for the

Pull him into the lane!
gceiver! You are

basically throwing behind rotation until ettacking Cév. 2 or 8! Change up route is a

212 combination.
QB Notes:

TE is now replacing the FB!




1.
FORMATION VARTATIONS FOR PATTF~I: _ QUICK 222 BACKS/SEOOT - 212 SHOOT/UNDER
ACE STRONG - 222 BACES SHOOT
i »

SLOT OR TWIN SPLIT - ‘222

é\\\gogoo

N: BOTH Y & Z PICK! SLOT: 212 SHOOT/UNDER

S
Y

= TOM - 212 SHOOT/UNDER : EIP: 222 BACKS SEOOT
) »




Series & Protection: WEST QK Pattern:
)s\' ‘\-' | - J"
) -
L8 “*\\
T Nk
’\ )

cov. 6 |Cov. 6
Quarterback

P.S.L.: STUB & SaM Read: B.L.S STIR & q@y ‘. - Drop: »3 &2

" - progressionStg:=Y ta7.

= patterm Progression WX te¥B —

Blitz/Dog Prin~*nle: RECEIVERS S.A. BLITZES: STUB DOG - Y's BOT

Rec. Adjs. Vs. Cleo = X/Q:__rFanE Y/Slot: _wowe _Z:_FADE HB:__wowr
FB: KONE Adj. Vs. Cov. 2 & 8 = Y/Slot: _NONE

Rec. Adjs. Vs. Coverage: FADE B & R COVERAGE: _

Formation Variations: 1.1 2.sw07r

3. RED 4, ACE 5. "Dp" FORMATIONS

6. ' ' 7. 8.

Series Variations: 1._QUICK __ 2. NORTH OQUICK 3.

Rec Variations: X/Q:_9 [/ g/ Y/S: g0 / _~/ Z:9 / /

_ R.B Flafe VariatiDnS:__. FLAT/HAS;H - FI.ASKLEASE___#_-__;_ = = '» — - ____.'__;_____v_ . e

 Use of Movement: HIP/ZIN (HIDE) . ' .

QB Coaching Points

Concentrate on Stub and Sam's locatien and reaction! :

. Stub head up, Ssm outside, read Sam's reaction to Y - get Y the ball! (3 steps).
Stub outside - Sam inside, read Sam and get the ball to Z! (3 & 2 stepe)

Sam yp - think Z right now! s

. Stub dogs - get the ball to '}. Treat 90 DE as Stub dog!

_P.5.L. defines Cov. 3 or 5, think X to FB!

. Cover 2 or 8, think Z fade! o :
_WR's breaking points are 12 yds.! Off Set throwing concept applies!

9. If you get a basic Cov. 6 Cleo, stay with Y but get it to him quickly!l
10. Ace formation - Use EB as you would TE =~ Read B.L.S. .
11.Double formation - Read B.L.S. and go accordingly - Callside is
12.Hide Call -~ (Hip & Wide) Read B.L.S.! ' ‘

¥

-

OOV BN -

hot!

-
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Series & Protection: VWEST-QUICK __ Pattern: 4]& . - } _Flares: CLOSE / _wIpE

Halfba.k ~(Weakside) - - .
Protection: N.S.P.U. Route: glggg Adj. Vs. }cgv; KOXNE
Va.:.a.t:.cn Routes:_FLAT - HIDE - FLASH _Dog Prz.rmipie NONE
Movement:__ HIP/HIDE I

C.P.s: l.No S.P.U. Just release on Close flare &nd check over inside sghoulder.
2. Flat called - stretch the zonel!
3. Ace Set = alert for the ball quickly!

4. Hip call = alert for QB working wesk!
5. Hide call ~ combines Hip & Wide flare slong with FB medium!

Fullback (St:'cngside)

Protection:_§.P.U. BUCK Route: OK VIDE ' Adj. Vs. Ccv NONE
Variarion Routes: HASH =~ MEDIUM Dog Principle NONE
Release:__ OUTSIDE _ _Movemsnt:___NONE :
Gl P. § 1. 5.P.U. Buck weakside - Move quickly with Quick call! ;___ L
T~ = 2.-Buck—drops, pick—up—paceof ‘wide! — e
2 Hide called - run on autcmatic pedium weakside if buck drops' '
5. |
XorQ (Weakside Receiver) : o
cion:__BASIC Raute _OK. & Relesse:_VARY. o Adj. Vs. Cleo:_TFADE
Up Routes: “Blitz Principle: S.A. Movement: NONE

Change’
Slot RouteK 14 Mn Route:_OK 14 Adj. Vs, Cov:_FADE B & R!

C.P.s: 1. Very little time for moves. Get to B.P.__'LZ_ yds. deep & comeback!
- 2, Exception to Burst rule - Quick 4 = fade’ .

3.
4,
5.
6.
'Y or S}.ot (M:.ddle Receiver) .
Location: _eoc Route: Q. 14 Release' aorsipE - Adj. Vs, Cleo:_NONE .

- Change Up Routes: _ Nowr — Dog Principle:_ EOT Blitz Principle: S.A.
TE at QRoute QK 4 Adjs Vs. Cov: _NOKE - Movement: TOM

C.P.s: 1. Excepticu to West blocking rule. Ko S.P. ©. Hot Receiver!
2. Release cutside and quickly look for the ball over outside shoulder!
3. Sam up - cross In front of his face = Stretch the zonel
4, Cleo, look for the ball in the ctease! Kot receiver, occupy corner!
5. DE on you = Exception = télease anyway treating him as a Stub dog!

6. Stud dogs ~ look right now!” g i
Z (Strongside Outside) TR S )
Location:_ BASIC T te:QK 4 Release:_ VARY Adj Vs, Cleo: FADE
Change Up Routes: - 9 ___Blitz Principle: S.A. Movement: ZIN/Z00M
Slot Route: oK 14 = ' ’Iwm Route: Q 14 Adj Vs. Cov: g+ FADE VS. B& R~

C.P.s: 1. Very little timeé for moves: Get to B.P. 12 yds. deep and come back'
2. Excepticn to Burst rule - Quick &4 = £adel”
= 3. Cleo -~ bump cortner as you fade!
4. Sam up - be alert for quick 4 throw!
5 Always be avare of Sam vhen running the Quic‘k 4'

Al T e
ERLEY R S PG Y
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§1 ALERT: COV. 8 & 2 .
o N J I'sn"/

/

| A
“a A . -
oogooc;/

1. Get the ball to Z on Fade!
2 Use a 3 & 2 drop!

0
»
S

e

[\12 ALERT: COV. 3 & §
* Jb——-u-—- v .

Obvious Cov. 3 or 5, think X to FB.

1.

2.

3. <
4 :

# R ST 56/ oF

Think Z Quick 4! _
¥ will scrape across Sam's facel

T's Hot vs. Stub Dog!
77/90 def. DE on ¥ - Y's hot!

l.
2.
- 3. .

&, B h LT I T = =

1.
2.

3. .

4. e

] - 8-4-9=2=3-5=-7-38

(Ranked in Order)

Pacterfi Bast Vs. Cover:

General Comrents:
Only ag obvious slert would bring ¥y
A

Stub runs with hid, or Sam's up!

thoughts, only substituting the HB § X for Y & Z!

QB Notes:

strongside Y to Z!

You are re#lly thinking sbout sttacking
{s "I'm going to Y" unless

Your thought

ou weak!
ce formation czn be used end read weak with the same




FW Vma‘s R PATTERN: WEST OUICE = 414 mgsg/mg
BROWN SLOT 414 FLAT/BASHE

, -1 TORHATIGN 414 CLOSE/WIDF . -

LN

L Liogooo
\___ 5

ACE - 414 FLAT/HASH -

| é\\go 8oocfk/g

. i .
WEST QK -~ DBLE 14 HASH ZIN - 414 -FLAT/HASH

RED - 414 FLAT/HASH

DOUBLE -

-

>\pgood/co

WEST = FIRM 414 EIDE

oogoo O , 00goo
| o




FIRM SERIES .

C e e el LR e T . e

THE FIRM SERIES IS OUR MEDIUM RANGE TIMED PASSING GAME WITH
|ALL 5 RECEIVERS OUT. THE FIRM CALL TELLS THE LINE TO BLOCK
BASE AND SET FIRM FOR A QB TAKING A.5 STEP OR A 5 & 2 STEP.
ALL QB READS ARE INITIALLY BEST LOCATED SAFETY READS, THEN

MOVE TO THE SPECIFIC PATTERN BEING RUNI

THE HB HAS S.P.V. ON BUCK WHILE THE-FB HAS S.P.U. ON STUB.
IF—PRQIECTING-A.JG-OR~5OeDEFEHSE “THE FB -WILL-D.P.U.—MAC/STUB,

ALLOWING HIM TO RELEASE U’N’LESS BOTH MAC & STUB DOG! THE STRONG
GUARD IS ALSO IN D.P.U. ON MAC/STUB. WIDE RECEIVER BREAKING
POINTS ARE 15 YARDS DEEP WITH AN EMPHASIS UPON VERTICAL PUSH

AND COMING BACK TO THE QB! THEY SIGHT ADJUST SAFEITY BLITZES!

FIRM TECHNIQUES CAN BE COMBINED WITR OTHER PASS SERIES.
:.XAMZPLE WEST - FIRM - 414 FAN/CHECK! - WEAK FLOOD WITH FIRM
PASS SETS - DROP & ROUTES! EAST & NORTH CA.N ALSO BE USED TO
KEE? THE HB OR FB 1IN, (EA.ST FIRM - NORTH FIRM), OR A SOLID

“CALL CAN BE METN__PLACE—O?_OKE _OR “BOTH RB FLARE -CALLST == -

—(FIRM - 414 FAN/SOLIDI)

FIRM ABLES ARE:
ABLE 93 = FIRM - 343 BACKS HOOK
'A.BLE?A-?IRM Y 444 BACKS FAN (CAN ALSO BE FLARE - GP)

ABLE 99 = FIRM - 999 BACKS FAN
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. COACHING POLNTS  FIRM PROTECTION

SPLITS: SMART
DEPTH: ON

FORMATIONS : ALL

1. Run patter:. called.
1f veskside in a 1 back formstion = #ssume EB S.P.U. om Buck thes reless

T 2.

égg'r and run route called if Buck drops. (Ace Slot & "D" formations),
=R 3. S.A. Blitzes!

l. Base 2 man -~ Firm set.

2. Alert - 77 -~ 3 msn ~ 90 - slide call - 3 man.
Alert - v8e = 30 - 50 - Man on Man vs. DE- unless Mac Tough - "ZORO"

ONSIDE 3.
TACKLE 4. Zone all st:u.ncs unless bubble sraurside..
(TE SIDE) e
l. Base 1l man - Firm set.
ONSIDE 2. Alert - 30 - 50 - Dual pick up - Mac to Stub - unless Msc Tough - "ZORO"
3. Alert - %0 = slide ca2ll = 2 msan,
GUARD 4. Zone a2ll stunts unless bubble yourside.
5. Solid flare called for FB. No D.P.U. mecessaryl
- 1. Base O man - Firm set. - o - - -
2. Uncovered = check your backer - hglp.
- "1 3. Alert - vs. 30 - 50 - No help strcm.gside.
CENTER 4. Zone all stunts.

1. Base ]l man - Firm set.
2. Uncovered =« check your backer - cut pnose. .

OFFSIDE 3. Zone all stunts.
GUARD

1. Base l man - Firm set.
OFFSIDE 2. Alert - 50 - 42 - Base DE - 3 man.
TACKLE 3. Zoze a2ll sc:.mtjs.

(OPEN STIDE)

___.___._v\...- A.-.___..__. -4 1 —Ta.ke a 5 :—1:—5 &—2-—step ircp. — .‘ —— S
. 2. Read B.L.S. or as pattern dictates! ~ ‘
QUARTER 3. Breaking peints for WRs are 15 yardsi

BACK 4. Firmroutes sve J =4 = § -7 =9 .
5. S.A. Safety Blitzes 6. Alert for RiB assigmments by T!

. Swing pick up on Buck oa the move.
WEAK Z.n ‘Mo dog - run flare control called.
‘13@,5&11& call -gP.U. .Buck then help uaé.gned sreal

BACK "
s 1. Swing pick up - Mac to Stub - Mac dogs - guard will pick up - Check Stud
TRONG | 7. §o Dog - rum flare control called. Solid call - P.U. & Stay!
BACK 3. Dual pick up - omly applies to the 30 and 50 defagses. ~
SPLIT- X | 1. Run pattern called. 3. Bresking points are 15 yds.!
2. S.A. Safety Blitzes : o ‘ .
F-L.ANHR'Z 1. Run P&tt&m called, 3.31‘&&&128 Poiﬂts are 15 yds.!

2. S.A. Safety Blitzes

OFFSIDE 1. Run Pactern called.

P LY
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: . FIRM PROTECTION

c|cC

40 | 40

30 | 50

77470

42 | 90

s T —==BLOCKING RULES ™ TS
TIGHT END: Run Pactern Cellédl e

ONSIDE TAC:ix; Base 2 MR W GE LR P e B .
_30 or 50 defense - D.P.U. - Mac to $tub.
Offensive line - Big men and Middle LB'er.

Zone all stunts vs. all defensges.

ONSIDE GRD: Zage ] Mao

CENTER: _ Base 0 Men. . i :
OFFSIDE GRD: Base 1 Hen
OFFSIDE TAC: Base 2 Man

QUARTERBACK: S or 5 & 2 STEP DROP ~ Read B.L.S.!

#""AK BACK: S.P.U. on Buck on the move = Ko Dog - Ram fisre control called.

: STRONG BACK: “p.P.U. - Mac to Stub - Ko Dc;g -~ Run flare cgnt.rol called.

\ Yattern called

- Poconcn ~alled



Series & Protection: EIRM Pattern: 343 (ABIE Q) Flare: packs /. ROOK.

N| 4

>

b
o

Cov. 6 Cov._G

Quarterpack
P.S.L.:_SAFETIES Read:_ ,L.S. TO BUZZ SYSTPM " Drop:__ 5452
Patteﬁ:z_ E’rog{*;sﬂéion We:_ X ro HB to Y" — 'Pré?%’SEGn‘Stgi;zf:‘t‘m oY T

Blitz/Dog Principle: RECs = §.A. SAFETY BLITZ!

Rec. Adjs. Vs. Cleo = X/Q:__FADE Y/Slot: wowe  Z:_zapr  HB: NoNE
FB: _ HOKE Adj. Vs, Cov. 2& 8 = Y/Slot: _® & B!

Rec. Adjs. Vs. Coverage: WRs FADE B & R! YR & B COV. 3 & 5!

Formation Variations: 1. BROWN 2. SLOT/TVIN

3. SLOT/TWIN - SPLIT L. ACE SLOT (HOW & EIP) 3+ BLUE

6. "D" FORMATIONS 7. ' 8.

Series Variations: 1. EAST 2.__NORTH ‘3. ____WEST

Rec Variations: X/Q:_ 9 / 8/ Y/Si_9 ) [ Z:_9 /8 /

“=RB Flare Variations:—HOOK/EASE: —FLASH/HOOK:-—FLASH/HASH: —FLY/BASE —— = .= —

WEST = HQOK/CHECK - HOOK/EASH —~HOOK/WIDE = -
Use of Movement: zoOM/HIP/TDM/TOM

QB Coaching Points

1. Stride for 5 steps &nd settle in 2 steps! ~Receivers B.P.s &re 15 yda!

2. Confirm B.L.S..om lst step.

3. If B.L.S. remains as such, zero in on Buzz system!

L. Once direction is determined, stick with pattern progression! .

S. 1f Cov. 2 or 8 shows, check T on R & B! - )

6. 1f Cov. 3 or 5 shows, ¥ will B & G on Jack! G.P. will dictate intentions!

7. Direction determined, really be alert for the buzz of the outside 1B'er or Sam!

8. A specific P.S.L. can move Y or Slot to #1 in progressicn determined by G.P.

9. Take a little off the ball when OFF SET throwing! *

10. Thi: pattern utilizes the field distribution balance concept!

11. To change Y and the FB number and hash areas, call the TB on a Bash - Y will adjust!
12. To change Q and the HB wide and pumber zreas, call the HB on a Flash - Q will adjust!
13. Read West weakside and progress accordingly!

17 wA R1.S. G.P. will dictate direction! 1



sxies & Protection: FIRM - Pattern: 343 - Flares:_ BACKS / HOOK
11fback (Weakside) 2 - -

Protection: §.P.I'. BUCK Route:  #HOOK Adj. Vs. Cov:_NONE

Variation Routes: FLASH = FLX Dog Pri.n‘_ciple: NONE

Movement:__HIP v :

C.P.s: 1. Buck dogs, take up the slack! :
2. Buck drops, get to the number &area 8 yds. deep &nd hook up!
3. OK to stop cppesite LB'er - just don't drift! Stay in your area!l
4. Flash called, stretch number area as fast =s you can and stop up wide!
5. You are involved in a balance diseribution patterm.

111back (Strongside) ) _ , _

Protection: D.P.U. STUB Foute: # HOOK Adj. Vs. Cov. NONE

Variation Routes:__HASH Dog Principle:_ NONE

Release: OUTSIDE Yovement: _NONE

C.P.s: 1. D.P.U. Stub - Mac & Stub dog - Take up the slack on stub!l
—-==. =9 " -1f no S7P.U., Eet to the number zrea 8 yds.—deep -and -hook -up!
3. Your course to hook area may Vvary - just get there in 2 hurry. .
L. Uk to stop oppesite coverage, just don't drift - Stay in your sareal

5. Hash called, release inside and get intc hash area 8 yds. deep. .
6. When switching areas with ¥ or slot, get to area any way possible.

or Q (Weakside Receiver)

location: Rasic  Route:  FImw #3 Release: VARY Adj. Vs. Cleo: Eanr®
Change Up Routes: #9 or 8 Blitz Principle:_s.a. Movement: NONF :

Slot Route:__ 43 Twin Route:__43 Adj. Vs, Cov: FADE VS. B & R

C.P.s: 1. This is a balamced distribution receiver pattern - X attacks the wide areal
Push to 15 yds. deep and bring it back to &t least 12 yds.!
Q position opposite slot, listen for HBs flare calll
. Book call - run 3 route in wide erea!
5. Flash call - run 3 route in the number area!
6. Fly call - run tight number area 3 route!
- 7. Door shut outside, came back inside!
or Slot (Middle Receiver) '

.

SN

Location: POC Route: Release:1ncATION Adj. ¥s. Cleo: NONE )
~Change Up Routes:— ——#9 .- Dog Principle: NONE  Blitz Principle: S.A., =
TE at Q Route: 3 _Adjs. Vs, Cov: R & B 2-8 & 3! : Movement: __TOM/TDY

C.P.g: 1. Set wide field, release outside! Set short field, release insidel
2. Approach the hash area from outside in!
3. Change area to run 43 combo ., in relation to the FBs flare!
4. Hook call = Hash area 43! Hash call =~ Number area 43!
5. Slétted, all principles apply - not & disciplined &4 route!
6. If Cov. 3 or 5 bend in at Jack then go! Freeze him first!

(Strongside Outside)

Location:_ BASIC Route:FIRM &3Release: VARY Adj. Vs. Cleo: FADE
Change Up Routes; #9 or 8 ‘ Blitz Principle: S.A. YMovement: ZOOM/ZIN
Slot Route:  #43 Twin Route: 43 Adj. Vs. Cov: _FADE vS. B & R R

. This is a balanced distribution receiver pattern - Z attacks the wide areal
. Push to 15 yds. deep and bring 4t back to at least 12 yds.!

. Z does not have any variables except a fade principle! Cleo or B & R!

. Door shut outside by the corner, come back inside. Don't drift!

C.P.s:

nuPpwWwNh



#1 ALERT: COVER 2 & 8!

'. N

1. WRs will fade.

2. Y will R & B.

3, Going to Yon R& B -1 - go in 5 steps.
L. Goilng to fade - let go in 5 steps. ’

1. weak:rexd - Jack flat strong! Y R & B!
2. Alert for Buck's buzz when going to X!
3. :

- 4. .

A \

HASH CALL STRONGSIDE __.

#3 ALERT:

1. Brown Hook/Hash Call. Y & FB switch!
2. Read the same - different rec's in areas!

f4 ALERT: . SLOT WITH FLASE/EASE - -—

()

1. Slot W/Flash/Hash - Switches Q & HB.
2. Slot W/Flash/Hash -~ Switches FB & Slot!

Y- . S e S

Pattern Best Vs. Cover:

. Zones Cov. 6 or 4 =1 =9 =357 =2 & 8! (Ranked in Order)

General Cooments: The key is the fact that the patte;:n has 5 receivers distributed
. ——across the field completely stretching the defense horizontally!
{s determined, now work from the outside in attacking the defense.

Otnce the directicon
Receivers in the

hash to number areas are easily changed up by utilizing 2 different flare by a RB.

You are actually attacking the enderneath coverage. ,

QB Notes:

-




FORMATION VARIATIONS FOR PATIERN FIRM 343 BACKS HOOK

O—

. BEROWN FIRM = 343 HO:{j \.
<L \ g>

SLOT - FIRM - 343 FLASEH/B
. . A -

TWIN SPLIT - FIRM 343 BACKS EBOOK

ACE SLOT HOW -~ FIRM 343 FLASH/HOOK

RT.

/

[ 4

&

| DOUBLE-BUCK - DBLE 43

QO%OOJ




Pattem: Lib (AéLé 94) Flare:BACKS /_.FAR
~

" Cov. 6
Quarterback
P.S.L.:_SAFETIES Read: B.L.S. TO BUZZ SYSTEM "Drop: 582
Pattern Progressicn wk: - X to BB to Y Progression Stg;_z__;p;_rﬁ to Y .

Blitz/Dog Principle: RECETVERS = S.A. SAFETY BLITZ!

Rec. Adjs. Vs. Cleo = X/Q: BURST Y/Slot:_ KONE Z: BURST HB: RONE

FB: NOKE . Adj. Vs, Cov. 2 & 8 = Y/Slot: R & B

Ree. Adjs. Vs. Coverage: 7Y-R & B COV. 3 & 5!

E : Formation Variations: 1. BROWN . SLOT/TWIN
{_ 7 3. SLOT/TWIN SPLIT 4. ACE SLOT (HOW & EIF) . BLUE
&. "D" FORMATIONS 7. 8.
. L. £
Series Varizations: 1. WEST. 2. EAST 3 NORTH
Rec Variations: X/Q:__ 9 /87 v/s::9 /1 / zZ: 9/81/

RB Flare Variations: FLASH/FAN = FLASH/HASH - FLY/EASE or FAN - HOOR/FAN or EASH

————FAN/DRAW -=—DRAW/FAN —-FAN/HASH < ST = FAN/STOP_or STOP/WIDE - ——x= = —

Use of Movemsnt: ZOOM/EIP/TIM

QB Coaching Points

Stride for 5 steps and settle in 2 steps! Receivers B.P.s are 15 yds.!
Confirm B.L.S. on lst step! ) ) ' s s
1f B.L.S. remsins as such, 2€T0 in on Buzz system! .

Once. direction 18 determined, gtick with pattern prcgrg;sionl

. 1f Cov. 2 or 8 ghows, check Y on R & B! .
1f Cov. 3 or 5 shows,’¥ will Bend & go on Jack! G.P. will dictate intentions!

Direction determined, really be alert for the buzz of the 2nd defender inside!

. A specific P.S.L. can move Y oT Siot to #1 in progression determined by G.P.!

. Take a little off the bal. when OFF SET throwing! .

. This pattern does not utilize fis1d distribution balance to the degree 343 does!
11. To change ¥ & the FB numbeg & hash areas, call the FB on a Hash - Y will adjust!
12. To change Q & the HB wide & pumber areas, call the EB on 2 Book - Q will adjust!
13, Read West weakside and progress accordingly!

14. No best located safety, ¢c.P. will dictate direction!

| el
X L R R AR R R Ty
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RUNNINGEAZK/RECEIVER COATHING POINTS

-

Sexies & Protection: _ FIRM Pattemn: L Flares: BACKS ' FAN
' Halfback (Weakside) '
oteczion: §.F.U. BUCK _Rzm;e: FAN Adj. Vs. Cov: NONT
Variation Routes: SR/FLY/HOOK/STOP Dog Principle: NONE —

Movemens: HEIP

1. Puck dogs - take pp the slack! , :
2. Buck drops, push opfield and roll out 7 yds. deep & stretch the zone!
3. As you roll outside check for the balll '
4. Flesh called, got to wide arez and stop up B yds. deep!

5. You are in a balanced distribution patterm.-

C.P.s:

Fullback (S:rongside)

I:mtce:;ion:n.z.r. STI'B Route: FAN Adj, Vs, Cov._NOKE
Variztion Routes: EASH/STOP/WIDE __Dog Principle:  NOXNE
Relezse: or7sIns Movene=nt: _NOKE

C.P.s: 1. D.P.U. Stub - Mac & Stub dog, take up the sglack on Stub!

2. If no S.P.U., push upfield and roll out 7 yds. deep & -stretch the zonel-.
37 As you roll outside, check for the ball., 7 T 7 T 7 _
4, Hash called; relesse inside and get into hash srea 8 yds. deep.

5. Stop & wide flares sre run with West action! .

X or Q@ (Weakside Receiver) .
locartion:_ BASIC Route: FIRM #4& Relesse: VARY Adj. Vs. Cler: MIRST
Change Up Routes: 98 or 8 Blits Principle: S.A.. ‘pvemen::_ _NONE
Slot Route: 44 Twin Route:_ 44 Adj. Vs, Cov:_ HRONE

Get to your bresking point 15 yds. deep and come back to the ball!

C.P.s: 1.
2. As vou come back to the QB, slide to an open throwving "lane.
3. If the "door is shut" inside by the cormer, come back outside.
L. You are not as concerned about the field balance running a 41
5. Q position - alert for HB flare because of balance concept.
&. Tlash & Fly = pumber area 4! BHook = wide area 4! ~
' or Slot (¥iddle Receiver)
location: _ POC Route: FIRM 44 Release: LOCATIOR Adj. Vs. Cleo: _KONE
_Change Up Routes: 9 Dog Principle: NONE  Blitz Principle:S.A. -
Movement: “TOM/TDY S

TITE at Q Route:=z-—Adjs-Vs—Cov:R &B2-88& 3
Set short field.‘reléase inside!

C.P.s: 1. set wide field, release outside.
2. Approach the hash area from the outside in! Strive to get 15 yds.!
3. Change area to run 44 combo in, in relation to the FB's flare.
4. Hash Call - number srea &!
5. Slotted, all principles apply! Not a disciplined & route!
6. 1f Cov. 3 or 5, bend in at Jack, then go! Freeze him first!
(Strongside Outside) , .
Location:__ BASIC Route; 44 Relezse: _VARY 24j. Vs, Cleo: EURST
Chznge Up Routes: 9 or 8 Blitz Principle: S.A. l}ovement: 20O
Slot Roate: L Twin Route:_44. Adj. Vs. Cov: NONE

Get to your breaking point 15 y&s. deep &nd come back to the ball!

As you come back to the QB, slide to the open throwing lane. . .
If the "door is -hut" inside by the cormer come back outside! Don't drift

. Stay with the / vs. all variations of coverage!

C.P.s:

NN ESWLWN
. .



1.
2.
3.
4.

1. WRs burst! R & B area tighter!
2. Ywill R & B - Aware of safeties!
3. Going to Yon R & B - let go in 5 steps.
&. Going to WR burst 4 - drop 5 & 2.

Weak read - Jack flat strong! Y R & B
Alert for Mac or Rover buzz going to X

4

#4 ALERT - 2ND MAN TO INSIDE WR!

e

od
- O

5\

s >
o~ 3 -
M <7 /n

Be careful of 2ad underneath!

1. FAN/HASH call - Y & FB Switeh! 1.

2. . 2. WR will hsndle lst man!

3. 3.

4, &,

Pattern Best Vs. Cover: ZOKE COV. 6 orb-1-9-3=-5-1 2 & 81 (Rarked in Ordex

General Coments: This is
X & 2 are really thinking
wR's think in terms of brek
arean running fan flares but X &

breaking points #1! Y

QBVNétes:

sat a2s well defined & balance distridb

king points to throwing lanes.
Z may not end up in

ution pattern because

always thinks in terums of aress but
The RBs end up in the wide

the pumber &reas!




FORMATION VARIATIONS FOR PATTERN:_ _ FIRM 464 BACKS/FAN |
SLOT = &&4’ l,HOOK/FAN
4

' BROWN - 444 PAN/EHASH




Se~ies & Protection: FIEM Pattemn:__ 4]4 . Flare: FAN  / HASH

l\T_EWM{g f/\- . J y.

A % l & /; s
M- B' )

5 .1 obooo

Cov. 6 |Cov. 6

Quarterback
P.S.L.:'STUB & SAM Read: B,L:S, - STUR & SAM Drop:_3 & 2
~Patrern-Progres T T Tl Tl 1 B— Progression -Stgr¥—to Z to FB —

Blicz/Dbg Principle: RECEIVERS S.A. SAFETY BLITZES!
Rec. AdJS Vs. Cleo = XJQ: gmgz' Y/Slot : NOKE Z: BURST _HB: NOKE

FB: NONE Adj. Vs, Cov. 2 & 8 = Y/Slot: _NOKE

Rec. Adjs. Vs. Coverage: NONE! )

Formation Vaziatioms: 1. T 3. siotr

3. RED &4, ACE 5. ACE SLOT

§. "D" FORMATIONS 7. 8.

Series Variations: 1.NORTH _°~ 2. WEST-FIRM 3.

Rec Variations: X/Q:_9/ [ ¥/S: o/ “f  Zm9f [

- RB Flarevanatims FLASH/HASE .= _WEST .= CLOSE/WIDE - EIDE_. ACE = OUT/HASH .-

Use of Movemsnt: EDM/HIP
QB Coaching Points

1. Concentrate on Stub and Samg locatien and reaction! .

2. Stub head up, S&m outside, fead Sams reaction to Y - get Y the ball in 3 & 21
3. Stub outside, S&m inside, réad Sam and get the ball to Z! Go to 5 & 2!

L. Sam Up - think 2 right now. @o to a 5& 2 drop! Y will run Qk 14t y
§.  P.S.L. Cov. 3 of 5, think X to HB!

§. Cover 2 or 8, stay strongside!
7
8
9

-

. WRs breaking points are 15 yds. deep!

_Cleo strong, try to get the ball to ¥ in the creasel

. Ace formation - Use West action and use EB as you would TE - Read 3.L.S.! ~
10. Double formation - Read B.L.S. and go accordingly! .. .
1]1. Note: West Firm is same as West QK for Y - he's hot vs. stub dogs! (3 steps) .
17 Ahce set. HB will run Out flare!



Se—ies & Protection: EIRM Pactern:_ 414

- Helfback (Weakside) :
Protection:_ S.P.U. BUCK Foute: _ FAN Adj. Vs, Cov: NONE

Variation Routes: HIDE - CLOSE - FLASH Dog Principle:
Movement:_HIP (HIDE) ' _

- -.P.s: 1l.S5.P.U. Buck - Buck dogs, take up the glack!
7. West called - N.S.P.U. Run Close or Fan! .
3. Ace Set = alert for the ball quickly - QB reading B.L.S.!
L. Hide Call - alert for QB working wesk!
S. Slot - alert Flash calll

Fullback (Strongside) t
Protection: D.P.U. STUB Foute: EASH _Ad3. Vs, Cov. NONE

Variation Routes: WEST = WIDE OR HIDE Dog Principle:_ NONE
Release:__ INSIDE Movement: _ NONE -

C.P.s: 1.D.P.U. Stub. Take up slack if Mac & Stub deg!
: 2. West called - S.P.U. Buck. Run Wide or Hide! _ (Medium w/RHip)... .. = - -

3.
4, =
5. -
X or Q (Weakside Receiver) : .
Iocation:_ BASIC Route: FIRM &4 Release: VARY Adj. Vs. Cleo: BURST
e Up Routes:__ 9 or 8 Blitz Principle: S.A. Movement: NONE
Slot Route FIRM 14  Twin Route: FIRM 14_Adj. Vs. Cov:__ NONE
r C.P.s: 1l.Get to your B.P. 15 yds. deep and come back to the ball!
H 2. As you come back to the QB,slide to &n open throwing lane!

- 3. If the door is shut inside by the corner, come back outside!
. L. You are not as concerned about £ield balgnce when running 2 4!
- 5. Q position- alert for HB flare because of balence concept!
6. Flash, Fly & Hide = number srea 4t

Y or Slot Q#iddle Receiver) _

1ocation: PoC Routé:__ 14 Release:_ OUTSIDE Adj. Vs. Cleo: NONE

_ = Change Up Routes: .14 & GOI. . .. _Dog Principle : 5o/ — BLTZ. Principle: S-A. -
== °E at Q Route:_4 ~Adjs. Vs. Cov: NORE __~ ————— = wer! - Movemsnt: RONE — - =7 -

C.P.s: 1. Push off outside and upfield 6 yds. deep and break out!

2. Man co‘{eragg,beat Ssm. Zone, gtretch the zone bqrizon;glly!
3. Don't allow Stub to hold you up. You may have to o out then underl
4. Sem up, cross in front &nd stretch the zone.
5. Stub dogs with a West call, break off to a QK 14 znd look for ball - Hot!

§. Cleo look for ball im crease.

7. 1f slotted, line'up inside basic split! "Alert for a GO calll

'_F,
Z (Strongside Outside) v ’
location: BASIC ~__ Foute: 14 Relesse:__ VARY Adj. Vs. Cleo: _BURST

. YARY __
Change Up Routes: 9 Blitz Principle: S.A. lMovement: ZOOM/ZIN
Slot Route: FIRM 14 Twin Route: 4 Adj. Vs. Cov: NONE ‘

yds.deep and come back to the balll

eware of Y or Slot stretching the zone!
vack outside. Don't drift!

C.P.s: 1. Get to your B.P. 13
%2, As you come back to the ball, be

' 3. 1f the door is shut inside by the cormer, come
i 4. Stay with the 4 vs. 211 variations of coverage.
b 5. : . .

'S



1. Get the ball in the crease to Y!
2. Y not open - think 2!

3. Same i3 true vs. Cov. 6 Cleo!

4,

T: cov.sasrs:.-
P.S.L. Cov. 3 & 5. Read Weak!
. Alert fcr 2nd LB'er inside!

— 43 ALERT = SAM UP .

"1\. e ; =

p = ¥ will rua QR 14 Cambol
dlert Studb inside cut.

}4 m:; WEST FIRM_ _____

v »

1. West-Firm - Y's Hot!
2. Use Close wide flare!
3. FB Lay off weakside!

4-

Host prisciples
Y 15 culy bgg then Heat is called!

Bsst Ve, Cover: 6&4-9-—7—1-3-5-2-8

Geml am: This pattern ties in closely with the West QK 4l4.
epply with the exception being WRs burst:

rather than fade. Alg,o,




R,

FORMATION VARIATIONS FOR PATTERN:

FIRM - 414 FAN RASH

, I - WEST-FIRM 414 CLOSE/WIDE

- 14 FLASE/HASH

008’\0

Ik

H!’

\20%“’

ACE SLOT - BUCK 4l& FLASH

~
eamen® -
lr—-—""’—" .
] - = 4 =

g TR
e A I TR

]
WEST FIRM - 414 HIDE

- . “q- B SR
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- Cov. 6 |Cov. 6
Quarterback
P.S.L.:SATETIES Re_ad B.L.S. TO ONSIDE CORNER D‘top S STEPS

S pireern ProgressisiikiX m*q*rom“‘"———“"?mgrasicn"stg ZTOYTOFR ~

Blitz/DOg Principla: RECEIVERS S.A. SAFETY BLITZES

Rec. Adjs. Vs. Cleo = X/Q:FADE Y/Slot:NOKE  Z:FADE HB:_NONE -
FB: NONE Adj. Vs. Coy. 2 & 8 = Y/Slot: __ NONE'
Rec. Adjs. Vs. Coverage: NO ADJUSTHENTS '
) Formation Veriations: 1. BROWK 2. I
3. BLUE 4, ACE 5. ACE SLOT
6. SLOT/TIWIN SPLIT 7. - 8.
Series Variations: 1l.__ WEST L 2. SOUTH 3. -
Rec Variations: X/Q: - Y/S: - .z -

—RB Hare_]!a_‘_atmns —BACKS WIDE: —BACKS SOLID: =FAN/DRAW - DRAW/FAN ___ . __ = _
" “WEST: —FAN/CHECK ~—SOUTH: ~ FAN/CHECR - ——m

Use of Movement: gIP = FIP

QB Coaching Points

1. Take a 5 spep drop, plan: &nd get the ball in the air.

Throw sccoyding to best located safety or as G.P, dictates.

Once direcpion determined, pick up rec., in stem, then move on &head & let it gol
Drop the bgll over his outside shoulder.

Cover 2 or 8 read strong between Y & Z! Check Y first!

Corner plays way off, lay it off to EB. =

Once direcrion de:ernined resd onside corners playl

Use Hest action to counter flow and throw strong. . .
9 Use South sction to counter flcv end throw wezk. . - -
lo .

11.

12,

m\JO\U\L‘wN
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- o RUNNINGBACK/RECEIVER CDACHING POINTS

Series & Protectiom: FIRM Pattezn:_ 999 L Flares: BACKS = FAN
Halfback (Weakside) - |

Protection: S-P-Us BUCK _Route: FAN Adj. Vs. Cov: NONE

Va—iation Routes:__ WIDE "~ Dog Principle:  NONE

Movement:_ BIP

C.P.s: 1. Buck Dogs - take up the slack.
2. Buck Drops - Push upfield & roll out 7 yde,

3, As you roll cutside, check for the ball.

deep & stretch the zome.

4.
5.

Fullback (Strongside '
Protection:D.P.U. MachtyBoure: FAR ~_Adj. Vs, Cov. HNONE
Variation Routes: WIDE : Dog Principle:_  NONE
Release: OUTSIDE. Yovement:  FIP -

C.P.s: 1. D.P.U..Stub = Mac & Stub Dog, take up the glack om Stub. - _
“deep & “Btretch The zonel

- —

~ -

5"~7f £5 5.P.0. push apfield & roll out 7 yds,
2. As you roll outside check for the balll . -
5. ‘

X or Q (Weakside Receiver) , ' ;
I1ocation:__ BASIC Route: 9 Release:_VARY | Adj. Vs. Cleo: FADE
Change Up Routes: RONE Blitz Principle:S.A. Movement: NONE

Slot Route: 99  Twin Route:__ 99 Adj. Vs,

Get on top of corner as quick as pogsible.
Push inside leg of cormer and then jump outs
Don't make contadt with cormer. Avoid him,
If corner lays off outside, go inside & push

C.P.s:
' ide’ and fade.

out, thea go under him.

T

Y or Slot (Middle Receiver)

. = Loeation: FOC Rou
- Change Up Routes:_ - NONE

TE at Q Route: 9  Adjs. Vs, Cov:___ NOKE

and get upfield quickiy.

ce: 99 Release:BEST . Adj. Vs. Cleo:XONE
~ TDog Principle: NORE Blitz Principle: SA. .-
Yovenent: NONE -

C.P.s: 1. Take the best release possible

2. Keep the zones stretched., :
3, Alert if you read a Cov. 2 or 8. QB may lgy it up to you. .

&4,
5.
6. ' : . i
Z (S—ornzside Qurside) - 57
~cz—or:  BASIC Bodre: 99 Releage: VAKX 3. Vs. TL };T’_w_!'__———-
~ = = o—es: 35BS Blirz Principle: Bek-_ k. Vioseemz:_ S%T_
T = = s io—e- Y3 AL T, o ¥R .

DR P =AY N LT, cAmier e YLLLs se $5ee N LM - ) :
i’ Push inside leg of corner and then jm‘: ﬁ:side and face.
* ozt't make with the coTner. oid him. o
Tf cc o ott Co inside & push out then go under hi=.

- 4. 1f corner lays: off ocutside, .

5.
A

i

v

N



?

| f1 ALERT: COVER 2 & 8

1. Jack flat week - go stromg to Z!

_ 2.

. 3

. $ 4, -
:—_.:“;—'__; H _z__;.g;_m : —T'com_s -.._L".." i . B @ . . _
. pdmat e T — . = e e -
@ /

T kow : o | i
- .. Lear PR .. . . . .;

/.
1. Jack flat gtromg - sn'wuk'to Xt 1. !
2. ! 4 2.
3. : 3.
p— :,,4_:__4_. — pp— — - — .:é- bu—————— ot e T T
FORMS OF MAN ) . - (Ranked in Ordex

Pattern Best Vs. Cover:

Generzal Comments: When we
give part of the responsibili
cases dictate & specific persqn we are atta

call a 999, in most cases ve want to throw the ball and

¢y to the WR for catching it,The G.P.-will in most
y cking, but the coverszge must be read anyway.

QB Notes:




FIRM 999 BACKS FAN
BACES WIDE

oo§o§\/é.

WEST 999 FAN CEECK

FORMATION VARIATIONS FOR PATTERN:
I FORMATION S

|
00goo ® .oeiir
‘ olelnlele ©O0R00



"o

H.ARESERIES

THE FLARE SERIES IS OUR BASE WAY OF GETTING ALL 5 RECEIVERS INTO
A PATTERN. THE FLARE CALL TELLS m LINE TO BLOCK BASE, AND SET
UP FOR A QB TAKING A 7 STEP ORA-7 &2 'STEP DROP. ALL QB READS
START INITIALLY wrm TEE BEST LOCATED SAFETY THEN MOVE TO THE

SPECIFIC PATTERN CALLED!

-, e .

- ——THE HB ‘BAS §.P.U. oaﬁvcxwammrssa.s S.P.U.-ON STUB. IF .
PROTECTING A 30 OR 50.DEFENSE TEE FB WILL ™.P.U. MAC/STUB ALLOWINC
HIM TO RELEASE UNLESS BOTH MAC & STUB DOGI THE STRONG GUARD zs .
ALSO IN D.P.U. ON MAC/STUB. WIDE RECEIVER BREAKING POINTS ARE
20 YARDS DEEP, ALLOWING THEM TO USE LATERAL AS WELL AS VERTICAL

MOVES! ONLY THE 3'aom Bp;miu-,lsl

IF WE WANT TO KEEP ONE OR BOTH BACKS IN A WEAKSIDE READ PATTERN

IT IS HMOVED INTO AN EA.SI SERIES -CALL AIE & STRONRGSIDE PATTERN IS
E&OVED IH'EO A NORTH CALL SOLI.D IS GA.LI.ED TO KEEP IN BOTH BACKS,

>

ROUTES! EXAMPLE: FLAR.E 444 BACKES SO‘LID FLARE - 444 FAE/SOLID

OR SOLID FAN.

FLAXE SERIES ABLE ASSIGNMENTS ARE:
ABLE?&!-FLAEEMAEKS FAN (C&nA.lsoBaAFimCall-GP)
ABLE 95 = FLARE 545 BES HOOK - ~
ABLE 96 = FLARE 868 FAN UNDER
ABLE 97 = FLARE 787.BKS FAN

ABLE 98 = FLARE 853 BKS CHOICE

-

.
P

N



COACEING POINTS FLARE PROTECTION

FORMATIONS : ALL . o SPLITS: SHA-RI
hed DEPTH: ©
_— ; . %}m P‘tt::n c;.lled. S.A., Safety Blitzes. =
1T . veskside of & 1 back formation - .
EXD 3 :::Piu' Buck Ace slot and "D" formatioms. - HB's blocking asefgunear,
. Ve to rua routes a minimum of 12 and & meximm of 15 yds. deep.
;' Base 2 men, regular set, _
ONSIDE  [5- ﬁ::: ;7735 3 man - 90 - Slide call = 3 man.
; . . Ean onl man vs, DR - uml Ma - n
TACKLE 4. Zooe a2ll gtunts unless bubble your side. 628 Mac Tough - "Z0R0
: 1. Bese 1l men, reguler set.
ONSIDE 2. 4lert - 30 = 50 = Dusl Pick uw
. P — Hac t5 Stub - wml Ms -
GUARD 2. Alert - 90 - slide call - 2 man. . ese e toufh 2o
4. Zome &1l stunts unless bubble your sida.
S. Solid call do not D.P.U. Mac to s:ub
T L. Base Q man, regulu get., -
2. Uncovered - check your backer = hclp. .
3. Alert -.30 - 50 - no help strongside.’ ‘
CENTER  |4. Zone 211 stunts. )
1. Base l man, regu.lx.r sget,
2. Vncovered - check your backer = cut ncsc.
E OFFSIDE 3. Zons &ll stunts. -
N GUARD : :
1. Base 2 man - regulat set. '
OFFSIDE 5" 1ert - 50 = 42 - Basa DE = 3 man, °
TACKLE 3. Zone 2ll stunts. . -
1, Drop 7 or 7 &:21 Flare routes are 4-=5-6-7-8 o
12, PRead B.L.S. or &s pattein dicta:u. b
QUARTER |3, Sight adjust safety blitzes .
BACK- 4. Bresking points for WRs are 20 yds. : -
s, Alert for R &-B gasigrments £or Y or slot manl
: 1. Swing pick upfon Buck on the move.
WEAK b, No Dog - Run flsre control czlled.
BACK 3. Solid c&ll P U. Buck = help whers assigned.
5 will - Check Stub
1. Dusl pick up = Mac to Stub - - ¥Hac degr - Gzd pi::k up = Chec
STRONG b, ¥wo nog S pun Flave control called. Solid call - No D.P.U. Check Stub
BACK 3. Dual pick up = caly applies to the 3Q & 50 defenses. -
: " [, Run pattern called. (20 yd. B.P.8) . .
N @ SPLIT_ X b . Si‘hﬁ Edj“c Saf‘ty blitzes. . ) -
: . Run pactern callad, (20 yd. B 3.7.8)
FLANKER-Z b  sight. adjust’ Sefety blitzes
AFTSIDE N Pum pattern called (X's lsc sumber m;hd). : g




FLARE PROTECTION

o
G

clet ) | c

- ‘33 ci'_ Cip : 42| 90

TIGHT END:
ONSIDE TAC:
ONSIDE GRD:

CENTER:

OFFSIDE GRD:
OFFSIDE TAC:
QUARTERBACK:

EAK BACK:
)

' STRONG BACK:

X:

B.I:BCkiNG :RULES T e T T -
Run Pattern Called! |
Besa 2 Man
Zzse 1 Man . 30 or 50 Defense - D.P.U. - Hac to Stub.
- Offensive line = Big men and middle LB'er.
Bage 0 Man - Zone 21l stunts vs. all defenses.
Base 1 Man ;
Base 2 Msan

7 Step & 7 & 2 Step Drops -~ Resad B.'L.S.V.:

..U, on Buck | - No Dog - Run flere control called.

. D.P.U. on Mac to Stub - Ro. Dog - Run flare control called.

Pattern Called °

- hrcn MatTaA



P.S.L.: SAFETIES Read: B.L.S. TO BUZZ SYSTEM _prop:___ 182

Pattern Progression Wk: X to EB to Y " “progression Stgi Z toFB 6 Y
31itz/Dog Principle: RECEIVERS - S.A. SAFELY BLITZ!

rec. Adjs. Vs. Cleo = X/Q:BURST __¥/Slot: NONE  Z: BURST _FB: NOKE I
FB;_ NONE Adj. Vs, Cov. 2 & 8 = ¥/Slot; _REB.
Rec. Adjs. Vs. Coverage: T-R & B COV. 3 & 5!
y Formation Variations: 1. BROWN : 2. “SLOT/TIWIN
" 'SLOT/TWIN SPLIT 4. ACE SLOT (EOW & EIP) 5. ‘BLUE
& "D" FORMATIONS 2 8.
Series Variations: 1. WEST. .2, _EAST 3. NORTH
Rec Variations: %/Q:_9 /87 y/s:. 9/ /1 z: 9/8 [/

g3 Flate Variations:FLASE/TAN —SFSH/BASE = FLY/HASE -OR-FAN = HOOR/FAN or-BASH__—_ =

FAN/DRAW - DRAW/FAN - FAN/HASH WEST = FAN/STOP or CEECK - STOP/WIDE
Use of Movement: ZOOM/EIP/TIM '

QB Coaching Points
Stride for 7 steps and settle in 2 ;teps! Receivers B.P.s &re 20 yds!
Confirm B.L.§. on lst step.

If B.L.S. remains &s such, gero in on Buzz eysteml .
Once directien is determined, stick with pattern progreasion!

1f Cov. 2 or 8 sghows, check ¥ on R & B! .
1f Cov. 3 shows, Y will Bend & Go on Jack! G.P. will djictate intentionsl

Direction determined, really be alert for the buzz of the 2nd defender insidel
A specific P.S.L. can move Y or slot to #l in progressipn determizied by G.‘P.!

Take a little off the pall when OFF SET throwing!

This pattern does not utilize field distribution balence to the d
To change ¥ & the ¥B number & hash areas, call the FB op a Hash -
To change Q & the EB nimber’ & hash areas, call the EBR on 8
Read West weakside and progress sccordingly. .

1. WA R.L.S.. G.P., will dictate directionl

L)

WO~V BN

GRES

« .



RINNINGRACK/RECEIVER COACHING POINTS

Series & Protecticn: FLARE ‘ Pattern: 444 Fleres: BACKS / FEaN
/ Protection: S:P.U. BUCK  Route:  FAN _ Adj. Vs. Cov: _KONE
Variation Routes : FLASH/FLY/HOOK/STOP Dog Principle:  NONE
Movesment : . HIP
C.P.s: 1. Buck dogs S take up the slack!
2. Buck drops=- push upfield and roll out 7 yds. deep & stretch the zone.
3. As you roll outside, check for the balll
4. Flash called - get to the side srea and stop up 8 yds. deep!
S. You are in a balanced distributicn pattern!
Fullback (Strongside) ‘ .
Protection: D.P.U. STUB Route: FAN Adj. Vs. Cov._NONE
Variation Routes: HASH/STOP/WIDE Principle: NONE
Release: OUTSIDE Movement : _ NONE 8 .

C.P.s: 1. D.P.U. Stub - Mac & Stub dog, take up the slack on Stubl!
= - 2._1f no.S.P.U. push upfield & roll out 7 yds. deep & stretch the zone!
3. As you roll outside, check for the balll T
4. Hash cslled, relesse inside and get into the hash srea 8 yds. deep!
5. Stop & wide flares are rum with West sction!

X or Q (Weakside Receiver) . ' )

location: BASIC  Route:_ 4 Release:VARY —_ _ _ Adj. Vs, Cleo: BURST
Change Up Routes: 3 or 8 Blitz Principle: S:A. Movement: NOXNE
Slot Route:__ 44 Twin Route:_ 44 Ad¥. Vs. Cov:_NOKE

C.P.s: 1. Get po your B.P. 20 yds. deep &nd come back to the balll

As you come back to the ball, slide to the open throwing lane!
1f the door is shut inside by the corner, come back outsidel
You are not as concerned about field balance running a 4l (xX)
Q positicn - alert for HB flare because of balance concept!
Flash § Fly = Number area 41 Book = wide szreaz 4!

[SARV R SR VI N}
. . . .

Y or Slot Qfiddle Receiver) . :
.. . Lpeation: _POC ____ Route: 44 Release: LOCATION _ Adj. Vs, Cleo: NOKE ‘
—..——-Thange Up Routes:— 9 = —-—Dog PTiIICiPlEL_EQ.____ NE ——BlitzPrinciple:—_S:A.—
TE at Q Route: 4 Adjs. Vs. Cov:_R & B2 -85 3 YMovement: TOM/TIM ,

Set shott field, release ingide!
in - Strive for 15 yds. deep! -
in :elg:iéa to the FB's flare! . L

Set wide field, relezse outside.
Approach hash area from outside
. Change area to rua 44 Combo im,
. Eash call = numbetr area 4! » :
. Slotted, all principles apply. Kot a disciplined & routel

6. If Cov. 3 or 5, bgnd in at Jeck, thea gol, Freeze him first!.

C.P.s:

VIPWNEe

4

2 (Strongside Outside) - .
Iocation:  BASIC Route: &4  Release:  VARY, adj. Vs, Cleo: BURST
Change Up Routes: 9 or 8 Blitz Principle: QA. Movement: Zeowm:2im: 2oT=&E]
Slot Route: 44 ' Twin Route: 44 Adj. Vs, Cov: NORE >

Get to your B.P._Zg'yds. deep and come back to the balll

. As you come back to the QB, slide to the bpen throwing lane! :

If the door is shat inside by the corner,® come back outside. Don't drift
Stay with the 4 vs. all varistions of coverage! -
Meximum width and meximum depth before coming back insidel!

C.P.s}

~/
nOBLNH



1. WRs Burst = R & B area tighter!

2.Y will R & B - Aware of gafeties!
3.G6oing to Yon R & B - Let go in 5 steps!
4. Going to WR burst 4 - drop 7 & 2!

QUARTERBAK ALFRTS

.. #2 ALERT: COV. 3

Jer—"

Oo0ofdoo

-

1. WK Read =~ Jack flat stg - Y R & B!
g. Alert for Mac or Rover buzz going to 2
4.

#3 ALERT - HASX CALL

1.Fan/Bash Call - Y & FB switch areas!
1.7aRt |
3

gry N\ s.i..__....
~ 3“/5 5l
‘

#4 ALERT - 2nd MAN INSIDE WR!

Qunee

\ :
, S L

ofelafolele}

1. Be careful of 2nd man underneath!
2.WR will hsndle lst man!
3.

R

B

Pattern Best V3. Cover: ZONE COV., 6§ or & =1 = 9 « 3 -5 -7 =258 (Ranked in Ordex

General Comments: The WRs may not be able to stay in wide areas vhea coming back to the

QB and this {s why the pattern is mot totally balanced all the time!
thinking in ferms of B.P.s sod the throwing lane rather than sreas!

The WRs zre
The RBs will end

up in the wide areas but X & Z msy not end up in the number sreal

QB Notes:




FLARE &44 BACKS/FAN
SLOT - 444 HOOR/FAN /Y

L 4

FORMATION VARIATIONS FOR PATTERN:
BROWN - 444 FAN/HASH /

.
”

-

~OOSOO C

\

ACE SLOT - &k4 FLASE/FAN

SLOT/TWIN SPLIT - 444 BACK FAN




A e —————— e P -
PIOSRE ——— e

//‘Serias & Protectio: FLARE : Patt:ern:__S_é_S_(M Flare:_BACKS /_HOok

! .
¢ , v
I J
¢ : 2
C t 4
M"/
00Qoo S
Cov. 6 |Cov. 6
Quarterpack =
P.S.L.: SAFETIES Read: B.L.S. TO BUZZ SYSTEM Drop:___ 752
~ Pattern Progression Wki_ X 5 HB ©5 Y~ " Progression StgTZ t5FB f5Y —
Blitz/Dog Principle: REC's S.A. SAFETY BLITZ! N .
Rec. Adjs. Vs. Cleo = X/Q: BURST __Y/Slot; NONE  Z: BURST HB: NONE /
FB: NONE Adj. Vs, Cov..2 & 8 = Y/Slot: R & B
Rec. Adjs. Vs. Coverage: Y - R & B COV. 3 & 5!
Formation Variations: . 1. BROWN : *2. SLOT/TWIN
3. SLOT/TWIN SPLIT (X) &4, ACE SLOT (HOW & HIP 5. BLUE
6. "D" FORMATIONS 7. - 8.- -
Series Variations: 1. EAST 2. _XNORTH 3. _WEST
Rec Variations: X/Q: 9/ 8/ . . Y/s:.9/ /. . z:9/8/ .

RB “Flare Variations :=HOOK/EASH: —FLASE/BOOK: —FLASE/BASH:--- ~— - - . -+ -———=

WEST = HOOK/CHECK - HOOK/BASH - HOOR/WIDE —~—~ ~— 7~~~

Use of Movement: 2O0M/HIP/TDM/TOM : | .
QB Coaching Points '

14,

Stride for 7 steps and settle in 2 steps! Receiver B.P.s zre 20 yds!
Confirm B.L,S. on lst step!

I1f B.L.S. remsins as such, zero in on Buzz system!

Once direction is determined, stick with pattern progression!

1f Cov. 2 or 8 shows, check Y on R & B! .

1f Cov. 3 or 5 shows, ¥ will B & G on Jack! .G.P. will dictate intentions!
Direction determined, really be alert for the buzz of the outside LBer or Sam!
A specific P.S.L. can move Y or Slot to #1 in progressjon determined by G_P.
Take a little off the ball when OFF SET throwing! ’

This pattern utilizes the field distribution balance concept!

~

To change Y and the FB number and hash areas, call Lh; ¥B on & BEash - ¥ will adjust.
To change Q and the HB wide and mumber areas call the HB.on a Flash - Q will adjust.

Read West weakside and progress accordingly!
No B.L.S., G.P, will dictate direction!



RUNNTNGBACK/RECEIVER CDACGHING POINTS

Se:'i.es";‘iﬁfP:ocecticn: .FLARE = ___Pattern:__ 545 Flares: BACKS / HOOK
Halfback (Weakside) - o . |
- Protection:_S.P.U. BUCK Route:_ # HOOK Adj. Vs. Cov:__ NONE

'ariasion Routes: FLASH - FL Dog Principle:_NONE

Movement : HIP :

C.P.s: 1. Buck dogs, take up the slack!
' 2. Buck drops, get to the number area 8 yds. deep & hook up!
3. 0K to stop opposite LB'er, just don't drift. Stay in your &area!
4, Flash called, stretch number area as fast as you can &nd stop up wide!
S. You are imvolved in a balanced distribution pattern!

-

Fullback (Strongside)

Protection: D.P. .U, STUB Route: # HOOK Adj. Vs, Cov.__ NOKRE
Variation Routes:_HASH. Dog Principle: NONE
Release:_ QUTSIDE __Movement:__ NONE

-

.C.P.s: 1.D.P.U. Stub = Mac & Stub dog - take up the slack on Stub!

2.1f n6 S.P.U., get to the number area B yds. deep and hook up! T
3. Your course to the hook area may vary, just get there in a hurry!

4. OK to stop opposite coverage, just don't drif: Stay in your areal!

5. Hash called, relesse inside and get into the hash area 8 yds. deep!

6. When switching aress with Y or Slot, get to grea any way possible.

X or Q (Weakside Receiver)

location:_wssic Route:_ 5 Release:_VARY Adj. Vs. Cleo: BURST
Change Up Routes: 9 or 8 Blitz Principle: S.A. Movement: NONE
Slot Route:_45 Twin Rouate: 45 Ady. Vs, Cov:__RONE

C.P.s: 1.This is a balanced distribution receiver pattern - X attacks the wide area!

2.Push to 20 yds. deep and bring it back to 15 yds.!
3.Attacking a zone Cleo technique, burst and level off. Don't come back!

4.Bump & run, release outside and push upfield & come back! -
5.Q posttion ~ alert for HB change up flare. Sgme as 343!
é.Door shut outside, come back inside. .

Y or Slot (%iddle Receiver) ' ‘ ’ -
~LOCATION - Adj.-Vs, Cleo: . BURST . -

——Ypzation: POC -=-- ——ZRoute: ——4 ':.:‘:*;R?l&ﬁ%ﬁi -
" Change Up Routes: ~~ 79 - Dog Principle: —NONE —Blitz-Principle::
1E at Q Route:__ 5 Adjs. Vs. Covi__R & B 2 -8 -3 Movement: __TOM/TIM

C.P.s:  1l.Set wide field, release outside! Set ghort field, relesse inside!
~ 2. Approach the hash area from outside in! . )
3.Change ares to runm 45 Combo in, in relation.to the FB's flare!
4 Hook call = Hagh area 45! Hash call = Number srea 45!
5.Slotted, all principles apply. Not a disciplined & route!
6.1f Cove. 3 or 5, bend in at Jack then gol Freeze him first!

Z (Strongside Outside) ' , )
Location:_ BASIC Route: 45  Release: VARY - . Adj. Vs. Cleo: TFADE
Chznge Up Routes: 3 or 8 Blitz Principle: S.A. Movement: ZOOM/ZIN
Slot Route: 45 Twin Route: 45 _Adj. Vs. Cov:  NONE : .

C.F.2: 1.This is a balanced distribution receiver patternm. Z attacks the wide area!
2.Push to 20 yds. deep and bring it back to 15 yds.! *

. 3. Stay with your 5 route vs. all coversges. ~ -
" 4. Attacking a zone Cleo technique - burst and ‘level off. Don't come back!

5. Bump & rum, relezse outside and push upfield & come back.
& Danr shut sutside: comeback inside! Don't drift!



;.

]

#1 ALERT: COV. 2 & 8 -

Wesk read = Jack flat stroog! Y R & G!

i 1. WR's burst and run 5'sl 1.
i 2. ¥R's don't comeback - Flatten out! ' 2. Alert for Buck's buzz {if going to X!
3.Y will R & B - let ball go in 5 steps! 3.
4, 4. ,
o 4 ALERT: SLOT W/FLASH/BASH

-~ #3 ALERT: "HASH CALL STRONGSIDE N # .
) b« ) ) -

A A

@ &)OZO/
of  f 47

1. Slot w/Flash/Hash - Switches Q & HB!
" 2. Slot w/Flash/Hash - Switches F3 & Slot!

1. Brown Hook/Hash call - Y & FB gwitch!

. 2. Read the same - different rec's in areas!
= == = =17 % e T

Pattern Best Vs. Cover: ZONES £OV. &4 & 6 =1 =9 =3 ~5 -7 -2 & 8! (Ranked in Order)

General Camments: This pattern is identical in design as Firm 343 except the
receivers are pushing 5 yds. deeper to 20 B.P.s! All belance field distribution
principles apply. Omce direction is determined, work ocuteide in attacking the defense.
Receivers in the hash 'to number areas are easily changed up by utilizing a different
_ flare by a RB! You sre actually attacking the underneath coverage.

-

QB Notes:




FORMATION VARJATIONS m PAIIIRN FLARE - 545 BACKS EOOK
’  BROWN 545 HOOK/E.ASK . . .4

l Xmi

ACE SLOT - FLARE 545 F‘LASB/EAS‘_E

éoouoo
”bo"

A DUCE - FIRM DBLE 45 HOOK N\ 4 WEST - 545 ROOK/CHECK \

, ( ’
-~ f f~r—-r~r~r’:,

//o—'//'

g
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- - Series & Protection: FLARE Pattern: 866 (ABLE 96¥lare: FAN /_UNDER
e, ) . ) v i . <

/

R ] ‘

) (

3
P
\ -

M
@O?OO

D .

Cov. 6 |Cov. 6

Guarterback
P.S.L.: SAFETIES _ Read: B.L.S. to JACK to $AM_ - Drop:__1&2
Pattéin ?rog'ession We: X toHB to ¥ T Progression Stg:_ ¥ to 2
Blitz/Dog Principle: REC's S.A. SAFETY BLITZES .
Rec. Adjs. Vs. Cleo = X/Q: BU'RS"I Y/Slot : HORE Z: BURST HB: HNONE
FB: NONE Adj. Vs. Cov. 2 & & = Y/Slot: Nogz_i .
| Rec. Adjs. V. Coverage: X B & R = TURN 8 INTO FADEI
) fompeon VeaSs: Sy su 1ER e
§. ACE/ACE S1OT 7. ACE SLOT HOW 8, "D" FORMATIONS
Series Varistioms: 1. HNORTH - 2, EAST 3. __WEST
Rec Variatioms: X/Q:_1/7°% / ? Y/S: = [ 1 2:_= / / ]

== R Flare Variations ==INDER/ EAY = DRAW/FAN - DRAW/UNDER - FAN/DRAN .
A D /UNDER T —WEST — UNDER/WIDE — =5

- Use of Movement: HIP/ZIN/TIM .

QB Coaching Points :
1. Stride foy 7 steps and settle in 2 steps.
2. Confirm B,L.S. on ist step, while msintaining concentration on Jack.
3. Jack does snything other than move £lat strong, think ¥ to ZI
4, Nowv concentratée on buzz system strong! Alert Mac/Stub/Sam underneath!
5. Progress from Y to zt s : - :
6. Jack flat strong, DOV concentrate oo X 8 or slternsate routel!l
7. When going to Z, alert for 6 Buster znd 6 Sam] Sam is zoning area!l
g. LB'ers buzz under ¥ & Z, take back early on Under routel
g, Alert multiple LB'er defenses! Alert Nickel coverages. -
10. Don't throw the 8 with Jack free! : S —
11. 1f Jack holds, maintain read on him and think X 81
12. G.P. can put X om 7o0r9 péttern! Algo possible G.P. X optionl

B 13._ Pattern not there, HB lay off to QB drawl
14. Really would 1ike to throw.to X & #1 thea 66 Combo strong secomd!
15. A 66 Combo Strong can be chznged to & 26 Combo, &nd all C.P.s remsin the same!

Anino ro Y - must read buzz system weskl



RIBINGRACK/RECEIVER COACHING POINTS

Series & Protecticn: FLARE  ~ Pattern:_ 866 _Flares: AN/ mom
) e — ——
Halfback (Weakside) . :

Q Protection:S,P.U. BUCK __Routs: FAN Ady. Vs, Cov:_ NOKE »
Variarion Routes :UNDER-DRAW-FLY-WIDE Dog Frinciple:  NONE ~—
Movement:_ HIP ——
C.P.s: Buek dcgs.- tske up the glaczk. -

1.

2. Buck drops - push upfield § roll out 7 yds. deep & stretch the zone!
3. As you roll outside, check for the ball!

4. As you get to wide &rea, stop and turm back to the QB.

5. Drav called by QB, relezse under oT!

.
-
-

Fullbark (Strongside) :
Protection:D.P.U. STUR  Roure: UNDER __Adj, Vs, Cov.____NONE
Variation Routes: DRAW/FAN/WIDE Dog Principle: NONE
Relesse: INRSIDE Movenenit: NONE : .
C.P.s: D.P.U. Stub. Mac & Stud dog, take up slack on Stub! :
3 to 4 yds. & roll :

-Don't .gain grad. &8 you cross = Stay under the LB'ers. KEp. ‘ez close to L
1f you hsve to, relesse under OT. Vs. 90 & 77 defenses, think ingide reles

Don't rush your crossing pattern!

1.

2. Hac drcps, Telezse &t inside hip of Stud, push upfield
3.

4,

Uv

X or Q (Weakside Receiver) :
Location:_ BASIC Route: 8 ~ Release: VARY  ~ Adj. Vs. Cleo: BURST

Change Up Routes: 7 =~ 9 - 5 Blitz Principle:S.A. Movement:__ NONE
Slot Route: 66 Twin Route 66 Adj. Vs, Cov:_FADE B & R COVERAGE

b C.P.s: 1. Get to the move arez as fast as you can! Attempt to turn corner outsidel
' Once bresking in on 8, don't flatted out. Eit the sesax!
. X should read E.L.S. for elert &s to QBs intentionl
. You are the primary unless Jack drops deep middle or weak!
. Cov. 2 or B, burst on Jack!
. Q positon - relezse outside within 3 yd. area!
Be alert for varisble route calll

NN

Y or Slot (Middle Receiver) »
Iocation: _POC Route: 66 Release: INSIDE Adj. Vs. Cleo:_KONE
ST _Cnange Up Routes; 26 . Dog Principle. NO‘HE Blitz Principle:_S.A.
"TE at Q Route: 8-7-9 -Adjs. Vs ~—Cov: “RONE -~ S Movement:[ TIM

C.P.s: 1. Attempt to relezse inlidel This is not & location 60 release!
2. Work upfield 12 te 15 yle. diep zad coze insidel Keep coming!
3. 1f Hen - beat Sa=. 1f Zone, find thelbles a5 ‘you cross!

4. QB ig think Y #1 in progression strong!

5. Slot = get to the hash area 2s fast as you canl

6. Change up 26 call, relesse ingide - push up 3 to & yds. and cross, anglin

18 yds. deep!

Z (Strongside Octside)
Location: BASIC " Route: 66 Release:;_ VARY Adj. Vs. Cleo: BURST |
Change Up Routes: _ 26 Blitz Principle: S.A. Movement: ZIN
Slot Route: 66 Twin Rouste:_ 66 Adj. Vs, Cov:___ NONE x

1. Gain maximum depth &nd width before coming inside!
Don't gain ground!

Stick 'em &t the top & come inside parallel to L.O.S.
You are most likely receiver vs. a variety of coverages!
Don't slow down while crossing. Look for the throwing lanes!

Be slert for 6 Buster.

C.P.s:

.

rMapbwpN
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#1 ALERT: JACK FLAT STRONG / 2 Au.m:./.mcx DEEP or WEAK
3. -'__* - - . - \, J
1 1. Cov. 3 or 5 show, think X 8 right now. 1. Jack deep or weszk, forget X 8!
! 2. G.P. Play a lot of 3 or 7 - X puton 71 | 2. Think 66 Combo Strongl
3. X can be put om option 7 or 8! " 3. Progress Y to Z!
4. Change up - put X on 5! 4.
! #3 ALERT: GOING STRONG — LOCATE BUzZ | _  #4 ALERT: DOG COVERAGE .
: SYSTEM . -~ |
. -3:. L3 H
s - - ‘;
™~ / /& ‘ -
M M .
> oogoo
. 1. Alert for Mac, Stub or Sam undermesathl 1. Dog coverage, think X post on 8!
; 2. 6 Buster is a problem~Concentrate om Saml| 2, Jack holds ~ reading QB - think X 8!
¢ 3, Vs. Buster, have a good shot at YI 3. Fooget Y
* &4, Reall¥ be alert for Mac in Cov, 2 0or 8! | &4, - —— -0 = om0 o
Esp. 2! - =
Pattern Best Vs. Cover: 9 -3 -5-1-4-6-2-7-28 ' (Rarked in Ord:

-

General Comments: This is our base way of getting the ball to X deep and still allow
us to mzintain & multiple coverazge pattern strongside. It is an excellent slot patter
using Q in place of X! Your thoughts are I'm going to X "unless" they take it away
Actually yoy will be throwing strong more than wesk to X. The BB is a lay off man.
The draw flare is used &s & change-up both weak and styong! '

QB Notes: ‘

3

1

A




mmcm VARIATIONS FOR PATTERN: _ FLARE B66 FAR/UNDER

: xom! - W/DRAW/UNDER — \/ UNDER/DRAW .
oozi% | | .;ooa
. O—j ' ¢

UNDER/ FAN

— 1_-%_ “ #._‘_ ] s
g Ooog?o L

s wpv G/FAN/DRAW ACE SLOT BIP - BUCK 866 FLASH

£y



-

7

Lo

' Pattern: 639 . i Flare: UMDER /FIAT or L

&
&

-

Cov. 6

Quarterback
p gy . SAFETIES Pead: SAM to BUZZ SYSTEM . Drop:_ 7 &2
“Fattern Progression Wi_X 0T Q " Progressici StgiTLAT = Yo X T

LOOP = Y to FB
Blitz/Dog Principle: RECEIVERS S.A. SAFETY BLITZES! |

Rec. Adjs. Vs. Cleo = X/Q: BURST Y/Slot: 50 Z:FADES _ HB:  NOWE

FB:_ NONE Adj. Vs. Cov. 2 & 8 = Y/Slot: ___50 (STOP)
Rec. Adjs. Vs, Coverage: WO ADJUSTMENTS
Formation Variatioms: 1. BROWN © 2. BROWN SLOT
. ACE. &, ACE SLOT 5. SLOT/IWIR SPLIT (X)
§. "D" FORMATIONS 7. BROWN WING 8.
Series Variations: 1, _NORTH ' 2._EAST 3. __WEST
Rec Variations: X/Q: 8 /71 [ | Y/S: /]  z. 8171/

Use of Movement:  HIP/ZOOM °
QB Coaching Points

Concentration on Sam's reaction to Y bas to be disciplined!
Y will adjust route to Sam's coverage! ‘
Sam M.F.M. Y will take on 1 on 1 & run 30 route 15 to 18 yds. deep! v o
Sam slides to outside 1/3, short or long, Y will stop up in the "crease”.. (Like a 5.)
QBs initial resction is to stay with Y but G.P. may move him backside to X!
Obvious strongside coverage - 3 or 5 = think X'on 6! ¥ will stop vs. I & Of
. B.L.S. shows "STAGE 1S SET",read basic progression but be more sware of X!
8. Vs. double/double coversge (2 & 8) work between Y and X! o
. FB on Flat, he will appear ahead of Y and is not & good lay offl

FB on Loop, he will appear behind Y and’be in agood lay off position!
11. Lloop call, Y releases outside. Flat call, ¥ releases inside.
12. Must be aware that a cormer can fall off fads into Y stop!
13. Know where Stub is underneath, especially if buster coverage!
1. Rlat farmarinn. tesn O in vour srogressioal :

-

’.—l
O



RIMNNINGBACK/RECEIVER COACHING POINTS

Series & Protection: ELARE Pattern: 639 - Flares:UNDER /[ FLAT or
' : ' Loor
Halfback (Weakside) : s
Protection:S.P,U. BUCK _Route: UNDER &d3. Vs, Cov:__ NONE
Variation Routes: ILASH = KLY - STOP Dog Principle: _ NONE

Movement: BIE !

Buck dogs, take up the slack!
Buck drops, relsase at inside hip of buck. Push 3-4 yds. & roll inside!

1.

2.

3. Don't gain ground. Keep LB'ers close to the L.O.S.

4, 1f you have to telezse under OT! Vs. 50 def. think inside release!

5. Don't rush your route., Behind & Q-TE - relezse the same!

C.P.s:

Fullback (Strongside)
Protection:D,P.U. STUB Route: FLAT or 1OOP Adj. Vs. Cov. ROKE
Variation Routes: _STOP Dog Principle:__ NONE
Release:__ QUITISIDE Movenent: FUM

~ L.P.s: 1. D.P.U. Stub. Mac & Stud dog, take up slack on Stubl
~2. Flet flare - Release outside & gtretch the zone for Y1 “Be ghead of Y! -

3. Loop flare - Release slowly,allowing ¥ to get sghead of youl .
4. A loop is a delajed wide. Be slert for the 1ay -~€f! (Brown Set)

s. 'z' -

X or Q (Weakside Receiver) i ~ .
Location:_ _BASIC Route: 6 Release:_ VARY Adj. Vs. Cleo: BURST
e Up Routes:_ 7 or 8 ~Blitz Principle:S.A. Movement: NONE

Slot Route: 39 Twin Foute: 39 Adj. Vs. Cov: NOXE ;

Don't azssume you'are not a significant receiver in the pattern!

If you recognize coverazge going away, be even more alert!
1f you recognize the S.I.S. in your P.S.L. - consider yourself 1 on 1!
Gain meximum depth and maintain meximum width before coming inside!

C.P.s:

W s W N

o
.

¢ or Slot (%ddle Receiver) « :
- —Location: P ——— —Route: 19 -—.—Release; FB FLARE Adj. Vs. Cleo; STOP -
e Up Routes: __ NONE _° Dog Principle: “HONE —Rlitz Principle: S.A. —=—

Chang
TE ar Q Route:__§ _Adjs. Vs, Cov: _STOP VS. SAM READ Movement:_ NONE

Release accord’ ﬁ to FBs Flare. loop = 6u£side release. Flat = Inside

1‘

2. Don't get pus...d more than 1 yd. out of your relezsing lane!

2. Cet on Sam snd counter his movement. Zone-think “"crease" Stop!
5.

C.P.s:

Man coverage, push 15 to 18 yds. and bresk om outl!
Sem Cleo, push at him at same angle he is rotating, then stop!
6. Same principles for s slot! ' .

2 (Strongside Outside) :
Location:____BASIC Route:_39  Release: VARY Ad3, Vs. Cleo: __FADE
Change Up Routes: 7 or 8 Blitz Principle:_ S.A. Movement: ZOOM/ZIN/ZOT
Slot Route: 39 Twin Route:_39 Adj. Vs. Cov:_ HONE N
you sre the primary receiver!
der youl A

Run a true § patterm, making the cormer think
Secondly, stretch the zone for ¥ to operate un
Don't get held up by a rotating corner!

Take a peak just in case the QB comes to youl!
1f called on ap &lternate route, you still have a stretch responsibility!

C.P.s:

NP N



v o

—

Sam/Stg Cor. Cleo - Y stops in crease!l

No throwing lane - alert for X!
Be slert for ¥ 6 HB under Combo!

PMNH

Make sure cormer cgn't fall back in on ¥!|

»

© QUARTERBACKK ALERTS -

#2 ALERT - SAM OUTSIDE 1/ SHORI

Sem inverts, ¥ will stop in crease!
 Must be alert for Stubl!

Sam lays off FB - Take him!

Be slert for X 6 EB under Combo!

IS

- -a

§3 ALERT: BUSTER COVERAGE

0‘:\.;

- 00gooC
o T

1. If Brown Set ~ F3 will' be good lay off.
2. Buster - Y will stay with 301

4 B.L.5.71S WEAK (éfz,s,) S

o+

'oogooo
0

Jack deep middle (S.I.S.)
Consider X progression - G.P.!
Cov. 31 &0-1Xor Slot will stop!

1

3. Vs, Buster =-.QB must see Stub! Use FB.
AR —— —

Pattern Best Vs. Cover:

6C = 4 = 2 -1 =27-9-8=3-35

(Rarked in Orde

General Commemts: This :
initial thoyght but weskside must

is a fine lgy offl
be awzre of how Stub co-ordinates

-

Sgnﬁctes: .

is a multiple coverage pattern Ehat is strongside in the
always be kept alivel

coming in bsckside wust keep the defense honest in thelr
Concentration on. Y and how he is releasing based on the FB flar
Sam will tell you everything you have to knowl
his buzz with Szm's reaction!

The fact that X is on a 6
strongside coverage scheme!

é 1s critical.” The Loo
From there, just

Z is strictly a stret




€39 UNDER/LOOP

e

GOOD "I' FORMATION PATTERN _

'do 00 -
-

O

639 UNDER/FLAT

s

ACE - 639 UNDER/LOOP

[ oloulele ‘
g”‘\—?/%
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i
0

5 ACE SLOT - 639 UNDER/LOOP [ puce - FLARE - DELE 39 LOOF
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Series & Protection: FLARE _ . Pattern: 414 L Flare: CHECK &/. CLOSE
P ovETCRETRSS—
\ V- N jo Al
¢ & ' & -. ’ \J - 4 s »
. J ‘ $ J
| - ' - I C :

o Is T \(\\'13' '\?E o s/
~ ﬁ%go% O ,?kﬁoo L
3 | 3 .

d- Cov. 6 |Cov. 6

Ve &

S

r

Qaarterback
P.S.L.: SAFETIES Read: EUzz SYSTEM TO CALLSIDE - Drop:_ 752
Pattemmn ?rogression Wk: _EB to-Y to z- - - Progression Stg:FB to ¥ to yA

Blitz/Dog Principle: RECs HOT VS. SAFETY BLITZES:
Rec. Adjs. Vs. Cleo = X/Q:_BURST Y/Slot:ﬂm___Z:_m_HB: RONE

FB: HNONE Adj. Vs. €ov. 2 & 8 = Y/Slot: NONE

Rec. Adjs. Vs. Coverage: NOME® - STAY WITH PATTERNS CALLED!

Forpation Variations: 1, BROWN | .2, BROWN SLOT _
3. BLUE SLOT 4. ACE 5' ACE SLOT (EOW or EIP)
6. "'D" FORMATIORS 7. 8.

Series Variations: 1. WEST 2. 3.

Rec Variations: X/Q:_~ /1 /s = [ / z: =/ /

- RS Flare VaristionsFONE =mose oo m e —

Use of Movement: HIP - Z00M - ZIN - ZOT - TDY - TOM!
QB Coaching Points: CALL THE HOLE CHECKING THROUGH! CHECE & OR 5!

scride for 7 steps and settle in 2 steps. Reslly set up in 7, them ghuffle 2 more!
. Know what the coverazge ig gtrongside becsuse you may have to use the 14 Combo strong!

. 1f working strong Ve«
. Checkdown taken away, think 14 Combo gtrongsidel : -

" The HB will take on a Buck dog, then releasel FB does the same V&. a Stub dog.
. Strongside ve. & 30 & 50,FB will only have to P.U. Stud if Mac also dogs!

. Your only concemm coverage-vise is zone or man] Han, 8 1B'er may
. The RB will check awsy from coversgel

%21. QB huddle call, Flare 414 check 4/Close - Flare 414 Close/Check 5!

Bwmaou twNE

. Working wesk, rugi Buck &8 you drop, looking for a Buck dog. HB will P.U. dog then chut
. Wotking stroag, read Stub &s you drep, looking for a Stub dog. FB will P.U. dog thenzi

a2 30 or 50 def., read HMac to Stub for Stub dog. P.U. mechanics. ¥
will che

"jock on" to checkins



RUNNTNGRACK/RECEIVER QOACHING POINTS

‘ Sezies ;‘é_Procec:im: H“‘ \RE _ Pattern:_ 414 - Flares:CHECK &-CLOSE -~
N Hal_fba.c.k (Weakside) Called Receiver! -
. rorection: S.P.U. BUCK Route:CHECK Adj. Vs. Cov: NONE
Va—iarion Routes:_ CLOSE IF BACKSIDE Dog Prineipl--_P.U. THEN CHECKDOWN

Movement: EIP

C.P.s: 1. The only difference 1s when called to Ck. & buck dogs, don't take up the gla
2.Allow Buck to come to you, butt 'em down the middle and release best way!
3.Buck drops, hold in position until an OL works almogt even with you.
L.Release to open area. If a LB'er locks on-best 'em best way you can.
S.Dogging LB'er locks omn, fight ‘em to get lose! Check for back-up coverage man
6.Backside - S.P.U. buck and run clese flare. Look over inside shoulder!

Fullback (Strongside) v
Protection: D.P.U. STUB Route: CHECK Adj, Vs..Cov._ NOKE
Variation Routes: CLOSE IF BACKSIDE ___Dog Principle: P.U. THEN CHECKDOWN

Release: IKSIDE 4 or 5 Movement NONE

C.P.s: 1.Pick up &s you would basic Flare protection.
= 2.1f both Mac & Stub dog (30) P.U.-stub then relessel *Allow Stud to .come to yo

3. Mac drops, slide :Ln:‘side & wait for OL to get almost even, then release!

L. Relesge to the opem areal If LB'er locks om - beat 'em best way you cao!
5.Dogglag LB'er locks om, fight ‘em to get losa! Ck. up for back-up coverage mx
- 6.Backside - S.P.U. and run close flare! Look over ingide shoulder. .

X or Q (Weakside Receiver) . .
Location: BASIC Route: 4 Release: VARY . Adj. Vs, Cleo; BURST
Chznge Up Routes:  NONE Blitz Principle:S:A. Movement: NONE
Slot Route:_ 14 Twin Route:_l4 Adj. Vs. Cov,_TLH/TOM

C.P.s: 1.Get to your B.P. 20 yds. deep and come back o the balll
2. As you come back to the ball, slide to the open throwing lanel
3, Ball thrown to a RB on Check, become a blocker! :
4. Don't assume you won't get the balll Disciplined pattern first!
5.Q position - exaggerate width of 4 route ow yeleszse. Widen zreal

.
.

Y or Slot (Middle Receiver) . : .

 location: Ppo¢ ~ Route: 14 Releazse: OUTSIDE "Adj. Vs, Cleo: NONE _
———=——Change Up ‘Routes : ——-NONE Dog Pri.nciple:—ﬂoﬂg -.--Blitz Princ iple: S.A. —
TE at QRoute:_ 4 Adjs. Vs, Cov:_NONE T Movement: —NONE

)

C.P.s 1. Push off outside & upfield 6 yds. and bresk putl :
* 2. Man coverage, beat-Sam. Zone, stretch the zone horizontally!l
3. Sam up, cross in front of him and stretch the zone!
4. The strongside 14 Combo is the back-up pattern for both HB or FB checks!
5. Run a good combination. '
6. If slotted, line up inside basic split.

All principles apply.

- T
v -~

Z (Stzongside Outside) B
Iocation:_ RASIC Route: 14 Release:_VARY Adj. Vs. Cleo: BURST
Change Up Routes: __ NONE Blitz Principle: S.A. Movement: ZOOM/ZIN/ZCT
Slot Route: 14 Twin Route:_ 14 Adj. Vs, Cov: KONE .

C.P.s: 1l. Get to your B.PF. 20 yds. deep &nd come back to the balll

= *2, As you cane back t& ball, be aware of Y or slot stretch!
3. Ball thrown to a RB on a Check,

become a blockerl
L. The l& Comba is the back-up pattern if the check is not there for both RBs!

S T NS ——



#2 ALERT: 30 DEF. MAC/STUB -

ooniqd |

1. Strongside Vs. 30 or 50 = Read Mac to

The HB will P.U. then check!

1. : .
5. Be alert that a 2nd cov, man doesn't P.U.| 2, Will tell you if FB has P.U.
3. Also, dogging LB'er may lock on! B.B.| 3. ’ _
4. Don't take up slack if Buck dogs! b, :
73 ALERT - NO DOG - MAN COVERAGE = | #4 ALERT: RB WILL CHECK AWAY FROM
LB'er SPY! COVERAGE - T e

e
he

1. The cfx,‘ecking back will slide to open &

oo‘g

[y

1. Man coverage & coverage man focks cn toRH

2. Not open, don't force throwl Think Z! 2.
e e mmme e o e e e e
Pactern Best Vs. Ccver 2-4-6=90=3-5-17- 1-8  (Rarked in Orde

! b
Cemaral Corments: Checkdowns arg best vs. deep dropping LB'ers, regardless of the
coverage. Ia most coverages, zone LB'ers drop deeper and are less likely to lock
on! Thisg {is the msin teason you LIy to determine man oT zone! ‘Ag soon as you
recognize min, you are mors alert to include the lé Combg in your progressicn! Use
a screen set up technique if you know you are going to the check back! In many cases,
‘a dog helps the checkdown as long &8 the dogger doesn't lock on or there isn't someone
QBL%‘HE% up if the back releases. . ‘ ‘

¢ - .




mg:«mm VARIAI’ICNS ma pm FLARE 414 CHECK CLOSE - CLOSE CHECK

4 EROUN CLOSE/CHECK 5t BROWN S'LCYT CLOSE/CEECK 51 )
l oog% f | oog ?}?

BLUE SLOT -South CLOSE/CHECK S! WEST - CLOSE/CHECK 4! ,
A - A N Va

ACE SLOT - CHECK 4/CLOSE

__,,1\ it .

A—— ——-7

\‘ ' DUCE - FLARE-DBLE. 14 -'chx 4!/ \' z‘f.CE SLOT - CLOSE/CHECR 4! )
)O’l .?égooo" L o‘l 8ooc5j




Series & Protection: FLARE Patremn: 35? (ABLE 98)  Flave: BACKS / eHolcy

L. )
‘ A *3 Jv
C ! ' _
Sml i
¢ M
2 4
O 00Ooo 00
O
i . Cov. 6 [Cov. 6 .
Quarterback
P.S.L.:SAYFTIES Read:_» .18  TO MiC :  Drop:_78& 2
Pattern Progression Wk:_EB TO X : __Progression Stg:¥B TO Y TO 2
Blirz/Dog Principle:  RECEIVERS S.A. SAFETY BLITZES ,‘
Rec. Adjs. Vs. Cleo = X/Q: *FADE Y/Slot: NONE Z:__FADE  HB:_sToP "

FB:_ NoNE Adj. Vs. Cov. 2 & 8 = Y/SLot: __NONE

Rec. Adjs. Vs, Coverage: NO ADJUSTMENTS

Formation Variations: 1. FORMS OF SLOT 2, GREEN
3.SLOT/TWIN SPLIT 4, S.

. - ' 7. - 8.
Series Variations: 1. FIRM 2. _WEST 3
Rec Variations: X/Q: 5 - 9 Y/S: - _Z: -

_ ____RB_H% Varistions: WEST - CHOICE/WIDE e s R .
Use of Movement: ZOOM - ZIN - zm: ZEB - TOM - TIM ]
QB Coaching Points . : g i
T . :

l. Take a 7 & 2 drop but bée prepared to set at any time the RB comes open! .
2. 40 front = & Hac to read - work opposite him to the RBI
3. Mac weak = think FB to Y 5Q to Z 3! Read Stub & Sam! .
4. Mac strong = think HB, Read Buck! -
5. Hultiple LB'er defense (30) work stromg ccmbi.natiag rmgardless.
6. LB'ers dog ~ think first X on 8 otherwise Z on 3! .
7. Cover 2 or 8 = think strongsidel
8. The HB's choice is a 3 way choice. Angle #1 - Out #2 - Stop #3! -
9. The FB when running a mirrored choice does not have th° out or stop choi?:.e. Angle or

]i(]). Alert for forms of Cover 3 & S. Jsck may end up da 7 up insidel

312. g t



Series & Pmcecticn_: ‘FLARE Pattern: 833 Flares:_ BACKS CRO1
)  Halfback (Weakside) - .
. Adj. Vs, Cov:NONE

Protection:§.P.U. BUCK Route: CHOICE
Variation Routes:  NONE .
Movenent : _NONE

$.P.U. Buck on the move. Read Mac - coming toward or eway?
You have a cheice of an "Angle" - Out or Stop!

First thought is to try and beat Buck underneath on "Angle".
1f you can't get underneath Buck, them run an "Out"

1f Zone, stop it ©p sccording to Buck's drop or weak cormer.
6. Mac goes strong - angle 4ngide the seme asngle he leaves you!

Fullback (Strongside) .
Protection:D.P. U, STUB Route: CHOICE Adj. Vs. Cov.___ NOKE
Variacion Routes: NONE Dog Principle: _ NONE
Release: INSIDE Movement: . NONE

1. Check Mac if he drops weak try to beat Stub on &n

2. Come inside &t same angle Mac is dropping. T -
3., If HMac comes to you straighten up and run a “"Clese" -

4. Your cheice is between an ngngle or a “Clor<" as Y is on & 33. -

5., Don't get too close to Stub enabling him to take you on physically.

Dog Principle: NONE

C.P.s:

}I\PLANH

__.C.P.s:

X or Q (Wezkside Receiver) . : o
Iocation:  BASIC Route: 8 Releasse: VARY Adj. Vs. Cleo: * FADE
e Up Routes: 5 = 9 Blitz Principle:S-A. Movement:  NONE

Chang
Slot Route: 33 Twin Route: 33 Adj. Vs, Cov: FADE B & R COVERAGE

Get to the move dres as fzst a8 you cen.” Attempt to turm cor. outside
Once brezking ia oa 8, don't fletten out. BEit the seam.

Fade the 8 becszuse the HB is running & Ch~ _.e route.

Vs. Dog and HB is blocking Buck, the QB iz working to you om Post.

Q Position - release outgide within three yard ares.

.
- . -

‘ C.P.s:

.

YU EYRINY

-
.

Y or Slot Qfddle Receiver) ; : .

- mﬁm:MMw:ﬁ;;:Release:;~msbﬁ __A3j. Vs. Cleo: NOKE
Change Up Routes: NONE DOE Principle:; _HONE Blirz Principle:
TE at Q Route:__8 __ Adjs. Vs. Cov: ONE Movement :

est Sem ca'your 53 route. '

alhe

Release outside and b
_ Mae goes weak. QB is reading STub to wotk berween you &nd FB.

C.P.s: 1.

2.

3. A lot of times the QB works to "I" when going strong.
4, . B

5.

-
&

6.

Z (Strongside Outside) . : .
Llocation:__ BASIC Route: 33 Relesse: VARY, Adj. Vs. Cleo: EADE
Change Up Routes: NONE Blitz Principle: §.A. lovement:

Slot Route: 53 Twin Route: 33 Adj. Vs. Cov: NONE
Push to 15 yerds deep and bring it back f“ 10/12 yds.

Fade vs. Cleo °. T .
Stay outside &t &1l cost 2% vg" {s running a 353 Route.

- 1

C.P.s:

1
1

-

-
AW



#1 ALERT: 30 DEF.

1. As soon as you see a 30 - go strong!
2. Work between Y & 21

3.
4.

#2 ALERT: MAC STRONG

1. Mac drops strong =~ think HB all the wa:

2. He has Out/Stop/or Angle choice
3. EB is thinking angle #1!
4, ’

A

#3 ALERT - MAC WEAK

1. Mac weak :hink F3 lst on Anglel
2. If he can't get under Stub - think 53 Comb
3. Alert weak dtop - Ccver 37- Jack oz FB!

e s e ———

R

A *4

" #4 ALERT: _LB'ers DOG .- -

1. RBs are in S.P.U.
2.LB'ers dog = they have to block.

3. I’hinkchBfirst-ZSan'

CALSTee T R T T

1-6-7-6—248-3—’5—9

-

(Rarked in Order

Pactern Best Vs. Cover:

General Comments; Your basic :hough: is to play catch with the RBs.
Tou hs.ve & sound strongside combinatiom so don't.panic

attacking the Buzz System.
1ike what you ske in terms of LB er coverage.

~ ¥

@B Notes:

The RB3 are
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Series & Protection:  FLARE Pattern:__ 683 (53) Flare: _UNDER /_100p

T ey J

s i | \f Rm
O é oogoo oogooo
| \_/“g Cov. 6 |Cov. 6 D ..-\_/

oarterback =

X P.S.L.t SAFETIES Read: B-L-So JACK to SAH Drop: 7 & 2

Parzern Progression Wk: X to FB Progression Stg: Y to Z to FB
3lirz/Dog Principle: RECEIVERS S.A. SAFETY BLITZES

Rec. Adjs. Vs. Cleo = X/Q:_BURST __Y/Slot: NONE Z:_FADE HB:_ NOKE

W

F3; NOKE Adj. Vs. Cov. 2 & 8 = Y/Slot: NONE

Rec. Adjs. Vs. Coverage: NONE

Formaezion Variatioms: 1. ACE SLOT 2. ACE SLOT ROW
3. ACE SLOT HIP 4. SLOT/TWIN SPLIT 5. ACE

<. "D" FORMATIONS 7. - 8.-

Series Variatioms: 1. EAST. 2.__BUCK 3.

Ree Variations: X/Q: Y/S: 83 /[ / Z:

T="R8 Flare Variations: UNDER/DRAW
Use of Movement: HIP/FUM
QB Coaching Points

Concentrate en Jack's reaction to X 6 and ¥'s 8!
Your imitial ghought is Y deep unless Jack takes it away!
Z comes into the pattern vs. Cov. 7 =Y to Z progression!
The pattern is designed to put Jack on an island! Make him wrong!
The FB becomes an outlet regardless of read! .- ’
Once Jack's drop is determined, pick up Sam. This prevents going to ¥ Vvs. Cov. &!
Cov. & shows, think X burst 6 to FB lay off!l
Y¥'s change up route is a 93 Combol e
I1f the S.I.S. by reading B.L.S. just concentrate on X-and the buzz system!
10. Protection problems, go to East protection! *
%«1]1. Set the formation short field when in & Brown set!
19 /81 rfall. read the same as 683!

. -

WOoOIAOWN S wWilorA



Series & Protectiom: FLARE. " partern: 683 (93) Flares: UNDER / LooP
Halfback (Weakside)
Proteccion:S.P.U. BUCK Route: UNDER Adj. Vs. Cov:__ NONE
Variarion Routes: FLY/IN Dog Principle:  BONE
Movement:_ HIP E )
C.P.s: 1, Buck dogs, take up the slack. -
2. East call = D.P.U. Buck off & Rover checkl!
3. Don't gain ground. Keep the LB'ers close to L.0.S.!
4, Lf you have to,Telease under OT! Vs. 50 def. think inside release!
5. Ace Slot How set - In space, deepen IN route to 13/15 yds.!
‘Fullback (Scrongside) : :
Protection:D.P.U. STUB _Route: LOOP . AdY, Vs.-Cov.__ NONE
Variation Routes: DRAW : _Dog Principle: . NONE
Release:_ _ OUISIDE Movement: _ FUM. ;
C.P.s¢ 1. D.P;U.‘ Stub. Mac & Stub dog, take up the slack on Stubl
- - ... 2. .Stub drops, release slovly, timing @ late lay off!
3. Loop is s delayed wide. ‘ e T T — e
4. Draw call, feke draw with sazme D.P.U.! - -
S.
X or Q (Weakside Receiver) B :
location:__ BASIC Route: 6 -~ Release:_ VARY Adj. Vs, Cleo: BURST
Change Routes:__ NONE Blitz Principle: S-A. Movement: NOXE ,

Up
Slor Route:83/93 Twin Route:_ 83/93 Adj. Vs. Cov:_ NONE

t receiver in the pattern!

c.P.s: 1. Don't assume you are not & gignifican
2. 1f you'recognize coverage going away, be even more alert!
3. Lf you recognize the §.I.S. in your P.S.L. = consider yourself 1 om l!
4, Gain maximum depth and width beforée you come insidel
5. Q position release outside &nd widen the formation 3 yards and no more!
¥ or Slot (Middle Receiver) . . ‘ L.
N location: Route:. 83 - Release: OUTSIDE Adj. Vs. Cleo: NONE )
S== Change Up Routes:— 83 — — _—— Dog Principle: NONE Blitz Principle:_  S.A. .
- Movement T—NONE —=="= )

TE at Q Route: 6 Adjs. Vs. Cov:__NOWE

C.P.s:

1.

PORSERISE. A2

Release oﬁtsid_e-,- widening your position no wider than 3 yds.

2. Gain depth and width at the same time! ¢ .

3, Push upfield reading Sam's coverage. M.F.M. beat Sam to the post!

4. The reason for the 3 'yd. outside release is to i{ncressé the distance betw

5. Don'‘t flatten your post move back into Jack. you
: 6. Jack.goes deep middle, keep him there & allow X to come under the post ro

9. Hit the eeam vs. fov. Z oT 8t T S "

7 (Strongside Outside) : . ; T
location:__ BASIC Route: 83 Release: VARY . _ Adj. Vs. Cleo: _EADE i
Chznge Up Routes: RNONE Blitz Principle:’s.A. 1Movement: Z00M/ZIN/20T
Slot Route: 83 Twin Route: 83 Adj. Vs. Cov: TADE VS. B & R

C.P.s:

[ )RV W R UL NS A

Push to 15 yds. deep &nd bring it back to at least 12 yds.!
Conttol cormer! Don't sllow him to fall ‘of f insidel

Don't assume you won't get ‘the balll S

Door shut outside, keep cozrmer there by staying with cut!



.‘\.- . - » \ N
N

N 1
21 ALERTN COV. 41 \_ |
//’/(’ S

[T
}
&
¢
1
8
=

O elejsfele !
o~

. Cov. 7 shows = dble on X - thirk Y to 2!

As soon as Jack goes Wk - check Sam!
Sam deep middle - X burst 6!
Don't attempt to go to Y! _
G.P. may have you go to Z 3!

1
2,
3
4

S W

#4 ALERT -~ SAFETIES DIVIDE
. [ . ~ -

— Y \:jf \ ) /

3 ALERT = COV. 3 oxr 5 o

L J

) f-_oogoo'

Cov. 2 or 8 - Think Y on 8 to X under ¥

1. Jack flat stg - think X on 6! 1.
2. ' ) 2.
3. 3.
LG T T e = “- — ___“-w_ = '__.4 e B T e —
Pacttern Best Vs. Cover: 9-7-3-5-2-8-6-1-4 : © (Rarked in Order)

4s a multiple coverage pattern that is best vs.

free safety deep middlel You are working behtnd Jack
t don't force the ball deep middle vs. a free safety!
dless of coverage = confused, lay it off{

General Comments: This pattern
coverages that do not include a
with the Cov. & exception! Jus
Also, don't go deep widdle late regar

-

QB Notes:




FLARE .= " - _Pattern: 787 (ABLE 97)  Flare: BACKS /_ FAN o
(] - L 2 - - I ‘ = i ‘-7

eries &-Protectiocn:_

1 7 N ;
\ . .« o

\-3‘ :
Mmoo “ROom

Cov.}f6 Cov. 6
, Quarterback
P.S.L.: SAFETIES Read: B-L.S. TO JACK TO ON-CORNER _ Drop:_7 & 2
Pitsern Progression Wki X TOY " Prégression Stg:.2 TO YTOFB

Blitz/Dog Principle: RECEIVERS S.A. SAFETIES BLITZES

Rec. Adjs. Vs. Cleo = X/Q:BURST __Y/Slot: NONE  Z:BURST _ HB: NONE

FB: NONE Adj. Vs. Cov. 2 & 8 = Y/Slot: NOKNE
Rec. Adjs. Vs. Coverage: NO ADJUSTMENIS
Formarion Variations: 1. BROWN 2 1
_ BLUE 4. ACE 5., ACE SLOT
§. SLOT SPLIT/TWIN 7. *"'D" FORMATIONS " 8.
Series Variations: 1. FIRM ° 2. __WEST 3. _SOUTH
Rec Variatioms: X/Q:__ NONE~ Y/S: NONE z: 3
RB Flare Variations:- BACKS WIDE: FAN/UNDER WEST = FAK/CHECK —oomo. B .=

Use of Movement: Z00M = ZIX - 20T - ZEB - TIM - TOM - HIP - FIP

QB Coaching Points |

Stride for 7 & settle in 2 steps! ‘ »

Working instde plus 20 may move series to & Firm call when we don't have depthl
Work behind Jackl! '

Cover 2 or 8, think Y to 2l T
Keep the ball over the outside choulder. "Meet me at the corner" type throw!

Better man coverzge pattern.
Ve. Zone, the WR may have flatten corner into out route if corner drops off deep!

This is a very good slot pass, working between the Q end slot man! .
Must really study WR working tool Individuals run corner routes differently! Bard
Vs. & Cluer, the WR working too! Individuals run cor. rts. differently! iscipl:

Cover 7, try to get to Y fl the Z #21

ol aodl 2y
OHOWOSNSIOWL LN



FORMATION VARIATIONS FOR PATTERN: FLARE 683 UNDER/LOOP
/| ace sLop/mow - BUCK 683 m/Loor) )

ACE SLOT - FLARE 683 UNDER\LOOP

o0

QO
o ‘\_/'

e

\'

ACE SLOT HIP - BUCK 683 m\x.>oop

ooiii_ﬁljc

© FLARE - 693 UNDER/LOOF

elelnlele

,.OO%OO
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Series & Protection: FLARE - Pattern:_ 787 Flares: BACKS FAX
] el “"At}” Cuezrside)
beomasm e 22 . LT FOZE _Zil AZP. TS, Covi_ X2
| aeigeier, vores . Fiutzliial Wonl Top Frincicle: | SouE
Movemenz:_ EIP
C.P.s: 1. Buck Dogs = Take up the slack. _
2. Buck Drops -~ Push upfield and roll out 7 yds. deep & stretch zone.
3. As you roll cutside, check for the ball.
4, :
5. :
Fullback (Strongside) STUB . : ‘
ProgeC?_;lon:D.P.U. MAC/ IUIg:.v;.:tte: FAN Adj. Vs. Cov._ NOMNE
Variation Routes: FLASH/FLAT/WIDE Dog Principle: _ NONE
Release: OUTSIDE Yovement:__ FIP )
C.P.s: 1. D.P.U. Stub - Mac & Stub Dog, teke up the slsck on Stub.
2. 1fnos.P.U. push upfield & roll out 7 yds. deep & stretch the zone.
= Z As you roll outside check for the balls , S S P
5. ~ |

X or Q (Weakside Receiver)

Location:

Route:___7 Release:_VARY Adj. Vs. Cleo: BURST
Blitz Principle:S.A. Movement: NONE

Change Up Routes:  NONE
Slot Route:_ 87 Twin Route:__ 87 Adj. Vs. Cov: NOKRE
@ C‘.P.s:' 1. Get to move area and get defender turned. ,
. .. 2. Give him a good post move znd bring it back to the corner. '
. 3. When you come out of your post move adjust your route to defender.
4. 1f cormer is laying off and outside flsttem out route. -
5. 1f you get Cleo suppert them run a Burst 7
o 6. . ’
Y or Slot (Middle Receiver) - - _
Location: __POC Route: 87 Release:_ BEST Adj. Vs. Cleo: NONE
_. . __.Change Up Routes: NONE Dog Principle: NORE __ Blitz Principle:_S.A. -
=== TE at Q Route:i T —aAdjs Vs —Cov:iz 3§ G-=—Covi—3&-5-"—— T L, ) S —

o —

Release outside if possible & push upfield & into post &rea.

C.P.s: 1. :
2. 1f Man to Man coverage beat Sam to the post.
3. Dom't flatten your post pove - stay down the middle.
&, If you read Cover 2 or 8 look for ball in post areda.
5. Lf Jack drops flat weak (Cov. 7) QB is thinking of you.
6- g -
Z (Strongside O;zsideg '
Location: BASI Route: 87  Release: VAKX Adj. Vs. Cleo: BURST
Change Up Routes; NONE ~Fiitz Principle: S-A. lMovement: 2004-2 IN-ZEB-20T
Slot Route:_ 87 Tvin Route: 87 Adj. Vs. Cov: HORE
C.P.s: 1. Get o move area and get defender turned. .
- rnive iz a good PSSt mOVe end bring it back to the corner.
B emam TTL 1Tsa SuT zZ <oux PeST WOoVe e iusT FOuT TouTe o ZefazZes.
- = e i PTme

e

- —— et G S~
T S e —m e T
” o - -
S

- -—
- —_— T b —=-

- a— - - - ———— ————
- — =2 = ey




Safeties divide - think strongside
work between Y & Z to FB:

#2 ALERT - LOOSE ZO

j(_

. Loose zoné coverage.
+« WR can't catch up with corner.
« WR will flatten out.

trwrme

#3 ALERT: MAC UNDER 8!

When running from slot - alert Macl

1. If Jack moves flat weak - check ¥ on

1.

2. Can use Under flare co cyg:roll 2.
3. 3.
4. . &,

Cover: FORMS OF MAN -~ COV. 2 or 8 = 90! _

(Rarked in Orce

Pattern Best Vs.

pi:cérﬁ.' It . is oni? good in the mid-

General Comments: This is a better inside the 20
' orns of 3-5-7 coverages. This {s an excellent

field area if we are getting Maa and f
dog pattern! Zero in on the receiver

QB Notes:

. oncs the direction is determined!




FORMATION VARTATIONS FOR PATTERN: _ FLARE 787 BACKS FAN
\ (I FORMATION) o N (FIRM SERIES)
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RUNN™ ~3ACK/RECETVER COACHING POINTS

Series & Protection: FILARE d Pattern:DELAY 272 Flares: FLAG - PoLf
D
Halfback (Weakside) =
_. Protecrion: S.P.U. BUCK Route: FLAG Adj. Vs, Cov:____NONE
Variation Routes:_ POLE = DELAY Dog Principle:_ NONE
Movement : __NONE ¢
C.P.s: 1. S.P.U. Buck. Buck dogs, take up the slack.
- 2. Buck drops - push upfield and break to Flag 9 to 10 yds. deep.
3. Clean out delay area! Check for ball & stretch the zome.
L. DELAYING: Start angle route, pivot & allow FB or Q to clean out delay ar
5. POLE: Push as you would a flag, but break down the hole! Alert 2 & 8!
6. WEST: N.S.P.U. - release and run delay ynder F3 Streak!
Fullback (Strongside) - i ’
Protection:_D.P.U. STUB Route: POLE Adj. Vs. Cov.DOWN HOLE VS. COV. 2 or 8!
Variation Routes: FLAG - DELAY Dog Principle:_ NONE
Release: INSIDE Movement: _ NOME : -
_ C.P.s: 1. D.P.U. Stub! Take up the slack if Mac & Stub dog!
e SET2UFIE no-pick up,-:elease:1nside;;pushing:npfiald:;o:stretcb:ﬁelgy;grea-&:hi
3. Check for the ball vs. Cov. 2 & 8! : ‘ ' “Th
4. FLAG: Start as if running a pole but break for Flag! Check for the ball!
5. DELAY: Start angle route, then pivot & allow Y to clean out delay areal
6. West w/Streak call-remember you have S.P.U. lst, then clean out with Stre
X or Q (Weakside Receiver) . ;
locacion:_ BASIC Route: 2 DELAY Release:__ VARY Adj. Vs. Cleo: NONE
Change Up Routes: 7 5 Blitz Principle:S.A. Movement: NONE
NONE

Slot Route:72-75 Twin Route: 72-75  Adj. Vs. Cov:

C.P.s: 1.
2.
3.
4.
S.
6.

Use at least 2 moves within the stem!

Top of stem, pivot & come back inside undernesth the clean out man!
Gain ground slightly, but be prepared to pull up & slide back outside!
Q position - same techniques, just make sure you allow RB to clean out!
Q positionm, possible 7 clean out route for a HB delay. Check for ball!

Start as if running a QK 1.

-

Y or Slot (Middle Receiver) ..
. leecation: POC Route:_ 72 Release: OUTSIDE Adj. Vs. Cleo: NONE
" " Cnange Up Routes i -2 = 25 DELAY——"Do Principle:-NONE - Blirz Princi le:S-A.
TE at Q Route: 2 or 7Adjs. Vs. Cov: ONE ' Movement i - TOM-TIM -
C.P.s: 1. Release outside within the 3 yd. reieasing zone & clean out the delay aT:
2. Don't get held up! Get deep and be alert for the balll
3. Delay 25 Call: Release outside & widen area. Allow RB to clean ocut & cot
4. Coverage takes away delay, pull up & slide back outside!
5. On 72 Combo, dog occurs, really attack Sam or coverage with 7 route!
. 6. o t - -
Z (Strongside Outside) \ ,
Location: _ BASIC Route: 72 Release:_ VARY Adj. Vs. Cleo:  NONE
Change Up Routes: 72743 Blitz Principle: 5.A. Movement: ZOOM-ZIN-Z0T
Slot Roure: 72-25 Twin Route:72/75Adj. Vs. Cov: NONE -
C.P.s: Start as if running a QK l. Use at least 2 moves within the sten!
% inside underneath the clean out man!

¢

N LN

Top of stem, pivot & come bac
Gain ground slightly, but be prepared to pull up & slide Back outside!

Coverage inside dictates use of pull up technique.
25 Call - run good disciplined 5 route! Be alert for ball!



Series & Protection: ELARE Pattem: _DELAY 272 Flare:_mac /_porr

1 . i
r 3 ) | ’ /
L : J
~ - c :
ct \
. . s
R M
Cov. 6 |Cov. 6
‘ Quarterback
DEF.
P.S.L.:_ SAFETIES Read: B-L.S..VS. 30 DEF. MAC VS 40 Drop:_71 & 2
" partern Progression Wk:_EB te XorQ Progression Stg:. Y to 2 s
Blitz/Dog Princ..le: REC's S.A. SAFETY BLITZES ’
Rec. Adjs. Vs. Cleo = X/Q:_NONE __ Y/Slot: NONE ___2:_ NONE __ HB: NONE
FB:  NONE Adj. Vs. Cov. 2 & 8 = Y/Slot: _NONE
_’ Rec. Adjs. Vs. Ccverage:»WRs: ;INSIDE COVERAGE ON DELAY -~ PULL UP, PIVQOT & SLIDE OUTSILE
* Feormation Variations: 1. BROWN 2. ACE '
3. ACE SLOT (HOW) 4. SLOT/TWIN SPLIT 5, “p" FORMATIONS
6. 7. 8.
Series Variatioms: 1.__ WEST 2.___ SOUTE 3.
Rec Variations: X/Q:__7/ [ Y/S: =/ 1 z._~ / /

”1

1

Use of Movement: ZOOM/ZIK/ZOT: * DELAYS ARE HELPED BY TEE USE OF MOVEMENT!

Coaching Points FOR DELAY PATTERNS AS A GROUP - PRINCIPLES APPLY TO ALL DELAYS!

L
(V1]

Stride for 7 steps and settle in 2! Timing is not delicate! Concentraze on Reads!
Know how the Buzz System is working! Be careful of LB'ers dropping inside out!
40 defense, work behind Mac. 30 defense, work behind Jack! '

A delay combinstion always includes a delay man outside and 7 or Flag route

A RB delay comes off an Angle type route but is delayed! .
Always check the corner move lst just in case of a blown coverage!
When a rec. tuns a delay and finds coverage waiting,
RBs will pick up dogging LB'ers as a protection dictates.
The receivers will work under
1f you read Cover 2 or 8, check Pole downfield! , .
Note a 72 combination is an automatic cormer/delay combination!

Variation Delay Patterns Are: Delay-225 Bks Delay - West 595 Delay/Streak!

Delay-275 Flag/Delay -~ Delay 772 Delay/Pole. N ,
Kare: Mals "Delav" eall following protection call if required! ’

—
QWO NNU DN

-
- v

—
™~

inside!
Receiver delay routes are called off of a 2 pattern & Y's delay off of a 10 & 20 delay

he will pull up & slide outside!
Dog coverage, check 7 route
B & R coverage right away, then go through with delay r>



QUARTERBACK ALERTS,

41 ALERT: INSIDE COVERAGE

T8

OOE’OO‘O
O O

_ Inside coverage shuts door on delay.
2. Delay receiver will pull up & slide cutsde
3.LB'ers deep, flatten out & go undert

4,

O

p:

#2 ALERT: CHECK 7 OR FLAG ROUTE !

1; Once direction determined, ck. deep S
2. Not there, read buzz system & go to d

-

43 ALERT: COVER 2 or 8

L 4 -\ — .

=3

1. Pole back will hit the hole created by
2. ' safeties.
3.
A

1. Bsck will S.P.U. dog. No clean out th
2, Strongside, you still have Y 7!
3, Better off going strong!

4.

N

1-3-5-7-9

Pattern Best Vs. Cover: 6 -4 -2-8-~

General Comments: Delays are best vs.
LB'ers. They are positive gain plays
a delay inside, you knew how
exact type execution play. Expect the
should be cleared out if not dogging!

shot at a big play deep if the 7

Froddsink strongside!
!

the buzz system is working.

mEn coverage 4
Your first thought is the delay gives you &

or flag is not covared properly:

forms of Zonme coverage that {nelude deep droppin
{f executed properly! Just make sur

e when throw
Man coverages force a more

defender to chase the delay. LB'e

1f you recognize




G/POLE AND VARIATIONS

Q@

ACE - 272 FLAG/POLE -

BROWN SLOT = FLARE 272 FLAG/POLE |

N L

i

(3uc1<) \

DUCE: FLARE DELAY - DBLE 72 POLE/‘




NORTH SERIES

* THE NORTH SERIES IS A FLARE SERIES PASS MOVED FROM A B.L.S. READ
TO A B.L.S. & SAM R.E'.A.D BY THE ELIMINATION OF THE HB OUT W'E.AKSIDE
THE HB WILL SIT INSIDE SOLID. THE FB EJCECUTES HIS BASIC D.P.U.
TECHNIQUE WITH THE GUARD ON A MAC TO STUB READ. IF MAC DROPS,

HE DOES NOT HAVE TO CHECK STUB, THE GUA.R.D WILL SLIDE OUT AND PICK

“HIM-UP **THIS‘IS'*ONLY*TM"VS“‘BO %750 DEFENSIVE FRONTS — THE REST

OF THE LINE BLQXCKS BASE FOR A QB TAKING A 7 OR 7 & 2 STEP DROP.

NORTH MEANS WE ARE NOW RUNNING A POTENTIAL & MAN PATTERN - 1
WEAKSIDE - 3 STRONGSIDE! THE BREAKING POINTS FOR THE WR'S ARE 20
YARDS WHICH ALLOWS THEM TO USE LATERAL AS WELL AS VERTICAL MOVES.
THEY STILL SIGET ADJUST SAFETY BLITZES! |

NORTH CAN BE COMBINED WITH QUICK OR FIRM CALLS. EXAMPLE: NORTH
FIRM - 444 FAN.

'NORTH SERIES PASSES ‘ARE?DRAWN UP—AS’FIARE ?ASSES)

1. NORTH - 444 FAN
2. “NORTH - 545 HOOK —~ "'~
3. NORTH t-&ss FAN

4. NORTH - 639 FLAT OR LOOP
5. NORTH - DELAY - 272 POLE



NORTH PROTECTION

c | | | c|c

@
L oagdod L] chages
g ?RC,)G(E;\.‘V 4290 i '6\ ?56\_/ B

-
TIGHT END: Run Pattern Call.ed' e ’ . ,

-

JNSIDE TAC: Bage 2 man
JNSIDE GRD: Base | man 30 or 50 = D.P.U. = Mac to Stub |

, . Offensivé line - Big men and Middle LB'er
SENTER: Bade 0 'man ) Zone all stunts vs. all defenses °
JFFSIDE GRD: Base | mas
‘)FFS'IDE TAC: Base 2 man .

JUARTERBACK: = 7 step or 7 & 2 step drop. Read B.L.S. to"Saml
" AK BACK. S.P.U. on Buek - No Doé - Clean up on assigned :ushe‘zr.

.-&ONG BACK: :D.P.U. on Mac to Stub - No Dog - Run flare control called. Possible Hot
Assignment on Stub! .
X: Paetars Aaltad :



CUALRLNG FULNLD NORTH PROTECTION

TORMATIONS :

SPLITS: SMART

AL | ' DEPTH: OFF
l. - Run pattern called. B.P.s = 12 to 15 yds.
TIGHT 2. If weakside in a 1 back formation; assume the HB ass:!.gm:en: - Solid on
END (Ace slot & "D'" formations) - :
3. Sight adjust safety blitzes.,
L. Base 2 man - Regular set.
2; Alert - 77 = 3 pan - 90 = slide call - 3 man.
‘ONSIDE 3. Alert = 30 - 50 - man on man vs. DE =~ unless Mac Tough - "ZORO"
TACKLE 4. Zone all stunts unless bubble yourside:.
TE SIDE) -
1. Base | man - regular set.
ONSIDE 2. Alert - 30-50-Dual pick up = Mac to Stub-unless Mac Tough - "ZORO"
GUARD 3. Alert - 90 - slide call - 2 man.
4. Zome all stunts unless bubble yourside.
5. _FB Hot assignment - No D.P.U.
T imerd | 4~—S82se 0 wan =—regular set:
2. Uncovered - check your backer - help.
_— 3. Alert = 30 - 50 - No help strongside.
CENTER 4, Zope all stunts :
1 Base I man - regular set.
OFFSIDE 2. Uncovered - check your backer = cut nose.
GUARD 3. Zope all stuntss:
l. Base 2 man - regular set.
OFFSIDE 2. Alert - 50 - 42 - Base DE = 3 man.
TACKLE 3. Zone all stunts
(Openside) :
— =i =21 1. brop 7 ‘or T°& 21 =North. routes are 4-5-6-7-81 "= -
. 2. Read B.L.S. te Sam - Think strongside unless!
QUARTER 3. S5.A. safety blitzes.
BACK 4. B.P. for WRs are 20 yds.
5. Alert for a RiaB sssigoment for Y or the slot!
l, Swing pick up on Buck all the way.
WEAK 2.7 No Dog - clea.n up on sssigned rusher.
BACK : ; .
1. Dual pick up - Mac to Stub - Mac dogs - Grd w11l pick up = Check Stub.
STRONG 2. No Dog - run flare control called:. No P.U. om Stub mless Mac dogs!
BACK 3. Dual pick up applies to the 30 and 50 defenses. .
4, Pcssible Hot assignmeut vs. Stub dogs! "No S.P. U.
- 1. Run pa}ttem called. B.P.s 20 yds.
SPLIT- X 120 s.a: plitzes .
vy 1. Run pattern called. B.P.s 20 yds.
FLANKER=Z| 5 5 A. Blitzes
OFFSIDE 1. 1 back set - assumé HB bleccking assignment - Block Buck!



SOUTH SERIES

THE SOUTH SERIES IS OUR STRONG FLOOD SERIES. A SERIES THAT ALLOWS
US TO GET 4 RECEIVERS OUT TO THE STRONGSIDE. SOUTH TELLS THE UN-
COVERED LINEMAN TO EXECUTE A DUAL PICK UP TECHNIQUE ON MAC/BUCK.
THE QB TAKES A 7 STEP OR A 7 & 2 STEP DROP AND READS STRONG ALL THE

‘WAY UNLLSS USING AS A COUNTER KEY TO WORK WEAK TO X! THE SB DOES

NOT HAVE PICK UP ON STUB. HE RELEASES AS FAST AS HE CAN WHILE THE W3
MOVES STRONG AND CHECKS STUB BEFQRE ENTERING THE PATTERN. ALL
RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY ASSIGNED BREAKING POINTIS.
THE SB WILL TAKE THE FIRST FLARE CALL AND THE WK BACK TAKES THE

"'sacoma CATIT ~"QUICK OR-FIRM" 'rzcz-mmtms "CAN “BE -COMBINED-AS .A_SECONDARY

CALL WITH THE SOUTH SERIES. EXAMPLE: SOUTH-QUICK 121 CLOSE/WIDE.

*SPECIAL NOTE: TH™™ PROTECTION IS A HIGH RISK PRQTECTION IN TEAT
A LINEMAN HAS A DUAL PICK UP ON MAC/BUCK THIS IS A HIGH PERCENTAGE
THE SPLIT END CAN BE USED AS A HOT RECEIVER IF SOUTH IS INCLUDE

IF NOT SOUTH

DOG!

IN A GAME PLAN IN WHICH MAC/BUCK DOGS ARE A PROBLEM.
WOULD NOT BE INCLUDED IN A GAME PLAN WHEN - PLAYING A DOGGING TEAM.

ALL SIGHT ADJUSTEENI PRINCIPLES APPLY.

T0 BE RUN FROM BLUE OR BLUE sLort
SOUTH SERIES |
1. SOUTH - 444 FAN/HASH

2. SOUTH - 545 Hoozc/wms

3. SOUTH - 866 UNDER/WIDE

4. SOUTH - 639 FLAT/UNDER

5. SOUTH - DELAY 272 POLE/WIDE



SOUTH PROTECTION

TIGHT END:
ONSIDE TAC:
ONSIDE GRD:
CENTER:

OFFSIDE GRD:
OFFSIDE TAC:
QUARTERBACK :

/ AKX BACK:
STRONG BACK:

Y.

BLOCKING RULES _

Run Pattern Called.

Base 2 Man.

Bsi@ll man ~ uncovered - Mac to Buck Offensive line - Big men =
‘ . . : _ « Middle LB'er and Buck.
Base 0 man - uncovered - Mac to Buck " Zone all stumts. ‘

Base ] man ~ uncovered - Mac to Buck

Bese 2 man _ |

7 STEP or 7 & 2 STEP DROP. READ B.L.S. TO SAM!
Get acfoss. backfield quickly for swing pick up o Stub = No dog - Run |

flare called.
No S.P.U. = Run flare control called.

Darravrm ~altad



SOUTH SERIES

IHE SOUTH SERIES IS OUR STRONG FLOOD SERIES. A SERIES THAT ALLOWS

US TO GET 4 RECEIVERS OUT TO THE STRONGSIDE. ~SOUTH TELLS THE UN-

COVERED LINEMAN TO EXECUTE A DUAL PICK UP TECHNIQUE ON MAC/BUCK.

THE QB TAKES A 7 STEP OR A 7 & 2 STEP DROP AND READS STRONG ALL THE
‘WAY UNLESS USING AS A COUNTER KEY TO WORK WEAK TO X! THE SB DOES
NOT HAVE PICK UP ON STUB. HE RELEASES AS FAST AS HE CAN WHILE THE WB
MOVES STRONG AND CHECKS STUB BEFORE ENTERING THE PATTERN. ALL
RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY ASSIGNED BREAKING POINTS.
THE SB WILL TAKE THE FIRST FLARE CALL AND THE WK BACK TAKES THE

T "’"'s'}:conn CALLT- QUICK ORFIRM TECHNIQUES “CAN “BE -COMBINED-AS-A-SECONDARY

CALL WITE THE SOUTH SERIES. EXAMPLE: SOUTH-QUICK 121 CLOSE/WIDE.

TH™~ PROTECTION IS A HIGH RISK PROTECTION IN THAT
THIS IS A HIGH PERCENTAGE

*SPECIAL NOTE:
A LINEMAN HAS A DUAL PICK UP ON MAC/BUCK.
THE SPLIT END CAN BE USED AS A HOT RECEIVER IF SOUTH IS INCLUDE
IF NOT SOUTH

DOG!

- IN A GAME PLAN IN WHICH MAC/BUCK DOGS ARE A PROBLEM.

WOULD NOT BE INCLUDED IN A GAME PLAN WHEN - PLAYING A DOGGING TEAM.

ALL SIGHT ADJUSTME?I PRINCIPLES APPLY.

———~——:SOUTH—EATTERNS-ARE_SELECTED_FROM_IHE_FLARE GAME_%??N£R§_MORE LIK;LY

TO BE RUN FROM BLUE OR BLUE SLOT!

SOUTH SERIES
1. SOUTH - 444 FAN/HASH

2. SOUTH - 545 HOOK/WIDE }
3. SOUTH - 866 UNDER/WIDE

4. SOUTH - 639 FLAT/UNDER

5. SOUTH - DELAY 272 POLE/WIDE .



CUALRLNG fUlineo

S bll FDWaE L L o

FORMATIONS: ALL SPLITS: SMART
. o DEPTH: OFF
: 1. Rua Pattern Called. . :
TIGHT 2. 'Sight adjust Safety blitzes B
END 3. Breaking points = 12 to 15 yds.

4. Possible Hot assignment V3. Mac Dogsl!
1, Base 2 man - Regular Set
2. Alert - 77 - Base 3 man - 90 - slide call - 3 =man,

ONSIDE 3j. Zone all stunts.

TACKLE '

. (TE SIDE) ' |
L 1. Base 1 man - Regular set.

ONSIDE 2. Alert = 90 = Slide call = 2 mam. . .

GUARD 3. Alert - 50 - Covered call from off guard - Dual pick up - Mac to Buck.
4. Zome all stunts. '

T - - 1~% Ege 0 m“é“iégular' 5at. = - T oo — .
- 2. Uncovered - Ma¢ to Buck.

CENTER 3. Zone all stunts.
1. Base 1 man -~ regular set.
2. Uncovered - Mac to Buck. .

OFF$IDE 3. Alert - 50 - covered call to om guard.

GUARD 4. Zone all stunts. -
1. Base 2 man - regular set.

OFFSIDE 2. Alert - 50-42 - Base DE - 3 ma:n.

TACKLE 3. Zome all stunts.

(OPENSIDE) -

)

QUARTER

| NOTE :—When—<calling a-South

1. Take a7 or 7

&2 “step drop.Sight-adjust-blitzes,

£flare,-the SB_flare will be called First! _ B

2; This is & higher risk protection. We have a D.P.U. on Ka‘c to Buck!
BACK 3. Read B.L.S..to Sam - THINK STRONGSIRE UNLESS!
: 4, B.P.s are 20 yds. o L i
S . . This is a strong flpnd paes hut . can We naed pe A Ffpurnber ¥ev IO throy we
1. Get across backfield quickly for swing pick up on Stud.
WEAK 2. No Dog - run flate called. L
BACK 3. You will be~the second flare call made instead of the lstl
) 4. Blue formation = FB is in the weak back spotl _
STRONG 1. XNo swing pick up - You will be the first flare cal;ed.
BACK 2. Run flare control called. .
3. Blue formation - EB is in SB spot!
' 1. Run pattern - B.P.s 20 yds. .
SPLIT- X |2, s.A. blirzes.
FLANKER- 1. Run pattern — B.P.s 20 yds.
KER=Z 2. S.A; Blitzes
OFFSIDE | Possible slow = No slow, run X's numbered routel!
TTCHT END ‘ ‘

ey L4



VARIATION SOUTH FLARE ACTIONS
— FAN/HASH

HASH WIDE
'y

g

e ey i e

_____ &Oo O

CLOSE/CHECKR '

o .0'0.809)
7 A J,—j



CUALRANG Ul Suill EAWL LG A s

SPLITS:  SMART

FORMATIONS: , ) A -
Hin ALL . ' . DEFTH: OFF
: 1. Run Pattern Called. . ‘
TIGHT 2. Sight adjust Safety blitzes -
END 3. Breaking points = 12 to 15 yds.
L. DPossible Hot assignment VS« Mac Dogs!
1. Base 2 man - Regular Set
2. Alert - 77 -~ Base 3 man - 90 = slide call = 3 man,
ONSIDE 3. Zone a2ll stunts.
TACKLE
. (TE SIDE) '
) 1. Base l man - Regular set.
ONSIDE 2. Alert = 90 = Slide call = 2 man, o
GUARD 3. Alert - §Q - Covered call from off guard - Dual pick up - Mac to Buck.
4. Zone all stunts. '
e J 1= F2se 0 man =~regular -set. R L et - e . _
- 2. Uncovered - Mac to Buck. - ‘
CENTER 3. Zone all stunts.
1. Base'l wan . - regular set.
. Upcovered = Mac O Buck.
OFFSIDE 3. Alert - 50 - covered call to om guard.
GUARD 4. Zone &ll stunts. -
1. Base 2 man - regular set.
OFFSIDE 2. Alert - 50-42 -~ Base DE - 3 man.
TACKLE 3. Zone all stunts.
(OPENSIDE) -
—_—— 'Nq;?:t;’ﬂhenj;gllmg:g_éggt_hfﬁlaggy:nhe 5B _flare will be called First! _____
QUARTER 1. Také a7 or 18 2 "step‘dIOpr—Sight—idj ust:bli.:z'e,s. -
2. This is & higher risk protection. We have a D.P.U: on ¥a¢ to Buck!
BACK 3. Read B.L.S..to Sam - THINK STRONGSIDE UNLESS! ,
- 4, B.P.s are 20 yds. .. o o ; o :
< This i€ A stTOng £1oad nw_wm_a Faunter ¥ey To throw W
1. Get across backfield quickly for swing pick up on Stub.
WEAK 2. No Dog -~ run flare ¢alled. .
BACK 3, Yol will be-the second flire call zade instead of the lstl!
) 4. Blue formation = FB 1s in the weak back spot!
STRONG 1. Rd.swing pick up - You will be the first ﬁlare cal}ed.
BACK 2. Run flare control called. .
3. Blue formation - HB ig in SB spot!
' 1. Run pattern - B.P.s 20 yds. -
)y SPLIT- X |2. s.A. blitzes.
! FLAN .- |l¢ Run pattern = B.P.s 20 yds.
KER-2Z 2. S.A:; Blitzes
QFISIDE Possible slow - No slcw;':uh X'; numbered routel

TTERT FND

11 o/
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, - EAST SERIES

THE EAST SERIES IS A FLARE SERIES PASS MOVED FROM A B.L.S. READ TO

A B.L.S. & JACK READ BY THE ELIMINATION OF THE FB OUT STRONGSIDE.

THE FB WILL SIT IN SOLID. THE HB KOW USES A D. P.U. READ ON THE
WEAK INSIDE LB'ER TO BUCK WITH THE GUARD ON HIS SIDE OF THE BALL
IF THE LB'ER DOGS, THE HB ROW EAS TO CHECK BUCK, OTHERWISE HE IS

FREE TO RELEASE_AS THE GUARQ_WILL SLIDL OUT AND PICK UP BUCK IT TEE

IVSIDE LB'ER DRQPS. THE REST OF THE LINE nLOCKS BASE FOR A QB TAKIV(

A70RA7 &2 STEP DRDP.
EAST MEANS WE ARE NOW RUNNING A POTENTIAL &4 MAN PATTERN - 2 WEAKSIDE

2 STRONGSIDEI 2 STRONGSIDEI THE BREAKING POINTS FOR THE WR'S ARE
20 YARDS WHICH' ALLOWS THEM TO USE LATERAL AS WELL AS VERTICAL MOVES.

THEY STILL SIGHT ADJUST BLITZES!

EAST CAN BE COMBINED WITH QUICK OR FIRM CALLS.
EXAHPLE EAST-FIRM 444 FAR.

EAST SERILS PASSES ARE (DRAWN U? AS FLARE PASSES)

1  EAST 444 FAN

2 EAST 545 HOOK B

oy EAS'I‘@EGGFAN SRR FL A e, TR L ;;:7;:.-_ s
4. EAST 639 UNDER ) :

5. EAST 683 UNDER P

6.

EAST 873 FLY



EAST PROTECTION

ci{cC C

L Q‘alﬁi&s ]
o ? >

TIGHT END:
ONSIDE TAC:
ONSIDE GRD:
CENTER:

OFFSIDE GRD:
OFFSIDE TAC:
QUARTERBACK:

- JEAK BACK:

STRONG BACK:

BLEC—KING R o s = '”'.“:v'_: = =
Run Pattern Called!
Base 2 man

Bese 1 man ) Offensive line - Big men and Middle LB'er.

(%o D.P.U.)
Bése O man ] &
Base 1 mén : Dusl pick up uriless covered - weak inside LB'er

to Bueckl (30 - 70 - 77 - 90 Defenses)
Base 1 man '

7 or 7 & 2 Step Drop - Read B.L.S. to Jack
D.P.U. = Weak {nside backer to Buck. .No Dog - Rum flare control called.
Possible Hot Assignment vs. Buck dog. . g} ‘

Check Stub -~ No Dog = clean up on sssigned rusher (Bolid).

Prroemrn CaTllad.



" COACHING POINTS  EAST PROTECTION

*ANS . SPLITS: SMART
FORMATIONS: ALL _ DEPTH: OFF
N T. Run pattern called. SIGHT ADJUST SAFETY BLITZES!
TIGHT 2. 1f weakside in.a 1 back formation, assume HBs assignment. S.P.U. Buck!
EFNDu (Ace slot & "D" formations). _
3, Strive to run routes a minimum of 12 yds. deep to a maxi%ux of 15 yds. deeg
1. Base 2 man = Regular set.
2, Alert = 77 - 3'man = 90 - slide call - 3 man.
ONSIDE 3. Zene all stunts.
TACKLE
(TE SIDE) j
. 1. Base 1 man - regular set.
ONSIDE 2. Alert = 90 = slide ca2ll - 2 man.
3. Uncovered = 30 - 50 - check your backer - cut nose. NO D.P.U.
GUARD =
4. Zone all stunts,
1. Base Q man - regular set.
2. Uncovered - check your backer - help.
3. Alert ~ 30-70-77-%0 = Na help weakside.
CERTER 4. Zome all stunts.
1. Base l man - regular set.
OFFSIDE 2. Alert~ 30-70-77-90 - Dual pick up - weak inside backer to Buck - unless
o : weak inside backer Tough - "ZORO"
- GUARD 3. Zone all stunts unless bubble yoursidas, '
4. One back in backfield - Backside TE to your side - Alert "YO-YO" Call
1.. Base 2 man - regular set.
"QFFSIDE |2. Alert - 50-42 - Base DE - 3 man.
‘ ; o 3. Alert - 30-70-77-%0 - Mad on man vs. DE - unless weak mside backer tough =
. TACKLE
OPENS IDE ZORO. :
_( : D _)_ 4. '_‘Zone all stunts unless_.bubble yeurside. e D
1. Drop 7 or 7 & 2! East routes are &4~ 5—6-—7 8!
2. Read B.L.S. to JACK - Think weakside unless!
QUARTER |3, sight adjust safety blitzes! Possible Hot assignment on fuck!
BACK 4. Breaking points for WRs on 20 yds.!
5. Alert for R&B assignme.n:s for Y on the slot!
WEA? 1. Du#l pick up = Weak inside LB'er to Buck - Wk inside LBVep dogs = Guard wil.
:‘A‘( pi¢k up check Buck - You don't have to P.U. Buck unless WK ILB'er dogsl
BACK 2. No Dog = Run flare control called. Possible Hot assignment on Buck.
3. Dual pick up applies to all defenses the wk. grd. is uncovered!
1. S.P.U. on Stub all the way. No D.P.U.! v
g;{ EO(NG 2. No Dog = clean up on 2ssigned rusher. ~
o 1. Run pattern called - B.P.s 20 yds.
--3PLIT- X p. s.A. Bliczes! '
1. Run pattern called - B.P.s 20 yds.
FLANKER-Z . 5.A. Blitzes!




v
[ - SRR - s A e d e

Cov. 6 [Cov. 6
‘ Quarterpack
P.S.L.: SAFETIES Read: B.L.S. = JACK TO SAM Drop:__ 71 & 2
——- -Pattern Progression Wk: - X to HB . .. . —Progression Stg: Ytog e

Blitz/Dog Principle: RECEIVERS S.A. SAFETY BLITZES

Rec. Adjs. Vs. Cleo = X/Q:_BURST __ Y/Slot: NONE Z: *NONE __ HB: NONE

FR: SOLID Adj. Vs, Cov. 2 & 8 = Y/Slot: _ NONE
_ Rec. Adjs. Vs. Coverage: RORE
r Formation Variations: 1. ACE N ‘ 2, ACE SLOT
Y— 3, TWIN 4. SLOT/TWIN SPLIT (X) . .5. "D"™ FORMATIONS
6. 7. . 8.
‘Series Variations: 1. BUCK 2. FLARE 3.
Rec Variations: X/Qi_ 1 - Y. 72/ | Zi 727
__ RB Flare Variations: Pole/Flat & Backs Flat . . . e e
S e of Mvent: | THIN 00N - EIZ | T o o

QB Coaching Points

1. Stride for 7 steps and settle in 2 steps. ‘

2. Concentrate os Jack's reaction to X or Q and Y or Slot 7!

3. Jack flat stréng, go to X or HB Fly! '’ o

4. Jack holds ia the middle or, goes weak, go to Y 71 . v

s’ 1f 4in a Slot formation & Jack holds middle, think EB en the Fly!

§. Lf going to Y or to the slot, be aware of the stg. corners coverage on Z!

7. The cor. must take the bite on the Z3! He's cspable of falling off the Z3 into the Y7!

§. Y or the slot must beat single coverage by Sam! . o

9. If Y or the slot end up 1 on 1; lay it up, meeting hin at the corner!

10. Drill an 8 post throw - lay up 7 corner throw! _

11. Vs. & Cleo strong, Z will try to'pull the corner to the L.0.S.1
¢ 12. 2z is last thought because he is running a €ontrol type routel

- 13. Putting X on a 7, makes this a Flare 772 pattern. Use a Pt_:le/Flut unless G.P.

oives X or O an option! Thea run backs flatl



Serdies & Protection:_- EAST  Pattern: 873 Flares:_ FLY
. Halfback (Wakside?} ; ' S ,
' Protection:S:-P:E. BUCK Roure: FLY Adj. Vs. Cov:_ NONE

Variation Routes:  NONE - Dog Principle; NONE - ALERT HOT CALL
Movementc:  BIP

C.P.s: 1. Buck dogs - take up the slack! _
2. Buck protection called - N.S.P.U. Look quicker if buck dogs! Alert "Hot" ca!
- - 3, Fly route run off a Flat or Flash - Flash technique from Slot Set!
4. GCet the LB'er in a foot race and get upfield as fast as you can!

5, Look for the ball over the inside shoulder.

Fullback (Strongside)

Protection: SOLID - Route:_ NONE Adj. Vs, Cov.__NONE
Variarion Routes: DRAW = WIDE - FLAT — LOOFDog Principle: NONE
Release:__ NONE ____Movemenr: NONE ’
C.P.s: 1. Flare protection call, alert for route calll

30 -

4,

S.

X or Q (Weakside Receiver)

Location:  BASIC Route: 8 Release:  VARY Adj. Vs. Cleg: BURST
Change Up Routes:_ NONE Blitz Principle:S-A+  Movement: N0
Slot Roure: 73 Twin Rouce:_ /3 Adj. Vs, Cov:__ NONE

C.P.s: 1. Get to the move area as fast as you can! Attempt to turn corner outside!

2. Once breaking in an 8, don't flatten out! Hit the gean!
3. X should read B.L.S. for alert to QBs intentions.
4. Don't assume you won't get the ball.
5. Cov. 2 or 8 - burst on Jack.
6. Q position — release outside within the 3 yd. greal
Y or Slot (Middle Receiver) - .
Location:_ POC . Route:__ 73 Release: OUTSIDE Adj. Vs. Cleo: __ NONE
) Change Up Routes: 72 Dog Principle: NONE _ Blitz Principle: S.A. —.
TTTTE at Q Route: 8  Adjs. Vs. Cov:__ NONE ~ - - Yovement:_ NONE -

C.P.s: 1. Release outside within the 3 yds. releasing Zonel Turd Sam inside!l

2. Push wpfield and read Sam! - Szm man, beat to cormer! p
. §am zpne, continue the route - no adjustments made!l ) L
. Don't go to the cor. toa scon! EHurts pattern & chances of getting behind St

'+ $lotted reads are the same. o o Co
6, Look for the ball coming over the (oqtside shoulder! "Heet you at the cormar

Al Sl V)

Z (Strongside Outside)

location:_ BASIC Route: 73 Releasse: STRAIGHT Ad3. Vs. Cleo: *NONE-EXCEPTIC
Change Up Routes: 72 (Delsy) Blitz Principle: S.A. = Movement: ZOOM
Slot Route: 73 “Twin Route:_73 Adj. Vs. Cov: FONE

2's mai= 4c: is tc control the stg. cormer.regariless of the coverage!
Tlas, czez e zormer close I tte L.0.S. Eycestion 22 rulell .
Dea't Tun a full depth 3 pattern if you get czight cormer coverage!

-

‘Cortier lays off rua basic 3.route! Aalert for the balll
B & R coverage technique, pull up short!

~ e
v wes 8

)\u\p)lnl,'!‘
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T s © QUARTERBACK ALEKTS
#1 ALERT: JAC$/5552 MIDDLE 1/3 #2 ALERT: STRONG CORNER ¢
p |

eleju{elele 'oogooo/

1. Doa't go X 8 with Jack deep middlel 1. Make sure stg. corner doesn't fall off
2. 1 2. B
3. | 3.
4 4,
#4 ALERT - Z CHANGE UP = 72 COMBO
- oA . SO o i N =

 0©800

1. 72 Combo strong - Z will delay under Y

1, Jack holds deep - go to HB Fly. .
' ' ' 2. Read the same as 73 Combo.

2, '

3. 3. .,

l"_' e M mTm LTTT L ITe e TR e _:_-":E:‘_ gy - - T L i
Parternm Best V4. Cover: Any variatiod of manl 153-5-7-9-8!A "(Ranked in Order

Basically you are working off Jack throwing behind his drop. The

e the plus 20 pattern whére you are far more apt to be . ___.
You are going for the scorel It can be used in mid-field

5 & 7 coverages!

General Conments:
pattern is really a&n insid
attacking man toverages.

vs. man teams, especially teams that play a lot of 3 &

- -
k4

B Notes:




EAST 873 FLY
1 ACE sLoT

" FORMATION VARIATIONS FOR PATTERN:

! <& acE: BuCk 873 FLY - BUCK - 873 FLY

_

\oo?:o

v SLO‘I SPLIT

Yo ojulele




WEST SERIES

THE WEST SERIES IS OUR WEAKFLOOD SERIES, ALLOWING US TO GET
3 RECEIVERS OUT ro THE WEAKSIDE. (X - HB - FB). THE LINE
BLOCKS BASE WITH Y USING A S.P.U. .IECBNIQUE ON STUB! IF STUB
‘ DOGS Y WILL BLOF.. HIM. TIF HE DROPS INTO THE BUZZ SYSTEM, Y
-~ ~ - “WILL RELEASE AND RUN THE ROUTE CALLED. THE UNCOVERED LINEMAN
WILL HAVE TO BE ALERT BECAUSE THERE WILL BE PATTERNS WITHIN A
- G.P. THAT WILL CALL FOR A DOUBLE CHECK PRINCIPLE ON MAC TO

STUB. Y WILL RELEASE WITHOUT S.P.U(l

—=-" - THE HB RELEASES GITHOUT B.U. AND THE FB SLIDES WEAK TO S.PiU.
SUCK. IF BUCK DROPS, THEN THE FB RELEASES INTO THE PATTERN.
THE QB WILL TAKE A 7 OR A 7 & 2 STEP DROP AS THE RECEIVERS
_ARE ALL RUNNING FLARE DEPTH PATTERNS UNLESS WEST QUICK OR WEST

r
©

FIRM IS CALLED,
T0 DEFINE A READ .STRONGSIDE, THE QB WILL ONLY CALL THE STRONG-

SIDE COMBINATION AND X WILL RUN A COMPANION PATTERN. X WILL
RUN A 5 WHENEVER Y RUNS A ROUTE THAT BREAKS INSIDE AND A & ON

Sty N DUTBREAKING ROUTE St
EXAMPLE CALL: WEST - 17 HASH/WIDE (X RUNS A 4)
WEST - 45 HOOK/HASH (X RUNS A 5)

QUICK AND FIRM TECHNIQUES CAN BE COMBINED WITH TEE WEST SERIES

TO SHORTEN PATTERN DEPTHS. EXAMPLE: WEST - FIRM - 44b CLOSE/WI



WEST PROTECTION
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h 42 1 90 Possible YO-YO!
s e —————————
IGHT END: S.P.U. #3 - LB'er drops release and run‘route called!
NSIDE TAC: Base 2 man.
NSIDE GRD: Base 1 man. Offensive line - Big men and middle LB'er.
. . Possible D.P.U. for uncov, lineman working back
ENTER: RBaeke O man. - strong on a Mac/Stub P.U. - ¢.P. will dictatel
FFSIDE GRD: Base 1 man

FFZIDE TAC: Base 2 man

UARTERBACK:
K BACKY

LRONG BAUK:

X: Pattern called.

7 Step or 7 & 2 Step Drop - Resd B.L.S. to Jack.
" No S.P.U. = Run flare comtrol called. <..:. . .. St L en

S.P.U. om Buck on the move - Ko Dog - Run Flare called.






VARIATION WEST FLARE AULLUNS #<

R

CLOSE/FLAT

}900800 :




944 . Flare: TFIN / WIDE

7

b
4

»

rs QAP |

P.S.L.: SAFETIES

Patrern Progress ﬂc
Blitz/Dog Principle: S.A. SAFETY BLITZES
Rec. Adjs. Vs. Cleo = X/Q: FADE Y/Slot: NOKNE Z: BURST HB:__ NONE

X TO *EB T0 ¥B —Progression Stgi Y TO 2

FB; NOXE Adj. Vs. Cov. 2 & 8 = Y/Slot: NOKE
Rec. Adjs. Vs. Coverage: NOX~ B
Formation Variations: 1. ACE 2. BROWN SLOT/TWIN SPLIT )
3. ACE SLOT 4. RED 5. ~
6. 7. : 8.
4
Ciries Variations: 1.SOUTHw/BL.SLT 2. 3.
Rec Variatioms: X/Q: - - Y/S: 48 z: 48

BRI S R

“RB Flare Variations 7 =NONE = == . —

Use of Movement: 2Z00M - ZIN - ZOT - ZEB - TOM - TIM - TOUT - FIP

QB Coaching Points

Stride for 7 steps and set up in 21

Think weakside, going to HB! B.L.S. obviously strong, go strong.

As you set up, make sure the corner is running with XI X will fade a Cleo!
Next, check Buek — Buck deep; lay off to FB. Buck shallow, go to HEB Fin! =
Make sure you don't force a ball. Buck's drop must be defined.

Buck dogs, check X 9 lst! HB can be assigned a Shoot vs. Buck dogs by G.P.
Throw the ball over the HB's outside shoulder!

"OH" call can be used to insure Y's S.P.U. on Stub! He would delay straight if Stub dupe
Weak Zone, think Y to Z to FB lay off!

Any form of "T" motiom, the line must D.P.U.!

[ TR .
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RUNNINGBACK/RECEIVER COACHING POINTS

Series & Protection:__ WEST Pattern:_ 944 . Flares:FIN  / WIDE
" Halfback (Weakside) ' o '
~orection: NO S.P.U. Route: _FIN adj. Vs, Cov: NONE
Variarion Routes: NONE Dog Principle: CERN BE ASSIGRED HUT SHOUTT—

Movement : _NONE

1. Drive at Buck's outside shoulder & push upfield! Read the Buzz System!

2. Lf Buck takes you man, then beat 'em on Fin - Stick 'em at 8-10 yds.!

3, If zone, work to-get behind LB'ers before break into Fin route! (8-10 yds.)
4,

5.

C.P.s:

Allow X time to clean out. Crease is about 18 yds. deepl

If you see a Cled, hit the crease between thé corner & Jack!
‘ Would turm Fin into shoot.

%. You can be assigned a Hot break vs. & Buck dog!
Fullback (Strongside) i ’ ’ G.P.
Protection:S.P.U. BUCK _Route: WIDE Adj. Vs, Cov. NONE
Variation Routes:_ NONE Dog Principle: FICR UF EUCR
Release: OUTSIDE _ ' }b‘vmt; FIP
_C.P.s:. 1. Slide.weak and check Buck. - o e
2. Buck dogs. Take up the slack.  Buck drops, Tun & widel S
3., P.~ a good tempo wide so Buck has to make a decisionl
4. Buct drops deep, be alert for the lay offl
5. . -
X or Q (Wezkside Receiver) . .
location:_BASIC  Route: 9  Release:_ VARY Adj. Vs, Cleg: FADE
Change Up Routes:_ NONE - “Blitz Principle:S:A. Movement: NORE
Slot Route: 44 Twin Route:_ 44 Adj. Vs. Cov: NONE

T~ C.P.s: 1. Think stretch the zome vertically. - : :
Attempt to turm the corner outside so he can't see the EB Finl

Make it look as if you are running & true § & you s&re the primary!

1f you recognize dog, be alert for the balll
Q = Release outside and go! Check over ingide shoulder for the ball.

[ R, W NN N

- . .
\

Y or Slot (Middle Receiver) . ‘ -
=oil - Location: - .- _Route: $,P.U. 44 ~Release:  -BEST = __ Adj. Vs. Cleo: WONE - .
Changé Up Routes: NONE - Dog Principle: BLOCK Blitz Principle: S.A. -

TE at Q Route: 3 Adjs. Vs, Cov:__ NONE Movement : _TOM-TIM-TOUT

Set gquick to block Stub if he dogs. Stub Btziés, releasel
you hear Y0-YO calll

C.P.s:

. Vs. a 90 or 77 defense, block DE until
.. Run & hash 40. : o & o
After quick set, you must determine if Stub is locking om oT dogging.
Zone 4 Stub dog inside with your OT! . _ .

1
2
3
&4
5
6

VARY Adj. Vs. Cleo: BURST ___

Z (Strongside Outside) '
BASIC chute:‘“ _Release:

- Location: I N, .
Change Up Routes: Z8 .. Blitz Principle: S.A. Movement: 2004 — ZIN - ZEB
Slot Route: &4 Twin Route: 4 Adjy. Vs, Cov: HRE -

1. Run a disciplined 4!
Don't assume you won't get the balll

" QB is reading B.L.S. initiallyl S
You have no help undernpeath $o be extra alert to locate the throwing lane!

C.P.s:

L)
»

-
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» . - . a( J

» #1 ALERT - BUCK DEEP DROP

1.
2.
' 4

#2 ALERT - BUCK SHALLOW DROP

CORNER E‘A.I.LS on' x9' )

#4:ALERI-SLOT—NEED D.P.Us ON MAC T STUB!

#3 ALERI'

o0 oo&i"

J-".h)NH

Cover':

6-1-8-3-5-2-4—9

(Rarked in Order

Pattemmn Besr Vs.

Gereral .Comrents: This is best. vs. a strong

stretch by X!
he will allow X to-clean out.
be a mig-match. ‘Be alert for Jfac or
cover the FB. Should be good! This

potentiall
QB Notes:

1f a form of man,

The HB should hit the crease at about 18 yds. deep. .
now the BB is on Buck and it should

Rover picking up the EB and Buck releasing to
is not a high efficiency

zone coverage because of the vertical

Give him time as

pattern but has big play




FORMATION VARIATIONS FOR PATTERN: __ WEST 944 FIN/WIDE
| e T~ BROWN SLOT

i ACE FORMATION
[ FR

»

ACE SLOT

BROWN - ZOOM

A.,“




Se.ries & Protection:

L

Flare: SEAM / - WIDE

¢ Vo T
"t
S 8 |

e 0go Ospty

rd

CavG Cov. 6§

Quarterback
2.S.L.: SAFETIES Read: JACK TO BUZZ SYS. WK. : ‘Drop:___ 1 & 2
-Pattern -Progressign%:.ﬂ TO XTOFB-_ ... ..—Progressiom Stg: Z TO FB R

Blitz/Dog Principle: S.A. BLITZES
Rec. Adjs. Vs. Cleo = X/Q:_BURST _ Y/Slot: NONE Z:_BURST _ HB: NONE

FB:  NONE Adj. Vs, Cov. 2 & 8 = Y/Slot: __NONE

Rec. Adjs. Vs. Coverage: NONE

Formation Variations: 1. BROWNK SLOT/TWIN SPLIT 2. ACE

3. RED 4, . S.

6. 7. - 8.

Series Variations: 1._BUCK ' 2. 3.

Rec Variatioms: X/Q: - " Y/S: - ' Z: 47

'RB Flare Variations: SEAM/MEDIUM - SEAM/DRAW ... . .. . . . ...

Use of Movement:
QB Coaching Points
Stride for 7 steps and set up in 2! . :
Be ready to set up quicker if you recognize the HB coming open sooner!
Read Jack all the way. '
Work behind Jdck's drop - Jack strong think EB to X to FB.
Jack works weak or hangs weak - think Z on 8! Alert Cov. 4 or 21 ‘
1f going to HB on seam let it go as he clears the LB'ers. Don't wait too long.
Be alert for Mac or Rover coming inside out on the HB geanl
1f you recognize a dog - think Z post 8!
This is ABLE 85 audible to be used vs. an obvious cover 3 or 5 P.S.L.! -
. You must be aware of the weak corners play on the X5! He can fall off inside on the HB

Can assign HB a Shoot vs. Buck dogs by G.P. Sea:
This is not a basic slot or "twin pattera - Must have & Split X!

. 0 e

.
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RUNNTNGRACK/RECETVER COACHING POINTS

Series & Protection:_ WEST Pattern: S48 - Flares: _SEAM _ / WIDE
Halfback (Weakside) , , , _
Protection: NO S-P.U. Route: SEAM Adj. Vs. Cov: NONE ;
Variarion Routes: NONE Dog Principle:CAN BE ASSIGNED HOT SHOOT
Movement : _NONE.

_ Relesse at & wide arc anglevgaiﬁing ground as you gol
2. Hit the Seam between X and the OT! Once there head straight upfield!

3: Don't ben- back inside as you iook for the ball. Look &s you clear LB'ers!

4. Don't get hung up on Buck!
5. Zone coverage = adjust seam tO
6. Able 85 Audible

C.P.s:

hit the seax between their buzzes!

Fullback (Stxongside) - '
Protection: S.P.U. BUCK _Route: WIDE Adj. Vs, Cov.  NONE
‘Variation Routes: MEDIUM ‘ Dog Principle: FPICK UF BUCK IT HE DOGCS

Release:  OUTSIDE Vvement:  NONE _

C.P.s: 1. Slide weak and check Buckl . -
-~ 2. Buck dogs — take up-the slack.— e A i e
3, Buck drops - run s wide at & good tempol
L. Be alert for a lay off!
5. Able 85 Audible .

X or Q (Weakside Receiver)

T ation: EASIC _ Route:_ S Release: VARY Ad§. Ve. Cleo: BURST
Change Up Routes: _NOKE v Blitz Principle:_S:.A. Movement: NONE
Slot Route:48 Twin Route: 48 _ Adj. Vs, Cov: STAY WITH 5 VS. B & R COV.

1. Run a disciplined 5 pattern and beat corner l onl coverage!‘_

C.P.s: .
2. You are #2 in progression weak! ,
3, Don't allow corner to £a11 off inside when playing Zone!
4. ' :
5«
6. Able 85 Audible.
Y or Slot Q4iddle Receiver) ¢ - :
 Location: POC Routé: §.P.U. 48 Release: _INSIDE. Adj, Vs. Cleo:NONE
. - Change Up Routes: NONE___ _Dog Principle: _BLOCK Blitz Principle: s.AL " -
TE at Q Route:__=___ Adjs. Vs. Cov: NONE . Movement: _NONE

This is not & slét or twin pattern unlesé split is called!

C.P.s: 1.
2. Set quick to block Stub if he dogs. Stub buzzes = release.
3. Vs, a 90 or 77 defense, block DE until you hear a YO-Yo calll
4. Run & hash 40. It is important to release inside & try to attack Jack.
5. G.P. may relieve you of S.P.U. on Stubl :
6. Able 85 audiblel H .

Z (Strongside Outside) . ‘ : -
Location:_ BASIC Route: 48 Release: VARY Adj. Vs, Cleo: BURST

Change Up Routes: 47 Blitz Principle: §.A. Movement: NONE _
Vs. C B & R COVERAGE.

Slot Route: 48 Toin Foute: 48 Adj. Vs. Cov: STAY WITH 8 vs.
QB is working off Jack.

Jack hangs weak he's thinking Z 8!

You miust beat single coverage. . ' )
1f you get Cleo coverage, burst and run on Sam!® If Cov. 2 the QB still hax
Dog coverage he will think Z alsol! . : shot
Don't flatted out 8 too much im running away from COTmer.

Able 85 audiblel

C,P.é:

S WwWN-



\\\\, | #1 ALERT: JACK STRONG &  QUARTERBACK ALERTS  #2 ALERT ~ JACK WEAR
< b, T - I

! It
\\*s\\\

TSN R M
o0 OOQ

LAY S t

1. Jack Strong - Work HB to X to FB. 1. Jack Weak - Think Z post 8.
2. Alert for Rov. or Mac inside ocut! - . 2. pefine type of weak coverage!
3. Alert for WK corner fall off insidel : 2 Cover 4 = alert for Sam in deep mid 1/

4, Xrt ball 8o Lo liB 2s he ¢lears LB' ‘ersl

143 ALERT COVER 2 or 8 " LA} #4 ALERT - DOG COVERAGE ™

. 3
2
B
1. Jack weak - check for Cov. 2 or 81 1., If you see dog - think Z post 8!
2. Think Z burst post 8 to FBI- 2. BB can be assigned Shoot by G.P.
3. G.P. can keep you weak en X burst 5! 3. You are picked up!
A i 4, X s:ill good = Singled up on 5 rou:e!

Parcern Best Vs. Cover: 3 =57 =6-1=9-2-8 <4 " (Rarked in Order)

General Cormments: This patterﬁ is designed to give us a big play vs. cémbinatien
coverages such as 3 = 5 & 7! What we want is Mac or Rover in a foot race with the HB!

If they take the HB away by holding Jack weak, you now have the Z & possibilities! Vs. .
stroag zone, you ¢an g2t the ball to the HB as long 2s you don't wait., Can be
audibilized to by eslling ABLE '85!

QB HNotes:




FORMATION VARIATIONS FOR PATTERN:
- |

>\ 1000

WEST - 948 SEAM/WIDE




,\Series & Protection:

]‘ N

4

WEST ' : 1:_X Flare: HASH  / WIDE

P.S.L.: SAFETIES _Read:B.L.S. TO JACK TO WK BUZZ SYS. Drop:_7 & 2

Pattern Progressicn

wk: X TO HB TO FB Progression Stg: YTO Z TO FB

Blitz/Dog Principle: = S.A. BLITZES
Rec. Adjs. Vs. Cleo = X/Q: BURST  Y¥/Slot: NONE Z: BURST HB:__ NONE

FB:
Rec. Adjs. Vs. Coverage: Nome: X will fade a 3 Vs. Cleol

NONE Adj. Vs, Cov, 2 & 8 = Y/Slot: NORE

Formatfon Variations: 1. ACE .2. ACE SLOT

3. SLOT/IWIN SPLIT 4, 1 5. RED/GREEN

5. 7. 8.

Series Variations: 1. NONE 2. 3.

' Rec Variations: X/Q:  3=4-5-7 Y/S: 14 yA 14 - 18

RB Flare ’\—/’ar—d.ations "X on ATE'AN/H_A—S-E: CLOSE/WIDE_ T IR T T T e—

Use of Movement: HEIDE/FIP

QB

s 8 e 8 3+ 0 .

.

.

-t
IO O 0~ OV B0 N

Coaching Points

Stride for 7 steps and settle in 2 except when throwing an X 3!

Use a strongside 14 combination whenever working anm individual cut to X!

Read B.L.S. to Jack. If Jagk does anything but go yeak - stay wéak!

1f Jack moves weak, go strong. Alert for strong buzz & Saml!

Study the weak buzz system! Buck is not under_x -« you should be able to go to him!
West assures you that the EB will get out. . :

Treat a slot working to Q the same as you do X! Slot requires a D.P.U. on Stub.
Y is in S.P.U. unless G.P. dictates a D.P.U. by the OL! No "Hot" Receiver.on dog!
The strongside combo call can be eliminated once engrained!

You are trying to 'play catch" with X unless Jack won't allow you to!l

1f an inside LB'er buzzes under X, be more alert for the EB Hashl

cae ¥ ¢~ wida fio1d &nd work! :



1.

. If Jack does anything weak = go strong:
2. Use FB as Lay off man!

3.

Be aware of coverage under Z!

¢1 ALERT - JACK WEAK QUARTERBAK.

- .-

ALLRUD ¥ wimeia
s $9)

1. Jack doesn't go weak = go to. X!

2. LB'ers flow weak better in West act
3. Be alert if they bracket him. '
4. Don't forget the HB on HASH - alert

1.
2.
3.
4,

P.S.L. a Cov. 2 oz 8 - Take your choice!

Basic read will put you strong.
Don't forget HB in Hash areal

#4 - STUB DOG - No Y!

et :

P

1.1f no G.P. adjustment - Y will P.U.
2 Caa G.P. a D.P.U. by OLI
3_Don't look for Y.

. 4, Still chance of YO/YO!

Pattern Best Vs. Cover: Working Weak = 1 = 6 =3 -3

You are hasically playing catch with X!

General Comments:
You should always use a strongside 14 Coxt

of the one man that can hurt you - Jack.
when thinking X individuall
attacking and zéro in on Buzz system!

-9-2 (Rarked in O

Don't comp

lay offl

-~QB Notes:

licate an easy read! '
Don't hold the ball too long =~ use the FB

" You just have to be awal

Read the area you are




WEST INDIVIDUAL ROUTES TO X
IR WEST - 414 HASH/WIDE

FORMATION VARIATIONS FOR PATTERN:
WEST - 314 HASH/WIDE ' \v




Series & Proteccion:. WEST ' Pattern:__ 44 = 66 Flare: UNDER / WIDE
- ; HOUR WIDE

) _‘ / ' r

4

I

[

Gaazterback
P.S.L.:SAFETIES Read. B.L.S5. TO SAFETIES TO BUZZ SYSDrép_: 782
Pattern Progressicﬁ Wk: X to HB to FB "7 ‘Progression Stg:Y to Z to¥B 7 77

“w

Blitz/Dog Principle: SA BLITZES. Y is "hot" on all strongside combinations!

Rec. Adjs. Vs. Cleo = X/Q: BURST Y/Slot: NONE  Z: BURST _ HB: RONE

3. NONE Adj. Vs. Cov. 2 & 8 = Y/Slot: NOKE

Rec. Adis. Vs. Céverage:
ACE 2. ACE SLOT (HOW/EIF)

Formation Variations: 1.

3. SLOT/TWIN SPLIT &, (I) S. RED/GREEN

6. : 7. 8. ‘
Series Va—iations: 1. h 2. 3.

Rec Variatioms: ¥/Q:____ 8 = Y/S:  66/4h__ 2. 66/44

=5 Flare Vaiiacions When usiay ¥ 66 Conbo T~ useé An TNDER/WIDE =4 4 =Combo ~-Use a ————

o HOOK/WIDE
Use of Movement: EIDE -

QB Coaching Points
Stridé for 7 steps and settle im 2! Check Stub on lst or 2nd Step = Y's hot!

C 1.

2. Read B.L.S. You still have a weak pattern going but think Sam to Buzz system strong
3. To alert the grrongside receivers; only call the strongside combination & the RB fla
4, X will automatically run a 3 route with Y running an inside cut!

5. The weak flood action will change the strong buzz system SO really concentrate on th
6. You must now be more aware of Mac & Jacks play because of the inside cuts! bu
7. Be alert for Buster coverage and forms of 3 & 51
8. NOTE: OL will slide vs. a 20 on STRONGSIDE COMBO PATTERNS. Their alert is_no X Call:
9. ¥ will net S.P.U. He will also check Stub in a 90 & 77 defensel

10. Y will break off his routes if he sees a Stub dog - ‘turas into & @ 1017

G.P. may dictate a change up = allowing uncovered lineman to D.FLU. Mac to Stubl!
Remember to change flare call to HBook/Wide when using a 44 Combol

2



B -

#1 ALERT - JACK FLAI SIG! QUAKLESSALN ALSSad ¥4 ALZAL = uvAlLh wili sie o .
‘—._.__.'—f

r N ] . - o . .
1. Be alert for CovN3 & 5. Go weakl! 1. Jack working deep /3 into Z6 = Alert!
2. Once going weak - read Wk Buzz systen! 2. Can use X 8 to help control Jack!
3. ' 3.

4.

#3 ALERT - GOING TO Y!

?

1. If going to Y - read Wk Buzz system. 1.Y's hot unless G.P. dictates otherwise.
~2.The further he crosses-more aware of Wk. 2. Possible to have line slide w/44 & 66 «
3.Y will setctle in an open holel - Buzz 3. -

4- . . . . 4-

" Pattern Best Vs. Cover: 6 -4~-7=-1=-9-2-3-5-28 ‘%,-CRarkedinOrder

Ceneral Caments: Think in cem.é of you are throwing 2 2 man combinatidén pattern and
attacking the middle strong area. West will help control Jack but you still have to
be aware of his play. Y is still hot ou the strong tombol X will automatically run
a § route so you always have a place to go when Y comes back inside! These are basic
strongside patterns. All you've done is eliminate the FB by sending Mim veak!

OB Notes:

'y




FORMATION VARIATIONS FOR PATTERN: STRONGSIDE WEST vCOHBINATIO!\'S (INSIDE)
»/\ ACE = WEST 66 v : A\ ACE - WEST &44& - HOOK WIDE

UNDER/WIDE »




Series & Protection: WEST Pattern: 14-15-16-17-18 Flare: HASH , WIDE 4,
1

7 Tn 8. e 35 = 53 = 72 '
- »i

L 4

Cov. 6
Quarterpack
P.S.L.: SAFETIES Read: B.L.S. TO SAM TO BUZZ SIS. Drop: 7&2
~—Ppattern Progression We:—X TO BB TOFB.. - — _Progression Stg:¥ 10 2 T0 T8 -
Blitz/Dog Principle: S.A. BLITZES: X wi1l be "hot" on all strongside combinations!
Rec. Adjs. Vs. Cleo = X/Q: BURST Y/Slot: NOXNE Z.#*BURST __ HB: NONE
FB:  ¥ONE Adj. Vs. Cov. 2 & 8 = Y/Slot: _NONE |

Rec. Adjs. Vs. Coverage: *Z fades a 3! Y stops a 301 ¥ ch;nges to QK 10 vs. Strong Dogs!

Formation Variations: 1. ACE 2. ACE SLOT (How/Hip)
3. SLOT/TWIN SPLIT 4, "I © 5. RED/GREEN
6. 7. 8.
Series Variatioms: L. 2. 3.
Rec Variations: X/Q:4 Route ".'nly! Y/S:14=~15-16~17-18 © Z:14=-15-16-17-18
’ 39 - 53 - 72 39 - 53 - 72
—- RB Flare Variations: _-FAN/BASE ________ = L .
Use of Movement:  HIDE R — =
=3B Coaching Points ‘ c

1. Stride for 7 steps and settle in 2! Check Stub om lst or 2nd step - Y's hot!

Read B.L.S.}.:You still have a weak pattern going, but think Sam to Buzz system strc ;!
3. To alert strohgside receivers, only call the strongside combination & the backfield la:
4. X will sutomstically run a4 with ¥ running an out breaking combination with Z!
5. The weak flood action will change the strong buzz system €0 really concentrate on th ir
6. This is used to give us counter flow in the bsckfield & bresk coverage keys! bu.z2¢
7
8
9

Know how Stub & Sam teact! Be ready to set up quicker if Y comes open early!
NOTE: OL will slide vs. a 90 on STRONGSIDE COMBO PATTERNS-Their Alert is no X Call!

. Y will not S.P.U. He will also check Stub on a 90 or 77 defensel .
10. Alert for Jack when using a 16 or 18 combinationl!
11. If using a 53 Combo, use a2 5 & 2 drop! .



mmm VARIATIONS FOR PATTERN: STRONGSIDE WEST COMBINATIOKRS (INSIDE)
&W ACE = WEST 66 v i ACE = WEST 4&4& = HOOK WIDE

UNDER/WIDE .




5 QUARTERBACK ALZRTS
___#1 ALERT - STUB DOG _ ’ . #2 ALERT - 77 or 90 DEFENSE .

Y is het on all strong combo routes! 1, The OL; will slide = No X call alerts
2. Stub dogs - QB will use Y as outlet!

7 Check 'em on your lst or 2nd step!

. Y does not have S.P.U. : 3.
¢4, He will flatten out, running & QK 10! 4.
#3 ALERT TO STUBS BUZZ #4 ALERT TO SAMS BUZZ _ .
v
. A ) .
as wide. 1. Sam may not drive Y oa 10 route!

1, Stut will not buz

2. Stub may sloop to the inside w/West action| 2 Alert on Z inside routes.

3. Man coverage, Stub may work weakl | 3] If buster - check Stub's drop!
- : _ /4, Man may slide inside 4 I

_____.—'—‘4_ e e A et
7-1-6-4-9~2-8=3=5 (Ranked in Orde

hrowing 4 2 man combinatica pattern and

attacking a strongside areal Don't ¢omplicate the patterns. The only -thing different
1s Y is hot! If you don't like what you see with your B.L.S. read, work the pattern
weak. X will always be running the 4 when Y is breaking outside! You will have
already learned how to read each strong combination. All you are doing now is

eliminating the FB!
QB Notes:

Pattern Best Vs. Cover: _
General Comments: Think in terms of you are t

Hew

" Nem




-

: VleAIIG&S FOR PAITERN STRONGSIDE wzsr COHBINAIIONS (OUTSIDE)
r\\ WEST-14 HASH/RIDE :

WEST - 15 HASH/WIDE

WEST - 16 HASH/WIDE
1\ Alert for Jack -

— WEST 18 EASH WIDE
Alert for Jack!

» WEST - 53 HASE WIDE - RN  WEST 72 EASH WIDE
\ Use & 5 & 2 Drop! N  Think Y on 7!

N




STUB SERIES

THE STUB SERIES IS A STRONGSIDE FB PASSING SERIES FIRST AND SECOND

A SERIES THAT ALLOWS US TO LINE THE FB UP OUT OF THE BACKFIZLD axp
RELEASE WITHOUT CONCERN FOR S.P.U. TIT IS CALLED STUB TO ALERT THE
UNCOVERED LINEMAN TO DOUBLE PICK UP MAC TO STUB WHILE THZ HB S.P.y
ON BUCK. THE QB READS B.L.S. TO SAM AND THE STRONG BUZZ SYSTEM. 1
BASIC THOUGHT IS "I'M PLAYING CATCH WITH THE FB"! HIS DROP IS 7 O:
7 & 2, BUT HE HAS TO BE PREPARED TO SET AT ANY TIME, DEPENDENT UPO:
WHEN THE FB COMES OPEN.
ALL RECEIVER ROUTES MAINTAIN THEiﬁ'BRIGIWALLYgAééI&;;D_gi;AKf§&_w—r
POINTS. THE SIGHT ADJUSTMENT PRINCIPLE IS ON AND Y CAN BE ASSIGYE:
A HOT READ ON MAC IF HE DOGS. WE CAN NOT PICK UP A SMACK DOG -
BOTH MAC & STUB DOGGING!
) STUB CAN BE COMBINED WITH OTHER SERIES CALLS. EXAMPLE: STUB- FIRY
{ " BACKS HOOK - : :
‘THE BASIC PRINCIPLE OF WORKING TO THE FB IS:
1. FB BREAKING OUT = XON A 5 - YONA 40 -2Z20NA9
(549) :
I -*¥T~~4:1»~::FB—£R£AKING%§N;;11—DN-ATS - YONA90 = ZONAS
o (595) -
' STUB PATTERNS CAN BE USED IN PLACE OF A NORTH PATTERN IF WE DON'T
WANT THE FB TO HAVE TO S.P.U.1
STUB PATTERNS:
1. sruﬁl“549 OPTION - OUT - HOOK - FIN - FLY - FLAG
2. STUB - 595 - ANGLE - IN - CHOICE - POLE
3. STUB - 444& BACKS FAN -
4. STUB - 545 BACKS HOOK o
5. STUB - 866 FAN/UNDER
O 6. STUB - 639 UNDER/LOOP OR FLAT
7. STIIR - 277 FTAG/POTE




STUB PROTECTION

29

70

90

TIGHT END:

ONSIDE TAC:
ONSIDE GRD:
CENTER:
J¥FSIDE GRD:
£ "FSIDZ TAC:
QUARTERBACK:
&K BACK:
STRONG BACK:
X:

BLOCKING RULES

Run pattern called - Possible Hot Assigoment!

Base 2 man.

“Base 1 man-udcovered-Mac to Stub

‘Base O man-uncovered-Mac to Stub

Base 1 man-uncovered-Mac to Stub

Base 2 man o

7 or 7 & 2 STEP DROP. BE PREPARED.
S.P.U. on ack all the way ~ No Dog -

Xo S.P.U. - Run flare c&n:rol called.

"Run pattern called.

Cffensive line - Big
mefi - Mac to Stub

Clean up on assigned rusher.

Pogsible Bot assignment on Stub.



COACHING POINTS STUB PROTECTICN

FORMATIONS : ALL | SPLITS: SVART
' . ‘ T DEPTH:  OFF
, 1. Run pattern called. Possible Hot assignment vs. Mac Dog!
TIGHT 2. -1f weakside 'in a 1 back formationm, assume HBs S.P.U. respomsibility
END 3. Sight adjust = safety blitzes.
' 4. Breaking points are 12 to 15 yds. deep!
1. Base 2 man = Regular set.
, ; 2. Alert =77 = 3 man - 90 - slide call - 3 man. »
ONSIOE 3, Alert = 30-50 - man to man vs. DE = unless Mac Tough - "ZORO"

TACKLE

(TE SIDE)

Zone all stunts = unless bubble yourside. _
X . 2

'l. Base l man = Regular set.
ONSIDE 2, Alert = 90 - slide call = 2 man.
GUARD 3. Alert - 30-50- Dual pick up = Mac to Stub = unless Mac tough-"ZORO".
i 4. Alert - covered call to off guard - 70 - 77 - 3@
5. Zone all stunts - unless bubble yourside. :
5 e = =--f 1.——Base 0 mayg ="regdlar set.” ~ ~ T T B -
2. Uncovered -~ Dual pick up - Mac to Stub.
e 3. Alert - 30 - 50 - No help strongside.
CENTER 4. Zoune all stunts.
1. Base 1l man - regular sat.
OFFSIDE 2. Alert - covered call from on guard - dual pick up - Mac to Stub - 70-
- 3. Zome all stunts.
GUARD :
1. Base 2 man - regular set.
OFFSIDE 2. Alert - 50-42 - Base DE = 3 man.
TACKLE 3. Zone all stunts.
(OPEN SIDE) _, e | s . ‘
1. Take a 7 or 7 & 2 step drop. - Be prepared to set sooner when working
2. Think FB or-strongside! Read B.L.S. to Sam té Buzz system stroug.
- QUARTER 3. S.A. safety blitzes! Hot call - FB Hot on Stub dog!
BACK 4, B.P.s for WRs are 20 yds. FB = 7 to 10 yds. Flanked out - Off 5 yds
5. FB inside route = 595. FB outside route = 549!
WEAK 1. S§.P.U. Buck - Rug route called.
BACK ’
STRONG 1. No swing pick up. Possible Hot assignment.
Bg& Y{“» | ' 2. Rug flare control called.
SPLIT- X | 1. Run pattern called. S.A. Blitzes.
_ 2. B.P.s 20 yds. v L
- 1. Run pattern called. S.A. Blitzes.
FLANKER-Z P
! 2. B.P.s 20 yds, :

AFFSTNHFE

Taabadda 1 hamrlb ear = € P 1. Rucslk.



Se-ies & Prozestion: SIUB -  Patrern: 549 (ABLE 75) Flare: HOOR / OPTION

(\,, ————
-§ -

Cov. 6 |Cov. 6
Quarterback
p g.1. SAFETIES-JACK Read: B.L.S. to SAM to BUZZ S¥S. STGDrop:7 & 2

Yot

__Pattern Progression-Wk:- EB fo X ———o - ?ro"grﬁsim;g’tg:fg $0=Y_toTEB to X T—o—

Blirz/Dog Principle: REC's S.A. SAFETY BLITZES: EOT CALL = FB HOT VS. STUB DOG
Y HOT BY G.P. ON MAC DOG!
Fee. Adjs. Vs. Cleo = X/Q: BURST Y/Slot: NONE Z:_ FADE HB: NONE

¥B: SICP Adj. Vs. Cov. 2 & 8 = Y/Slot: "R & B

Rec. Acis. Vs. Coverage: B & G COVER 3 & 5!

Tcrmezion Variations: 1. GREEN/GREEN SLOT " 2. ACE STRONG

3. BLUZ 4, SLOT/TWIN SPLIT 5. ACE SLOT STRONG!
A. "D" FORMATIONS 7. _ 8.

Series Variatioms: 1.STUB HOT 2. NORTH HOT 3. _sorTH HOT

Q.o Variasions: X/Q: -/ / Y/S: 19 / [ Z: - [ /

PE Flare Variations: . .OUT/HOOK/FIN/FLAG __.ooo oo oo s s o
Use of Movesenz: ZOOM/ZIN/ZOT/TIM/TOM
Q= Coaching Points FOR STUB WITH FB BREAKING OUTSIDE!

Stride for 7 steps and settle in 2 steps! (Drop Option)

Saz is used as 4 coverage indicator for strong or veak coveragel

Strong coverage read Sam to strongside buzz system!

Concentrate on getting the ball to the SB! Know who can take it away & read 'em!

FR covered, think Y to weakside combination! Alert for Cov. 3 or 5!

Stub | on | man oni SB, SB will beat on an 8 yd. out!

Stub buzzes wide ares; SB will Stop at 8§ yds.! Alert Saam buster! Cleo, SB will Stopl!
Hot call, SB will be hot vs. a Stub dog! You are not picked up vs. a Smack dog!

FIN CALL: Change Y to a 19 Combo! FB will release inside Y & hit the crease with Fial
Read the same, but be very alert to study stg. corner coverage on Z 9! Can fall off!
Basic rule for SB breaking outside, put Y or Slot & Z on a 49 Combo!l

" You may have to shorten your 7 & 2 'drop if the SB comes open earlier!

13, Be alert for multiple LB'er defenses and forms of nickell

. OA frnnr. Read rhe came with more awareness of how Sam plays!

e v .
O O~ W

[
19

-
o~



, Q(.igm o E,a{ 5Im .
#1 ALERT: SAM'S PLAY ) #2 ALERT: SMACK DOG

00Qooo0 | ooééo‘

y, Be alert for Sam buster coverage! 1, Mac & Stub dog ~ 1 blocker shert!
E‘SB will stop away from Sam. Check Y! 2.CIR or GRD will pick up Mac! Stubs free!
3'Be aware of who is defensing the outside 3, Possible Y hot assignment vs. Mac dog!
i 1/41 4, P-S.L. Jack—Jack_has Y {n smack dog cover
43 ALERT: COV. 2 & 8 : R " | #4 ALERT: FIN = CHANGE TO 19 COMBO! s
"~ »
\- S \ . . ¢ 1 Ty e o e = e
e e . , - i : . -
-

Read same as other stub passes!
Be alert for dormer falling off Z!
Sam "lays off < take Y on 19 route!
Very good vs. Sam up doverages.

Y will R & B Cover 2 & 8

el das

1.
2.
3.
4,

Partern Best VUs. Cover: W -1-8-9-7-4-6-5~-3 B (Rarked in Order)

General Cormpnts: With a Stub call and the SB releasing on an outside breaking pattern
you think "Get the ball to the SB' regardless of the coverage unless you read him as
covered! You are playing catch with the SB! Your concern is now the peopls playing
defense cutside of the SB - Sam inverting, cormer Clec or Stub buzzing wide area!

Not there, come back to the Y &4 or weakside combol! If a Hot call is included, now you
aust rs24 Stub as you drop to determine his intentions. If he dogs, lay it off to the
*3 on a Shcot. All individual out cuts to the SB are read the saze with the ocne

B 4OTES: oxception being a Finl :




Scries &;P’otection: STUB Pactern:___ 549 Flares: HOOK / oOPTION
%Lzlf';a-r. Owe.a:’s..de} ‘ v _ » ‘

Proreccion:S.P.U. BUCK te: HOOK - _AZ3. Vs, Cov: NOKE

Varia-ion Routes: DRAW Dog Principle:  NOKE

Voveoemt: _NOLE

C.P.s- 1. S.P.U. Buck! If he dogs, take up the slack!
2. Buck drops, run a hook!
3. X is on a 5 in the wide area - you hook up in the number areal

A o Zo
5. N '

Fullback (Scrongside) . ) |
Proteczion:NO S.P.U. Route: OPTION Adj, Vs, Cov.STOP UP VS. CLEO
Variation Roures:  OUT-HOOK=FIN~FLAG Dog Principle;POSSIBLE HOT CALL
Relezse: -~ OUTSIDE Movement: NONE ‘

Release without P.U. at Stub's outside shoulder. Push 'ex upfield & read him

,CPs -

1.

2. StubM.F:M.-~-Beat—om put-—tut:—Stick em at the top Bf the stex!
3. Stub buzzes wide area, “1ook for Sam & run route on him (Stop)

4, Stromg Cleo, stop up in the # areal! 90 def. Stub inside! Read Saml
S. Fin call: Release inside Y's 19 Combo, pushing up & bending out to 18 yds.!
Cleo vs. Fin, hit the crease! Hot call N.S.P.U. Shoot vs. Stub dog!

6.
v or Q (Weakside Receiver)
Location:  BASIC Route: 5 Release:_ VARY " _Adj. Vs. Cleo:_ BURST .
Crhznge Up Routes:  NONE __Blitz Principle:_S-A. Movenen:t: NONE
Slot Roxate: 49 __Twin Route:_ 43 . Adj. Vs, Cov: NONE

C.P.s: 1, Pt.sh to 20 yds. and bring it back to 15 yds.!
2. Attacking a zone Cleo technique, burst & level off! Don't come back!
3. B & R, release outside and push upfield and come backl
4. Q position, nothing changes! Just don't get held up!
5. -Don't assume you won't get the ball!
6. ' -
" or Slot O.dele Recez.ver)
.lLocation:__ POC - *o:2--49 ———Release: INSIDE — — -AdjoVs. - Cleo:ZNONE .. .-
Change Up Routes: 1° - Dog Pnnc:.ple POS. HOT Blitz Principle: S.A. '
TE at Q Route:__ 5 Adjs. Vs, Cov: R & B = 2-8-3-5 Movement: _TOM/TIM

C.P.s: 1. Force an inside release & run a hash area 49 Combo route!
2, Alert for a cover 2-8 = 3 & 5 read! QB may lay it up to youl
3. It is possible to assign you a "Hot™ receiver prim:iple vs. a Mac dog (G.P.)
4. sSate principles for the slot.
_2:.Fin call -.pattern will be a 19 combination! Run it & yds. deep!
6. AldFt for a lay off if coverage lays off! Don't stop vs. a Cleo!l
7. Stub dogs a Fid call, go to Y hot!
(Strongside Outside)
Location:__ BASIC Route:_49 = Release:_ VARY Ad), Vs, Cleo: FADE —
Cnhange Up Routes: NONE Blitz Principle: S.A. Movement: ZOOM/ZIN/ZOT
Slot te: 49 Twin Route:_49 Adj. Vs. Cov: NONE

Run a true 9 pattern, making the corner think you Ere the primary receiverl
Secondly, stretch the zone vertically so the FB can operate under you!

Don't get held up by a rotating corner!
Take a peak just in case the QB comes to youl

C.P.s:

DUV E WL BN



FORMATION VARTATIONS FOR PATTERN: STUB = 549 HOOK/OPTION
CREEN SLOT . ] ACE - STUB - 549 HOOK/OPTION

v

00goo o5l \O

STUB - 519 HOOK/FIN

- . ‘
>
R 4.: .
-
V ¢ ®
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4Series & Protecrion:__ STUSR Patremn: 595 . _ Flare: moox 7/ v

Cov. 6

" Pattern Progression wWk:_HB €0 X

P.S.L.: SAFETIES-JACK Read:B.L.S. to SAM to BUZZ SYS. STGDrop: 7 & 2

Progression Stg:FB to HB ro X!

31izz/Dog Principle: REC'S S.A. SAFETY BLITZES: HOT CALL ='s FB HOT VS. STUS DOG
Y HOT BY G.P. ON MAC DOG!

Rec. Adjs. Vs, Cleo = X/Q:_BURST  Y/Slor: NONE Z: BURST HB:_xonF
F3: NONE _ Adj. Vs. Cov. 2 & 8 = Y/Slot: _NONE - ALREADY on §!

Rec. Adjs. Vs. Coverage: NONE

Tormzsion Variations: 1. GREEN ' 2. ACE STRONG

3. BLUE &, SLOT/IWIN SPLIT 5. ACE SLOT STRONG

6. 7. - 8.

Series Variarions: 1.STUB HOT 2. NORTH HOT 3. _SOUTH HOT

Rec Variatioms: 3/Q: = [/ / Y/S: = /¢ Z:~ |/

‘RB Flare®Variations:~IN —CHOICE=—— == "= "o "o ——

Use of Movemenit: ZOOM/ZIN/ZOT/TIM/TOM

Q3 Coaching Points: For Stub With the FB Breaking Insidel

Stride for 7 steps and settle in 2 steps! (Drop Option)

Sa= is used as & coverage indicator for strong or weak coverage,

Strong coverage; read Sam to strongside buzz system! ,

Rezlly be aware of the 2nd LB'er inside, Mac and or Sam in buster coverage!

FL covered, go back weakside because you have HE in control weak! .
£NGLE call, the SB will come back inside regardless of the coverage! His Angle may
Be alert for Jack picking up inside cut in some form of 3 or 5 coverage! Should be
IN call, same as angle! He will come back inside regardless of coverage!

CHOICE call, the SB has the choice of an angle or Out, dependent upon coverage!

Het call, the SB will bé hot vs. a Stub dog! Read Stub. Not picked up vs. Smack dc
Basic rule for SB coming back inside, put Y of slot & Z on a 95 Combol

12. Your 7 & 2 drap may have to shorten up if the SB comes open earlier!

13. Don't throw in breaking patterns to the SB late! You may not see Rover or Buck!
l4. Alert for multiple LB'er defenses and or forms of Nickell

e
= 000 ~d OV LN I~ () b 1=

*15, 90 front - Read the samé with mars swsronece nf Cruk dmedfda et



§2 ALERT: SMACK DOC

§1 ALERT: 2nd LB'er INSIDE
SN
1. If he beats Stub inside, check 2nd LB'er. 1. Mac & Stub dog = 1 blocker short!
2. SD walled off, think weaksidel! 2. CTR or GRD will pick up Macl Stubs free
3. Alert 3Q defenses. 3, Possible Y Hot assignment vs. Mac Dog.
4. S0 defense - Stub inside = be alert! 4. P.S.L. Jack: Jack has Y in Smack dog cc
¢3 ALERT: SAM BUSTER COVERAGE #4 ALERT:{ COV. 2 or 8 R ;
i b o = 2 R e, exe = — = A---.—fv.—&-—— R SR \ g
T
. 1. Sam read should prevent mistake! 1.Y 45 already dowm the hole.
2. Saxa holds in buster area-he's #2 insidel 2. If you see the coverage & Y's clean-tak
3, Not there, think EB to X 3. ’ Pex
4 Sem squats - alert Cov. 3! &4, -
Pactern Besz Vs, Cover: 6 =3 -5 -8-2 -4 =11 ' . (Ranked in Order)

Gereral Corments: Wich a Stub call and the SB cém‘ing back inside, you think "getting
the ball to the"SB" regardless of the coverage until .you read him as coveredl. You

are playing catch with the SBI
a choice of what route to run!

Remember whed Choice is called, you have given the SB
#1 = Angle #2 - Out #3 = Stop! Your drop may have

to shorted up 1€ you read the SB coming cpen early!

QB totes:




~ies & Prozecticn: STEB - _Patzern:_ 593 Flares: HOOK  / AXNGLE
1Siack (wezkside) , ' N I
_.Qbec:;_o-q S.P. L' BUCK Rsure: HOOK » _Adj. Vs, Cov: NONE
Variazicn Poutes: DRAW ‘ Dog Principle: NOWE
vtn "'i'ﬂ_: fu()'\l' ) :
S.Psr 1. S P U. Buck! 1If he dogs, take up the slack!
2; Buck drops = run a Hook!
3. X's on & 5 - in the wide area - You hook in the number area!
4, :
5.
leaCR (Str "fﬂde) o
Seotection:No S.P.U. °  Roure:ANGLE Adj. ccv NONE
Variasicd Routes: IN = CHOICE Dog Pr:.ncrple HOT IF CALLED
Teloscs: _OUISIDE  Movemen:z:  KONE

C.P.s: 1. ANGCLE: Push out & upfield to widen & déepen Stub, then comeé back under him!
. A_w_"z;-DOﬂ_g_pome under_to6 —soon. =Allow Y to clean out! -Angle upfield! - = |

3. IN: Push upfield to deepen Stub, then come under at 8 yds! Y will clean out|

L. CHDICE: Release reading Stub! Stub man, think angle lst, out 2nd!

5. 1f angling in, read Mac's drop. S0 defense, Stub inside - Be alert!

6.

1-

Zone, you may have to stop if Stub walls off angle and Sam inverts!

= Q (Wealside Receiver) . )

Locezicn:  BASIC  Route: 5~ Release: VARY Adj. Vs. Cleo: BURST
Cnangze Up Routes:  NONE Blitz Principle:S.:A. Movemenc: _ NOXE
Slot Pruze: 85 Twin Route:__ 93 Adj. Vs. Covi_ NOKE .

C.P.s: 1. Push to 20 yds. and bring it back to 15 yds.!

2. Attacking a Zone Cleo téechnique, burst & level off! Don't come back!
3. B & R, release ocutside and push upfield and come back!

4. Q position, nothing changes. Just don't get held up!

'S. Don't assume you won't get the ball.

6.
et Slo'- O.:.ddle Receiver) o
Location: POC __ Route: 95 Release: INSIDE  Adj. Vs, Cleo: NOXE
Crznce UD Routes + - NONE —— —— Doz"P*mcmle POS, HOT Blitz Prinmciple:S.A.. —

2 at Q. Route: 5 Adjs. Vs, va NONE ; ALREADY R & B }bvemgnvaTOW/TIM

. Force an insic release and drive upfield'
Alert for a : ver 2-8 = 3& 5 read! QB may lay it up to you! o
1t 1s possible to assign you a Hot rec. principle vs. a Mac dog! (G.P.)

Sate principles for the slot!

u!P.S;

o >

(o MWL B¢ W ON B 0 3 0
. .

Scrongside Outside)

Location:__ BASIC Route: 95 Release: VARY Ad). Vs, Cleo: BURST
Cezhze U Routes: NONE .~ . Blitz Pr:_nc:.ple. S.A. Movemens: 200M-ZIN-201
SlOt Route: - 95 __Twin Route:, 95 AdJ Cov: NONE M
C.P.&: Push to 20 yds. deep and bring it back to 15 yds.!

Stay with your 5 route vs. all coverages!
Attacking & Zone Cleo technique - burst and level off! Don't come back!

B & R, releasé outside and push upfield and come back'
The QB is thinking SB but doa't assume the QB won't come to youl

.
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FORMATION VARJATIONS FOR PATTERN:

GREEN SLOT

STUE - 595 HOOK/ANGLZ

N

ACE STRONG

,}  SLOT SPLIT
Fy

®

OO%OO

SLOT - 595 FLASH/ANGLE

/|

%

N

\OOO?DO Lo
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BUCK SERIES

Sam

THE BUCK SERIES IS A WEAKSIDE KB PASSING SERIES FIRST AND SECONSLY,
A SERIES THAT ALLOWS US TO LINE THE HB UP OUT OF THE BACKFIELD axs
RELEASE WITHOUT CONCERN FOR S.P.U. IT IS CALLED BUCK TO ALERT THE
NCOVERED LINEMAN TO COME OUT AND CHECK BUCK WHILE THE FB HAS A
DOVBLE PICK UP ON MAC/STUB! THE QB READS B.L.S. TO JACK AND THE
WEAK BUZZ SYSTEM. HIS BASIC THOUGKT IS "I'M PLAYING CATCH WITE TES
EB"1 HIS DROP IS 7 OR 7 & 2, BUT HE HAS TQ BE PREPARED T0 SET AT
ANY TIME, DEPENDENT UPON WHEN THI HB COMES OPEN.

ALL RECEIVER ROUTES_MAINTAIN THEIR ORIGINALLY-ASSIGNED BREAKING=

PdIN’I‘S. THE SIGHT ADJUSTMENT PRINCIPLE IS ON AND Y CAN BE ASSIGNED
A HOT READ ON MAC IF HE DOGS. WE CANNOT PICK UP A SMACK DOG. BOTH

MAC & STUB DOGGING!

BUCK CAN BE COMBINED WITH OTHER SERIES CALLS:
EXAMPLE: BUCK - FIRM - 343 BACKS HOOK
TEE BASIC PRINCIPLE OF WORKING TO THE HB IS:

1. HBBREAKINGOUT=XONA9-YONAS-ZONASI
(965)

2. HB BREAKING INSIDE - XONAS-YONASO-ZONAS . .-

T i o -——(595) R e e I T e

BUCK PATTERNS CAN BE USED IN PLACE OF AN EAST PATTERN IF WE DON'T
WANT THE HB TO HAV™ THE S.P.U.!I

IUCK PATTERNS.

1. BUCK 965 OPTION - OUT - HOOK - FIN - FLAG - SEAMI

2. BUCK 595 ANGLE - IN - CHOICE

3. BUCK 444 BACKS FAN

L. BUCK 545 BACKS FAN

5. BUCK 639 UNDER/FLAT OR LOQP

6. BUCK 683 gﬁggg/HOOK

i QMY Q71 TV



BUCK PROTECTION

cic

"TIGHT ENRND:
ONSIDE TAC:

01SIDEZ GRD:

OTFSIDE GRD:
OFFSIDE TAC:
QUARTERBACK:

"TAK BACK:

‘_.RONG BACK:

X:

g/\ 42 | 30 %

= ="BLOCKING RULES -

Run pattern called = Alert Hot assigoment!

~ Base 2 zan

Offensive line - Big men

Base 1 man -~ uncovered = Buck and Bucka
- Zone all stunts.

Basé 0 man - uncovered - Buck Buck "Bot" call - Ko D.P.U. on.Buck
Base i man - uncovered - Buck

Base 2 man,

7 or 7 & 2 STEP DROP..—BE PREPARED TO SET EARLIER! |

No S5.P.U. - Run flare route called. Possible Hot assigoment.

Dual pick up -~ Mac to Stub - No dog = run route called (Hook)

Pattern called.



COACHING POINTS BUCK PROTECTION

RMATIONS: | ALL SPLITS: SMART
DEPTH: OFF
l. Rua patternm. called S.A; safeny blitzes - 20 yds. B.P.s!
TIGHT 2. If weakside in a 1 back formation, assume HB's responsibility-No §.P.y.
END 3. Can be assigned Hot recelver vs. Mac dog - G.P.
1. Base Z man - Regular set.
ONSIDE 2. Alert = 77 - 3 man - 90 - slide call - 3 man.
Ho Lok 3. Zome all stunts.
TACKXLE
TE SIDE)
l. Base l man - Regular set.
ONSIDE 2. Alert - 90 - slide call - 2 manm.
GUARD 3¢ Alert - 50 - for covered or Louie call.
4. Alert - Buck Hot call - don't come out for Buck.
5. Zone all stunts.
. I. Bese O man - regular set.. O U U,
2. Uncovered - block Buck.
. 3. Alert - Buck Hot call - doa't come out for Buck.
CENTER 4. Alert - 50 - for Louie call.
5. Zone all stunts unless you have Buck responsibility.
1. Base l man - Regular set.
- 2. Uncovered = block Buck.
O::FSIDE 3. Alert - 50 - .Covered call to on guard.
GUARD 4. Alert -~ Buck Hot Call - don't come out for Buck.
' 5. Zone all stunts unless bubble your side - 30-70-77-90.
l. Base 2 man ~'regular set. :
OFF3IDE 2. Alert - 50 - 42 - Base DE - 3 man.
- 3. Zome all stunts unless bubble yourside - 30-70-77-90
TACKLE . v
JPENSIDE) , - v
1. laxke a 7 or 7'& 2 step drop. Be prepared to set sooner when working to
2. Think HB or weakside. Read B.L.S. to Jack & weak buzz system!
QUARTER 3. sSight adjust safety blitzes! Possible Hot to Y vs. Mac dogs! G.P.:
BACK 4. Breaking points for rec's are 20 yds. HB - 7 to 10 yds! Flanked out =
5. HB inside route = $595S. HB outside routeg = 965, 5 w
6. Possible HB hot vs. Buck dogs - G.P.
1. No swing pick up. Possible Hot assignmen: vs. Buck dog.
WEAK 2. Run flare route called.
BACK 3. QB8 is thinking HB.
l. Dual pick up - Mac to Stub.
STRONG 2. No Dog - run route called (Hook)
BACK .
1. Runm patternm cailed - S.A. Blitzes.
, - X ( . : '
SPLIT 2. B.P.s 20 yds.
e 1 Run pattern called - S.A. Bliczes
FLANKER=Z| 2, B.P. 20 yds.
OFESIDE 1. Run Route called = 1 back set - set weak - No §.P.U. on Buckl
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meien & Pratection:_ | BUCK . Pattem: 965 (ABLE 79) Flare:OrTION /__.}fOOK

e~

Cov. 6

Quarterpack

p g.1..SATETIES

Read JACK to WK COR to BUZZ SYS. WK Drop:__ 7 & 2

Pattern Prégreésicn We: HB to ¥ to 2 Progression Stg:Y to FB to 2!

S1i-z/Dog Principle: REC's STA. BLITZES! HOT CALL ='s HB 70T VS. BUCK DOG!

:-“- N

Y HOT BY G.P. ON MAC DOG! _
Rec. 42js. Vs. Cleo = X/Q:FADE Y/Slot: NOKE Z: BURST HB:__ STOP
FB:_ NOKE Adj. Vs, Cov. 2 & 8 = Y/Slot: _ NONE

Res. 44is. Vs. Coverage: HB ADJUST ACCORDING TO WK CLEQ AND LB'er BUZZ SYSTEM

A Tormetiom Veriations: 1. ACE 2. ACE 5L0T
3. SLOT SPLIT : 4. "'D" FORMATION 5.
5. 7. 8.
Ceries Varizzioms: 1.BUCK "BOT" 2. EAST HOT 3. __WEST
Rec Variations: X/Q: &/ / _ Y/S: 9/ / ‘ z. & 7 /

RS Flare Variz-ioms: HB = OUT = HOOK = FIN - FLAG - SEAM: FB = DRAW = - — T T T
Use of Moveens: Z00M/ZIN/ZOT/TIM/TOM

Q3 Cozching Points FOR BUCK WITH HB BREAKING OUTSIDEI

1. sSctride for 7 steps and settie in 2 steps! (Drop Option)
2. Once Jack's drop is confirmed; read the cornmer for coverage on X!
3. X is stretching the zome vertically for the HB to work under! Now study the Buzz Sys
L. HB will take on the Buzz system. He will counter the buzzl
5. Buck | on 1 man on HB, HB will beat on an 8 yd. out!
6. Buzz buzzes wide area. HB will Stop at 8! Buck nose position, HB will Stop!
7. Mac or Rover buzzes weakside hard, taking away HB stop - think Y on 61 |
8. Buck covers HB inside out and takes away throwing lane. Think Y oa 61
9. Hot call, HB will be hot vs. a Buck dog! *Not picked up vs. 2 Smack Dog!
10. Weakside Cleo, the HB will stop in the hole. Check quick, not thete get to 1!
11. Slot formation and working to Q side, treat the same as basic Red Set!
. ° 12, Flag call, put X or Q o an 8 routel
Wer 13. Basic rule - when HB is going to break out, run X or Q on & 91
14. Any other out breaking route run by HB (Out/Hook/Fin/Flag) and you read a weak Cleo,
go strong! Exceptions can be game planed!

S s ALce e P aa OO Dual Brn Coam/Nraw!



QUARTERBACK ALERTS

LB’e;S BUZZ HARD WK.

#§2 ALERT: WEAKSIDE CLEO

oofjos

1. HB will stop anycizme a defender shcwszh

1 Insde LB'er (Fov or Mac) cov. stp-think Y!
5 Be wore alert vs. 30 & 70 defenses. ) - outside 1/4. Cleo cor. or buck nosal
3:B= aware of who is defensing the outside 2. Check HB stop qk - then to Y!
4 1/4 3. If other type out cuts called - go s:tro

#3 ALERT: SMACK DOG! MAC § STUBD #4 ALERT: BUCK OUT CALL:

O — . . BUCK HOOK CALL:

1. Mac & Stub dog - 1 blocker short! 1.0UT call: adjust to Hook vs. Zone!
7. FB will pick up Stub — Mac is loosel 2.HOOK call: pno adjustment vs coverage!
3. Possible Y Hot assignment vs. Mac Dogs! 3. FIN call: no adjustment vs. coverage!
4 4. FLAG call: No adjustment vs. cove

.P.S.L. Jack - Jack has Y in Smack dog cov.

Pac-ern Best Vs. Cover:

COV1~6=-9=-7=2-4b=282%3=S51

(Rarked in Order)

Sermeral Coorents:
K3!
going to Y!
his intencions!

to 3uzz system read!
JB ctes:

Ycur thoughts are, "I'm going to the HB UNLESS" he's covered.

With an option call, you are basically "playing catch" with the

If he is I'm

If a hot call is included, now you must read Buck &s you drop to deterzine
He dogs, lay it off to the HE on a shoot!
called to K3 {s read the same way, with the one exception = SEAM ROUTE!

Any othet individual cut
Seam is a Jack




RIMNINCRACK/RECEIVER COACHING POINTS o
965 ‘Flares: OPTION/ Hook

nerics & Prozection: BUCK - Pattern:

Halfoack (Weakside) . . ' o
Tvoression: NO S.P.U. Rouce: OPTION __Adj. Vs. Cov:_STOP UP VS. CLEOQ

: Va—s tazion Rou-es : OUI-HOOK-FIN-FLAG-SE&M  Dog Principle: POSSIBLE HOT CALL
S Movemens:_NONE ‘

C.P.s: 1. Release without P.U. at Buck's outside shoulder. - Push ‘e upfield & read h:
2. Buck MFM- beat on Out cut. Stick 'em at the top of the stem!
3, Buck buzzes wide area, push out at him & stop up 8 yds. deep! Alert for ¥ o
4. Lined up out of backfield, make sure you get caximum depth! -
5. Weak corner Cleo, stop up as you would & Buck nose or.a Buck buzz!
6. Hot call, turn Option route into a Shoot if Buck dogs!

Fulisack (S—ongside)

Protection:D.P.U. Me/STB Roure:_ HOOK _Adj. Vs, Cov.. FONE
Veriasion Routes: DRAW Dog Principle:_  NONE
Felease: OUTSIDE Movernent: NOKNE . .

C.P.s: 1. Double pick up Mac to Stub, Either LB'er dogs, take up ﬁhe slack!
. 2. Both LB'ers d~-p = run a Hook! Get there the best you canl
- .——i-3,-Buck Seam ¢z -— QB will call-a Draw flare for you!

4,
5.
X or Q (Wezkside Recelver) . , N
- cha;lcﬂ BASIC te: 9 Release:__VARY. Adj. Vs, Cleo; _FADE
Change Up Routes: 8 or & Blitz Principle:S.A. Movement:_  NONE

Slot Route:__ 63 Twin Route: 65 Adj. Vs. Cov:NOKE - FADE A B & R

C.P.s: 1. Stretch the area vertically so the HB can work underneath you!
- 2. Make the corner believe you are the primary, especially on a Fin calll
T 3. Q position = release outside and really go! Alert fcr 8 calll
4. Seam call, don't allow corner to fall off back into HB!
5. Alert for BLUFF call, telling Q to fake a slow block, then release!

6.

Y or Slo= Q‘iddle' Receiver)
Tozation:  PCC Route: _ 65  Release:_ LOCATION Adj. Vs. Cleo: _KONE

Change Up Routes:_ NONE - _Dog Principle:POS.HOT Blitz Principle: S.A.
TZ at Q Route:__ .9 . Adjs. Vs. Cov: NONE Movement: TIM —

C.P.s: 1. Set wide field, release outside! Set short field, release inside!

2. Work upfield 12 to 15 yds. and ccme'inside. Keep comingl

3. QB thinking of you as an outlet if he can't get the ball to HB! -

4, 1f in a slot, make sure to get into the hash area in a hutry!

5. Seam call, force an inside release! .

6. .

Z (Szrongside Outside) v

Iocazion: BASIC Route: 65  Release:_ VARY Adj. Vs. Cleo: BURST .
Change Up Routes: 68 _ Blitz Principle:S.A. Movement:ZOOM/ZIN/ZOT
Sloz Route: 65 Twin Route:_65 Adj. Vs. Cov: v: __ NONE _
C.P.s: Pun a basic 5 route!

1.

2. Be alert for ball if you recognize weak coverage!
3. Buck Seam pattern, alert for 8 pattern backside.
4
5
I3

-

QB reads Jack and works behind his drop = HB to ZIl



. FORMATION VARIATIONS FOR PATTERN:
ACE FORMATION '

\ oogoo
d

BUCK 965 OPTION/HOOK

ACE SLOT - 965 OPTION

BUCK - 965 BACKS HCCK

BUCK 965 FIN

™

BUCK - 968 SEAM/DRAW

<£

\io 100
=




ASeries & PreT
A .

pro-estion:_ BUCK ?atte:n/; 595 Flare: ANGLE / HOOK )\

’ . ,; , » s —it
]\ ¥ 1) \ ’
J . J
X ‘ \ - . - }
Py L c
e T

cov. 6 | Cov. 6

Quarterback
p.S.L.. SAFETIES-JACK Read: JACK to BUZZ SYSTEM WK. Drop: 7 & 2
Pactern Progression Wk: HB to Z o Progression Stg: FB to Z -

B1itz/Dog Principle: REC's S.A. BLITZES. HOT CALL ='s HB EOT VS BUCK DOG

Y HOT BY G.P. ON MAC DOG!

Rec. Adjs. Vs. Cleo = X/Q: BURST Y/Slot: NONE: Z:_pupstT  HB:__ NONE
FB: _ NONE - Adj. Vs. Cov. 2& 8 = Y/Slot:m;_A;MQN $1

b el

Res, Adis. Vs, Coverage: NONE

Formetion Variations: 1. ACE 2. ACE SLOT
*-: 3. SLOT/TWIN SPLIT 4. "D'" FORMATIONS 5. -
6. 7. 8.
Series Varia=ions: 1.BUCK HOT 2. EAST HOT 3. _WEST
Rec Variations: X/Q:_-/ / Y/S: =/ / Z: -/ /
RB Flare Variztions: HB = IN / CHOICE

—
Q0 o~NOWN L\‘U.)fdb—‘

11.
12,
.13,
v 4.
15.
1A

Tlen o1 Movement: ZOOM/ZIN/ZOT/TIM/TOM

Coaching Points For Buck With HB Breaking Back Insidel

Stride for 7 steps and settle in 2 steps! (Drop Opﬁicn)
Jack is used as a coverage indi;ator, strong'or\veakJ
Concentrate on the buzz system! Think HB all the way!

Keally be aware of the 2nd LB'er inside - Mac or Rover. If he walls off IX breaks,go s!
1f you were t¢ go to X because HB is covered, you must be alert for Buck undernmeath X!
Cheice call, the H.B. has a choice of an Angle - Out or a Stop, dependent upcn coverag
1In call, the HB comes back inside regardless of the coverage! '
Ancle call, the HBE comes back inside regardless of the coveragel Hi& angle may varyl
liot call, the HBE will be hot vs: a Buck dogl Initial resd is Buck!] Not Picked Up vs [ B
Basic rule is - HB breaking in, put Y or Slot on & 9! )

Your 7 & 2 drop may have to shorten up when going to HB if he comes open earlyl

Don't throw the in breaking patterms to the HB late! You may not see Stub or Sam's pla
Alert for multiple LB'er defenses! 30 or forms of nickels.

1f Jack busters, or goes Cov. 9 - be alert for his play on the HR! Think strongsidel
Slot formations - Q runs a 9 instead of a 5 = 993!

Brceihla RTUFF rall. telline O to fake a slow block!



#1 ALZRT: 2nd LB'er INSIDE #2 ALERT SMACR DOG!

If HB beats buck inside, check 2nd L3'er! 1.Mac & Stub dog =~ 1 blocker short

&

1. v S
2. EB walled off - think strongside! 2. FB will pick up Mac - Stub is loose!
3, G.P. may allow you to think Xt 3. Possible Y Hot assignment vs. Mac-Deg
4. 30 Defenses! 4. P.S. L. Jack = Jack has Y 4in Scack ch
#3 ALERT: JACK BUSTER OR cov. 91 | #4- ALERT: _COVER 20 8 .
(3 -
— “-u:r.. .. e o e
£
? 4
'\\\\\ (//’ //,/
~ M

—

Y is already dowu the hole!
If you see the coverage & Y clean - ta

-1

2.

3. hi
4 ;

1. Initial read of Jack should prevent mistakes.],
2.Jack holds in Buster area or plays dog covi!
3.00g can stay with X!

4, Zonie - go strong! .

-

1 -7-6-8 - 9 ~ & =2 =3 < 5-NICKEL (Rarked in Orce

Patcern Besrt Vs. Cover:

Comeral Coments: With a Buck call and the HB' coming bdck inside, you think getting
the ball to the HB :egardless of the coverage urtil you read the HB as covered. Much
the sare philoscphy as the Optien - playing catch with the HB! Remember,whea a Cholce
has been called, you hHavé given the BB a choice as to what route to run. #1, Angle
#2. Cut #3. Stop! Your drop may have to shorten up if you read the HB coming open

e;rl]!

GB Notes:




RUNNTNGRACK/RECEIVER COACHING POINTS

3

—ies & Proveczion: _BUCK . - Pattern:___ 595 _Flares:ANGLE  /_ HOOK
1520k (Wezkeide) : A

Trotection: XD SR Rorate: _ANGLE Adj. Vs, Cov:aAnIUST A CHOTCE CATT!
Vasia=ion Rouses:_IN_- CHOICE " Dog Principle: HOT IF CALLED

Moverinz:_ NONE

ANGLE: Push out & upfield to widen & deepen buck, then come under him!
Don't comeé under too soon. Push him upfield & break inside &t an angle!
.IN: Push upfield to deepen Buck, then come under at 8 yds.

_CEQICE: Release reading Buck. Buck man, think angle lst, out 2nd!

_1f running an angle, read Mac or Rover's drop! ’ ’

n Buck zone, stop ia the open area!

115ack (Soagsice)

’C.?.S:

[V, S e

Protection:D.P.U. Mc/STB ®wire; HOOK __Adj. Vs. Cov.___NOKE
Variacion Rouses: DRAV Dog Principle: ST
Release:  OUTSIDE Movement.  NONE

C.p.s: 1.Double pick up Mac to Stub. Either LB'er dogs, take up the slack!
———mi-D - Both-LBlers-drop = run a Hook.—Get there the best you canl.— z

3.

4,

5.
or Q (Weakside Receiver) "~ 77 o ‘ : |
loca=ion: BASIC  ° Route: 3 Release: VARY Adj. Vs. Cleo:BURST
Cnamge Up Routes:  NOXE ' Blitz Principle:S-A. Movement: NONE
Sict Rouze: 953 Twin Route:_ 72 Adj. Vs. Cov:_ NONE _

C.P.s: 1.Push 20 yds. deep and bring it back to 15 yds.
2. Attacking a zone Cleo technique, burst and level off! Don't come back!
3. Bump and run, release outside and push upfield & come back!
4. Q position, nothing changes. Just don't get held up!

5. You are a secondary receiver in the patterm, but don't assume you won't get

6. ) the balll
cr Slot (iddle Receiver) ,
Location:__POC _Route: 95  Release: BEST Adj. Vs, Cleo:  NONE
Change Up Routes:  NOXE ‘- . =-. Dog Principle:POS. HOT Blitz Principle:_ S-A.
T at Q Route:__ 9-5 Adjs. Vs. Cov:_NONE__ -~ Movement:  TIM/TOM
¢.I'.s: 1l.Take the best release possible and clean out for HB coming underncath!

2. Alert if you were to read a Cov. 2 or 8! QB may lay it up to youl

3. 1t is possible to assign you a HOT rec. principle vs. a Mac Dog! G.P.!

4. Some principles for the Slotl

5. Q position: run a 9 route. o , '

6. Alert BLUFF call, telling Q to fake slow block, then release!
(Strongside Outside) _ v
Locazion:_BASIC Route: 95 Releazse:_ VARY Adj. Vs, Cleo: BURST
Change Up Routes: NONE Blitz Principle: S.A. Movement: Z00M-ZIN-Z0T
Slo= Route: g5 Twin Route:_ 95  Adj. Vs. Cov:__ NONE N
C.P.s: Push to 20 yds. deep and bring it back to 15 yds!

Stay with your 5 route vs. all coverages! :

Attacking a Zone Cleo technique - burst & level off! Don't come back!
Burp and Run, release outside and push upfield and come back!

The QB is thinking HB but don't assume the QB won't come to youl

N W



,1 FORMATION VARIATIONS FOR PATTERN:

ACE BUCK = 595 ANCLE

:(:y"“=gdcz‘:>;‘. /

g

BUCK 595 ANGLE = IN or CHOICE/HOOK

ACE SLOT = BUCK 995 ANGLE HOOK

ZUCK 595 Li/HOCK

~

BUCK = 595 CROICE/HOOK
/1 MAC & BUCK = BUZZ WK}

y BUCK - 595 CHOICE/HOOK
S BUCK WALLS OFF HB!

'BUCK 535 CHOICE/HOOK
\ BUCK ALLOWS HB INSIDE!

oogoo




" ACE RT SLOT - HOW or EIP

L d
v/ \ -

;o
& < -

OS2 TTON QEEIAIIONS FOR PATTERN: ACE FORMATION - BUCK "BLUFF" TECHNIQUE

@OOEOO
\ o

~ -

O

N
W\-,

BUCK BLUFF - 366 FLY! =

EUCK ELUFF « Q SNE&K 114

ACE SLOT HOW - BUCK BLUFF =~ 114 HOOK
UCE RT - BUCK BLUFF -~ DBLE 14

7z

o

Jelel=lclop

(s (:fh* (:{—4
EUCK BLUFF - 695 HOOK i \'BUCK BLUFF - 7,8,966 HOOK

BUCK BLUTF 444 HOOK
DUCE -~ BUCK BLUFF - DBLE
Li's

¢

OO%OO

())r%




