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SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES

PASSING GAME

DROPBACK

363 SfOP (sPL LT/RT)

844 WIDE (SPL LT/RT)(SPL SLOT)

585 (SPL LT/RT)

989 F CROSS SMEAK (SPL LT/RT)

474 DELAY (SPL LT/RT) (SPL SLOT){SPL TGT)

FAKE 474 DELAY (SPL LT/RT)(SPL SLOT)(SPL TGT)

55 UP (SPL LT/RT)

EAKE 55 UP (SPL LT/RT)

366 FLAT (SPL SLOT)(SPL TGT)
SCAT 66 (SPL LT/RT)( I LT/RT)
088 (SPL SLOT) |

212 AGGRESSIVE (SPL LT/RT)

QPTION

RO\ u

D G Wl W

| N

a4

OPTION LT/RT (SPL LT/RT)
OPTION LT/RT 976 H PQOST SWING (SPL LT/RT)

PLAY ACTION
528 CH 40/50 (SPL LT/RT)
344 CH 40/50 BOOT (SPL LT/RT)

689 CH 40/50 (I LT/RT)

SCREEN - SALLY/ROSE

LEQ - ROGER (SPL LT/RT)(I LT/RT)
626 SALLY/ROSE (SPL)
633 SALLY/ROSE (SPL)



SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES

RUSHING GAME

PRIMARY RUNS

10/11 STRAIGHT (I LT/RT){I SLOT)(SPL TGT)
20/30 ACE OH (I LT/RT)(SPL SLOT)(SPL TGT)
20/30 COUNTER (I LT/RT)( I SLOT)(SPL TGT)
40/50 BELLY (I LT/RT)(SPL TGT)

40/50 LEAD (SPL LT/RT)(SPL TGT)

§0/70 QUTSIDE (1 LT/RT)(SPL LT/RT)(SPL TGT)

60/70 FILL 9H (I LT/RT)(SPL TGT)

80/90 SWEEP (éPL LT/RT)(SPL TGT)

80/90 TOSS (1 LT/RT)(SPL TGT)

DRAWS

—

20/30 PAINT (SPL.LT/RT)(I LT/RT)

3,

GOAL LINE RUNS

~_aa o - ] .l .

[ 9 )

40/50 LEAD (FAR, I TIGHT WING)
40/50 BLAST (FAR, NEAR TIGHT WING)
80/90 TOSS (I TIGHT WING)

80/90 PITCH (NEAR TIGHT WING)



SAN DIEGO CHARGERS VS. PHILADELPHIA EAGLES

- SITUATIONS

GOAL LINE - SHORT YARDAGEt

40/50 LEAD (FAR, I TIGHT WING)
40/50 BLAST (FAR, NEAR TIGHT WING)
80/90 T0SS (1 TIGHT WING)

80/90 PITCH (KEAR TIGHT WING)

ROLL PASS LT/RT (FAR TIGHT WING)

;RtU AREA
OPT LT/RT (SPL LT/RT)

633 S/R (SPL LT/RT)(I LT/RT)
SCAT 66 (SPL LT/RT)(I LT/RT)
55 UP (SPL LT/RT)

FAKE 55 UP (SPL LT/RT) .

474 DELAY (SPL LT/RT)
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FAKE 474 DELAY (SPL LT/RT)

368 (SPL LT/RT)

212 AGGRESSIVE (SPL LT/RT)

CHARLIE 40/50 BOOT 528 (SPL LT/RT)

NICKEL
585 (SPL LT/RT)(SPL OPPOSITE)

844 (SPL LT/RT)(SPL OPPOSITE)

OPT LT/RT (SPL LT/RT)(SPL QPPOSITE)
OPT 976 HPSW (SPL LT/RT)(SPL QPPOSITE)
638 (SPL LT/RT)(SPL OPPOSITE)

635 (SPL 07



" SAN DIEGO CHARGERS VS. PHTLADELPHIA EAGLES

RED BALL
CALL PLAY
89 989 F CROSS SNEAK
85 585
44 844
20 20 PAINT
B0 /50 80/80--SHEEP - mrs e e
LEQ HB SCREEN LEFT
ROGER HB SCREEN RIGHT
1 11 HITCH (AGGRESSIVE)

AA LA : B
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aA. 04

ARBREVIATIONS

G/L = Cual Line
M/M = Man to Man
N/B = No Blitz
N/T = Not There
M/0 = Man Over
P/S = Playside
B/S =  Backside
L.0.S = Line of Scrimmage
M.D.M = Most Dangerous HMan
P.0.A = Point of Atrack
H.N.B =  Hit No Body
6 = Short for Loafing.
o= mm———POS TTTON ABBREVIATIONS e
OFFENSE DEFENSE
X = Split End T = Defensive Tackle
LT = Lefr Tackle E = Defensive End
LG = Lefr Cuard N = Nose Tackle
C = Center W = Walc (Weak) Linebackrer
KG = Right Cuard M = Mike (Middle) Linebzcker
RT = Right Tackle .S = Sam (Strong) Linebacker
Y = Tight End F = Fourth Linebacker
Z = Flanker. WC = Weak Corner
A = Haulfback FSs—=FreeSafety
B = Fullback SS = Strong Safety
QB = Quarterback SC = Strong Corner



AOTION -

TERMINOLOCY

Play fake pass.

AGCRESSLIVE -
AREA -
AUDIBLE -
BACKSIDE -
BANJO -
BLACK -

BLITZ -

BROWK -
BUBBLE -

BUMP & RUN -

CHANGE -
CHLECK -

CHECK WITH ME

o BOOLLEG s -

Offeusive man caking the initiative.

A piece of ground that must be protected.
Changing play at line of scrimmage.

gide away from which the play is to Be run.
Inside-outside pass COVETURE by two defenders.
Aggressive pass protection.

Linebuacker or safeties rushing the play.

QB. with ball goes oppusite the backfield flow.

Style of running play.
Arva vver the offensive 1inemen by @ 1inebacker.

Tight inside-out man to man coverage on the receivers, on

thC L.OaS. \

HB and FB changing aligument.

Alert command.

- No play called in the huddle.

CLAMP -
CLIMB -
COMBO -
COUNTER -
COVERED -
CRACK -
CROSS -
CuT -
CUT OFF -

DEEP MIDDLE -

. 5 , ‘
A, b4 & AL A * 4 a 2 N o ‘
ad !hJ. -h A, Ad LA AL A4 LA

Double team block between TE and Wing.
Movement of offensive linemen or TE up field to LB area.
Shorc and deep man O man coverage on & receliver.

Ball moving away from flow.

A defensive man over an cffensive man.

Block on inside LB by wide receiver.

Tackle agd guard Cross block.

Playside guard and center change assignments.

Block not at point of attack to stop pursuic.

Release inside and block the man defending the deep'middle.



Page Ho. &

DEFENDER - Block defender your side.

DELAY - Timed release (slow) into pass route.

DOUBLE TEaM - Two or one block.

A & AL a8

L

.

DRAW - Fake pass, delay run by back.

DRIVE - Playside guard and tackle combination scoop.

DUCE - Playside‘guard and tackle inside-out double team.

DUDAD - Two offensive blockers, area blocking two defenders in a
stack alignment.

EAGLE - Defensive alignment.

EVEN - Refers to four (4) down linemen defenses.

e —PIRE ———~_Turmtused.on_F.C. and P.A.T. to activate pass: .

FLARE - Pass roure by offensive.

FLEX - Split by SE (X).

FLOOD - Both back out same side into pass route.

FLOW - Direction in which most of the backs move.

FOLD - Center and guard cross bloc%.

FORCE | - Block support.

FREE - Playside guard go thru and block free safety.

"G - Playside guard pull and block first man on L.0.S. outside
hole called.

CAP - TPBlock down; protect inside gap.

GEORGE - Playside guard pull and block L.B.

GRACKE -~ Playside guard pull and block support.

HANG - Alert call by TE who will slow block.

INFLUENCE - Fake block to cause defender to react to fake.

ISOLATION - Back block on L.B. (I50)

JAB - Step in opposite direction of play.

JAY - Angle step playside.



Terminology - continucy
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o Page No. 3
-
KING - Playside tackle and'end assignment change.
LEAD - Onside back blocking most dangerous man at point of attack.
LEAD OPTION - Playside RB block SUpporc. -
LOAD - Playside RB block load area.
LOCK - Style of running play.
LOOP - Playside tackle seal LB with outside release.
MAN "M" - Block man on-over-outside.
MIKE - Middle linebacker.
MOTION - Tells HB or FB to move in motion prior to snap of the ball.
NORMAL - Regular splics.
© NOSE — Man over ceunter. TS T memmem
"o - Backside guard pull and lead thru hole.
‘ODD - Refers to defenses with man over centers.
QFFSIDE - Side away from point of attack.
ONSIDE - Side toward point of attack.
OPEN - Action by QB where he turns His,front to the hole.
OPTION - Play or decisions with more than one choice.
ouT - Wide split by (TE) tight end:
PICK - Style of running play.
PINCH - Playside tackle and TE double team.
PIVOT - action by the QB Where he turns his back to the hole.
PLAY PASS - Pass where run is faked (also play action).
PLAYSIDE _ Side of the center to which the play is to be run.

A OOA_. A4 ALAM

POINT OF ATTACK (P.0.A.) - Spot at which the ball is to cross

POST -

REACH -

READ -

REVERSE

my" Block executed on double team.
Block outside number to point of attack.
Blocking technique by onslde guard or tackle vs.

Play that starts one way and then goes to the opposite side.

the line of scrimmage.

linébacker.



Terminoloygy

- continued

j Page Mo. 4
]
: ns - Backside guard pull and block the outside man on L.0.S.
J SaM - Name for linebacker to TE side.
SCAN - Pass protection used by offensive linemen.
’ SCISSORS - Guard-tackle cross block - guard blocks outr/tackle goes behind.
] SCOOP - Center and guard combination.
SEAL - Blocks any lateral pursuit from inside.
2 SLICE - Backside guard and center assignment exchange.
; SMACK - Crack block on strong safety - above the waist, by wide receiver.
4 SPRINT - Typc QB action CO pass.
i SQUEEZE - Playside guard and tackle double team.
 STRAIT _ Style of running play. S T e -
} ‘ SUPPORT - Playside tackle pull and block support.
_3 SWEEP - Style of running play.
" - End and tackle cross block.
* TESS _ Playside tackle pull and block support.
TIM - Playside guard and tackle assignment exchange. Tackle in/guard behind.
1 TOM - Playside tackle pull and block LB. |
] TRAP _ Backside guard pull and block.
VEER - Center, playside guard vice.
J_ VICE - Playside guard and center double team.
WEDGE - Block solid to play hole.
1 YOKE - Mocion by Y (T.E.) over to the other side.
J ZAP - Z Motion away.
Z1P - Z mocion in.
2 200M - 7 motion over to other side.
d
i



POSLITION NAMES AND NULMBLRING

OFF. SYS. 1

o

POSITION NAMES

HO®©O®®O

& &)

LA A AL AL A AL B8d ‘A A AL BAd VA A Ad Ve a

(R Wil

Tt

C = CENTER, over the ball. :
LG = LEFT GUARD, always left on L.O.S. E
RG = RIGHT CUARD, always‘righc on L.O.S. :
LT = LEFT TACKLE, always left on L.0.S.
RT = RICHT TACKLE, always righc on L.O.5.
X = SPLIT END, away from direction of formacion call, on the L.0O.S.
—_“~~Y"=—$&GH$—ENDT~&9waidmdireccion_oimiarmacion_call, on the L.0.S5. -
7 = FLANKER OR SLOTBACK, rtoward direction of call on MOST formation, off the L.0.S.
" A = HALFBACK, formation will determine allgnment ;
B = FULLBACK, formation will derermine alignment |
QB = QUARTERBACK, behind the center.
BACKFIELD NUMBERING FOR RUNS
OO0
O
B or A B B or A
Ol G
" 1. #4 Back will carry all 40 plays
‘ 2. {#2 Back will carry all 20 plays
< 3. #3 Back will carry all 30 plays
4. All "I" Formation running plays will be called with a single digit number.



HOLE NUMBERING

Sl elelJelelcn
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EXAMPLES

RICHT

O %8 00 ® g “
y e I

|l£‘3ll

1t 28 "
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SPREAD RICHT

1 RICHT OR LEFT

QO%PO@ @@ @OO%}]OP@

A A
®
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5 gﬁl P?ck
jl PRO RICHT STRONG RIGHT
8 :
® OO0 00O ® ® O OO
i '/C:J T %
' 5 6
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SPLITS, DEPTHS AND ALICIMENT ' OFF. SYS,

BASIC SPLITS

Splic End
1

GO

8-12 yds.

LINE SPLITS

TIGHT END

It

CUARDS and TACKLES

THREE FEET, OPEN = 5

!
|
'
i
|

BACKFIELD DEPTH

" 1 BACK DEPTH

FLANKER

SPLIT END

- FEET at 5 yards
guard.

FEET at 7 yards from

2t o2t B o o 3 | |
G161 1 ©]©5C pummmrnren
O

3

Tight End <:::>

Flanker

two feut

to 6 yards, OLT =8 to 12 yards

from the ball, inside foor split cthe

the ball

8 to 12 yards from tackle, head even with linemen's hips.

CP: In SLOT G yards

WING = 3 feet from Y.

from tackle. TWIN = 3 yards from X,

8 to 12 yards from tacklg on the L.0.S. FLEX = 6 yards

TICHT = 3 feer.

y



OFF. SYS. 4

THE HUDDLE

PROCEDURE

1. Center will lpcate the Huddle eipht yards from the ball with a loud cali of
"huddle'. The center 1is responsible for alerting everyone to down & distance.

bl

2, All players will look at the QB. Linemen will have hands on knees. All octher
players will stand uprighc.

. The QB will cowmand the huddle. No talking once the QB enters the huddle.

QUARTERBACK'S PROCEDURE

1. The QB will call: formation, play and snap count.

2, The QB will hesitate and let the wide receivers and the center break the
huddle. (X will go before Z)

The QB will repeat the snap count to the remaining players. The QB will
pause for any checks. If anything is misunderstood, check with the QB now.

REAKING THE HUDDLE

L

1. Afrer X,Z and the center have lefc the huddle, the QB will call "Ready-Break".
Everyone will clap together on break and hustle to the line of scrimmage.

2., The FB and HB will let the TE clear before they break.

We only have 25 seconds to get the play started. We must all be efficient in
the huddle to save time to allow us to audible at the line 1f necessary.

- &d MBS A
o



QUARTERBACK PROCEDURE FOR CALLING PLAYS

OFFENSIVE PLAYS WLLL BE CALLED IN SEVERAL PARTS:

1. Formation - Denotes backs set,
2. Direction - Right or left denotes tigh

3. Variacions - Words to alte

4, Play Call - Single or double digit number,

and recelivers position.

t end and flanker.
; .

r the basic formation, such as CHANGE, SLOT,
OPEN, FLEX, ecc.

style of play and blocks.

5. Snap Count - X,Z, and Center leave huddle.

6. Repeat Play and Snap Count - pause

- "Ready Break"

s

EXAMPLES:
1 RICHT 2 PICK ON HIKE
RIGUT - 26 BRONK ON SET

I LEFT (OPEN) 4 BLAST ON 1

© LEFT (SLOT) 93 oN 2

LEFT (TIGHT) 49 SWEEP L N3

SPREAD RIGHT IS LEAD DREW Nt

TEAM PROCEDURE AT THE LINE OF SCRDMMACE:

1. After the break from the huddle -

A,

B.

-~

2. Motion wil

All must hustle to the L.0O.S.

All linemen, backs and recelvers take a chree (3) poinc stance
as quickly as possible. We must be set (no movement) for one (1)

second.

1 be started by the quarterback lifring his heel with

a quick movement.



OFF. SYS.

QUARTERBACK'S PROCEDURE AT THE LINE OF SCRIMMAGE

The Quarcerback will check the total formation as he is taking his position

belrtad—the—ce et L
The Quarterback will check the defensive front and the secondary.

The Quarterback will start the cadence with the word '"HIKE".

CP: The Center will snap the ball if cthe defense viclates the neutral zone.

CADENCE
HIKE! On Hike
. ( Live Or )

QB call audible system. Ei: UTAH 26--~UTAH 26 ( Dummy Name)
SET! On Set
HUT ! oo =+ oome e e EUR ) ... .-0n One
HUT!...HUT! On Two

. HUT! HUT!... HUT! On Three
HUT!... HUT! HUT.... HUT! On Four

(CP: We use a rhycthmic non - rhythmic snap count.)

If the snap count in the huddle is on HIKE or SET, then the Quarterback will

not audible at the L.O.S...

&

Whenever a "LIVE" audible changes the original play that was called in the
huddle, we will not change the snap count. The snap count will always be

what was called in the huddle.



AUDIBLE SYSTEM

OFF.

SYS.

Our Audible System is based on the QB at the L.O.S.

calling out the

1.
WLIVE" name, the following number is the new play.
2. The QB will call the Audible name (Live or dummy) twice. He will
call it once in each direction, right then lefre.
3. All Live Audibles the ballAwill be snapped on the count given in the
huddle. |
EXAMPLE: (Live name 1is ”UfAH”)
Snap count called in che huddle 1573 dnd play called is & sweep.
A. IF the Q.B. wants CO audible he savs,
HIKE!
BUTAH" 2 pick... "UTAH" 2 pick set'
HUT! HUT!... HUT!
The new play is now 2 pick and the snap count remains on 3.
B. IF the QB does not want to audible, he uses a dummy name.
HIKE!
KANSAS 2 PICK...KANSAS 2 PICK
SET!
HUT' HUT.... HUT.
The play and snap count does not change.
4. IF the snap count in the huddle is on "HIKE" or "SET" the QB wiill

not audible.



A. AJ LA

A

-
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(4]
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CHECK WITH ME

[e 5]

“Me"-—is~being used.

When  “ChecE witihr Me'—is caited 1T he
the snap count will be given. The play 1is then called at the L.O.S..

The ball will be snapped on the count given in the huddle.

Occaslonally two styles of play msy be called in the huddle and then

add the number at the L.0O.S..

This means the play that is called at the L.0.5. is the play that we

will run. Cp: We will not use ocur live zudible name when "Check wich

EXAMPLES:

QB will call in che huddle:

Check with Me
Left Slot on 2

g . ..
rocdieonty—the—formation &nd -

A Ad \ A

s A

a L

h 4 ol Q7 La]
el T oL UL UVl &

. "Ready Break'

an o

At the L.0.S. he will read the defense, then proceed to call the play.

, HIKE!
Auburn 178
Auburn 178
SET!
HUT!. .. .HUT!

mm.n_o‘m

We would execute Pass X 786



FORMATIONS

4

} RICHT LEFT

D) ] o

4 C@%OO@ oo @OOSOO

3 ® ® ® ®

l 1 RIGHT 1 LEFT

P

) 00000

300800® 5 o 8

1 o 3

& PRO RIGIT ;PRO LEFT

‘

: cogooe | ©00ZOoo

} |

p ® 6 ® O

1 STRONC RICUT STRONC LEFT

3 |
®O000n0O0

2 O O [8 ONONO) o6 8 .

* A M N a




SPREAD RIGHT

SPREAD LEFT

608663

®

®

FROG RIGHT

®
oD

®

@

®
®

®
®)

FROG LEFT

® @"@"@@8@@

@

FORMATION VARIATIONS

RIGHT '"'SLOT"

STRONC LEFT ''SLCT"

o OO%OO@

"SLOT" = Z In slot to X side.

@ €

fDOO%OO o @

"gLOT" = Z 1in slot to X side.

® 6

RIGUT ''CHANGE"

OO%OO@
""CHANGE'" = A and B change‘posiCiOﬂs-

® o

A A A4 LA A AL LJ \A A A

©)

STRONC LEFT ''CHANGE"

'@oogoo ®

@)

""CHANGE" = A and B change positionsﬂ

QN0
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MOVEMENT (CONTD.) AGE 2

MOVEMENT PATTERNS WITH BACKS

SACKFIELD MOYEMENT 1S CLASSIFIED TN 2 WAYS: (T)CET

JET MOVEMENT IS MOVEMENT BY THE BACK TO THE SINGLE RECEIVER SIDE. JET

MOTION WILL ALWAYS RESULT IN A DOUBLES SET.

o 000000

S MOTION BY THE BACK TO THE 2 RECEIVER SIBE. FKOTION

MOTION MOVEMENT 1
MOVEMENT WILL ALWAYS RESULT IN A TRIPS SET.

O OOOOOO
SN O

4
oA
') —————— -_>

q NEAR RIGHT MOTION

- o O

<

ALL BACKFIELD MOVEMENT FROM A 2 BACK SET WITH OUR NORMAL PERSONNEL WILL BE

, 4_ CALLED FRCM THE ORIGINATING FORMATION.

<

4

b

o

.



b

MOVEMENT

THERE ARZ SEVERA

A Al v

MOVEMENT IS VERY TMPORTANT TO OUR TOTAL QFFENSIVE SYSTEM.

REASONS FOR MOVEMENT IN QUR OFFENSE; AMONG Th: MOST PROMINENT REASONS ARE:

1. TO CREATE A PERSONKEL ADYANTAGE 3Y CREATING COVERAGE MIS-MATCHES ON OUR

RECEIVERS OR BACKS.

2. TO CREATE A PERSOMNEL ADVANTAGE BY EFFECTING CHANGES IN RUN SUPPORT AND

FORCE RESPONSIBILITIES.

3. T0 CREATE SECONDARY'MOVEMENT IN AN EFFORT TO BETTER ENABLE OUR QUARTER-

BACKS TO REFOGNIZE COVERAGES.

47 ~TO GET-OUR PERSONNEL IN--BETTER-POSITION TO EXECUTE THEIR GIVEN ASSIGNMENT. __

5 MAN UNDER COVERAGES WHEN ATTEMPTING

5. TO CREATE PROBLEMS FOR THE DEFENSE I

TO HOLD OR BUMP RECEIVERS AT THE LINE OF SCRIMMAGE.

6. TO CREATE AN OPPORTUNITY FOR INDECISION, CONFUSION, AND/OR MIS-ALIGHMENT

BY THE SECONDARY.

7. TO CAUSE MOVEMENT ON THE PART OF THE;DEFENSE IN AN EFFORT TO REALIGN THET?

PERSONNEL WITH THE COVERAGE CALLS AND CHANGES AND NOT ALLOW THEM TO SET

THEMSELVES AND REACT TO FAMILIAR OFFENSIVE PATTERNS. MAKE THE DEFEmSt

PLAY "ON THE MOVE."

8. TO FORCE OPPONENTS TO SPEND PRACTICE TIME AND EFFORT ON ADJUSTING TO

N IMPROVING DEFENSIVE SKILLS AND SCHEMES.

oy A&d bd A S A4 ‘L-ll vy 44!#1 'lkdl‘ hQJL

MOVEMENT PATTERNS RATHER THA
9. TO CREATE A VISUAL COMPLEXITY TO THE DEFENSE, YET BE ABLE TO RUN T

rere

nc

SAME BASIC PLAYS FROM A VARIETY OF LOOKS.

S e O oA A



PAGE 2

MOV EMENT (CONTD.)

MOVEMENT PATTERNS WITH BACKS

RACKFIELD MOVEMENT IS CLASSIFIED TN 2 WAYS: () JETAROLT METIEN-

T BY THE BACK TO THE SINGLE RECEIVER SIDE. JET

JET MOVEMENT 13 MOVEMEN

MOTION WILL ALWAYS RESULT I A DOUBLES SET.

_._——___._.—_-—___.-__—

MOTION MOVEMENT 1S‘HOTION BY THE BACK TO THE 2 RECEIVER SIDE. MOTION

MOVEMENT WILL ALWAYS RESULT IN A TRIPS SET.

— A AL A L e A . o

NEAR RIGHT MOTION :

ALL BACKFIELD MOVEMENT FROM A 2 BACK SET WITH OUR NORMAL PERSONHEL WILL BE

CALLED FROM THE ORIGINATING FORMATION.



MOVEMENT (CONTD.) PAGE 5

MOVFMENT PATTERNS WITH RECEIVERS (CONTD.)

|

EXAMPLES OF TIGHT END MOVEMENT: |
j FLY O\ OCQOOOO O, FLYQUT
\ @) (;} }
, ;I (MOVEMENT ACROSS 2ALL) Egi ) (MOVEMENT AWAY FROM BALL®
4
\ | { |
BUZZ _"__,\ S OO0 00 ! O FAKE FLY .. .
\ O &' :
TS T T T T T T T I T T
O
(MOVEMENT OUTSIDE X) O (REVERSE MOVEMENT)

ALL RECEIVER AND TIGHT END MOVEMENTS WILL BE CALLED TO THE FORMATION Wt WILL

END UP IN. FOR EXAMPLE:

L4 A A AJ LA A

o coocooo !
@ _ S
< I RIGHT ZOOM O
O
“
‘ \
" o ofeloloXeole
b o c.. 9
X O
®

[ RIGHT SLOT ZOOM



MOVEMENT (CONTD.) ' | PAGE 6

A1 LR

y W

MOVEMENT PATTERNS WITH RECEIVERS (CONTD.)

1
i

SPECIAL MOVEMENT PATTERNS

THERE ARE SITUATIONS IN WHICH SPECIAL MOVEMENT PATTERNS WILL BE UTILIZED,
NAMES FOR WHICH MAY BE CREATED AS GAME PLANS DICTATE. ONE SUCH MOVEMENT
IS "DART." DART IS A MOVEMENT INHERENT TO A FORMATION. IT IS DUAL FOR-
MATION WITH SHORT JET BY X. ”

}

o L 00000
RS O ©

D,

ALL MOVEMENT IS GAME PLANNED AND WILL BE TIMED OUT FOR THE PLAYER TO

EXFCUTE HIS GIVEN ASSTGHMENT  THE MAN REQUIRED IO MOVEWwHANCT—GETAN

AL

INDICATOR BY THE Qé OR A SET PART OF THE CADENCE TO ALWAYS MOVE Cn, BUT
WILL TIME UP THE MOVEMENT WITH THE PLAY, FORMATION, ASSIGNMENT, AND CADENCE

TAKEN INTO CONSIDERATION.

A A. 84 \A A AL LA A& A ad ‘Zfi) A A Ad LA _A



FORMATION YARIATIONS AND MOTION

I RIGHT "TWIN"

"WING' RIGUT

OO%OOC\D OoOoO0O0
@ o |
TWIN' = Z in slot to X sice ‘
PYING'" = 2 in close to Y. and close to X c’
®

SPLIT END (X), SPLITS

Y G W

Drmal

RO OO%OO O
plic FI8k libhc
! & yds. 1 yd.

:t;,A

o
«

[a8
U

O O
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HALFBACK MOTION

FULLBACK MOTION
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FLANKER {(Z2) MOTION CEF. SYS. 12
RICHT SLOT "zouM"
7004 = 2 motion to the Qther side to build the formation called.
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1 RICHT "zIP" "

A
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,\J 72Ip = Z motion In toward formation called.
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A . WINGC RIGUT "2AP"

- ZAP = Z motion Away from formation called.
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DEFENSIVE

St S

PASS COVERAGES
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COVER 3 "RIP"

TN
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j , PASS COVERACES CONTINUED

]_ COVER 26 (3 MAN RUSH) COVER 35 (3 MAN RUSI)
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(HAY'M%§ coMBO X, Y OR Z) g (MAY MAN COMBO X, Y OR Z) ?
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DEFENSIVE STUMT AND BLITZ DEFTNITIONS

L.B. Name Blicz (Mike, Sam, Ece.)

1.
A blitz or scunc by a linebacker coming straight ahead.
------ - L e braetee s e—iraEe— i refar ro which backer dis bliczing
1 and denoce that he 1s coming straight aehead. This sctunt
will occur usually from

normal aligament but may also

come off of a Stack.

| Mo S
T\ 2 W T| N T E
o? JO O 50 00000 O

MR e MIKE . e e e

2. Fingers

nose in a crossing movement. Both linebackers may be

involved.
o

KA ES AA S
T N _ T E W o W T E
O oMo o C O Of1]0|O O

MIKE FINGERS : SAM-MIKE FINGERS

]~ " A stunt or blitz involving an inside ‘linebacker and the
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4 Defeuslive Stunt & Rlirz Definicions - contlnuuvd LE¥. 8

J Pape No. 2 .

3. X-Stunt

A stunt or blitz involving a linebacker and a defensive
rackle or end in a crossing movement. Strong or weak
to determine the direcction of the L.B.

Al LA

may be added

W-T-YX ‘
S WeTeX o M=T-X STROXG

Aungle

Deseribes the hard charginpg veering movement of a defensive
lineman or defensive end. This movement will be described
by the people making it and whether or not 1t 1is strong or
weak. The defender usually angles from a head up posicion
aiming for the near ear hole of the adjacent offensive lineman..

M S M S
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ANGLE STRONG
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SLIDE WEAK'
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ASSTCONMENTS

PASS ROUTE CALLED.
MAN ON L.O.S.
CHECK

RUN
FIRST
MAN OVER -
MAN OVER -
- COVERED = MaAN ON:
- TIRST MaMN ON L.0.S.
- RUM PASS ROUTLE CaALLED.
2 - RUN P ROLTE CALLED.

. A A A A A A Al

Y
-
eIl
ol
il
[

0l
ASS

Fit = BLOCK saM.
Hy - BLOCK WALT.
OB - SET TO PAass.

- ON -
HELP CENTER.

POSSIBELE COMBO WITH
UNCOVERED - CHECK EHD MaN ON L.O.S.

- 0N OUTSIDE. "™~

QUTSIDE.

CUARD TO NOSE.

TO HELP
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PASS PROVECTILION r.r. 4
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54 SLd

S
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DE WEAR"

ASSICIMENTS

X, Y and Z - RUN PASS ROUTE CALLED
CENTER - PASS BLOCK MaN WHO CHARCLS YOUR AREA.
CUARDS - PASS BLOCK i WO CHARCHS YOUR AREA.
TACKLES - PASS BLOCK MAN WHO CHARCLS YOUR AREA.
o e O ONEBIERE, - TURN OUT QUICK ON DL.

CP: LINIMEN, WHEN UNCOVERED DROVY QbICb AND DEEPER

Tiber NORMAL.  SCAN.
HB and FB - RUN PASS ROUTE L.\LL_L"'.), NO BLOCKING RESPONSIBILITES.
CREEN IS SEVEN (7) STLP DRUP BY THE QUARTERBACK!
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285 PHOTECTICON . P.P. o

SO0 and 351
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! cqwaso’ Il topedps  ©
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. J \ i
J;g“ "5L SLIDE WEAK'
. I ASSICHMENTYS
X, Y and 2 - RUN PASS ROUTE AS CALLED.
LINIDMAN - SAME AS 'RL"' PROTECTION.,
4 HB - .J\‘l' AS 'ﬂt)” PROTVECTION,
' FB - FARE DRAW AND THIN BLOC:\ "R.LU” P—xbb PROL_C 154
S mmoee— G WELP OUT I¥ NEEDEDY -

1 QB - F:\EL DRAW AND Hu;1 SET QUIC}\ TO PASS. 50 AD 51 is
: ; S ‘1 DRO “UsT CALL TO STRULG SIDE.
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PASS

PROTECTIO!
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54 and 53

J~

SN G e

X,Y and 2 -
OFF T -
OFF C -

CENTER

o T -
FB -
HE -

Qb -

ASSICNMENTS

RUN PASS ROUTE
JA WiHEN POSSIBLE, B
Jat WHEN POSS1EBLE,

]
A WHEN POSSIBLE, B SKAY.

S BLOCK MAN WHEN COVERED, UNCOVEHED BLOCK CAP AWAY.

CcP: ODD DLEFENSLS.
BLOCK MAN TN YOUR AHEA.
BLOCK END MAN ON L.O.S.
FAKE & OR 5 SPRINT DRAW,
RO CENTER OUT.

CP: 05D DE:

THEN BLOCK FIRST INSIDE LINEBACKE:

CFARE 40 AND S SPRINT DRAW, SET TO PASS.
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PASS PROTECTION

AUDIBLE 52 AND 53
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54

SLIDE Weak"

II53I|

N\
O

_.HB AND FB

ASSIGIMENTS

X,Y and Z -

LINEMEN -

SELL THE RUDN.

RUM PASS ROUTL Y 818.

BLOCK 180. 52 = 2 ISO AMD 53 = 3 "1so"
ELOCK ACCRESSIVE AND SELL THE RUN.
FAKE 1SO. S2 + 2 or 22 1S0 AND 33 = 3 OR 43 150.

Fakt "ISO', THEN HIT TE (Y) QUICK O LOOKIE (1)

OO0

5Y EAaGLE

Wb
Om

QB -
ROLTE.

NOTLE: S2.AND 53 1S "AUDIBLE Y 318", FakKk 150" AND HUST SELL RUN.
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AUDIBLE 58 AND 59
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st_/’n Y94 SLILE WEAK"
J ASSICMMENTS
| NOTE: 58 AND 59 ARE SAFETY BL1TZ AUDIBLES., 58 1S FOR STRONG SAFETY BLITZ
{ M) 59 1S TFCOR FREE SAFETY BLITZ. QB'S DROP IS FIVE (5) STEPS.
X and Z - 25 RUM ELSHT (8) ROUTE. 59 RUN NINE (9) ROUTE.
R TREAK CLTTTTT -7 BLOCK RED PASSTPROTECTIGCH. o
’ CENTER - SLOCK RED PasS PROTECVION.
STRULG C & T - ELOCE MaM 1N YOUR ARLA ON OR OFF L.O.S., BE ALZET FOR
, ”'11.‘\.\'(;” CaLl..
J Y - SLOW BLOCK MAN OVER, MAKE ”IL\"L" CALL ON BOTU 358 AND 59.
: FB - 0! 33 PaSS BLOCK TO TE(Y) SIDE AND PICK UP SS.
: . 0! 59 .PASS BLOCK.WEAK TO HB SIDE AND PICK.UP FS.
‘ HB _ - BLICK RED PASS PROTLCTION.
¢ T
“Db” . II59H
C ra AR 58 C
> FS | i
M S S M/ W
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rih

nd 3 - From I

,{‘23,32 sud 33 - from RIGHT,

PRO and

Lust,

STROMNG

O

SLIbE WEAKY

I R

Q8

DRIVE PLAYSLIDE CLENTER - GUARD CaP, READ NUEAREST DOWN LINIEMAN AHD RUN

sS4 Sy
ASSICIMENT
l X - DEEP MIDDLE "
OFF T - MaN CUT OFF
OFF C - MM, CP: STACK DEF.'S
CENTER - MaM. CP:  STACK DEF.'S
ON C - Mad.
CON T. - MAN. CP:._ STACK DEF.'S
Y - MaiN CUT OFF.
Z - DEEZP MIDDLE
FB -
TO DAYLICHT.
B - DRIVE OFFSIDE GUARD - CENTER CaP.

OPEN, CLEAR LANE AS YOU REACH DEEP TO HAND OFF, SET TO PASS.
CP: - FB, UL, and QB - ASSICNMENTS WILL VARY WHEN RUNNING PLAY FROM RIGHT

AND LEFT FORMATION

THIS 1S A "HLIKE" .l’L.-\‘x', BEST CALLED TO STRONG SIDE.
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Laaads L VUL vl LUGY e lme LD

J}' | LEE AND RAY
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54 SLILIDE WES

" ASSIGNMENTS

CEOLS LEFT.  WHIZN CALL aAWrY FRCM YOU, 2PaASS SET
vDE. DELP AND BLOCK M.D.M., SCAXN.

QB - HUST UsE 7 STEP DRUP PASSES. DU NOT USE I FSRMATION,

} X,Y, AND Z - RUN PASS ROUTE CALLED. ,
. CENTER - PASS BLOCK MAN 0. '“covuu RACE SET 4 TC 5 YDS.
DELP AND LLOCK M.D. ku
CLARDS - PASS BLOCH MAN ON. L "COVERED #iCE SET 4 TS 5 YDS.
J DLEP AND LLOCK M.D.M., sc....
- TACKLES - PASS BLOCK FIRST MaN OVER TO OUTSIDE ON THE L.O.S.
, CHBTAND FB T -TTTURENM PASY ROUTE WHLN CALL TO YOUR SIDE, RAY IS RICHT
Yo LB
! ST L

S5y EAuLE - : AV

3 ss|¢c
MoS ' 5dl
S E T
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150 ’ TR

- Yrow [

2 oand il
i and 33 - RIGHYT LEFT, PRO AND STRONC

B3} 2

1
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| W | T:fh | ‘JL¢(3 a&d LB
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g\
A
AN
O
oﬁk/
///// ]
A
L\n
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7

"S54 SLIDE Wrkak"
»

ASSIGNMENTS

u.b
4
]

: DEEP MIDDLE
OFF T. - SLaM THROUGH
E VS. EVEN. (Cp 3 ON 2 VS. 0DD)

OFF G. - MAN, ALERT SLIC
CENTER - MaN, POSSIBLE SLICE CALL VS. EVEN. (CP DOUBLE VS 0DD)
ON ¢ = VICE VS. 0DD. MAN VS, EVEN, ) T o
N T - MAN, POSSIBLE ED VS. 27 DEF.
¢ - pMaN CUTOFE, ALERT ED. VS 27 DEF.
: 7 - DEEP MIDDLE '
F8 - IS0 BLOCK
HB — PARALLEL STEP PLAYSIDE, TAKE BALL AND RUN TO DAYLICHT.
QB - OVEN, REACH DELEP TO HAND OFF, SET TO PASS.

THIS [S A "UIKE" PLAY - BLESL CALLLED TU STRONC SIDE.
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HSL SLIVE WEaR" [ @D ‘
ASSICHMENTS
- DEEP MIDDLE
3 ~ SLsM THROUGH

MaN, ALERI SCOO?P CAaLL VS.

DD

B, A

MaN, POSS1BLE SCOUP VS. 0L

CUT VS,

Cp:

EVEN
ALERT "sTaY'" CALL.

READ-BLOCK “LB'ER. CUT VS. EVEXN.

J ~ aaN. UNCOVERED READ BLOCK LB'ER.

- MaANL O HOwR.

7 - RUN OFF. , :

FB - DRIVE TOWARD OUTSIDE HIP OF TE AND BLOCK. SUPPORT. CP: ALERT "STAY' CaLLl.
2 HE - TAKE BALL DEEP AND RUN TO DAYLIGHT.

QB - PIVOT AN REACH DikP TO LD OFF, SET TO PASS.

CP:  STACK STRONC - NU QUICK SUPPORT, MAKE "STAY'" CALL.
-

.

PLAY BEST RUN

ON StaP CoUNT 1O STRONC SIBE ONLY.
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7 and 6 - rRoM
47 and

A L

oA A
O
A

SLIDE whkan

Y

”5"1”

ASSIGNMENTS

X - CRACK ‘
OFF T - REACH CUTOFF
OFF C - PULL AND LEAD THRU HOLE.
CENTER - MaN vS., ODD. RLOCK CAP AWAY V3. EVE
ON G - MaN VS, EVEL, ysS. ODD BLOCK AREA -
QN T - ODD_BLOCK MAN OVER CP: VS. EAGLE Ga
EVEN BLOCK AREA - CLIMB. -
Yy - REACH CUTOFF.
DEEP MIDDLE, FROM SLOT CrRACK.
FB - LEAD STEP, RUN PARALLEL TO L.0.5.,

TO DAYLICHT.
HB - LOAD BLOCK END MAN ON L.O.S5.
PIVOT, REACH DEEP TO HAND OFF,

N.
CLIMB,
P oaWaY - CLIMB.

READ BLOCKS AND RUN

A4 A A A AJ

THEN BOOTLEG OPPOSITE.

1 QB -
* THIS IS A “HIKE" PLAY, RUN TO WEAK SIDE OHXNLY.
q 3 4"
|
« C F——= clC = F C
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59 EACLE
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oy
=z
we
(o

SWEEP o K

9 - FROM RICHT, LEFT AND PRO.

1 2

ma

x ""Sray'" Call

g4 SLIDE WEAK

ASSIGNMENTS

X - DEEP MIDDLE.
OFF T - SCOOP
OFF G - SCOOP - MAN VS. E
CENTER - SCOOP, CUT VS. EV
ON G - READ BLOCK LB'ER, CUT VS. EVEN. CP: ALERT '"STAY'" CALL
ON T =~ MAN HOOK. "UNCOVERED READ BLOCK LB'ER. POSSIBLE  "T" CALL
Y - MAN HOOK. ALERT "T" CALL
Z - RUN OFF.
FB - DRIVE TOWARD OUTSIDE HIP OF TE AND BLOCK SUPPORT. CP: ALERT
"STAY'" CALL ‘
HE - PARALLEL STEP, TAKE PITCH AND RUN TO DAYLIGHT.
QB - PIVOT AND PITCH BALL TO -HB, SET TO PASS.
CP: STALK STRONC - NO QUICK SUPPORT, MAKEL "STAY'" CALL.

\ £
VEN.
EN.

Z ot

PLAY BEST RUN-ON SMNAP COUNT, To STRQNG SIDE OHLY.

v
Al £ c
q C F T = C
4 SS A'S Cl M N
JQ &@%\O
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<59 EAGLE ROV 2
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d -
SS M N
. T T. E
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* 'YSray' Call -




LEAD OPTION - Ko 7,

9 and & - Fronm I
’ 19 and 18 - From RICHT, LEFT and STRONG.
- 1] 2 l
4 |
c: F C: F _‘f’ C:
) . »a
Vs
J/
OO
"5y SLIDE WEAKY

ASSICNHMENTS

X - CRACK
OFF T - REACH CUTOFF
OFF G - MsM CUTOFF ¥S. EVEN, SCOOP VS. ODD.
CENTER - BLOCK ARLEs - CLIMB, SCOOP VS. 0DD
ON G- =MXN CUTOFF VS. EVEN, BLOCK AREA - CLIMB-VS.-ODD. - L
ON T — ODD BLOCK MiM OVER. CP: VS. ESCLE CAP AWAY - CLIMB. EVEN BLOCK AREa - CLIME.
Y - REACH CUTCFF
7 - DEEP MIDDLL. FRUM SLOT CRACK.
FR - LEAD STEP, SPRINT TO SIDELINE [N PITCH RELATIONSHIP WITH QB. CP: I FORMATI
CUANGE ASSICNMENT WITI UE.
UB - LEAD STEP AND FORCE BLOCK SUPPORT. CP: I FORMATION CP: I FOKMATION CHANG
ASSICNMENT WITH FB.,
QB - DROP STEP AND ATTACK INSIDE OF SHOULDER OF END MAN OH L.0.S. & READ PITCH KE
PLAY BEST RUN 03 SiiP COUNT, TO WEAK SIDE ONLY.
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RIGHT ONLY Z REVERSE

RUNHS §

FAKE 6§ SWEEP ''Z' REVERSE LEFT

o

1
|
1

(54 DEF., COVER 3)

FAKE 8 SWEEP "Z'" REVERSE LEFT

39

LA _A_ 81 AL A A &I |
1 — & 4 L A ”‘-JIL‘? A 4 lkuf

(59 EAULE DEF., COVLR 2)

ASS TCHMENTS

X - BLOCK FRELE SarL™Y
o Lt - spLad THROUCH AxD THEXN Q' BLOCK
: LG - UNCOVERED, sHOW scoub BLOCK, THEN RACE Lo

BLOCK CORMER, SLAM THROUCH AND BLOUK CORLIR.
REVERSE SHOULDER BLOCK, UNCOVERLD STEP
RG-RT-Y - REVERSE SHOULDER BLOCK.

F'B - BLOCK 8 SWEEP.
THEN HaND OFF TO Z GH REVEHRSE.

L] HB - FAKE 8 SWEED,
) Z - ONE STEP UP, TUHEN RUN PATH TOWARD HB's ORLGINAL ALICHIERT
HB AND TAKE HANDOFF, AND RUN TO DAYLIGHT.

pIVOT, PITCH TO HB, THEN FOLLOW PITCH, STAY SHALLOW.

U DOwh THE LIng OUTEInl A2

ROSIHT AND THEN BLOCK HMLBE.

r. MESH WITH



[ RS . . .
XARQUND

RUNS 10

ad

FAKE 5 BLAST "X'" AROUND RICHT

(5

/
4

DEF. COVER 3)

bd LA A A, LA A a4

A A

FAKE S BLAST "X'" AROUND RIGHT

FS

CUVER )

Al k“JL‘

L & - N A

P

A

ASSLGHNMENTS

OnE STEP UP, THE RUN PATH THROUGH H3
BALL FROM QB AND RUN TO DAYLICHT.

SLOCK 3 BLAST. CP: CENTER UNCOVERED, YOU
UNCOVERED, SHOW SCOOP THEN PULL AND BLOC

SHOULDER BLUCK.

REVERSE SHOULDER BLOCK.
COVER 3, SMHACK BLOCK.
BLOCK 5 BLAST.

FAKRE 5 BLAST.

FAKE 5 BLAST, THEN HAND BALL TO HBE.

COVER 2

'3 CRICINAL ALICNMENT,

© WILL PULL

X CORNER.

TAKE
AND BLOCK FORC
COVERED REVERS

BLOCK DELEP HALF(1/2).

i~

-



|

100'S

X 696 RED CK 22
X 786 RED CK 22
X 866 RED CK 22

X IN 996 RED CK 22

(All From Slot)

SPECTALS

88, STRONG SAFETY BLITZ AUDIBLE

99, FREE SAFETY BLITZ AUDIBLE

cdbe  dd Bd S—Ib wbey hd hd i dliv hed

. Al [ -] i

AUDIBLES

90's
90 = Z QUICK SCREEN 169
91 121 GREEN 66. . A 178
92 202 BLACK 186
93 X 313 WHITE 00 199
94 X 454 RED CK 5SS
95 Y 868 RED B CK 2
96 X 696 RED CK 22
97 z 778 RED CK 22
98 = X 898 RED CK 00 T
99 X 929 RED CK 35

(Right and Lefr)

70'S
74 454 RAY : | 58
75 868 RAY 59
76 626 RaY | 52
77 787 RAY 53
78 888 RAY
79 929 RAY

(A1l From Gun)

Y 818 (FAKE 2 or 22 150)

Y 818 (FAKE 3 or 43 IS0)

ALL RUNS

(CALL THE PLAY)



Z SYSTLEM Ol LoD

AL ki A

PASSIRG CAMLE

PATTERN STRUCTURL

Le added to Luslc route

pumburu to modify the rou

{e }1n youe

L

thabiitel .

L4 A & &4 LA &

a4 A

A

O

A

oo o0

2 Up (2 & Up)

| W |

L. The

3

A

Eanawplue:

protuect lun call will procecd

SPRLNT R/L
92y BRUWH
Lg4 RED

§oMiddle (3 Middle)
or folluw the pattern ca

409

11 o X-Y-Z.



h
D

A *uu_‘;.a.u

i a3

A

K 1E LD KoUles

O - k‘.LJ‘\,I\L:

PASSING CAME

INDIVIDUAL ROUTES

1 - CIECK DUMR

o - LAY

“‘_

L

'

3 - Cclhely

L - rAal



T’ PASSTING AL P.C.

IND1IVIDUAL ROUTES

I~

i
]
d
4 - RIS
1
D
<

v - IR

i
s " |

I
|

f‘“’ ’ <:> <:>
QOQ\QQ /

W .
|
)

O O

S A
Lween the cndmen on L.C.=»

" a

& wide cut.

&} up Clit the distance La

: g - boLl 0-U yds. o :
‘ O0® O0O0

AL



PALSING CAME

1HDIVIDUAL ROUTLS

‘4 A

108 RECEIVER ROULES

fo)

a 4.

0 - DI[\UU”IA\L

.
L, OO0 ® 000
O

1 - LOOKLE

/
O :

A A AL LA A A

o - clokel benel 2-h yds.

[

L G |

A AL
o)
O
O
®
O
O

A

L

o

]

N
-
(

:
-
|
L

I

v

3 - ALNULL

” 4 - hicd 12 ydo
-~ —— —-)
) \



P QUT ROULES

0 - HIUCU

5 ydb,

D IVIDUAL ROUTLES

5

1 - DELAY SLANT

//

2 - GUICK outr

~

h"s ydbl

1-9 yds

O0O®OO0O0 /\
O

OO@OOO‘E

00 ®0 00 -
O

A A A s MAA ;JL‘ A ~ e
LJLJ;A:;L.PL.JLJ

1h40

N
0O0®00O0 \
O

yds.

O0O® OO0 . f



1 I

41D GUT ROUILS

5§ - HOOK

6 - CORINER

PASSING CAME

IHDIVIDUAL ROUTLS

14-16 yds.

O O0O®00O0

12-14 yd.'s 1 step Fost Fake

O 0O ®00O0

o lh- yds.

O 0 & 000

g - POST

& Al aa _a A . , 4
_ dhd b

12-14 yds., closing point

O 0®O00O0

12 ydu. 1 step fuks

OO0 ®00O0.

o/ o



90 = Z QUICK SCREEN
>
& D (:?<§§> (RIGUT 90)

80

QUARTERBACK

RECEIVERS AND BACKS

4 WA A AJ LA A A. KJ LA

KEYS

S AND SC ALICNMENT.

PDROP &

3 STEP, FAKE LOCK

RELEASE

READS

A Ay l]

AND

RoureEs

READ STRANG FLAT
ARE.A\ SS :\:“'D SC

72 - 2 STEPS THEN PLANT

ON OUTSIDE FOOT AND
DRIVE BACK TO QB.

COVERAGCES

STROMNG REAL

MinubLE READ

WEAK READ

3

AREN

FLAT

AUDIBLE

"AUDIBLE

FLAT AREA

1~

FLAT ARES

_r‘t'\‘,“‘ﬂ‘;'w“ . A
to

1
l

5 BLITZ FLAT AREA
FII'LD POSTTION 20 - 20
COAL MARK

 JIASH MARK

i

COACHING POINTS:

RUN FROM RICHT, LEFT AND STRONT ONLY.



e H'u

PACSENG AR
bBRoP BAURN
91 = 121 CRELEN 66

(RICHT 91)

TR A

AA A A.r— lrJ - “A Ad bl A

N ORZ
oM ©

Junp
olLN LaTE

[ CORNERS
WILL Cuonk

THEN

A OR B
ROU TE.

gl OUARTERDBACK RECFIVERS AXND BACKS
KEYS SAFETTES T
DROP & 7 STED . . -
RETEASE % AND 7 - INSLDE RELEAS
REANS MLKE - STRUNG, CU TO X ¥ AND Z - RUN 5 yD.'"1" ROUTLS
— WILAK, CO To 2 READ CORNERS FOR ROLLUPD,
AND - STRAJCHT BACK, LOOK HLH QrF MUST RELEASE INSIDE COWNL
LoD THEOW OPPOSITE Y RUN 8 YARD V2" ROUTE
L AND B LOOK U¥ u:!.xa MIEL AS

s Vhogtt

YOU RUXM 0 NICH Y N

Ty

yoERACES

CopROe b aD

Sl bbbl

LAD

AKX READ

Wit

HASH MARK

. A

q
) MIKE
* 2 MIKE
Lo
IKE
\) 1-&\1_
3 . MIKE
/
2 4 MIKE
. DROP BALL TO X OR Z
, BLITZ
FIFID POSTTTON| —20 10 +30 COACHING POINTS:
- PATTERN COUD FOR 5 TO 7 YARDS.
MIDDLE TU GOAL POST

RUN FROM RICHT AND LEFT ONLY.



PAasS ['l_('l (AN . PC. 1L

bROP__ BALK

7 = YD INal% o~ e
92 % 202 BLACK oL

A A A
/

O O OW

®

(RIGHT 92)

ad
&)

1
\ 92 QUARTERBACK RECELVERS AND BACKS
COMNER DEPTH == -
1 KIEYS WALT AND SS ALTCNMENT
NROP & .
Q RELEASE 3 SIEL
4 COVER 3 - READ WALTS X AND Z - RUN SPEED '"2' ROUTE
READS DRUP AND WC ROLL UP. 7 TO 8 YARDS DEEP
1 COVEK 7 - GO T Z.
AND
-{ LOUTES T
1’ COVERAURS STRONG READ SEnDLE READ WEAK READ
L 3
J 5SS DROP WALT'S DROP
] [
JJ 2 AUDLIBLE ‘. AUDIBLE
* AUDLYLE AUDIBLE
Y
—
|
7 CORNLER ALICN. AUDIBLE
3 4 CORNLER ALICN. ‘ CORNMER ALLCH.
: S BLIT? CORNER ALICN. CORNER ALICN.
(FTFLD POSTTTON 20 10 20 COACIING Points:  PATTERN GOOD FOR S TO 6 YARDS.
)
* COOD ANY DOWN BY 3RD AND LONG.
o HASIE MARK ALL RUN FROM RICHT AND LEFT.




PASS NG CAM

DROP  BACK

94 =

X OR Y 454 RED CHECK 55

A, LA 41, AJ LA A&
,\i

O O

VA
5

N

&

O O

o
|

(RLCUT 94)

}

*9-’.

OUARTERBACK

RECEIVERS AND BACHS

WALT, COURNLERS ALD

SS ALICHNMENT

'Qxliws
)

DROP &

7 STEP

y 1 1 EASE
v
-

RIADS

|J AND

it s

‘?

X CALL - KEY WALT
Z CALL = KEY S5
Y CALL = KEY MUIRE

X AND Z

RELEASE

Yy -

- RUN ROUTE 14

INSIDE WHLES POSSIBLE.

T 16 YDS.

L A

COV ERAUES

STl READ

WEAK REMD

A 3
(oS

Ss - 21708 MIKE - CO T Y OR B WALT - X T0 A
2 AlbLBLE

AUDLBLLE
Y

SIKE GO To Y OR A

v4 A A

§s - ZTuo b

WaLktl - X o A

5 BLITZ

PROTECTED

PROTECTED

‘lv'l.l) POSTTION

20 Tu 20

* HASH MARK

ALL

AND INSIDE.

COCD AGALNST CORNERS DEEP

Y CALL - COAL POST OR MIDDLE.

RUN FROM ALL FORMATIONS.



PASS NG CAME

DROP BACK

95 =

Y 868 KED ''B'" CHECK 2

(9l

O

O]

G

(RICHT 95)

D
wn

A A, WA L—‘L,‘”;‘L_i Al LS Ao

OUARTERBACK

RECEIVERS AND BACKS

DEPTH OF STRONGC SAFETY

.‘l{YS
J.)l\'()f’ &

7 STEP

RELIASE
:} S5 - STRALGUT BACK €O TO "Y" Y - RUN 10 70 12 YD. 6 ROUTE.
READS '
— WIDTH AXD DEPTH CO To tBt. v - VS. COVER 2 RELEASE INSIDE.
4 AnD |
SC - DRUPS FOu DEEP GooTo Bt

Lotk

A A

OV ERAG LS

STRONG READ NEEIP R

READ

STRUNG SAFETY

STRUNG CURNER

TL L,Tl

AUDIBLE

STRONG SAFLETY

L N \4;

4 STRONG SAFETY
. S RLIT? PROTECTED
‘Jl‘ln POS ITIONT 20 1O 20 COACHITNG POINTS:
ALL PATTERN IS COOD VS. COVER 2.

‘ HASTH MARE

RUN FROM RICHT, LEFT AND STRUONC.



PASS N_(‘.“ (‘-:\.\_1 !

brop - BACK

.93 = X 313 WHITE 00

oRol BECKO.

" (RIGHT 93)

b | : : N A o
A, &d LA .
| A A A bd LA a

OUARTERBAUK RECEIVERS AND BACKS -
WALT AND SAFETIES o |-CORNER $--AND - SAFLTIES :
3 STEP -
CALLED T0 X, KEY WALT. ¥ AND £ - MAX SPLITS, INSIDE- -
CALLED TO 7, KEY =5. RELEASE VS. COVER 2. -
LA
STRONG RIAD M1 DhDLE READ WEAK READ
$s - Z 10 B WaLT - X 10 A
SaM - 2 TO Y WALT - X TO A :
1 WalT - X TO A
WALl - X 10 A :
| SS - £ TU B WALT - X TO A
4
\ 5§ - Z TO B CORNER ALICNMENT
4 an| -20 1O CLAL LINE COACHING TOINTS:
\ A PR Cmm e \.\‘D
X  pATTERN COOD FOR 7 TO Y YARDS.
¢ ALL | cooD vs. BLITZ. COUD VS. CORNERS
LINED UP DEEP AND OUTSLDE.
o FROM ATT FORMATIONS.




ras s NG GA B

hRrO - BACK

97 =

22

Y OR 2 778 RED CHECK

—

7

3 <
Z .«
N

7
z

O [

(RIZHL 97)

. D
~J

QUARTERBACK

REZCETVERS

AND BALCKS

KFYS

MIKE AD

'
]

) S>

DROE G

7 5

ep

RELIASL

REUADS

AND

ROTES

SMIKE - WEAR OR STRONG, €O To Y Y

stisleiis BACK

SS o G o

v B

- QUTSIDE RELEASE.

COVERMGES

S HaNe

N

bbbl kb Aah

o N S A N T

MR

AUDIBLE

AUDIBLE

AUDIBLLE

MIKE

5 BLITZ

PROTECTED

a i Lﬂ nTL,j A 7,1 L.A A A4 LA J"+ A A A & &d HA b

FELD POSTTTON

- 20 T0 +10

COACHTNG POINTS :

ITASIH MARK

~ A

AlLL

SET FORMATION TO FIELD.
RUN FROM RICHT AND LEFT.

COOD PATTLERN VS,

COVER 3 AND M



L A S ) H N "‘vl.‘.:‘-
Pahh EHL ti .. C.u. Ly

b [ " H /"\.\: S

Y8

X 898 RED CHECK 00

e

~5)

(RICHT 9¢&)

D
oo

QUARTEREA ¢

RECELYVERS AND BACTKS

CRyE

TCORNER AL LGIHMENTS

pROP &
RELEASE

5 STEp

READS

AnD

RO EPIS

.-L‘ ——— * — u—m

COVER 3 AND MAN - RILAD CORMNER ALLUn-

MENTS.

COVER 2 = REM CORMNER Dol

X AND Z - READ CURNER ROLL UP
OR Ccovir 2 &UN
FADE "3" ROUIE

VERANGES

Spaeroe b ah

ISR PN PR MR PN WiEAR READ

CORNLER

CORNER

-

CuiuER

couner, Fabl 8

CORNER

CORNER

J.ﬁJL“;L~‘bW—%;q~——W‘L4b ‘.Lﬂi

5 BLTITZ

PROTECTED

L TFID POSTTION

y

-20 to +30

HASH MARK

ALL

w9

ARDTRLE

98

COACUTNG POINIS: LET BALL GO ON STH STEP.

CAN RUN FROM ALL FORMATIONS.




PASS NG €K

brol  BAUK

99 ¥ 929 RED CHECK 35

i d

(RICHT 99)

99

OUARTEREA CE

RECEITVERS AND BACKS

ks

TCORNER “AND FSTALTCHMENTS

DrROP &

5 STEP

R EAS K

ROLL UP,

A4 VA _A_ A~ BRKAA- A A

FREE SAFETY DROP ALD THROW OPPUSLTLE. X AND Z - READ CORNER
READS CORNERS ROLL UP 10 COVER 2 LOOK, STAY WL Y ROUTE
GO OTo At RaLiE.
AMD
NI
N
COVERNCES Sllotg KiEan MIDDLE READ WEAY RFAD
3 FREE SAFETY
2 AUDIBLE
O
' y AUDLBLE
7 sUDIBLE
4 FREE SATELY
S BLIT? PROTECTED
FITID POSTTION 20 to 20 COACHING POINTS:  COOD ROUTE VE. CORNERS WHO
USE WIDE ALIGNMERNT.
HASH MARK ALL
At Rt F Yy



PASSENG LAl

DROT _ BAUK

"Rt DELAY 858 CHEEN 81

@

(RIGHT "B' DELAY)

T‘:“‘ﬁLUuAL a4 La
©
O
O

OUARTERBACK RECEIVERS AND ZACKS
EYS B, SaM AND MIEE
DROT & | Y FLEASE INSIDE
A - RELEASE IN .
~ RELEASE .
r SAM AND MIKE. B - STEP UP AND FIND OPENINC
READS IN PASS PROTECTION, DELAY
UNTIL "A'" [AS CLEARED.
AND DO NOT RUSH
j ROUTES * 1 Yy - RUN 5 ROUTE AT 14 YDS.
. COVERAGES STRONG RIEAD MIDDLE READ WEAK READ
l 3 SAM AND MIKE
1 5 SAM AND MIXE
SAM AND MIKE
4 9
r 7 ' SAM AND MIKE
: 4 SAM AND MLKE
' ‘ 5 BLITZ bror 10 B
lr]m_[) POSITION 20 to 20 (f_()_/'\.(f_li_l_h_l_(",_ Pt NTS:
L4
’ HASH MARK ALL COOD ACAINST MOST ALL COVERACGES.
e  RUN FRoM RICHY AND LEFT.




PASSENG GANTE

IENSRE AR

l'_Y" SLOW = 419 CREEN 66

N0

{

——

|
|
4/\

(RICHT "Y' SLOW)

OBARTERTBACK RECETVERS AND BACKS

A | A &d LA A A &4 A

, KEYS Y AND SAM

E 1 p ‘S’ - YN . . . -~ +

,Ilw_n 5 SR Y RELEASE LNSIDE
RELIASE

DRUP STEP TWO (2) -COUNTS,
RUN 1 ROUTE OVER THE BALL.
. § - LOUK UP LB'ERS AS YOU GO
A TO FLAC.

-
|

SAM - LOOK UM OFF
RIADS

1t

ROCTES L o- ox "B' HOUK, LHUOK UVER THE ful
S OF Y'S DELAY.

<A a&d

o~

g A

COVERAGES STRONG READ MEhDLE READ WEAK READ

) Y OREAD sSAM

2 Y READ SAM

¢ READ =AM

L
.

Y READ

o A A

Y READ 5AM

I~

ITJ

DROP 10 Y

5 BLITY

(1.0 POSTTION] 20 to 20 COACHING POTNTS

¢ "Rt oK 1S COOD VS. CUVER 2.
HASH MARK ALL B" HOOK T R

RUN FROM RLICHT AND LEFT ONLY.

1 N )

AUDIREF




PASSING GAME - p.

URQVJ

_HAQE

169 =

X 696 RED CHECK 22

SN

(1O O
1

@

(LEFT "SLOT" 169)

QUARTERBACK

RECEIVERS AND BACKS

169

|'K13YS

DROP &
RELEASH

oo oapty Sy it
S STEP (7 V3. CUVER I AND 9)

Y - RELEASE OUTSILBE

ad

STRONG SAFETY

Y & Z - MUST WORK HARD 70

‘ HASH MARK

HASH 10 Cual PosT

P!

READS AND
STRONG CORNER. CET CLEAN RELEASE.
4 AND
ROUTES
a - ‘
COVERACES SERONG READ MInbLE READ WEAK READ
]ﬁ 3 S5 s SC - X OR A
! 2 CoO [0 X OR Y WALT TO CORNER
L S TO CO Y WwALT TO CORMER
’ ; (SHOULD NOT SEE COVER 7 Vy. SLOT)
]— 4 $3 & SC
g
& BL1TY PROTECTED
4ﬂ%1> POSTTION| 30 10 20 COACHING POTNTS:

COOD WITH Y OPEN.

cE7 "eroT'" 10 WIDE FIELD.



IPASS NG

l)l(_t)i'_

AL

1 ACK

hd bl i
o0 ~
[ E:_

186

¥ 806 RED CUECK 22

i
'
|
4
[
1
I

N

.0 O L1O QO

(LEFT ''SLOT" 186)

OUHARTER BACK

RECFIVERS AND BACKS

1806
FI-‘.YS FLAT AREA SLOT SLDE
DROP & _— e AL Y E
. T ¢ - RELEASE OUTSIDE
RELEASE 7 SULl YEeE

Lﬂ

RIZTADS

AND

dhd

Rotbrts

STRONC SAFLTY ARD
STHRONC CLNTER

v AND Z - WORK HARD TO CET
CLEAN RUELEASLE.

‘A | a

COVERACES

STRONG RIEAD

STDbLE READ WEAK READ

SS - Z UK A

o

S¢ - 2 UR

WC - Y OR B

co 1o Y

WaLT - Y OR B

bnindbe

(SHYULD NOY SEL COVER 70V

b

SLOT)

4

58 - 2 OR A

S BLITZ

PRCTECTED

Irrn POSITION

20 10 2V

HASTE MARK

LASH ‘TU COAL PUST

— &T >

ettt

186

CNACHING POTHTS:

sET MSLOT' 10 WIDL SIDE.



PACSING AN

PIIASAE BA(;K

4 ORAY

wn

=2/
74 - &

l\*
|
b

@_____.
O
O
O
O

© ©

‘(CUN 74)

OUARTERBACK

~J
I~

RECKIVERS

AND B'\(KS

VA | A AJ LA A A Ad LA

KEYS ) FIND $S TOR COVERAGE

ROP & Cuy 3 STir
FLEASE

4

{

CORNERS AL LGHHALHTS
o= WAL

7= STRONG SAFETY

I l A “q

AN D

A Al

E R RS B
1

Y AND A - WORK HARD TO CLT

o g (her e o
CLEAN RELEASLE

il READ

Lﬁa —a

VOV ER NS Sproias JbAan

WESK RLEAD

1 CORNLR oo READ MIEE

CORNER

AUD. 7o Ui 75

3,
—
o
o
&)
)
~J
(W)

AUD. 706 OR 75

CORNER

I~

ﬂ4u+ A

BLTTZ

N

CORNER

CORNER

-0 rosirion] 20 - 20 COACTLENG POTNTS

HASH MARK ALL

Y

it tor O -

CooD VS. CORNERS WHO PLAY DELEP AND INSIDE.



PASS NG

CARE

DRoP - BACK

78 = 888 RAY

G;

o O U]

(Gu 78)

~J
[00]

QUARTERBACK

RECEIVE

RS AND BACKS

A (A AJ LA A A. Ad &

KEYS

FREE SAFCTY

NROP &

CUN DROP

X 44D Z - OUTSIDE RELEASE

REIVEASE

READS
AND

Ko s

“wh A A

READ FREE SAFETIES

DROP7AND THROW: OrpPosiTh.

X AND Z -
Y AND A -

MUST STaY WIDE.

RUN 8 ROUTE JUST INSIDE

THE " HASH MARK.

-

OV ERAGES

STRONG

RETAD

TR

READ

WEAK READ

4 : s
|

1* : | FS
k FS

’ 7 FS
4 AUD 77 OR 79

)

Vs BLITY AUD 79 OR 77

ren POSITION

HASH MARK

COAL POST OR MIDDLE

. .“.n‘

AUNDTRIF

7R

COOD ROUTE VS. COVER 3 AND COVER 2



PASSING CAME ‘ P.C. 31

bRrRoP _ BACK

-l i

79 = 929 RAY

had

|

N

!

(GUN 79)

QUARTERBAUK RECFIVERS AND BACKS

~J
\C

By Bl bdd B G

Y S FREE SAFETY

.

[BRKS (). pog
RIELEASE

cUy brap

=

vl

READS FREE SAFETY DRUP-AND THROY OPPOSLTE. |
:l AND
ROUTES g
: COVERANES STROL RPAR MTODLE READ WEAK READ
1 3 "
[
l 2 ALD, TO 7o UR 75
9 . &U3. TO 76 OR 75
l 7 AUD. TO 76 UR 75"
3 L FS
g s BLIT? ES
M osirion -0 TO +10 COACTINE TOINTS:
N ‘ ‘
‘ HASH MARK ALL | COUD VS. COVER 3 AND MAN COVERAGES.
COUD VS. CORNERS WU LIKE TO PLAY OUTSIDE.




PLAY ACTION PASSES - P.a. 1

"54" or 55 - Y 719

2 -]

Ouctlet ————+6‘

© M,.OOaO 2 -

@]

’1‘1,:-:-3 »0, .'
(I RICHT, 54 Y 719)

- ..ASSIGNMENTS

B

BLOCK 54 OR 55 PROTECTION RULE,

N “ | o
“ s LA A AL LA LA A RS LA

LINEMAN -
HB AND FB - BLOCK 54 OR 55 PROTECTION RULE.
Y < RUN SHALLOW ONE (1) ROUTE ACROSS FORMATIUN 01U 7 YOS DEEP:
BASIC RULE, STAY UNDER LINEBACKERS. CP: INSIDE RELEASE WHEN POSSIBLE.
X - RUN NINE (9) ROUTE.
7 - RUN DEEP SEVEN (7) ROUTE, INSIDE RELEASE VS. COVER 2.
CP: CONTROL SPEED WHEN OPEN IN ZONE COVERAGE.
QB - AFTER YOU FAKE TO HB SET QUICK TO PASS, ABOUT 10-11 YDS. DEEP.

THE TE (Y) IS PRIMARY, IF COVERED LOOK FOR FLK, (Z) ON DEEP

SEVEN (7) ROUTE, IF NOT OPEN, THE HB IS YOUR OUTLET.

CP: SE (X) ON NINE (9) ROUTE WILL BE A PRESS BOX CALL. GOOD AGAINST
MOST ALL COVERACES. CAN BE RUN ON HIKE. PROTECTED "I" FORMATION
PLAY ONLY. CALL TO SIRONC SIDE ONLY.




~1

pLayY ACTTION PASSES

54 OR 55 ROLL X 388

("X MUST BE FLEXED)
st

oS

(T RICHT "FLEX" 54 ROLL X 388)

‘T*J 4 | A AL Ad LA A A

ASSIGNMENTS

A _A

a4 A i, ‘;.I [ W |

y

EXCEPT COVER NINE (9).
PROTECTED. STRONG SIDE CaLL.

FROM "FLEX".

SE (X) IS THE PRIMARY RECEIVER.

LINEMEN - BLOCK 54 OR 55 ROLL PROTECTION.
i SND FB - BLOCK 54 OR 55 ROLL PROTECTION.
Y - TAKE EASY RELEASE AND RUN EICHT (¥8) RUUILL.
X - INSIDE RELEASE AND RUN THREE (3) ROUTE.
Z - RELEASE OUTSIDE AND RUN EICHT (8) ROUTE.
QB - 54 OR 55 ROLL ACTION. BEST RUN ON SNAP COUNT. COOD ACAINST ALL COVERAGES
MUST BE RUN



pLaY ACTION PASS

50 OR 51 X719

(SIDELINE-—=m========== -) i
!

(LEFT 51 Y 719 nAY SWING AND CO)

ASSICNMENTS

BLOCK 5O or 51 PASS PROTECTION.

N % - - d e ‘;.h aL , _ S
- A4 LA g , o -

LINEMEN

FB BLOCK 50 or 51 PASS PROTECTION.

HB CHECK 50 or 51 PASS PRO, THEN RUN FLARE (0) ROUTE OR
ROUTE CALLED. '
cp: "A'" SWING AND GO, RUN THROUGH SE (X) ORIGINAL

ALICNMENT, TURN UP AND Go.

Y RUN SHALLOW ONE (1) ROUTE.

X RUN SEVEN (7) ROUTE.

Z RUN NINE (9) ROUTE. :

QB EXECUTE 50 or S1 PASS. KLY WEAK FLAT COVERACE. PROTECTED.

BREST RUN FROM HASH HARK

CALL TO STRONG ONLY.

CP: PUT ROUTE INTO SIDELIKE.



PLAY ACTION PASS

56 OR "57'" v 739

(RICHT 57 Y 739)

- - . iy ‘ : ‘ P | ‘ o ‘

ASSIGMENTS
LINEMEN - BLOCK 56 OR 57 PASS PROTECTION.
HB and FB - EXECUTE 56 OR 57 PASS PROTECTION.
Y - RUN TIREE (3) ROUTE, INSIDE RELEASE WHEN POSSIBLE.
X - RUN LONG NINE (9) ROUTE.
yA - RUN SEVEN (7) ROUTE.
QB - EXECUTE 56 or 57, WHICH IS FAKE "1.0CK". SET QUICK TO

PASS ABLOUT 9-10 YDS. DEEP. KXY WALT VS. COVER 3 AND
9. KEY WEAK CORNER VS. COVER 2 AND 7. GOOD yS. COVER
2 AMD 7. CALL TO WEAK SIDE ONLY.




i

) “t

i 5 - From I

LEAD DRAW

15,34 and 35 - From RICHT, LEFT, PRO AND STRONC.

DRAWS 1

THIS IS A "HIKE" PLAY, CaLL

TO WEAK SIDE ONLY.
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14 QS 94 SLIDE wWBRAKR" (]D
. ASSIGNMENTS
] X - RUN OQFF.
R OFF T - PASS SET - MaAN ON - POSSIBLE SCISSORS (TACKLE WILL CALL).
OFF G - PASS SET - MaN ON - POSSIBLE SCISSORS.
4 CENTER - PASS SET - MAX ON - TAKE ANY DIRECTICN - (NO PENETRATION).
ON G - PASS SET - Mad ON - POSSIBLE SLIDE CALL - COVER TaAKE ANY DI=ZZCTION.,
ON T - PASS SET - MAN ON - POSSIBLE SLIDE CALL.
Y - MAN CUTOQFF.
b Z - RUN OFF
FB - SHOW RED PROTECTION, WAIT FOR BALL, KEY NOSE VS. ODD DEF., TACKLE OVER
. CUARD VS. EVEN DEF. RUN TO DAYLICHT.
} HR - SHOW RED PROTECTION, THEN SEARCH OUT AND BLOCK WALT.
QB - SUOW DROP BACK PASS, PUT BALL IN BACK'S POCKET, CONTINUE B&CX, SET TO PASS.
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AT SCRUEEN LEET

e SCREEN RIGHT

F3 | €3
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1P TACKLE - Pass block mun over,
© QUARD - Pass block

ASSTONMENTS

X - Run 8§ puss route.
sustaln.,
man over ftor 2 counts, then rtelease flat to screen

and seal.
2 counts, sgreen.

- Pass block man over lor 2 then release flat O

CENTLER
Get quick width and then lead up ficld.
IN GUARD - Pass block man over for 2 counts, then release £l.t to screen.
width and block florce, nonc lead up field.

ON TACKLE

SCREEN BACK- Pass block for 2 counts,

Cet quich
Pass block mun over for 3 counts,
him up field decp.
- Run hook middle pass routée.

- Run 8 pass route.
then release 1nto screel route,

then cut him down OT run

N =<

Yo e

f)bb BACK . Pass block, none run "0 puss route.

' OB - 7 Step drop, stop, gel more depth and then throw to
inside linebacker to playside

< roen hiack. cP: Key
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30 WEDGE DIVE
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(Pro LEFT

WEDCLE DIVE)
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‘_L::E AND TE'S-

FULLBACK -
, HALFBACK —
“ QUARTERBACK —

“ k‘\

4

a

ASSTONMENTS

RUN HIM OFF.

WEDCE BLOCK 0" HOLE.
EXPLODE T "O" HOLE.

DRIVE THROUCH OUTSIDE i1P OF YOUR TACKLE ON YOUR SIDE, BLOCK FIRST
OPEN, CLEsR LANE AS YOU REACH DEEP TO HAND OFF, SET TO PASS.

COLOR.,



COAL LINE AND SHORT YARDACGE
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(PRO RICHT PASS SPRINT LEFT "X" 47
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7 - RUN 7 RUUTE.
¥ - RUN 4 ROLTE.
Wb C - REACH CUF OfF BLUCK.,
NDOY - HINCE BLOCH.
CUIBACK - LOAD BLUCK MAS OVER TICHT END.

PRACK - RUN 2 wolti.
WALK - 0PN, CET DEPTH AS YOU SPRLINT ONSIDE T0 THROW, READ FLAT AX

Al MNA A
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