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CUTI-OFF -

DEUCE -

DOG -

DOT -

DUDAD -

DRIVE -

FAN -

FOUR -

GAP

GEE

-

OFFENSIVE LINE TERNINOLOGY

Double team block by guard and center on man over center.
Center blocking off l4inebacker.

Center blocking offside, the offside guard pulling around
center and leading on Mike.

Onside guard blocking down on man over center; center
pulling around guard and leading on linebacker.

Blocking combination that is used by offensive tackly and
Y or Wing to wall off the defensive end and linebacker.

Driving shodlder-body block through knee of opponent to
cut his feet from under him. used to prevent penetration
on in-line blocks &2nd in the open field.

The position and sealing off defensive man between
you and the ball-carrier.

Double-tean block by guard and tackle on man over guard.

Double-team block by center and on guard on man over
guard. Used in short yardage or goal-line situationms.

Double-tean biock by center and off guard on man over
guard. Used in short yardage or goal-line situations.

Combination block by guard and tackle on two defensive
men ~ & defensive lineman and a linebacker.

Aggressive bhead block through the numbers. The key block
in our running game.

A call betrween the tackle and guard blocking to their
outside.

Term used to tell the guard to block out and the tackle
to step around and lead up through the hole.

Double-team block by the tight end and wingback.

Inside gap blocking by all onside linemen. In passing
game — center blocks off gap and onside guard blocks
onside gap.

Combination block by tight end, tackle, and guard. Tight

end and tackle block down and guard pulls and kicks out
on stroag lipebacker.
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CEORGE - ..

HELP -
INFLUERCE -

KEY -

KICK (Trap)-

L&&R-

ODD -

OFF -

OFFSIDE -

OR -

OKRSIDE -
QUICK -

REACH -

SET -
SIFT -
SLIP -

SOLID -

Combination block by ti{ght end, tackle, and guard. Tight
end and tackle block wman over and guard pulls for inside
linebacker. ’

Telling baék that linemén are blocking gap and they have
outeide wman on passes.

Action by offensive player to encourage defensive man to
react to his block or movement.

Term for a type of pass protection on 74 and 75 passes.

Off guard pulling and kicking out at point of attack
anything that shows in designated hole.

Center working in that direction.

Adjustment blocker makes on traps, chokes, oh's, gee's,

tap's, and take's. The blocker finds the defensive man

bas closed the hole. He uses the defensive man's momentum
and drives him on in the same direction as. his charge.

Changing kick block from influence to down block.

Center blocking any situation to the offside that
develops when the off guard pulls or traps.

Side away from point of attack.

Term used to denote off guard pulling to lead outside
plays or to lead through particular holes.

Area or men at point of attack.
Changes trap to imside’.trap.

Lineman "reaches" defensive lineman to his outside,
squaring up to him and controlling him on the L.O.S.

Guard pulling for inside linebacker but looking inside
in case he shoots gap.

Momentary set as on pass protection to influence
defensive man

Combination assignment of offside tackle to shut off
sursuit of end or linebacker.

Combination block by two blockers on a defensive lineman
and a linebacker.

Term used for man-on-man blocking.
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SWITCH -

SWOOP -

WIDE -

A call telling the offensive line to change men in
pass protection.

Term used to describe offside guard, tackle, and tight
end pulling°‘down line of scrimmage and securing their
inside gap.

Double-team block by tackle and end on man over tackle.

Center, guard, tackle, and tight end all using a driving
shoulder block at one designated position.

Offensive tackle telling Y or Wing to exchange men
on running plays.



Lu aia vl vul palictus; we musl De able to recognire the coverageg that we are
confronted with. Illustrated below are the major coverage groups that we saw in
1988. There are variations branching off of all of these. However, all coverages
are placed in these major groups below. Fronts obviously vary some as well.
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DEFENSIVE ''30'' FRONTS
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A. DOGS -
1. FOX = DOG BY ONE BACKER
2, O0X = EXCHANGE IN ASSIGNHMENT BETWEEN THE DEF. END AND OUTSI(DE
(- . LINEBACKER,
NOTE: A DOG WITH MORE THAN ONE LINEBACKER I[NCLUDED WILL BE GIVEN
A NAME (CAT, SHACK).

B. BLITZ - SAFETIES COMING ON RUSH,
C. STUNT = A RUSH INVOLVING DOWN LINEMEN,

D. NAMES - WILL=WEAKSIDE LB, SAM=STRONGSIDE LB, MIKE=MIDDLE LB, MAC=STRONGSIDE
MIDDLE LB

= - | E
OO0O00 O O 0000

WILL FOX ' WILL FOX
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WEAK SAFETY BLITZ
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WEAK SAFETY BLITZ
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STRONG SAFETY BLITZ
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STRONG SAFETY BLITZ
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Listed below are the basic routes as diagramed,
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READ CONVERSIONS & OPTIONS:

R AR 2N

1, All oute to fades ve. Bump and Run & Cleo looks

2, All Posts to corner vs. Bump and Run & Cleo looks
3. All Curl and In's to outs vs. man

And

naturally option variations can be run from these
basic routes such as a GO to a Comeback, a choice out
to an Up, & Go to a Curl, a Post to a Double Post,

Corusr to Double Cormer, Etc,

BASIC WR ROUTES:

1 = 8lsnt
- Quick Out
- Hicch
~ Pressure Qut
-~ Slide

L od

= Choice Post
- Post

2

3

4

5

6 - Cholce Out
7

B

9 -« Corner

mr—o -« Go & Vade

,—cn«o-oraacunauu
- Switch
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BLITZ There are few solutions in handling & blitz by the free or strong safety.
Naturally, we can handle it with our sight adjustments. In addition, we may use a
special lipe call to compensate for a 4 msn to one side rush. And naturally,

we can get to the use of extra blockers (62-63 protection) or use & 50 check.
These are merely a few of our thoughts.

SIGHT ADJUSTMENT

X and Z

You must find the safety to your side on all our 60 & 90 series patterns. If the
safety to your side is on a blitz, we will sight adjust to a quick slant vhen the
corner is off and to a fade vs. bump and ruz. We will not sight adjust any route
where an inside receiver is on a flat route tc the side of the pattern. NKaturally,
specific called routes will declare your particular adjustment vs. blitz read.

UNCOVERED RECEIVER
We handle three ways:
1.) 50 Audible -

2.) Hot call by open wman with QB visually reading and making the throw

3.) Facemask signal by receiver to QB recognizing open area and making
throw. -

/L 4
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(r \ C. S BACK SCRAMBLE RULES
. . .
- 1. All routes with exception of Rim are short depth.
If scramble occurs merely move in direction of scramble (lateral
movement) by filtering under control vs. zone cover or fast seperation

vs. man.
a. In addition, flat route would force you to adjust up the
boundary.

b. Rim route will put you iu intermediate (B-2D yard depth area).
-Same rules apply as short routes here.

D. Overall Diagram Examples:

1. Load-60Z Choice-S Flat (Same Call)
{
e o y
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E. Quarterback Composure

1. Although certainly not planned some of the biggest plays may occur here.
QB will not panic and get tunnel vision "merely looking to run." Keep
moving avoiding rush while keeping a peripheral view downfield. This
can be extremely confusing to zome cover people as our adjustment routes
will move through the zones to an open area for you vs. Man? They are
moving fast in seperation.

?
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PERIMETER BLOCKINC RULES ;

. Insfde Run - Any play designated to break betveen tackles -

" Y
{ 0-1-)-4, Traps, Dravs.
Y or Wing - Block /3 throughyfunnel tnside out. Insure

That #3 doesr not cross face and penetrate the “C'
gap fnto backfield. Penetrarion can disrupt exchanges

or cause a loss of yardasge.

X or Z - Block £S5 fnside out or run off {n man or

manunder coverages. Funnel 45
¢5 Funnel -

§3 3

‘ t
O OO%OO O

Y or Wing or TB in motion block defender directly upfieid
at smap - will be f4&. nnel 5

$4

3

O

v

O0QOC
O

Outside Run - Blocking assignments are determined by thé use of motion. -
all perimeter run assignments are broken into two categories.
No HMotiop - Horiop Away wvhich at the

snap has the player SE alone on the periceter.
His assignment is nowv with #5, 2nd possibly the
inside defender as an adjustment.

NO MOTIOR

Funne

5 t“\\\I‘



PERIMETER BLOCKING RULES CONI'D

MOTION AWAY

s~y

ts Funnel 44

o

Kction puts an extra blocker onm the“playside. Nowv the SE changes
assigorent, he blocks #5 and:the Motion Slot f4. Note: QB

vill exzend the motion (to lLong Motion) when he reads Man or
+.p-Under, and the SE blocks f4 and Motion Slot blocks f5.

ssckside SE still blocks #5.
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BASIC RULES OF RECEIVER PLAY SPECIFIC TO OUR OFFENSE

RELEASE - Avcid contact with defenders. Contact generally means the route

will be disrupted. Agility, quickness, and anticipation are keys
to free movement to‘the ball. Specific techniques can assist the
receiver as well.

"HOT" CALL AND SIGNAL - The HOT call is utilized in blitz situations,
wvhere the receiver f1lls the area vacated by the blitzing defender.
In addition, a BAT call will be made vhen any receiver finds himself
"wide" open. The signal is made by waving & hand and sc:eamiﬁg “HOT!"

BOOK-UP SIGNAL - When a receiver sees he cannot beat & defender deep (or that the
defender 1s giving up short routes to defend the deep area) on a
vertical route, he can throw arm up and hook-up the route.

CROSS-FACE or PERFECT POSITION - When a receiver is involved in onside pattern,

a general rule applies: -

If a defender crosses the receiver's face, the receiver

should break back across the defender's face.

1f on alignment, for wide receivers, the defender is in a
bump-and-run position and has turned his shoulder and hips

" to the outside. The receiver has the choice to run lhe fade,
pressure out, go, or break across defender's face to imside.
1f while running a vertical route the defender is in perfect
position to defend the deep throw on that course, the receiver

should break back across his face to an open area.
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ADDITIOKAL THOUGHTS FOR RECEIVERS

PASS ROUTE INTRODUCTION

A route is named to describe the receiver's final direction, or depth

and direction at the breakpoint.

A receiver must challenge a2 defender with planned movement as he runs a

route to gain an advantage at this break. You ®may maneuver from your

start to your break in wmore than one prescribed manner. Such a maneuver
visualized from start to break is called an Approach. When used properly, these
approaches are the key to our main objective as a receiver - which is to break
and cone open when the quarterbaék is ready at the passing spot. A route
approach is basically founded on a three-step weave principle. It is made

up of three segments: a release, a weave, and a break.

BREAKPOINT

WEAVE

RELEASE

STARTING POINT AT LOS

1. Stamce: Wide Receiver -~ 2 or 3 point, outside foot back. Analyze and
decide. As you line up on either side, make it always the same.

2. Split: Some plays require specific splits in attempt to dictate run
support or coverage. When not specified, vary your split. Consider
three variables: the route, secondary alignment, and sideline.

a. The split,vill vary according to the route and route approach.
Leave maneuvaring room in relation to sideline on outside routes,

and maneuveribg room in relation to inside defenders ga inside

routes.

246
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split or your

b. On inside routes vs. zone coverages, widen youi
approach to increase &ize -of zones, and to reduce inside coverage

belp. Read the defensive man on the run.

c. Always read the aligmment of Corner, Safety, and LBer before the

snap. Look for a coverage key.

d. Note bhow the defensive back aligns and reacts vhen you are close
to the sideline. See if he has a false sense of sideline security.

Find the opponents' sideline rule.

e. Alvays knov your relative position to the sideline and end zone
lines. Respect them but do mot let them bother you when catching

the ball - the catch first.

Study the tendencies of each defensive back and secondary. If'they
gamble, quess with you, play loose or tight, inside or out, their
speed, how they cover on all down and distance situations. Take

pride in knowing how to beat them.

During the game talk to the QB and coaches when on the sideline.
Tell them what you can do, what's good and bad, .your best route

on 2nd and long, and your best deep pattern.

Carry out<your assignment at full speed on every play. Don't .

"loaf because you think the pass is going to someone else. Be alert
for the ball, even though you are not the primary receiver. You pever
kpnow when the QB will throw to you. You will catch wore passes if you
develop the ability to find a passing lape for the QB if he gets in

trouble.



RELEASE

-

The release off the line of scrimmage predicates any success against

1.
} the defense. Explode off the line! Use your strength {quickopess,

speed, strength) in releasing.

2. Wide Receivers - Come off the live in one of three angles: Outside,
straight, inside. Tie the release together with your weave and break.
Vary your release. Consider route, type of coverage and {ndividual
technique of defender.

WEAVE

1. Study approach combinations. Draw them..Walk them..Jog them..Run them..

2. Run every route at full speed but relaxed and under control. We

-_

cannot get correct timing any other way.

Change of direction should be a veaving fluid wotion. Run up the

field, not side to side.

The importance of the weave is its angle. This weave causes a
difference in the lateral position between the receiver and the
defender, and thereby causes the defender to react immediately to
proper alignment. This alignment with the defensive back on the'last
step of the receiver's weave is the key to the angle the receiver

takes on his break.

Vs. man technique- fake the man, not the area. Make the fake as
close to the defender as possible. Force the man! Force him to
react. Don't let him watch you and then react. If the defender
stays in his back pedal, break off his alignment. 1f he turns

his body, break across his face.

Push the defender with your eyes but see his hips and feet as you
weave in your approach. Try to force him off balance at the break

point by causing him to turn his back or cross his feet over.

Vs. zone’technique- sometimes fakes will help you, but mot always.

Think position, not fake. Use weave to widen the seams and passing

lanes.
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RREAKPOINT -

1. NEVER SHORTEN DESIGNATED DEPTH OF ROUTE.
2. Run under control as you approach breakpoint. Do mot reduce speed.

Do pot raise ﬁp or throw arms In air at break.

3. The breakpbint is the critical point in a route. The object s

to increase the distance between self and the defender. Accelerate

around plant foot, whip your head and shoulder around to locate

the ball. )

4. Techniques at breakpoint on basic routes:

a. IK - Speed step with inside foot. Whip head and shoulder. Start
inside and look for hole. If LBer is inside, stay tight and
wmove toward thrown ball. If LBer is underneath, adjust to fnside
and then toward thrown ball. Get low with knees bent,-feet
spread, wveight on balls of feet, and keep moving.

b. POST - Head fake or weave and speed step under control. Fluid
pattern vs. "man" technique - make fake as close to defender as
possible. Don't hurry-fake. Accelerate on vertically flat angle
upfield. Stay away from inside safety.

c. OUT - Speed step, low and on balance. Do not over-stride. Whip
head and shoulder. Accelerate and runm around speed step.

d. STREAK - Vary release. Explode off line. Attempt to clear
defender to his outside; get him turned and run vertical line.

If defender shuts off outside, burst inside to clear and
immediately widen. If defender has great speed, you can
change up by using change of pace.

5. Techniques when crowded by defensive back at breakpoint:

NUMBER 1 RULE ON READ PATTERN - Avoid contact.
Vs. Bead Up - Use speed, quickness, aﬁd faking ability to
get deep.
Vs. gump & Run - Use your best ability in relation to defender

to determine your route. Consider relative speed, size, strength,

quickness, faking ability, and change of direction.
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w+RULE NUMBER 1 ON NOK-READ PATTERNS - Be aggressive.

= vs. Bead Up Position

a. Pressure fake and break.

b. If you close the gap belly to belly, drive forearm to gut/
chest and push off.

c¢. Lower shoulder, running hard into chest and bounce off.
Collision will create space.

d. Drop hand to ground; duck under defender's arm and break.

VS. INSIDE SRADE OR BUMP POSITION - when breaking inside, use

one of the following:
a. Over the top - drop near shoulder, drive hard.
b. Duck under; slash thru with near arm.
c. Spio under.

d. Swing in - 2 step outside move.

6. When you are breaking past'a defensive man and have him beat - be
alert for holding or tackling. They are taught to take the penalty
rather than the TD. YOU MUST CLEAR THEM.

RUN TO BALL

1. Accelerate to full speed. o

2. Practice body control. Keep head and whole body on one plane.

3. Turm your head only - pot your whole upper body.

4. Relax. . -

-5. Try to catch the ball without breaking stride. Run through the
ball; only leave your feet as a last resort.

6. Don't extend your hands and arms too soon. It will slow you down
and disturb your balance.

7. Always be alert for the ball even though you may think you are
not the primary receiver. Most of the time the defensive coverage
dictates whether or mot the ball will be thrown to you. Loafing
on a2 playsis inexcusable. No position on the offensive unit is
afforded that luxury.

8. On crossing patterp, deepest man is responsible for aboiding a

collision.



oy

kod

1.

3.

™ CATCHING

Technique

a. Eye concentration on ball.

b. Work to get your chest in front of the ball.

c. Arms away from body whenever possible; catch the ball v

the noose, not against your chest.

4. Relax.

e. Fingers spread like a web.

f. Bigh ball - thumbs together.

g. Waist-high ball - elbows in close, thumbs out.

h. Low ball - elbows inside knees - band and arms in scoop

position. ’

{. Look the ball into the running position (armpit).
Catching the ball is your first responsibility. After you

catch it, think about additional yardage and scoring.
On a deep pass, remember to look the ball into your hands.
Alvays expect to get hit as you catch the ball; then the jolt
won't surprise you. You have to want the ball. Be willing to
pay the price for the catch. You must disregaéd the contact -~ 1if
you catch the ball, it only hurts half as wuch!!
Develop the attitude that the ball is yours after it is throwm.
Dominate the ball.

Go all out every time repardless of how poorly the ball is
thrown. Soon the tough catches will become routine.

I1f you miss a pass, don't brood over it. Get your mind back

on the pext catch which will help win the ball game.

RUN AFTER CATCH

1.
2.

Catch the ball and then explode - all out up field.
In practice, get in the habit of accelerating upfield 10 yards

aftdr catch. Put in a fake, spin, etc.; gimulate what you would

do in a game.

GOAL LINE TECHNIQUE

o~ w N
. . . .

Be aggressive - explode off line.
Use release to gain quick position on defender.
Force lateral movement of defensive backs.

Fight hard to shed defender, and fight for the bLall.
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50 PaSSES

k pass

> T e S S
QUARTERBACK ' a4 i
T, W
4 Check backer to call side: Racker comes? Block him = Backer dropg?
8 BACK "Run built in route.
#

Will have free release to called side nlvayi; and force release

WING vs. 4-2 front always on both sides.

(Same rules apply as Wing).

Y

o Run desigred patternm.

3 .

-
Run designed pattern.

X

| g : )

v Block "“0" wvs. 3-4 & 4-3.

. -nTER Backside cr L call on 50-52-54-56-58 calls.

. Backside cr R call.on 51-53-55-57-59 calls.
Block "1" ws. 3-4, 4-3 and 4-2.

R GUARD
Block "2" wvs. 3-4, 4-3, & 4-2.

R TACKlZ
Block "1™ vs. 3-4, 4-3 & 4-2.

L GUARD :
Block "2" vs. 3-4, 4-3, and 4-2.

L TACKLE

- Line must be aware of quick set by QB

SWXENTS

L]

58-59 Y &

Z will apply signals in regard to coverage confrontation -

dumxy signals on others;

Wing & Y on 54/55 will filter in open area in zone but

6tick and separate vs. man.

-




AYSIDE RULE: S<< Centre/ L le ,chzf |

BACKSIDE RULE:

'INED: /45..}///“’%/‘/5/ Below

DEFINED:

4-2 NKICREL (ALSO 4-2 STACK OR SPLIT,
TREAT THE SAME)

M M

E = |
A A
LEedeg

M
e riy o F
% 00800’

M
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CAYSIDE RULE: See Genes fote lee7”

BACKSIDE RULE:

FIKED:

‘4; ‘Z7upﬁ4/2f473?7;“’

| 2

DEFINED:

. TI T
gOO! Q}- E
<
O Wil 9J9_4§
4-2 NICKEL (ALSO 4-2 STACK OR SPLIT,
TREAT THE SAME)
£ =z i M M
. " , X
C £ inv.: s F £ T 1 g
\oogss / 0ogoo’/
O

: - frée
-WKO Release
‘ -
3 4-3 (STUD BACKER OR STACK)

M M
, ; B &
B E T i £ 8 & 7T
OO0Odo 5/ \O"oo oXe s
\o\ 3 '\\S -
M M M
s s et 3
‘ T N E
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- L v el

This is our quick passing game vitﬂ’e 0 K3 -4 2 or 3 step drop. tﬁ',ﬁ {s
a basic 5 out quick series with all receivers Tibfilng complimentary routes. O
even number side (50,52,54,56,58: Y has a free release. The back-side wing hag
a check release. And in a mirrored action on odd numbers, the side has a free
release. § Back will alwvays have & check release on the called side.

50 PASSINC
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Ruleg-Routes?

A. QB: 3 step Drop ;

B. WR, S & Slots:

Same keys as Z or X read

HBesitate & pass to spot area to WR
in college hash intermediate area if
Zone.—1f man?You may pump & get to
secondary routes. Possible audible.

WR will run a CHOICE Post vs. Zone
cover and look for ball in college hash
intermediate area. Slots will work flat
& up if QB pumps.

5 will check backer and work up inside
to tight hook route.

59

Y



58 - 59, with various options,
to inside slots and QB.

will call for signal communication from X & Z
Signals based on pre-snap read by X & Z.



sees  pYPEUTE PASS PLAY —
= AT - R
__

CEECK OUTSIDE BACER AND READ BLOCE OF OFF. TACKLE. POR_CRNSS CHARCTS
" YOUR OFF. TACKLE WILL NEVER BE WRONG: SFECIRE CORNFR ON GO PROTECTTAN

EXECUTE PASS ROUTE WITH PROPER READ AND REA&TION.

WIKG
[ =
EXECUTE PASS ROUTE WITH PROPER RFAD AND REACTION.
Y
" EXECUTE PASS ROUTE WITH PROPER READ AND REACTION
) 2
EXECUTE PASS ROUTE WITH PROPER READ AND REACTION.
X
A -
4-3: CEECK #0 THEN GO BACKSIDE IF HE DOESN'T BLITZ.
CENTER 4-2:  CHECR BACKSIDE -
3-4: -40 - - _
4-3; #1
R GUARD 4-2: 41
N 3~-4: #1 THEN CHECK BACKSIDE
4-3: 12
R TACKLE 4-2: #2 - UNLESS LB WALRS UP THEN HE'S #2. MARE HELP CALL.
3-4: #2
4-3: Bl
L GUARD 4-2: Bl
3-4: Bl
P4
4-3; B2
L TACKLE 4-2: B2 - IF LB WALKS UP HE'S #B2.
3-4: B2
i CENTER - CAN MARE "R & L" CALLS, "GAP" CALLS.
JKXENTS

TACKLE - MAKE "HELP" CALLS WHEN NEEDED.

LEFT TACKLE - ON 60 GO - S BACK WILl SFCTRF OITSIDE FOR YOIl

* WE ARE GOING ON THE CORNER WITH THE 60 CALLS.—IF NO AD BROUTE CAL)., =

BACKSIDE MUST TREAT THE SAME AS 90 PROTECTION. #/(



&/ Pastig o -

o —aes e

wee  FXBCUTE Pass“?uu

TranfEN.

urﬂamw&mw _ AR

e

SAME RULES AS 60 - MIRRORFD.

§ BACK
y EXECUTE PASS ROUTE WITH PROPER RFAD AKD REACTION.
WING -
[ S
EXECUTE PASS ROUTE WITH PROPER READ & REACTION.
Y
o " EXECUTE PASS ROUTE WITH PROPER READ & REACTION,
4
EXECUTE PASS ROUTE WITH PROPER READ & REACTION.
X.
4-3:  CHECK #0 - THEN GO BACKSIDE IF HE DOESK'T BIITZ.
CENT=R ~ 4-2: GO BACKSIDE -
_ 34 . v}O
- 4~3:  #B1
# GUARD 4~2:  #B1
3-4: #B81
4-3:  #B2
R TACKLE 4-2: #B2 IF LB WALKS UP HE BECOMES #B?
3-4: #B2
4-3:  #1
L GUARD 4-2: £1
. 3-4: #1 IP LB DOESK'T BLITZ CHECK BACKSIDE.
) 4-3: £2
L TACKLE 4-2:  #2 IF LB WALKS DP HE BECOMES #2 WITH A "BELP" CALL.
34 £2
CENTER - CAN MARE "R & L" CALLS, “GAP" CALLS.
'ONXZNTSs TACKLE - MARE "HELP" CALLS WHEN NEEDED.

LEFT TACKLE - ON 61 GO - S BACK WILL SECURE OUTSIDE FOR YOI

MKSIDE PROTECTION: TREAT LIKE 9] FXCEPT ON GO ROUTE CALLS 60 ROUTES—WILi—
THF OR ON THE CORNER. 9@1

e
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o PASST
60 Protection

This is our roll protection. The QB will use ac;ntrolled roll throving on the

3.5-7-9 step going to the right. Ome back will remain in for block protection.

é éOO@OOé é

O

A 61 Protection
¢ sprint protection to the left with the QB throwing on the 2-4-8-10

This is ou
step. Example:

é éO@OOé~ é

O

62 Protection

This protection puts the second eligible receiver from the inside on z check release

on the {4 man. , M -
0 ® %%@%%SW O
O

o s

63 Protection

Mirrcr of 62

<5



e 60 PASSING CAME
4 %5n§$
Th {on of our passing game will consist of three basic packages which are
all receivers and QB reading the coversges and making

This port
to both sides with
These packages can sttack all coverages with hots

mirrored
the appropriate decisions.

built in for the blitz.

e

Rip - 60 Z Slide

[
N ]
[
¢ [ .
iR
» . ~
[ ] “_ . r ‘s
[] s 1. LI
[ .., .
I sxixs N ,
¥ *
» A [} T
s . ! 1‘
1 4 . ’ x
= 3 »
l’ b 8 Il 4 F‘
OO OO /r '
¢ »
y
O .
. " "

MIRRORED PLAY - X SLIDE

Secondary Route

XXX vs Man Under

Rip - 60 Z Go

OO @00

O~

MIRRORED PLAY - X GO



o O O®OO

Mirrored Play - 60 Z Choice

variations will be run off of these major routes. EXAMPLE: e

RIP-60 Z Slide - Y Post or Flag
4 '(

~

oo O o o

Rip-60 Z GO - Motion Back Flag

> /

RIP - 61X Choice - Special S-Flat —

V3 ]
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PASSES N g

EXECUTE PASS PLAY ‘1—* -

" A\RTERBACK ? = S
ey
" _
b4 TSRS L N - ST

SAME AS 60 PROTECTION
B BACX
[ _____ .

EXECUTE PASS ROUTE WITH PROPER READ & REACTION.
WIKG
[~

EXECUTE PASS ROUTE WITE PROPER READ & REACTION.
Y

EXECUTE PASS ROUTE WITE PROPER READ & REACTION.
4

EYECUTE PASS RAUTE WITH PROPER READ & REACTION.
X
r
. REFER TO 60 PASSES - ALL ACTIONS MIRRORED
CZNTER )

__REFER TN A0 PASSFES -— ATI, ACTIONS MTRRORED

R GUARD )

REFER TO 60 PASSES - ALL ACTIONS MIRRORED
R TACKLE

REFER TO 60 PASSES - ALL ACTIONS MIRRORED
L GUARD

5

L TACKLE —REFER-TE6-68 PASSES ATL-ACTIONS MIRRORED
. BACKSIDE TACKLE AND GUARD: THINK ABOUT BEING FIRMER BACKSIDE
i KENTS (ATHOST DU PRU)

vz



1 risscs

A
FXECUTE PASS PLAY - oo - ——
P ARTEREACK r? o s =
_ T ——s
- ————
(SAME AS 61 PROTECTION)
8§ EBACK
di— "
EXECUTE PASS ROUTE WITH PROPER READ AND REACTION
WING
[
EXECUTE PASS ROUTE WITHB PROPER READ AND REACTION
Y
EXECUTE PASS ROUTE WITEB PROPER READ AND REACTION
) 4
EXECUTE PASS ROUTE WITH PROPER READ AND REACTION
X
‘CENTER >
f ? -
] 1
___&LFE}LMLEAS.SES AL ACTIONS MIRRORED
R GUARD
REFER TO 61 PASSES - ALL ACTIONS MIRRORED
R TACKLE
REFER TO 61 PASSES - ALL ACTIORS MIRRORED
L GUARD
* .
REFER TQ 61 PASSES - ALY, ACTIONS MIRRORED
I TACKLE
. BACKSIDE TACKLE AND GUARD: THINK ABOUT BEING FIRMER BACKSIDE
. KXENRTS (ALMOST 50 PRO)
- Y -

7T
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K o - ety il
(90 PASSING GAME ¥ w sfdfenpame > e
r . - #g—:
/n\, get half roll and set off our 60 action. This tells the lineman the QB w{}}

eet in back of his tackle off sprint action and throw from that spot. Examples:

Early Rip-Liz 90 Switch

) 4

92 Protection

This holds an extra back for blocking. Example:

Pro 92 Switch -
Y
k h )
OO O
O

Lol

<8



,SCJZEEN;S kﬁfﬁﬁ/ Yel, 80 ¥&, ‘/*f{ia{(?wyé_// 7,,?_6}%0

E THE CALLED SCREEX; BE.A GREAT ACTOR BY.SELLIEG A REALISTIC 60/6

P~ \RTERBACK OR $0/91 PASS ACTION KiD EYEEHHTALY: - o

hY g ik 1 o
v 450/461 - SBOW INITIAL PROTECTION SCHEME AND SLIP RUSHES FINDING A LAKE
8 BACK . OF COMPLETION FOR YOUR QB; - 80/81 - 90/91 - RORMAL PROTECTION SCERME.
& IR -

EXECUTE PASS PLAY WITH PROPER READ AND REAC%IOH.

WIK3 ~
EXECUTE PASS PLAY WITH PROPER READ AND REACTION.
Y
" EXECUTE PASS PLAY WITH PROPER READ AND REACTION.
4
-
EXECUTE PASS PLAY WITE PROPER READ AND REACTION.
X
. _1. STEP TWOARD DIRECTION PLAY CALLS FOR (60/61) (80/81) (50/91)
CENTER 2. BIT DT IF HE'S ON INSIDE CHARGE - HARD ENOUGE TO STOP HIM
- 3, RELEASE AND PULYL, DOWN LINE - 1ST CLEAX UP OK DE 2KD TURN UPFIELD
(¢ -DE) 1. TAKE PROPER STEP (60-61) (80-81) (90-91)
GUARD 2. HIT DE IF HE BAS INSIDE CHARGE - STOP EIM.
- ’ 3, RELFASE AND PULL DOWN LINE — YOU HAVE 1ST OUTSIDE FORCE.
(PLAYSIDE) 1.  TARE PROPER STEP (60-61) (80-81) (90-91)
DI ¢ 2. HIT OUTSIDE LB BUT DON'T STOP EIM
3. RELEASE STEP UPFIELD ONE STEP AND LOOK INSIDE
(OFF SIDE) 1. TAKE PROPER STEP (60-61) (80-81) (90-91)
. GUARD 2. CUT OFF Bl VS 3-4 DEFENSE GO FOR CUT ON NG
3. GET UP AND GET DOWNFIELD
(OFF SIDE) TAKE PROPER STEP (60-61) (80-81) (90-91)
TACKLE _ 2. CUT OFF B2-
3. GET UP AND GET DOWNFIELD
, TACKLE (PLAYSIDE) - ON (80-461 OR 81-460) CUT DE AFTER PROPER STEP THEX
g FIENIS GET UP AND BLOCK INSIDE FORCE.

ONSIDE TACKLES - DON'T BE OVER 1 YD. DOWNFIELD.

NB: TURK THE® ALL LOOSE WITH YOUR CALL UPON THE RELEASE OF _THE BALL.
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JOO SERTES . vv v wy oo ciioe. ;.

= 97
- : "™ 60 pass i:?ion; look inside and sell the conjestion deliver to §;
- waion e . -— e
“ RTERBACK 1f banjo or zome shows on S,look for breakback of Wing & Y - may

audible out vs. rome or banjo.
IR

60 protection steps - run S flat route - sure catch.

S BACK
- € -
Rip - 960; drive up upon snap and pick defender responsible for Y
WING _ receiver - drive under him and keep moving.
Drive up and break back shallow simulating hot and pick defender -
Y responsible for S. Drive under him and make him bubble. Keep moving.
Run off tech - fade
4
L
Run off tech - fade
b 60 protection rules
CENTEK ) -
60 protection rules
R GUARD
" 60 protection rules
R T+ 1LE
£0 pratection mles
1 GUARD
?
60 protection rules
1 TACKLE

Wing & Y must Tun sharp landmarks underneath their assigned pick

&y OV IENTS : _E
defenders. Make them bubble or they wlll pick thermselves: keep movidy

if banjo man or zone QB will look for Wing or ¥: Would like to

check out of it vs. noticable zone coverage. -




900 (PICK) SERIES

The pick routes will be 1dentified by & 900 number and the pass protection.
Basic pick play diagramed below. Will be vtil{zed or audible to vs. Blite
or any type of man under coverage.

960 to §
S <
& C
4
961 to S
S AY
é
o
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I
N
’\/
K\
—
?OSi ASSIGHMEINT COACHING POINTS
e et m e m e m e ———— = — e — - - =TT T T P et e o et
FSE| sTALK frontsicde Ccrner Attack inside number.
FADE vs. Tight MAN coverage.
e e e e m e —mm— s - —— -~ ST T T T G mmm e m—— A .- — m s = .= == == ==
) 44: Sase inside shoulder of DE.
FST| HIGH BASZ Man Cn, Xan Quteide. 43: Base inside shoulder of DE.

£2: Base Man On to LB level.

e mmmmmmmmmmm—m—mmmm =TT

| 44: 1/2 hand help FSG to LB level

c svax SASE Man On, Yan CI1 43: 1/2 rand help FSG =o L3 leve.
£2: Sase Man On %o L3 level

44: Sase Man On to LB level.
. 43: 3Zase Man On with No help.
§52: 1/2 hand help C to L3 .level.

44: : Sand help ESG to LB level.

BST| CUTOFF Fold player cr Stack L3. 43: Rip DE to Fold player.

I1f man cn plays into you stay ci. 52: Rip CE to Fold player.

Attack playside number.
FACZ vs. Tight MAN coverage.

__......_.-—-—-_—___.--...._—____—.._-.._.._-_-_______--_-—-—

Attac. insice number.
FADE vs. Tight MAN coverage.

Attack playside number.

MB| SPREAD: STALK Backside Safety-
FADE vs. Tight MAN. coverage.

TRIPS TO: STALK Frontside safety.-

Never turn your shoulders backsice.
Pucsh to LOS befcre deciding =n a seam.
Se patient.

Open and Crossover @ 45 cegrees.
F3| Read lst DL freom Center racksice.
Cut behind flewing DL and L2.

Open straight back to nele sicde.

QB| Hand ball to FB ceep as pcssible.
Fake 084/085 to held backside DE.

Give to FB on 2nd step.
Plant on second step for Boot Fake.
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FSZ| STALX Frontside Corner. Attack rlayside number.
e e . e — e e = e o m e = = - = e e A e
FST| Pull step and Eesach "CT7 cap
delznder.
e e e = e - — = === - e = - e = e = am = e - ——
FSG, Pull and overtake next DL Playsice Stay with Man On if he plays into y
| <o Ist COn or Zackside
o e e e e = o W o ————— — — — ——————— = = e = S r e m e — e ———— = =~ — — = - — -
)
c Pull end overtizke next 2L Piayside Stay with Man On if he plays into y
[ to lst L3 On oo Zackside
@ e e - = - = - - ——— T = 4m e e = e e e e S S e SRS S S - e - . o A v W — m D = R W e e W M e e v e e G
|
85G| Pull &nd cvertake next IL Playsice Stay with Man On if he plays into y
i - -
| to ist L3 On cr Backsice
BST| Pull znd cverzzke next DL playside Stay with Man On if he plays into ¥
- ! <o l1st L3 2ackside
e e e & o - ———— = ———— - = % = e e e - =
3
3ST| STALK 3Backslide Cocrner Attack clayside number
I
|
______________________________________ ‘_.—_-.—.—_——————————-o-————————_——-—--_—_-
|
SS’ STALX firs+t man cutsicde FST. At+ack cutside number
|
I
e e e e e e e = ——————————— —————— o — = — = == b e A e =
M3| SPRIAD AWAY: STALK Backside Safezy.| Attack clayside number
]
| TRIPS TO: TALK Frentside Safety.
________________________________________ e e m e ————— e ———m e
1
T3 Tzke .zteral step znd sprint for rey leverate cf FST, S3, M8, FSE
| a moving point 1 yard outside FST. Keep shculders at 45 while reading.
________________________________________ -
QBI Open flat and sprint the ball to
the F3. Boot away to hold BS DE.
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CCACHING POINTS

. , ve. Ii: Force him anyway he rushes
v5. 4¢2: wWall inside out and stay c
¢4: Set on DZ and stalk L8.

|
e e e e e et m = By iy i
f Povs. 32 wrap around PINCH oy F2 to
j.I-‘SG Pass Set z2nd block Fl ' vs. 43: rorce DT anyw~ay he rushes.

; P vs. 44: Force DT anyway he rushes.
e S
l ! | vs. €2: Torce 0O bacxsice

¢ C , Fass Se: and tloek C <o ES LE. E vS. 43: wrap around PINCH oy Fl <¢
5 f | vs. 44: Fass Set and release =o 3§
| e e e e — e e e ——— e — e e e
, P ws. 22 wrap around SLANT bv NG to
;éSG Pags Set anz2 Slock inside cut on j vs$. 43: Zlock insice cut on DT.

| l 51. I vs. 44: Block inside cut on DT.

; vs. %2: ZBlock insicde cut cn DT.
iEST Pass Set z-d block inside cut on E V€. §3: Block inside cut on DE.

‘ , ¥s. 44: 3lccx inside cut cn DE.

Man On tc ¥an Outside.

¥B| SPREAD: Same as Set Back.
TRIPS: Same as Set back w/ Go Rotte|

;-_-¢ _______________ _———
! ) . N 1 PR - . - -

FZi Open, Crcescver, and receive ball | Seil €0/€0 zzss aczicn.
i | Cut away frcm lst DL from FSG out. |

5 Open to the hole on 60/61 action.
Q5| Slip rtall to F3 as deep as possible
while keeping your eyes downfield.
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- e e on =~ -

Pull deep and Turn inside cr pull
| around 3SG‘s block fcr FS ILB.

STALK Backside Safezy.
STALK Frentside Safety.

Open and Jab away from the Hole.

Teceive ball tehind Q3.
. Get tenind EST and read ESG Slecs.

Look for Autcmatic by keying OLE.
Open away from hole on 60/61 action
and give ball behind you to FB.

DL: FACEMASK - Earhcle. FISTS -

LB: FACEMASK - Ribs. FISTS - Gut
DL: FACEMASK - Zarhole. FiSsTS -

1LB: FACEMASK - Ribs. FISTS - Gut
DL: FACEMASK - Earhole. FISTS -
13: FACEMASX - Ribs. Fists -~ Gut
UPFIELD TECHE: TRAP w/ outside sh

SQUEEZE TECH: LOG w/ inside shou
STUFF TECH: CUT legs w/ legs beh

UPFIELD ,TECH: Turn :i-side G to F
SQUEEZE TECH: Pull zzound G to F.
TUFF TECH: Pull arcund G to Flos

Attack playside number.
FADE vs. Tight MAN coverage.

Never cutback.
Sell the 50/61 action initially.
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POS ASSIGNMENT
FSE| Stalk inside number of Correr.
FST| DRIVE inside number of F2.
FSG| DRIVE inside number Fl
|
C i o2IvI sead up #0 to A gap fefender.
I
1
856! DRIVET inside number cf Bl
38T! DRIVE inside number of B2.
!
BSE| Stalx inside number of Corner
|
SE! Staix inside numzer of firszt man
frcm TST out
l . .
¥3| Stalk inside number of first man
from BST out.
|
?3; Dive fcr Center‘s 2:utt and ez
| 1st ran head up to rackside
e e e e e e e  — — — ————— - - T
'
QB| Open back to 1:00.
Get the ball to F3 ceep & quick.
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POS ASSICGNMENT COACHING POINTS
SIS S RS e e
FSE| STALK Frcntsicde Ccrner Atzack playside number.
—— e a T e n = == e
FST| Pull step and Feach 4/3 Tech. Rig “=rcugh playside shoulder of a 5§
Rip near choulder of 7 Tech to LB. gap stunt by 4 or 5 Tech to LB.

pu1l step and Feach Fs 737 defencer
*o ist L3 COn or Backside.

Pull step and Reach 5 "AT defender
-5 .st L3 Zacks:ide

Pull step and Feach 25 TAT defender
0 1st L3 3Sackside.

Pull step and Feach BS 5" defencecr
to 1st LB Backside.

STALX Backside Ccrner.

S€ZREAD/TRIFS TC:

TRIPS AWAY: WALL frentzide Safety

SPREAD AWAY: STALK Backside Safetry.
STALK Frontside Safety

TRIPS TO:
Sprint laterally at 5 yarcs from
©3 end 2 yards in front.

Open step cdeep rlayside. opticn

1st defender outsice 5 Tech.

Rip
stunt

ez
- -

(X - o1

cr

gh playside shoulcer of an =5
by 3 gap defender to LB.

&

~hrough playside shoulder of
=y A cap defender to L3,

-rrough playside shoulder of
by A gap defender to LB.

o

through playside shoulder of

~ i

z by B gap defender to L3.

kx playside number.
Tight AN cover

m

layside number.
Tight MAN. coverace.

U

o~

x and key defender’'s near shoulder
¥eep or Pitch to F3 read.
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Run ‘N’ Shoot

THE “CHOICE”
ROUTE

G

HOUSTON
GAMBLERS

Mouse Davis



DARREL, DAVIS RUN & SHOOT OFFENSE

1. CHOICE vs 3 DEEP COVERAGE

* When you start going over any pass package, always start it
against 3 deep coverage. That means on the blackboard, on the
field or in discussion with your coaches.

RIP 61 X CHOICE

Fs

C

X-BANK - The first thing you have to determine is the play of the
cornerback by the X-BACX.
The outside foot is always back
You run a 7 step at the outside shoulder of the
cornerback

20NE TECH of a corneriwvck

back pedol

coraer role up

{

ﬂ)"\

3

v

M

2~



OPTIONS

-Y 3 st

Ay ©

Step

1. If the receiver gets to the outside shoulder of the
cornerback, on his seventh step, he makes a speed
cut, to the out route.

2. 1If there is still a 5 yard or deeper on your 7th step you
make the break to the out route.

3. 1If the cornerback stays to the outside and the receiver
breaks down the cushion to-3 yards or less, then the receiver
on his seventh step breaks to the skimny post route.

* It is important to make your post pattern skinny, so that
you do not run your route into the free safety.

Y-BACX - Bzeaks across the middle at 1linébacker depth  and avoild
(1 slot) contact with the crossing linebackers in their drops.
You want to be at the depth of § to 7 yards

A-BAX - In motion, you should end up 3 to 5 yards outside the
(2 slot) 1 slot. At the snap, you are running up the field amd
avoiding contact from the second level defenders
( LB & 88 ). After clearing the second level defenders,
you are now reading the positioning of the free safety.

1. If the free safety rotates to the playside ( were
the X-BACK is running his route ), you keep going
straight up the seam to the endzone.

2. If the free safety stays in the middle of the field,
you then throw your outside hand up and hook up in
the 15 to 20 yard area and find the open window back
to, the quarterback. :



Z-BACX - You are reading the drop of the cornerback, you are
(3 slot) driving up the field on the outside shoulder of the
cornerback. )

1. If the cornerback turns his hips and goes to the
inside, at the depth of 8 to 10 yards you
automaticly throw up your outside hand and hook up

2. If the cornerback turns his hips to the outside,
then you just take him up the field.

QUARTERBACX - You will be rolling to the left, reading the drop
of the cornerback. If the you are setting up to
throw, then step and shuffle step and set on your
5th step. If you are throwing the ball on the
role, then you are throwing the ball off from your
6th step. If the X-BAX is not open by your 5th
step, then you will shuffle step, set and look
backside to your secondary routes. The 2 SLOT is
your 2rd look, the 3 SLOT is your 3rd look and the
1 SLOT is your 4th look



2. CHOICE vs 2 DEEP COVERAGE

X-BACK
the

Y-BACKX -
(1 slot)

A-BACX -
(2 slot)

Z-BXX -

* EARLY RIP LOAD ROSE 61 X CHOICE

1
-—B > .
E T T £
OOOOOOD
\‘SID *,//.gg

- Mainst the 2 DEEP press coverage, you want to attack

weak part of the zone, which is behind the cornerback.
When coming off the line, we always want an outside
release, but sometimes you get a cornerback that is
trylng to funnel everything to the inside. 1f this is
the case, then you will have to use some type of tech.

. to get around the cornerback (EX. swim, rip) and get

back to the outside.

You are running the same route as if it was against a 3
DEEP ZONE COVERAGE.

You are reading the drop of the half field safety. When
running your route up the seam, you want to get into the
face of the half fleld safety.

1. 1If you break down the cushion of the half field
safety (that is 3 yards or less), then you break
off to the skinny post.

2. If the safety is playing to the outside and has a 5
yard cushion or more, then you will throw up your
outside hand up, hook up and f£find the open window
back to the quarterback.

You are running the same route as the playside X-BACX.



QUARTERBACK
OOVERAGE

Same tech. ard reads as

against 3 DEEP IONE




CHOICE vs MAN FREE COVERAGE

£S5

There will be two types of man coverage you will see

1.
2.

Inside Tech.
Outside Tech.

X-BAX - 1.

————————— —-outside-shoulder _and on your 7th_step, you break

Y-BACK -

2.

If the cornerback 1is playing an outside tech.
(This means that the £front of his body is facing
the inside) and stays this way in his backpeddle.
Then you work up field on his face to the his

to the out route off his but.

If the cornerback is playing an inside tech (This
means that the front of his body is to the
outside) and stays this way 1n his backpeddle.
Then you have to work up field on the cornerback
nose to nose and when you get to your 7th step,
you will break to the skinny post off his but.

I€ you get to the body of the cornerback,
then you break your route straight up the
field on the fly.

You are running the same route as you have done agqainst
(1 slot) the other 2 coverages, but with it being a man
coverage, you are checking to replace blitzing inside
linebackers in your route. If you £ind that a
linebacker i{s blitzing, you call out "HOT", which

6



is a call to tell the quarterback that he is the hot
recelver and is replacing a linebacker in his area.

* You have to remember that you have a defensive player
chasing you in coverage. You still come out of your
route 5 to 7 yards deep.

A-BACK - You are reading the drop of the defensive player on
(2 slot) you. as you are goling up field, you are checking for
man tech.

1. If you read man tech, then you work.up field on his
outside shoulder. When you get to about a 10 to
12 yard area, throw up your outside hand and break
off the butt of the defender to the inside.

*  You have to remember that you have to run your
route flat enough that the free safety does not
become a factor in the play.

2. If you get a zone look from the defender, that
means that his shoulders are sqguare in his
backpeddle. You Just break it up £field
vertically.

Z2-BACK - You are getting an outside release and going vertically
up field.

* against man coverage, you will not be much of a
factor.

QUARTERBACX - Your read changes on any man coverage. You will
be reading playside to backside crossing routes.

~~~~~~~~ - " The-backside -3-slot -is not-a factor-in your read .. ...
progression, he is just taking his defender up
field.




CHOICE vs BLITZ COVERAGE

X-BAX -

In this coverage if the cornerback is playing back,
then either on your lst or 3rd step, you are breaking
to the slant route. If the cornerback is playing up in
a press position, then you get a quick release and run
the fade route. '

Y-BACX - You are running the same route as man free coverage

(1 slot)

®

A~BACK -
(2 slot)

7-BAXX -
(3 slot)

checking for blitzing linebackers. If you find a
linebacker blitzing, call out "HOT" and replace him in

‘the-open-area.—This-will-give-the quarterback the

option of throwing the football to you and also knows
that the blitz is coming.

If you see that the X-BACK is getting the ball, then you
break it up the field to take the player defending you
away from the X-BAMX.

If the defender is playing off from you, then you are
working up on the outside shoulder of the defender and
then break to the post route. If the defender is
playing a press coverage, then you release up field and
then make a slight bend to the inside.

You are not a factor in the play. You are just taking
your defender up the field.



QUARTERBACK -

You are to get the ball off as fast as possible.
1f you can not throw it to the playside recelver,
then shuffle and set your feet and look to your
two backside routes. It does not matter which one
you pick up first in your read progression.



CHOICE vs MAN UNDER, 2 ON TOP

x You will not see this much at the high school level.

FS sS
C
B 0B oR
E T T E
OOOOO
@8
1),

X-BACX - You are running the same fade route just like a normal
two deep coverage.

Y-BACX - You are going over top of the defender and then breaking
(1 slot) your route to the inside under the two safeties.

A-BACX - Becausé you are running motion, sometimes after you
(2 slot) clear your defender and break to the inside, you will
go underneath the 1 slots route and clear first.

7-BACX - You are not a factor in this play. You are rumning
(3 slot) the fade route to try to get the attention of the
half field safety. '

QUARTERBACK - If you see clearance between the playside receiver
and the defensive back, get the ball to him as
quick as possible. 1f he is not open, then look
backside to your two crossing routes.

10



Some variations of the CHOICE ROUTE

LOAD 60 Z CHOICE "SPECIAL"™ vs 3 DEEP COVERAGE

c 55
N c B
p T N T B
' OOCOOOO
) @® (yY)

— V4

* The special means that the two inside receivers will
change routes. All other routes are the same.

2-BACX - You are running the same routes as the X-BACX
if the play was called to the other side.

A-BACX - You are running the seam route up the field.
(1 slot) You are running the same route as the 2 slot
” if it was called X CHOICE.

Y-BACX - You are rumming a 5 to 7 yard curl route.
(2 slot) - '

X-BACX - You are rumning the same route as the Z-BACK
(3 slot) if it was called to the other side.

QUARTERBAX - The reads are the same as against
any other zone coverage.

11



7 CHOICE "SPECIAL"™ vs 2 DEEP COVERAGE

7.-BAX -
A-BAMX -
{1 slot)
Y-BACK -

(2 slot)

X-BACK -
(3 slot)

S S
B
E T T E
L oo,
A @9
GD

Running the same route as a X choice attacking the weak
area of the 2 deep zone coverage.

Running the same route as the 2 slot vs 2 deep if it
was called X choice.

1. Skinny post

2. Hook up and £ind the open window back to the

quarterback
Runs the 5 to 7 yard curl route, if the linebacker
jumps in your face, then you will have to work inside
to the open window back to the guarterback.

Running the fade route to stretch the half field safety

QUARTERBACK - The reads are the same against 2 DEEP ZONE

COVERAGE

12



Z CHOICE "SPECIAL" vs MAN FREE COVERAGE

ES
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72-BACK -~ Runs the same route as the X-BACKK 1f it was called to
the other side

1. out
2. skinny post

A-BACX - Runs the same route as the 2 slot if it was called X
(1 slot) CHOICE

Y-BACX - Runs the same route as the 1 slot 1if it was called X
(2 slot) CHOICE

X-BACX - You are taking your man up fleld out of the play
(3 slot)

QUARTERBACK - The reads are the same as any man coverage

13



7 CHOICE "SPECIAL" vs BLITZ CQOVERAGE

.~ .
-~ -

7-BACK - You are running the same route as the X-BACK if it was
called X CHOICE

1. slant
2. fade

A-BACK - You are running the same route as the 2 slot if it was
(1 slot) called X CHOICE

Y-BACK - Yoﬁ are running the same route as the 1 slot if it was
(2 slot) called X CHOICE .

i—BAﬂ( - You are taking your man up the field out of the play
(3 slot)

QUARTERBACK - The reads are the same against any blitz coverage

14



Z CHOICE "SPECIAL" vs MAN UNDER 2 ON TOP

s/ S
C
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Z-BACK - Stick and run the fade up the field

A-BACX - Stick, over the top and then break it to the inside.

(1 slot) Sometimes the half field safety will jump you, if this
happens, you then break it to the skinny post route.

Y-BAX - You are going up the field working on the outside

(2 slot) shoulder of the defender. Get the defender ¢to turn,
then cut off his butt to the inside.

X-BACX - You are rumning the fade route, taking your man out of
(3 slot) the play.

QUARTERBACX - Read is the same as X CHOICE

15



RIP 60 X CHOICE DRAG vs 3 DEEP COVERAGE

X-BACX -

Y-BACX -
(1 slot)

A-BAX -
(2_ slot)

Z-BNX -
(3 slot)

F5

You are running the same route vs 3 DEEP COVERAGE

You have the seam read. You are reading the free
safety. If the free safety over rotates to the
playside, then you keep going straight up field. If
the free safety stays in the middle of the field, then
throw up your outside hand, break down and f£ind the
open window back to the quarterback.

You are running the wheel route. If the cornerback
goes to the inside, then you will throw up your outside
hand, break down and f£ind the open window back to the

quarterback.

You are driving up f£ield to the 5 to 7 yard area and
break to the square in route. Then when you get to the
area of the 1 slot, you then break down and £ind the

open window back to the quarterback

QUARTERBACX ~ The X-BACX is your 1st look. The Y-BACX is your

2nd look. The A-BNX is your 3rd look and the 2Z-
BACX is your 4th look.

16



LOAD 60 Z CHOICE DRAG vs 2 DEEP COVERAGE

Z-BMX - You are running the same route vs 2 DEEP OOVERAGE

A-BAX - You are driving off the face of the half field safety.

(1 slot) If the safety is playing real deep, then you will throw
up your outside hand, break down and £ind the open
window back to the quarterback. If you break down the
cushlon of the half field safety, then you break to the
skinny post.

TY-BAX = "You are runningthe-wheel-route;—If-the-cornerback -~ — ..
(2 slot) stays high on you, then you will throw up your outside
hand, break down and £ind the open window back to the
quarterback.

X-BACX - You are running up to the 5 to 7 yard range and then
(3 slot) breaking to the square in route. When you get to the
area of the 1 slot, then you will break down and f£find

the open window back to the quarterback.

QUARTERBACX - Your read progression is the same as against any
zZone coverage,

17



