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- DEFENSIVE
PHILOSOPHY

6 KEYS TO YOUR SUCCESS

1. GET OFF ON THE BALL (FEET IN
NEUTRAL ZONE).

7. COVERAGE (4 SECONDS OF GREAT
'CONCENTRATION).

3. RUN TO THE BALL (10 SECONDS BLOW
OUT).

4. TACKLE (FINISH THE PLAY).
5, TURNOVERS (+ AT END OF GAME).

6. COMMUNICATE.
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THE HOKIE TACKLE

A. GET UNDER HIM.
B. SQUARE UP - EYES ON BALL.
C. WRAP HIM UP.

D. UP AND THROUGH.

F. KNOCK THE BALL OUT.



TERMINOLOGY
A. TEAM:
1. Strong Side - Side of the strangth of the formation. (2 Receiver

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

side.)

Weak Side - Side away from strength of the formation.
Playside - The side to which an offensive play is direccted.

Backside - The side away from which an offensive play is
directed.

.- Split Plow - Both backs divide.

Flow - Both backs to passing strength.
Flood - Both backs away from passing strength.
Run_To - Running play directed to your side.

Run Away - Running play directed away from your side.

Flanker - An offensive back who is removed by more than four
yards from the formation and is not on the L.O.S.

Wing - An offensive back who is aligned off the L.0.S. within
four yards of the TE.

Slot - An offensive back who aligns within four yards of the OT.

Wide Slot - An offensive back who aligns more than four yards
outside the OT.

Twins - An offensive back who aligns more than four yards
outside the OT and outside the split end (X).

X - Split End
Y - Tight &nd
% - Flanker or Slot Back

A Area - Area over of fensive center. (From inside foot of one
offensive guard to the inside foot of the other offensive
guard.)

B Area - Area over the offensive guard. (From inside foot of
offensive cackle to inside foot of guard.)

C Area - Area over the offensive tackle. (From outside foot of
offensive zackle to inside foot of tight end.)

D Area - Area over the offensive tight end or slot back. {Frem
inside fooz of tight end to inside foot of a wing.)
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bropback Dasg - Pass thrown within the guard box. QB, after the
snap, retreats to throw the football.

Roll To - Pass action; where the QB rolls (reverse pivot) to
your gide and threatens the corner.

Roll Away - Pass action where the QB rolls away from your side
and threatens the corner.

Sprint To - Pass action where the QB sprints (comes straight
out) to your side and threatens the corner.

Sprint Away - Pass action where the QB sprints away from your
side and threatens the corner.

1/2 Sprint - Pass action where the QB either rolla or sprints
and sets up inside tackle box.

Play Pass - A pass attempted with.pla% fake off the L.O.S.

)
Run Pass - A pass attempted with run fake on the L.O.S.

Throwback - Split backfield action with QB sprinting in one
direction.

Force - Responsibility of turning the end run inside while

keeping the cut back hole at a minimum. Responsible for pitch
va an option.

Fill - Responsibility for meeting the end run ingide out and
making the tackle or forcing it wide. Responsible for QB to
pitch vs an option.

Read - Secondary and OLB force based on release of TE.

Contain - Responsibility for keeping the QB to the inside vs a
pass.

Pursuit - Taking the proper andle to intercept the ball carrier.
Hokie - Call made to indicate we have made an interception.

All defenders now become offensive blockers. We must

first block the intended receiver. Cannot block below the

waist. DL find QB.

omaha - Call to play base front.

Key - A man or a movement by the offense which indicated the
play and your immediate reactien to it.

Shed - To get rid of blocker.

Bootleg - Both backs flow away from ball and guard pull.

1€
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tackle pull.

Waggle - Split flow with juard pull,
Counter Pasg - Split flow with ball in direccion opposite gu=r7

pagh - CB back then rolls out.

Maked - QB bootleg with mo escort (guard pull}.

Screen - A play initiated by pass acticn where the passer gives
ground and passes to a short receiver behind a wall of blockers.

Draw - A play initiated by pass action, but the ball is given to

a back.

peter - Call on punting situation where ball has been allowed to

bounce. Alerts defenders to get away from the bouncing erratic
ball so it does not hit us and is recovered by the offense.
Means, don't touch it!! Get away from it!.

Crash - A stunt involving a defensive back aggressively rushing
outside "C" area on the snap of the ball.

Blitz - A stunt involving a defensive back aggressively rushing
inside "C" area on the snap of the ball.

Stay - Huddle call telling team to stay in defense called
regardless of offensive formation or situatiom.

Option Principle - Reaction of Defensive Lineman and Linebacker

‘to the offensive blocking scheme, which determines B and C Gap

regsponsibilitien.

L.0.8. - Line of Scrimmage.
P.QO.A. - Point of Attack.
C.P. - Coaching Point.
C.W.M, - Check with me.

Bend - Redirecting your body to the P.O.A.
Apex - Half Way

Bagle - Declare shade to 2-man surface.
A.F.C. - Automatic front and coverage.

Alert - Huddle call to Rover. Rover Va. #2 wide
Check Backer Go.

Huskey - UP-G/C-2
Hawk - Bump LB's away from passing strength.

May Day - Call to check out of Dog or Blitz and play coverage

7



TERMINOLOGY - Eontinued
Line and Linebackers:

B:

ks

10.

1l.

12.

13.

14.

15

Lucky = A call to determine stunt oF dog to our left.
Ringg - A call to determine stunt or dog to our right.

Trail - On flow away, check for cutback, counter, reverse or
broken play on offensive side of L.O.5.

Feather - Technique used in playing the option when you have QB
to pitch responsibility.

Bite - A technique where you tackle CB on dive or speed opction.
Stays in "C" area, does not feather.

Wide - Call from Rover/Whip to End/Stud to play 3 technique.

0ff - Call made from OLB to T/E on his side. Indicates OLB is
dropping on pass.

Fold - A technigue used by OLB whereby he has f£ill and
counterpoint vs run away.

Spy - Coverage of near back by contain rusher man to man.

Backside Leverage - Players away from flow never allowing the
ball to cross their face.

Cop - Drop of 0 to 3 technique lineman 5-8 yds deep. Check
TE, Near back, mirror QB.

Dog It - Call from LB to end to spy On near back.
Under - LB calls 5-Tech to pinch B-Gap Vs. Big split.
Tag - LB call 3-Tech to spark A-Gap Vs. Big Split.

Green - Call made by LB to 9 Tech to take TE when TE pass
protects.

Linebackers and Secondary:

1.

Tight Formation - Opponents formation which has no man splic by
more than four yards from the rest of the formation.

§igglg_ﬂ;ﬂ§9 - One aide of the opponents formation is tight and
one side is split by more than four yards.

Double Width - Both sides of the opponents formation are spliz
by more than four yards.

Cloud - Call given to cormer to force perimeter run and to ISVer
flac on passg.

Sky - Call given to Rover to force perimeter run and to c3Sver
curl - flat on a pass.



TERMINOLOGY - continued
Linebackers. and Secondary
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Bagy - Call given to Whip to force perimeter run and to cover
curl-flat on a pass.

Read - Secondary or LB force depending on release of TE.
shoot - Inside linebacker has pitch on opticn w/man coverage.

Rip/Liz - Call by FS to indicate passing strength. (Right.lefct)

‘Secondary Force - Responsibility for support once all cthreat of

pass is eliminated. Force if primary force breaks down. Keep
ocutslde leverage on the ball.

Flow - Man-to-man coverage on the #3 receiver.
Flood - Man-to-man coverage on the #2 receiver.

Hammer - A technique of hitting a receiver to delay or drive him
off his course.

Combg - A call to indicate two or more pass defenders playing
two or more receivers. Their men will be determined by the
routas. Also, a call used versus a tight formation.

catch - A technique of M/M coverage in which the defender waits
for the receiver to come to him then “hammers® him and runs with
him in tight M/M coverage. Try to force a collision, force
receiver off his route.

Slow Man - A defensive back or linebacker in M/M coverage

playing with a minimum cushion. Normally used with a Dog or in
goal line coverage,

Mirror - Maintenance by a linebacker of the same relative
position to the L.O.S5. as the QB: i.e., as deep as he is deep
and as wide as he is wide.

Quick Receiver - Any receiver who is aligned within one yard of
the L.0.8.

- A call to indicate to a defender that a wide rece:xver 13
blocking back towardd the ball. Corner will usually be the
first to recognize this and should shout: "Crack”, "Crack" .

Wall Tech - Denying an inside route to a receiver, maintain
inside-out leverage.

Walk - An alignment by outside linebacker which puts him four
yards off LOS and splitting the difference between the w:Ze
receiver and End man on LOS.

Cheat Rule - Player in goverage cheating in direction of I.ow
keeping - opposing players inside and underneath.
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TERMINOLOGY - continues.
Linabackars and Secondary
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40.

Under - Call made ve a pass to indicate a receiver runniag an
underneath route, i.e., delay.

Shadow - A term that designates no contact in a pass ofZense -

pass defense drill. Defenders will not collision rece:vers when
going for the ball.

Cushion - Distance the defender keeps off che receiver :n
coverage.

Star - Coverage adjustment designed to give additional coverage
to a receiver, receivers, or formation.

M/M - Man-to-Man.
H/S - Weak Side.
Rotate - Convert two deep to three deep.

Bmpty - A call used by the secondary to indicate any no back
set.

Curl/Flood - A technique used by OLB inside the 10 yard line in
Cover 8. OLB covers back in flat or helps on quick slanc by
wide receiver.

Silver/Gold - a call to check to dog.

Backer Go - Call given to backer from rover oOT whip to replace
as crasher.

]

Money - Call given to Mike from Rover to replace in coverage or
Dog.

Crash - Primary contain.
b-c:ash - Attack the ball.

Claw - a technique of hitting a receiver to delay or drive him
off his course.

Roger/Louie - A call to indicate secondary rotation. (Right/Left)
Contraction - A Tight Formation; Bunch

Lock - A call given to stay with coverage called.



TERMINOLOGY -

D.

continued
Perscnonel
1. FRONT DEFENDERS:
END END MAM ON L.O.S.
TACKLE : DOWN LINEMAN
NOSE GUARD: DOWN LINEMAN
STUD: END MAN ON L.O.S.
2. PERIMETER DEFENDERS:
WHIP: OUTSIDE -LINEBACKER
MIKE: INSIDE LINEBACKER
BACKER : INSIDE LINEBACKER
ROVER: SAFETY TO FIELD OR PASSING STRENGTH
FREE: SAFETY TO PASSING STRENGTH
FIELD CORNER: CORNER TO FIELD OR PASSING STRENGTH
BOUNDARY CORNER.: CORNER TO BOUNDARY OR AWAY FROM
PASSING STRENGTH
1. OFFENSIVE PERSONNEL:
X: SPLIT END
Z: FLANKER
Y: TIGHT END
VIPER: IR0 WIDE RECEIVER
RHINO: 2ND TIGHT END
ELEPHANT: " 3RD TIGHT END
A-BACK: TAILBACK, HALFBACK
B-BACK: FULLRBACK
V-BACK: SLOT BACK IN ACE
4. OFFENS PERS USED IN MULTI PORMATI
2 BACK OFFENSES
2 BACKS, 1 TE, 2 WR'S..... A 21
2 BACKS, 3 WR.....:cvvaiannss w2
2 BACKS, 2 TE, 1 WR.....covv-u-- 22
5 BRACKY. 3 TR iis i i dian smes 23
1 BACK OFFENSES
1 BACK,T1:TE, 3 WH...:counesneenn- 11
1 HACK., 4 WRG iwon e siss svsivuos wies - 10
L1 BACK, 2 TEB, 2 WR......ouioucns 12
3 BACK OFFENSES
3 BACKS, 1 TE, 1 WR......cuiuwann i1
I BACKS : 2 WRiw s o o s somemn = s 30
3 BACKS . 2 TBuun aww swman sws s v 32
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DEFENSIVE HUDDLE

L.0.5.

@®
OO®O®
COO®®

A. Formation of Huddle:

1. Signal callers - (Backer - Mike}
a. In front of huddle.

b. Two yards behind the ball.

2. Front Row - (S -T-HN - E) e
a. Feet Shoulder width apart & parallel.
b. Standing relaxed loocking at gignal callers.

3. Back Row - (C - R - F/§ - W - C)
a. Feet shoulder width apart and parallel.
b. Standing relaxed looking at signal callers.

B. Procedure:

1. Nose holds hands up and defense will line up on him. He must
stand two yards behind the ball.

2. While Mike is getting the signal from Bench, Backer will
alert teammates a# to substitutions, and tendencies.

3. Whip will declare middle or hash. Rover will call down and
Distance.

4. Mike will call defenses {only once), i.e., "G Cover-0f

5. Mike will give a "Ready-Break." Everyone will say "Break," clap
hands, and HUSTLE to position. :

6. Whip make left or right alignment call.
7. Mike will set defense with Right or Left call to run gtrengch.

8. Free Safety will declare pagssing strength with Rip or Liz call.

C. Important:

1. Get in and out of the huddle as fast as possible. This is
necessary to get defensive call from bench. Get out quickly to
get necessary adjustments and additional calls.

2. There will be no talking in the huddle by anyone, except our
call Backer, unless a time out has been called.

3. If you do not hear the call, say nCHECK". The call will be
repeated.

4. When offensive center puts his hands omn the ball, be in vour
defensive stance.
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OTTEASTVE DLOGLS

-~

A. LiHE Ap LINERACKERS |
i) DRivE #LOCR- MaB Bieck,
straight oa.

6) TRAP BLOCK-

11) GUT BLOEE= Guard fir
tackla bahind.

oy

S Q |
A A
)
2) REACH BLOCK- Man Block, 7) INFLUESCE TRAP- Offensive 12) TAB BLOCK- Tackle fi
e lineman shows pass oOr guard behind.

blocking in.

i

blocks cut.

Sod

A

£
1

A

3) HIGH WALL -_ Man
block, Blocking out.

@OFﬁ

8) ZONE BLOCK- Man Block,
offensive man steps for
position.

3 Q»EP

(D) A

13) TOM BLOCK-

- -.
AE;
B

4) DOUBLE TEAM- 2 om 1

e~ il
A

9) DROP BACK-

od
A

14) SWITCH- Center first
guard behind.

FL

D

S) SCRAMBLE OR CUT BLOCK-
Man Block, low around

the knees.

GO?
A

10) CUTOFY BLOCK-

1S) "G" KICK OUT-

= d}s\
| A
.(
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\We also censider the relationsiup of defender to blocker ang =:
camer an essannal flungamental 1o teacn.- Itis cnucal for the
cafgncer. :0 nave (e understanding ang awareness to maxe
proper judgemant that will effect the succass of the other
defencers pursuing to the ball.

4 Positions in relationship to the blocker and the bail

1.

Even: - Stay square, don't pick a side
- Make the ball change dirscuon
- allow pursuit to gain ground
It you pick a side. the bail carrier will go oppasite:
' - detender gets walled off

creates a4 seam
- dafenders wil have to change their ang!e

in pursuit ar over run the ball.

Aenind: - give ground to get shouldsr squars: don:
undemeath blocker
- ¢ross faces _
- hold the gain to a minimum {

Ahesd (this needs the maost repstitior
- reducs the angle between you and the ©
- technique utilized will vary depending uc
defensive position (LINE, LB8., 0.B.)
- do not want to create vertical or hoNZont:
separation from pursuit wnicn creates a
saam.

@dbt

lngide: - stay square, don't pick a side

- allow pursuit to gain ground

- if you pénetrate to the pall, “run to the gC
line®

- ball crossas your facs, cross face the bic
loging ground it you have to.

Shoulders square '
8end in knees
Pad under pad

Proper arm and leg lree
Good base

Utilize a sernes of drilis to improve concantranad.
awareness and proper judgement



1) 180= Bick on LB.

9/ ARC= Hear Dack blecks maa
‘Tesponsible for pited.

c g

2) BLAST- Two backs on LB.

S

A
o

Q)

7) BASE BLOCK OPTION-

-2

>

A7

3) LEAD- Back leading thru
Hole.

. ;
L O -
O O O
O

8) VEER BLOCK OPTION
O3

P

F I
D

4) POWER-

N

o000

9) ZOWE BLOCE OPTIOH-

5) LOAD- Hear back blocks
man responsible for QB om
option.
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10) G-VEER BLOCK—OPTIOH-
O—

)
D
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17) "G™ PULL-~
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22) FILL BLOCK- Back fills
for linewman.

=%

27) DOWN ARD AROUND-

S

¥ A Y

18) FAN BLOCE~

°q
AR

23) T BLOCK- Tackle pull and
lead. Slide Pull

SHRO¥S
A

28) CUTOFF-{BACKSIDE
(WIDE ZORE)

eaj;ifc

(

19) KICX OUT- Block out,
rum inside.

S O QO
A

24) CRACK-

~ 29) CUTOFY-(BACKSIDE
(Tight Zone;Pbwe

%
Lo

20) SLAM RELEASE-TE block
and relessa.

eco
R

25) caip




STALE= Blecker stays sa feat and pasi lsa blocks dafesder.

2
= R & T’
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CHOP BLOCE- Low, body block throwm at defender.
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4 g e j

B

AN - Block out, rum inside.

O
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CRACE-

o
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THE FOLLOWING FUNDAMENTALS ARE EMPHASIZED DA™ " 1 A TEACHING

PROGRESSION.

STANCE: Every drill begins with the proper stance stressing that the knees be bent (wrists below
the knee caps) creating a low center of gravitity for efficient movement. The weight
evenly distributed on the balls of the feet for balance and the shoulders over the toes.

1st 2 STEPS: Using a 6" directional step puts the player in the proper direction towards his
: area of responsibility with good body control and balance.

Use a series of pursuit - agility - footwork drills to improve the quickness
and body control to change direction at the various angles towards the
L.0O.S. or away from the L.O.S. when pursuing the ball.

4 areas are stressed, taught and tied together

1. Stopping; do it the quickest way by shortening the stride,
decrease arm movement, drop the center of gravity.

2. Break down: bend the knees, shoulders square, pads over the toes
with a good base. This creates the leverage necessary to make a
tackle, unload on a blocker, or change direction.

3, Change of direction: break down and control the center gravity
by dropping the hips.

d aw : creates proper

leverage on the ball carrier.

TACKLING: Two basic factors of tackling are desjre and timing. Desire can be motivated.
but timing must be taught by placing emphasis on the proper angles (cutting
them down) leverage and extension. When motivating the players to become
better tacklers we challenge their timing (performance) not their courage (the
performance).

The fundamentals we stress to defeat a block are: taking the

proper angle to the P.O.A., having leverage on the blocker.,
the extension into the blocker (timing) and the neutralization

and separation from the blocker.



Wae alsg ccnsider the retationship of defender to blocker and Ca:
carner an essentiai funaamental to teacn.- it is cnucal for the
cafencsr. ‘0 nave the understancing ang awaraness to maxe 7
proper judgemaent that wiil eftect the succass of the other.
detenasrs pursuing 1o the bail.

W&Wﬂﬂ&w

1. Eyen: - Stay square, don't pick a side
- Make the ball change direction
- allow pursuit to gain ground

\ i you pick a side, the bail cammer will go oppasite:
'Y - defender gets walled oft
- creates a Jeam
. defancers will have to changa their angies
- inpursuit or over run the ball.
geu 2 Bemlads  -give ground to get shoulder square; don:
v _ undemeath blocker
< - cross faces .
& - hoid the gain to a minimum {
3. Ahead {this needs the maost repetitions)
- reducs the angle between you and the ta
BAL— - technique utilized will vary depending ucc
defensive position (LINE. LB., 0.B.)
© -~ . do not want to create vertical or honzontal
X separation from pursuit wnicn creates a
saam.
4. Ingide: - stay square, dont pick a sid8
. . - allow pursuit to gain ground
ddit = - it you penetrate to the dall, “run 10 th@ gC:
o line* 7
s . ball crosses your face, crass face the dicc
losing ground if you have to.
Shoulders square
8end in knees
Pad under pad
Proper arm and leq free
Good base
playing the Baili Utiliza a senes of drills to improve concantragor.

awareanass and proper judgement.



S SuULPORT PATTERN

PURPQSE

We have an organized run support pattern to enable us to defend running
plays and run passes. To play great run defense the secondary must
provide aggressive hard hitting support vs off tackle and end runs acd
contain inside runs to hold them to minimum gains.

The goal of a great secondary is to prevent long TD runs or passes. A
good defensive secondary should never allow a long 7D rum, since the

only ingredients needed to stop a long run are: proper rotation, "good
tackling® and "hustle",

FORCE

Free Safety will make strength and force calls. Corner will be
responsible for making remainder of force calls to the Whip Linebacker.
All Defensive Backs will communicate force calls.

1. Sky - Rover Force

2. Cloud - Corner Force.

3., Eagy - Outside Linebacker Force.

4 Read - Defensive Back - Outside Linebacker Force determined by

the release of the T.E.

1. Primary Force - Applies to the defensive back who is responsible for
forcing the play at the flank. After getting your read, attack the
lead blocker conatricting the running lane. You must be lower than
the blocker. Play with a good base and shoulders square. Drive
your inside shoulder and forearm through the lead blocker. Do not
permit the lead blocker to turm his shoulders upfield. If you force
the ball inside of you or you force it to bounce deep, then you have
done your job. On option take the pitch man.

2. Secondary force - Applies to the defensive back who will play his
area of pass responsibility until the threat of pass is gone. If
the ball gets cutside of our primary force man, you must now
contain. Back peddle to your area of responsibility until the threat
of pass is gone. The threat of pass is gone when the ball carrier
crosses the line of scrimmage or the receiver that can threaten your
zone blocks. Once the threat of the pass is gone, attack the ball
outside in. You must always keep the ball inside of you.

3. Cutback - Applies to theé pursuit angle, the Rover will take on Flow
Away. On the snap as you read Flow Away, begin to walk out checking
for reverse or counter coming back to you. Once you check for
reverse, take an inside out pursuit angle to the ball to eliminate
the cutback.
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When the offense arrives at the L.0.5.

1. ¥HIP: Declarz yourself with a "Whip Rt' oc Whip LE.™ cali.
HASH - To boumdary
MIDDLE ~ Away from passing strength

2. FREE: Declare (and align) passing strength of the formation
with a "Rip or Liz"™ call. Give support call to Rover or Whip.

3. MIXE: Off set tackle and nose on off. guards to rmm strength with a
"Right-Right? or "Left-Left™ call. Align away passing stremngth.

4. ROVER: HASH - Align big field
MIDDLE - Align to passing strength
5. BACKER: Align to passing strength. Adjust to displaced back
in ace formation. (#3 strong, #2 veak)
6. CORNERS: Align left and right . Corner away from Rip/Liz give support call to Rover
or Whip. g

7. TACKLE/NOSE: Off set om off. guard to call side.

8. STUD/EMD: Align im wide 5 to 2 man surface. Align in 7-Tech to 3 man surface.
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"G" Vi. Twins Open

ALIGN TECHNIQUE CALLS
S Wide - 5 Rormal Right
T 2-Tech Hormal "Hawk"
B A-Split 10 Declare Run Str
N 3-Tech Normal To Rip/Liz Call
¥4 C-split k|
E Wide-5 Normal
W 8-Tech Hormal

Ea nEg" tem)

ALIGN TECHENIQUE CALLS
s Wide-5 Hormal Left
T 3-Tech Kormal Declare Rum
B C-Split k) Strength Away
N 2-Tech Normal From Rip Liz c:
b | A-Split 10
E Wide-5 Hormal
W B-Tech Hormal

2
o



"g* v Tlo ac (Siagla Gideh)

Allan tachnic:a _ Calls

s 7 shade Inside Left

T 3 shadae ‘Hormal Wwhip "Bump"

B c- Split 91

N 2- Shade Normal

M A= Split/Stack ) |

E 7 Shade Normal

W D- Stack Declare rum strength

to Rip/Liz call.

"Hawk® "l. flanhx

Allan Technique Calls
§:; 7-Shade Normal

T  2- ‘Shade Normal ELght
M C- split 3

N 31 Shiade Normal

8 A~ split 10

E 7 Shade Normal

W

" 8-Tach Bormal



SPARK BiRCH

Lod to J-tisn Bad o 2-Haa [yon
Surface Spark - Suefica Pach
inside. Otilize Inside.

(Vs. pass execut

FebenaTin. ?Ooeoéx

(Vs. pass execute Tom Stunt)

Tom Stumt)

ST0D EVIL

STUD EED i

Spark = 3 man surf. O SoE) sl aan g
Pisich = 2 man surf. Binch 5 % uan =m

elelei=lelele
Seu o

3-Tech Spark
Ingide.
SHADE LOOP
Nose or tackle
away from Rt/Lt
O call align on

center (3 tech)

OO, Sses
"[' "'r\\J <EE/, pinch. )

ECEO Vs. TWIAS

O 2/3 Shade
AHASO E ST
C% 6 ‘O %hu's pinct
-1_— F\J v

Linebacker calls to control off. line splits. j
"UTDER" - 2 man surfacs. 50 sida (2-shadé) call for end to Pinch vs. Blg G-T Split.

“$AKR IT® - 3 man surfice reduction (3-shade) for end to Spark ve. Big TE-T Split.

"fig® - Call to 3-Tech to Spark Indide va. Big C-G Split.
mpgYeHO - Pinch and Tag Techniques



1. "TIM® - DL Twist between Defensive End and Defensive Tackle.
Rules: j
1. Ran to 3 man surfacs (DT = penetrator, DE = work off DT's hip
upfleld.
2. Vs. Run Cmaha (p%ay normal G defensa).

O
S

2. "Tim Change"
Rules:
1. Tim run to 3 man surface.
7. Tom ran to 2 man surface.
3. Vs. Run Omaha play normal G defense.

m O ToM " pim O ToM
OO0 O0O®OO QOO0 0
< T [ c 5 T N <

Rules:
1. Ran to 2 man surface.
2. 3 man surfacs rush normal G defanse.
3. Vs. Run Omaha p%:y normal G defense.
: ]

O
QO

Rules:
1. Run to 2 man surface
5. v&. 3 man surface will have option to check to "Tim" Stunt.
(Note: the changé of stunt (twist) communication will be made
by the defensive énd.) :
3, Vvs. Run Omaha and play normal G defense.

Tom O Torm . Tan O Tom
QO® OO OQO®OO
s T N € s T N
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-4 & Wide 9 Read 0G/OT Blocks
QT/0G Fan - Run Twist '

-OT Base 4I come off Inside
wide Stay Outside.
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-Wide 9 - Fake a Fan Twist- Stay Outside

_41 - Obstruct the OT from Fan Blocking
Wide 9
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_3 Shade - Earhole cente

-2 shade - Grab & Go, cO

r & penetrate -
me off penetrato
tail (tight)
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tight scrape off 2
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-2 shade - penetrat
-3 shade - LooOper,



B G = split ' : Norma ' -

§ 2 = Shade Norm: "Cloud”
g8« Split Hor i -—__ S154 i
E Wide-5 - Bovsr-Ga
W 8 - Tech Hormal

R 8 - Tech D-Crash

- R

O
7O eLo O
-

"Cloud"
Hml‘
"UP-G" THUNDER VS. WIDE SLOT (To Passing Streangth)
ALIGN TECHNIQUE CALLS
S Wide - 5 : Pinch | Right
T 2 - Shade Normal
2 -1.'1-1 m
f} Walk D-Crash '01:;3'
& 3 - Shade T‘! ™ ™
H A - split Kormal }“’,mm .
4 7 - Shade Hormal '
4 Bump Rormal



UBG PLUG C=2 (To Passing Strength)

ALIGH TECHNIQUE CALL3
g 7-Shade _ Nomal/QB /Spark Away Liz
T 3-Shade _Tag - " Lucky®
g C-Split B-Gap Plug :
¥ 2-Shade Nommal
M B-Split Nommal
E Wide-5 Nommal
W 8-Tech Nomnal
20
s/ T° N & W
UP-G PLUG C-2 v WIDE SLOT
ALIGN TECHNIQUE CALLS
g Wide-5 a8 LIZ
T 2-51@9 ml LIFT) ®
3 C-Split B-Gap Plug g
y 3-Shade Tag b
y A-Split Normal
! ehads s
w Normal

D-Stack




VEAR LIGHTHT ./6=yRER

(Awny“ from cascing strength)

ALIGH . TECHNIQUE CALLS
§ 7 - Shade Normal Lafe
T 3= Shm.!e Tag )
3 C - Split Normal “"Ringo"
N 2 - Shade Hands
M B - Split Normal
E Wide - § Pinch
H 8 - Tech D~Crash
OO ;ﬁzﬁ& O
L1z
WEAK LIGHTNING /6-TREE :
(Away from passing strength)
ALIGY TECHNIQUE CALLS
S Wide - 5 Pinch Left. Right
BC - sSplit Normal "Ringo” to "Lu
N 3 - Shdde Tag
1B - split Normal "Liz to Rip”
E 7 - Shade Kormml
W8 - Tech Normal
R 8 - Tech D=Crash

"Rip~



ALIGY
———

7- Shade
3- Shade
c- Split
2- Shade
B- Split
Wide - 5
8- Tech
8- Tech
Free f2 Pass Stg.

wm oI L L e W

 Silver/C=6

TECHN1QUE
/| Toa
tTag/Hands
Normal [/ Flow
Bands

Normal / Flood
Pinch

D-Crash
D—Crash

2

O
SIS
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"Shoot™

cn
d
—
el
wm

:

2

1

O

ALLGY
S 7-Shade
T 3- Shade
g C- Split
gy 2- Shade
¥ B-Split
E Wide - 5
. W B~ Tech
R 8- Tech

Pree #2 Pass Stg.

-

B

umd,.n

Bronze/C-§

TECHNIQUE

Spark Away / Flare

T

5{55 Flow
FHormal

Bormal / Floed
Normal / Flare
C-Blit=z
C-Blitz

3

O

BOTE: Vs. Option/Draw

Y eSS C 0

SB T° N

M

w/¥Wide Call

CALLS

Left

Wk Bronze 6 Fr
Bronze away fr
passing stren
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W
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Free #2 Side of Dog

ALIGH

7 - Shade
3 - Shade
C-Split
2 - Shade
B-Split
Wide - 5
8 - Tech
8 - Tech

1

O

HNTQUE

]
-c

2ach / Tom

Lag/Hands /Cop

Scrape Rush
Bormal

Aeomal / Flow

formal

Crash / Flair
Crash / Flair

3

CALL

Laft
"Lucky™

"Rover-Go™

"Whip gi
" under calli”

#2 in Slot Whip
has #2 M/M

MoK o L

Frea #2 Sida of Dog

ALIGY

7 - Shade
3 - Shade
C-Split

2 - Shade
B-Split
Wide - 5
8 - Tech
8 - Tech

1

O

-

QO

RS
o

"LIZ™

3l

TECHNIQUE

Rormal
Tag

Hormal / Flow

Hands
Scrape Rush

Pioeh .
Crash / Flair

Bormal / #2

O
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I N

.
M BN

WHIP - DOC  (STAY CALL VS. STREMGTH CHAHGE)

CALLS
Left
"Ringo"
"¥hip Go"



ALl
7-§had

C-Split
2-Shade
B-3plit
Wide-5
8-Tech
8-Tech

N rE X oo -8 am

Pinch et

TECHNIQUE

Tag/Hands iis
'

Normmal /Hands

Scrape

Pinch

Crash

RED DOG C-6

ALIGW TECHNIQUE CALLS
g ;:Shﬂdﬂ Normal/Spy/QB Iijzft
s C-Split E?S "B" Gap
y B-Split Dog "B" Gap NOTE:

wWide-5
E 8 _teach Normal /Spy /OB Can also
W = Crash Black Dog
R 8-Tech Crash
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-2 map twist
-Twist to 2 m.s.
-3° penetrator

0" Looper 2 miS. (tight)

-3 man twist

-Twist to 2 m.s.

-1" 2 m.,s., same as nose

-0" penetrate to 3 m.s.

-3" 3 m.s. loop to 2 m,s, B-Gap(t

Cex -

QO l
SO T
-2 man twist
-Twist to 3 m.s.

-3" 3 m.s. penetrator

00
E W

r«J-’J

-0° Looper 3 m.s. (tight)

Big Tex

00 OO O
sg T NE W

-3 man¢Z -wist

-Twist! .0 3 m.s.

-31" 3 m.s. same as Tex

-0" penetrate to 2 m.s.

-3" 2’m.8. loop to 3 m.s. B-Gap (

Tim
4

O

QO OL

J

SDTNE N

-2 man twist
-Twigst to 2 m.8.

-5* gcrape tight off

hip to A-Gap

#Ccan Combo Tim with & Tex (Tex - Tim)

o psRgm
e "g(r,': g

-3* Blow B-Gap working upﬁield ahoulder"QB

| Nasty

/o T N°E.

’%-2 man surface
-20 or 11 personnel

Twist

&
IO O

SO TN

2w

-Nose or TEX to passing strength

Steal

. snash - 20 Perscnnel; 2 MS Strong

ocootlow
S O F =

-3 Man Twist -5 pinch
-Twist to 2 MS -0" Loope 2
-3" Spark




Free #3 Passing Str.
(May Combo)

O

(@

TECHNTQUE
Spark Away/QB Opticn

Normal
Dog "A" Gap
Spark / Outside

Dog "A™ Gap
Normal / QB Option
Hormal / Flood

Or .
g o
£ =2

N
\Y4

CALLS
Left

ALIGH

EE

w0
AW~
[ I I
0
B h O

pli

]

M 3 - Splic

E Wide - S

W Walk

Frée #3 Passing Str.
(Miy Cosbo)

1

* K

Gold/C-6

' TECHNIQUE

Spark Away/QB Option
Tag ;

Dog "B" Gap

Hormal

Dog "B® Gap

Normal / OB Option
FRormal / Flood

CALLS
Left




LrmE=0

LML 22

10

UP - G Shadr
R TECHNTOUE -
/-Shade Normal Liz
3-Shade Normal Left
C-split 91
0-Shade Normal
B-Split 31
Wide 5 Narmal
8-Tech
. T Wy e
B M
UP - G Shade Loop
ALIGHN TECHNIQUE CALLS
7-Shade Nommal iy -
3-Shade Noomal Left
C-Split 91 i
0-Shade Tag
B-Split Scrape
Wide-5 Pinch
8-Tech

O O

S_ TN



: TEGANIQUE CALLS
s 7-Shade Spark Awey /G |
T 3-Shade -
B C-Split Dog Far B-o2p
N 0-Shade Attack/Loop
- B-Split ~ A-Gap Plug
Wide 5 Nommal /OB
W B8-Tech

Free #3 Passing Strength
(May Canbo)

O

"ALIGH TECHNIQUE CALLS

LM ZoH .
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(To passing :trength)
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COACHING POINTS:

1. Rover/Whip Go V3. 3-man surface (Tight End). 3. Omaha Vs. Trips v/ Sink
Backer Go Vs. 2-man surface (Wide Slot).

2. ¥s. 20/30 Parsounel only. (Hash Call)
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AG. . THENTS
Js. Trips/Trey 4: :
a5 > 1
1. Rover calls 20 i _ 29
“"Backer-Go” f 3 » (
A N ©)
2. Backer L C? Q Fa
Replaces / O ; :e L D) : ; .-
; W 30 2 E ! . - 19
3. Rover #2 o/m i M - , - :
4. Free #3 n/a C & = y C'
Whip Réduced - 3 N
By #2 Wide i ok -
: 209 - 2 - 20
1. Whip calls 4 4 i : _
N R N
2. Mike [ . i
replaces ' Al 'r' VN E R: -!
3 ' 30 - B : - 30
3. Whip #2 n/m . - ; =
C ) F«
___ Augmr cHECx - O :
#2 WIDE TO " BEY 2 .
RIP / LIZ Call ” i =
1. Ro 11 ke P g 2
. Rover calls ‘ ‘O 2
"Backer-Go" Cl) / > g : oﬁ - Q Ol
e NS TN BB o ¥
‘:! - Ll - :
C - "Shoot" -
& F"Safety" 2
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Left
"pip - Rip"
"Whip LT"

Rover calls
"Backer - Go"

n

—l

CALLS
Right

"Rip -Rip"
Whip LT

Whip calls
Backer - Go.

CALLS

Right
"Rip - Rip"

Whip LT

29

O

30 . ! 19
]
Rover calls ;- A ;
"Backer - Go” v i C
Whip calls F -
Backar - Go. =
23 - otk

5 -
Q
\I
\ =
W T
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“6* ¥8. B 7 v/ HUSKET (UB<G C-2)

| CALLS

Left
"pip - Rip"”
"Whip LI"

v sink

20

0
0
—0
OO0
Z 0
O

u
0

e

&=

38

Right
"Rip - Rip"
"Waip LI

y/ Wide
v Sink

3]
o

O

w

[®]

2
o

CALLS

Right
"Rip - Rip"©
"Whip Li"

Vv~ Sink

llillllllll!Z_IOllllllilllll

OO
- 0
O
O

m

—4 0
@

s

B E

8]
(%]

>

(SR U TR S R R N N N RN | [ T T B O Y RN S | (I S [ R N DR RN SN (I O O I B I | 'Dl [ R D DR B | [ I | LI | [ O T TR A | [ |
L
a




o) |
[TUFE) MOVE, LOOSE, BLOOD. SMOKE, 7 AE.C. MAY DAY
SHADE, PITCH B.T.F.
d
| il
- ZONE MAN/ZONE MAN/PRESSURE
6 X
u.C-O 6-Free Backer 6Y RamC-6
6-Free Robber Bronco 6Y Bam6Y
_ C+4 Bliz 6Y -
. =ZONE C4z Crash 6A
=-PRESSURE C-4 Rat/Star Mike 6A
Mike C-O Plug 6-Free Spy Bash C-6
Whip C-O Mike 6-Free Spy Fox C-6
Strong 6Y
[
FORMATION “
ADJUSTMENTS FRONT ADIUSTMENTSJ
05 X Nose (2MS)
Opposite Nose Change (2MS)
- Big Nose (2MS5)
Vi, Empty Gun v”  Black = Mike 6A Tim (2MS)
Twist (Passing Strength)
Vs, Empty v Bear = Tuff C-O Tex (3MS)
& ' Big Tex
6 Free Robber v/ Combo Vs. S.W. Nasty
= . Steal (2ZMS)
C.0.Vs. Detroit Backer v Curl W/Whip Smash (2MS Strong)
vs. Unbalanced v/ Husky

EREE SAFETY TUFF DOG COVERAGE RULES

rd

6-Y_(Backer, Bronco) Replacing backer In covernge.

~'TE M/M (3MS), No TE (2MS) #3 To Passing Strength.

6-A%(Crash, Mike): Replacing Mike in Coverage
* Vs. Double Width #2 (Away Pass Str) M/M
Vs. Single Width #3 M/M
Vs. Ace Remaininig Back M/M
-6 PASSING STRENGTH
3MS to Field, TE M/M (6Y)
_2MS to Field, #3 M/M (6A)

£31
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\hea off arrives at tha L.0.8.

COACHIEG POINTS:

l. Adjusting Backer Vs,

2. Hote can substitute

Back Hotiom = Goune CallL.
Def. Tackle for Def. End.

1. TFRER: Declare passiag scrength of th: formatiom with a "Rip® or "Liz™ calil.
with Ace, have safety support strong and weak.
2. WHIP: D-ec}ar.l yourself away from passing strength with a "Whip RT." or
"Whip LI." call, or declare into boundary.
: ; L ¥
3. BACEKER: Align to tight end (7-Shade). Ho tight end align to passing strength.
Adjust to displaced back in Ace Formation (#3 Strong/#2 Weak).
b, MIKE: Align opposite backer.
S. ROVER: Align to Rip/Liz call. Vs. Tight End (Pro) align as a C-Split linebacker’
You are tha Adjusting Backer : /
6. BOURDARY CORNER: Align away from Rip/Liz call.® Vs. TE (Twins) align as C-Split
linebacker. You are the Adjusting Backer
7. STROWG COBNER: Align to the Rip/Liz call.
EHD: Travels with whip to play 3-shade om off. guard.
STUD: Aligns opposite whip to play 9 or 5 shade.
TACKLE/ROSE: Play 0 Shade away from whip play 3 Shade.
ALLIGN SPLIT PRO - CALLS
s Wida 9 ’
T 3 Shada 20 - @ o
B 7 Shade T - : O WHIP LT.
¥ O Shada ; : r
HgSplit & /12@0600:0 .
£ 3 Shada : s F :
W Widé S !0 ENT : B S /
R C split : M R !
.m o f - "Shoot® »Shoot™ :
M fusting BcC . 5C
sckae : F‘
ALIGY I TWIES - ) CALLS
s Wida -5 T - . s
T 3 sShade U . WHIP LY
B 7 Shide _— o L
3 0 i . 43 i : O I‘. Q
¥ C split ¢ NoX bEoNe R@) ' O
E 3 shade 4 [r N NN -
W wida-9 ¢ L E s '
BC C Split 3- ,
*Bouad Cotmer o .BC i M -
Ad justing "Shoot "Shoot
e v N _



a1 v L 2 s~ UM
(v ]
wn
e
P‘
b=
e

20

30

i

WHIP LT.

S

20

30

3
<

Ilalllzll‘f\yllnlual
m

- @
ITIO T

le
£ Voo

CALLS
RIP
WHIP LT.

-

3=
| ol
-
(1]
%

[
5
-3

m-‘qm.“tﬂﬂ{n
amwlovwwng
[
11
+

1 Wimc OPEH

10

Illllllilg:
.

<

CALLS

TP
WHIP LT.

ML L e Wn
(=]
i ]

BC C Split

Bound. Cornmer

Ad justing
Biackir

CALLS

WHIP LT.

|
‘)




3 Shade
Wide 9 _
C Split 39
C split
Stromg Cormer
Ad justing
Backer
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ALIGN POW. I SPREAD

Wide 5

3 Shade
B Split
0 Shade
C Split )
3 Shade '
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§ Wide 5 _
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Vs. Ace, Backer is Adjuster te #3 to RIP/LIZ or #2 Away from RIP/LIZ.
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| o~ LIZ
2 ; 2 WHIP RT
L 29 O b E:') é-:)
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ALLGY TREY 'a
Wide 9
1 Shade
Bubble 7/7 Shade 20

0 Shade

|
Bubble 7/7 é’\ade
3 Shade 1 t“V
Wide 9
0-Stack 39
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ALIGN TRIPS | %
Wide 5

3 Shade
Bubble 7/7

0 Shade
A Split
3 Shade
Wide 9

Q
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Ad justar
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Wide S TREY TWIN3
3 Shade d
Valk #3
0 Shade 1 Q
Valk #2 O

S .9

ML wWn

Wide 5 !

ALIGN ENPYY

Vide S TRIPS TWINS
3 shidé
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Walk #2
3 shidae
tida S
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STUFY® Vs, BPTY v/ BEAR (TUPT C-0)

r/__‘_;;nr - —
R ESFTY ) ’
j _-ﬂui_de g ﬁ.l?g = - gi--3
+ 3 Shade o | ;- . RIP
3 Walk #3 o - p % VAIP LT
| st >~ =
y 7 Bu e ' )
: 3 Shade Lﬂo'o?'ﬁoo - <
% 9 Shade - 4 '\/1- = i 5 -
3cC : 3 : Se
5 | I 2
ALZSN EMPTY - - GALLS
S Wide 9 TRET ) £ RIP
T 3 Shade PRO - : WHIP LT.
2 Bubble 7 Q 24 - o -
4 0 Shade &
1 Bubble 7 D'ODBOOO‘S . <
3 Shade
4 wWide 9 v % e N T 3 i
30 -
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Alicn (MOVE) sechnlaig salla

W Wide 3 Hoemal .y ;5
a 7 Shad. ?“Tec_h LLZ = L1iZ
R c- splic Near Back :

£ 3 Shade Normal e

hi 0 Heads . Mormal

T 3 shade Normal

M Cc- Split Near Back

S 9 Shade Normal

CP: Whip plays 9 Shade or 5 Shade away from passing strsngth.
C?: Stud plays 9 Shade or S5 Shade to passing strangth.
© Kick down away from Whip in Move Tuff. '

O -

MOVE!1!
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TECHN1QUE eaLLs
Normal Liz
Hormal
7 - Tech Whip RT.
Hormal :
Near Back "pip - Rip"
Hormal
Hormal

_ Rear Back

-
e

AOVWNONLY

Braumksw-Aun

TOPY V3. FLANKER

TECHNIQUE CALLS

Rormal
Kormal
7 - Tech :
Bormal WhAp L
7 = Tech

Hormal

Normal

Hear Back

Fear Back

Liz
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TUFY aacTam  5-7
sad | TIZHNIOUE cates
5 9 - Shade Normal il
T 3 - Shade Normal Whip Rt
3 7 - Shade Spark Inside "Lucky"™
y .0 . Shade Spl!t
¥y C - Split Kear Back/Remaining Back
£ 3 - Shade Normal COVER 6-"T"
W Wida - S Normal FREE SAFRLY
R -C - Split Near Back ¥s. 1-TE=Y M/¥ (Pro/Tvins)

Vs. 2-TE=Y M/M to Rip/Liz{Flker

Q Vs. 0-TE=#3 Stroug M/M

Q
b;@@@f@@ O
& D T N B W

2 e \/

" Shoot"™

TUFY BACIER VS. TVIES OPEN (MO TIGHT END)

g - N L P AP

nSafety®

ALIGH TECHNIQUE CALLS
Widé - S Pinch Liz

3 Shade Tag whip Rt
.C Split D-Crash "Lacky"”
0 Shada Spark

C Split Hear lu;kll.minin; Back

3 Shade Hormal

wide - 5 Hormal

2 W/n Insidae
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TUFY CRASH (2 MAN SURFACE) &=A

ALTGY TEEUNTOUE CALLS
€ = Shade Normal Liz
- 3 - Shade Normal
3 7 - Shade 1 - Tech }H/H Whip RT
vy 0 - Shade Spark
4 D - Cheat D - Crash "Ringo"
£ 3 - Shade Spark
W Wide - § Pinch
. : COVER 6-"A"
R C - Split Near Back FREE SAFETY

' -¥s. 2-Backs Double Width=#2 wkM/!
O ] . 2-Backs Single Width=#J stgh.
. Vs. Ace=Remaining back M/M

ALIGH TECHANTIOUE CALLS
S 9 - Shade Normal Tiz
T 3 - Shade Normal
B 7 - Shade 7 — Tech /H/H Whip RT.
N 0 - Shade Normal/BRush A-Gap Away
4 D - Cheat D - Crash "Ringo"
E 3 - Shade Normal
W Wide - 5 Whip/Rush A-Gap
R C - Split Rear Back




TUFY HIEE ¢, 250

ALIOH : TIOANISUE CALLS

S 9 - Shade * Normal Tiz

T 3 - Shade Normal

3 7 - Shade 7 = Tech/M/H Whip RT

¥ Q0 - Shade Pull Spark

M B - Split ' Go Far A Gap SLicEy"

£ 3 - Shade ‘ NHormal

Y Wide - 5 Normal/Flare

R C - Split _ Near Back

F52 man surface Hear Back/Remaining Back

"Safety”®
TOFF FOX C-6
ALISH TECHNIOUE CatLs

5 9 - Shade Rarmal Liz
T 3 - Shade Bormal E
3 7 - Sbade 7 = Tech ;
N 0 - Stade Spark/Cop Whip RT.
b | Cc Spli: C‘r“h . nmp!
£ 3 - Shade Formal ..o :
W Wide - 5 ' Normal-SPy Near Back M/M
R C - Split : Rear Back
FS 6 yd. cheat 2 H.5. A - Gap

> OIS O
ST T N EO\\/}
c " ¥

¢

|



TUFY masm (pASS STRENCTH) C=6

e51

ALTON TIZuN:iClE c2llS

5 9 - Shade Normal Liz

= 3 - Shade Normal

3 7 - Tech Spark Inside. Whip BT
y Q- S‘badt Spaﬂ:

v c - Split Hear Back "Lucky"”
£ 3 - Shade Normal

W Wide - 5 Normal

"R C - sSplit Near Back COVER-6

FS 3 man surface TR FRER SAFEIY

C:::) Vs. 3 man surface to P/S Y H
: ¥s. 2 man surface PpfS #3° N
' r
O : O
HOOSOD
- SBITNEMW
i R "Shoot® M
Fir. "Shoot®
TUFT BASH (PASS STRENGTH) C-6
ALIGH TECHNIQUE CALZLS

s Wide - § “Pinch Liz

T 3 - Shide Tag

g 7 - Shade 7 - Teck H/H Whip BT
§y 0 - Shade Spark

M D - Chest D - Crash "Lucky”
£ 3 - Shade Bormal

w9 Shada Bormal

R C - Split Baar Back

FS 2 man suxface Bear Rack

-
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f nsafecy”
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TUFF BRONCO 6-T
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b ALTGY TECHNIQUE CALLS
5  9-Shade Hormal/Spy Rip
T 3-Shade Normal Whip Left
3 7-Shade Spark Inside Ringo
Y  Q0- Shade Spark
¥ C-split Hear Back
£ 3-Shade Hormal
i Wide-$§ Normal
B B-Split Bog Nemx A-Gap
{ M
| O | \~sp,~ O
‘ o LN T '
[}
* E 3
[}
{ ‘ ;
E M < 3
G : C
¥
—TUYF BROWCO 6-Y
ALIGN TECHNIQUE CALLS
§ Wide-5 Rormal/Spy te
T 3-Shade Hormal Fhip Left
B 7-5hade Spark Inside Lucky
¥ 0-Shade Spark "Money"
v B-8plit Dog Par A—Cap
£ 3-Shade Formal
a4 Bormal =

9-Shade

- Q

; @  wgpy
o OSSO O
B ENT S
Bc \Y%
Fs
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TUFE BLITZ Cab
AL1GH - TEGHNTAUE CALLS
' g 9-shade Nommal/Spy
r 3-Shade Normal *Liz"
g 7-Shade : 7-Tech ' : wWhip Rt
y 0-Shade Nommal
w C-Split Crash
g 3-Shade Nommal
y Wide-5 Nommal /Spy
R C-Split Dog Near A-G3p
F/S 6 Yard Cheat pog 2 MS A-Gap

o O

. /5@ O‘oo O
S B %E W

Wi

-

TUFF PLUG 6-FREE SpY

ALIGN TECHNIQUE CALLS
s 9-511338 m ILizl
7 3-shade Normal whip Rt
3 7-Shads 7-Tech

y 0-shade . Nommal

¥ C-Split Dog Near A-Gap

; 3-Shade Mo’

y Wide-5 Normal/Spy

R

. C-split Dog Mear A-Gap




ALIGY

TUFF STRONG C-6Y

—
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. TECUNIQUE CALLS
s 9-Shade Nomal Liz
T 3-Shade Normal Whip Rt
B 7-Shade Spark i
Lucky
¥ 0-Shade Spark
M '3' Shade 7-Tech
E 3J-Shade Spark Inside
W B-Shaie Nomal
TUFF LOOSE
ALIGYH TECH‘HIQUE CALI.S
S 9-Shade Normal
T 4-Shade Normal /Spark HInp/Rt
B 7-Shade 7-Tech
¥ O-Sha;'.e Normal
E Q-Shade Ncbmul/Spark
I'w g_m P "="‘%\‘jiifv.'_'—’,-'r.:-'."-'.t3m

)

-
' o
oooeooo
DT N

3
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___ TUFF SHADE

ALIGN _ TECHNIQUE CALLS
hade Nommal Liz

4-Shade Nommal/Spark whip/Rt

., 7-Shade 7-Tech oy

| 0-Shade Strong Nommal

[ C-Split Nommal

: 3-Shade Nommal

1 Wide 5 Normal

O O

OOOOGOO O
S BT N E W
KN M

" TUFF PITCH

ALIGN. IEEHQIQUE CALLS
S 9-sShade Jet/Pitch—Contain Liz
T 3-shade Normal whip/Rt
B 7-Shade 7-Tech
N 0-Shade Normal
M c-Split Normal/Ball
E 3-shade Normal '
W wide-5 Jet/Pitch-Contain



-
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loleo Slelolely
S T[N

M

f‘ALLS
Liz
Whip/Rt
Lucky

EDV\\

NOTE: Use with
"'—'Mf m C-Hn"w

2 MS5: - Ram 6
3 ¥S - Ban 6Y

AL IGH
Wide-9
3-Sha:’_-e
7 —Shad

A-Split
3-Shade
Wide-5

TUFF BAM C-6Y

TECHNIQUE
. Nommal/Spy

S
Scrape Rush
Normal

Plug Near A-Gap
Normal

Noxmal /Spy

z (0.0
.
0

CALLS

Liz
Whip/Rt
Lucky



g2 (2 man surface) |

O
Jeyn
S0 T NE W

) man twist
"wist to 2 m.sS.
1" penetrator

J* Looper Z M.S.

(tight)

-3 man twist
-Twist to 2 m.S.
-3" 2 m.s. same as NOSe

-0" penetrate to J Mm.S.
-3" 3 m.s. loop to 72 MySa

458

B-Gap(tight

ex

Q0O
s B T

-2 man twist

-Twist to 3 m.S.

-3" 3 m.s. penetrator

-0" Looper 3 M.S. (tight)

Big Tex
3.4 3

Q0O 1A O
S @ ] el ek

-3 man twist

. -Twist to 3 m.s.

-3" 3 m.s. same as Tex
-0" penetrate to 2 M.Se.
-3" 2 m.s. loop to 3 MaSe

N

B-Gap( tight

0. |

O

JOX INLC
SO TNE W

-2 man twist
-Twist to 2 m.S.

-3" Blow B-Gap working upfield'shouldef QB

-5* scrape tight off hip to A-Gap
#Can Combo Tim with a Tex (Tex - Tim)

| nasty

acle

4 g T NTE

-2 man surface
-20 or 11 personnel

Twist

Q
oo o000
B TN E VW

to passing strength

-Nose OT TEX

Steal
Snash - 20 Personnel; 2 M5 StTong




"TURT® - PEADTER AND FROT o) IGRMENT RULES

= GOVER 0
1 e — S
When off arrives at the L.0.S.
P
1. FMREX: Declare pPassing siremgihh of the formatiom wita & "Rip” or "Liz™ -all.
2. WHEIP: Declare yourself sway from passing strength with a "Whip RT. or
"Whip LT." call. :
3. BACKER: Align to Tight End (7-Shade). No tight end aligned to passing strength
Adjust to displaced back in Ace formation.
(#3 strong/#2 Weak).
4. MIKE: Align opposite backer.
5. ROVER: Align to Rip/Liz call. Vs. Tight End (Pro) align as a C-Split linebacker
You are the Adjusting Backer to the displaced back.
6. BOUNDARY CORNER: Align away from Rip/Lixz call. Vs. TE (Twins) align as C-Split
linebackar.
7. STROBC CORNER: Align to the Rip/Liz call. i
1
EHD: Travels with whip to play 3-shade om off. guard.
STUD: Aligns opposite vhip to play 9 or 5 shade.
TACYLE/WOSE: Play 0 Shade. Away from whip play 3-shade.
[
ALLGY SPLIT PRO | " ) CALLS
5 Wide 9 .
T 3 Shade WHIP LT
3 7 Shade 3
N 0 Shade
M C Split
£ 3 Shade
W Wide 5
R C Split
Ad fusting c - S5C
Backer 1/3 1/3
ALISY I _TWIES 3 O : CALLS
S Wide 9 = O = RIP
T 3 Shade - _ VEIP LT
3 7 shade =1 - - D
N 0 Shide . o 5 o
4 ¢ splie @ NON PN o %
£ 3 shade "Easy® -
% Wide S BRI T N E

(4 c split

Ad justing
Backér

ﬂsty'

Cc/¥

(3]
-
g
2]
L
(9]
=3
-,
et
[} [ | 1 ! i i
)

.
-~ )
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Twmm| i
TRE: AL ) : i
wide 9 ' ; ) LIZ

5 . )
T 3 Shade Hall % - o WHIP RT
3 Bubbl; 177 %bade O - O 5
] i -
: O ble 7/7 shade CcO0S PO iy
z 3 Shade S L T N E A
uw  Wide 9 3:5‘100('. B o M \
R 0 Stack R : B
clr - \ .
- - - (3C /3
S5Cu - a/c F s a/c - £
T ALISY DETROLT B ) i CALLE
3 =, % - Al
3 @ - i
: Walk #2 o O 3 o Easy O et
Y 6 ™ 008900 - -
E 3 Sh‘d. . S_ T N E V\\ -
v Wide 9 iy -
:i/l_l : /M \ g
C/E :n]c ) BC”’
SCu/3 i £ 13 we - _
; : ' CALLS
ALLGN TREY OPEH | - i T 3
- “?5;13 | B 5 WHIP LT
3 a ; _ ; 3
'ﬁ Bubble 7/7 shade s B o LY &)
0 Shade i
% A split of M HLEROOD . W™
E /‘w S ENT | -
¥ Wide 10 - T
- M K 5
c/y
- e
: / \nlép\ SO U
BC s -a/c F s =
ALIGYH TRIPS OPEN : & - c::;'_s
s wWida 9 g . - R
T 3 shide = | - WHIP LT
3 Halskh.‘::': =0 . s oy
3 1 gt 6 ™ 50830 " O
E 3 Shll‘ll 1:'1‘! = E N T % _
W wWida $ / g \ 'D -
l Q3C s - Hic £ 3 g/c - cre QC U




ALLZH PO¥. I TIGHT |
Wide 9 T ——

- O
3 Shade I ‘ - O
>

7 shade 25

0 Shade %
i e PO 0SIClo
Wide 9
C Split -

C Split Egc:
Strong Cormer ' _
Adjusging Flat F: Curl "Cloud”™

Backer 1

Btk twan

£
o)
g
m
>
—4
J
R

ALLSN POW. I srmn]

Wida S

3 Shade
B Splite
0 shade
C Split il

3 Shade
Wide S
ia

Rover c/F
Ad justing
Backar

- ALIGN DALIJs!
s Hida S
3 Shade
Bubble 7 /7 Shade

0 Shade O 29 gagy
B Split O
3 Shade

Wide 9 V 4

LF]}

CaLl

RIP
WHIP LT.
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[ T T [ D T TR R R B O N R |
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SC 13
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CALLS

RIP
WHIP LT.
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ALLGY DOLPETE

Wida S
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Va. Ace Backar is Adjuster to #3 to RIP/LIZ or #21 Away from RIP/LIZ.

(C /3

=

S

L
=4
Q

——
| I T I |

=1
-
(™ ]
=
T,
¥




LU L

| $THONG TWENG 0PN

(

27

R

1

1 [ ] § t 1]
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RIE

WHIP LT.
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Wide 5
2 C Split
*Rover
quuating
Rickéz

aillllll'lpmizll
O

O

R R L N L

<m

‘fna
0§

ALIGN
wide 9
3 Shade
7 Shade
0 Stide
¢ Splic
3 Shade
Wida S
BC € Split

n’._i..r- .l._ cﬂ r

EV U I S TR WY

Adjuscing
Adatir

q/ Huskey

CALLS

RIP
WHIP LT.




= TREY
. Wide 9
3 Shade

Bubble 7/7 e P
0 Shade

Bubble 7/7 Shade Basy O
3 Shade

: O
: Wide 9 : Y qQ
BC 0-Stack / Vi 3
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ALLGYN TRIPS
s Wide S :
T 3 Shade
3 Bubble 7/7 29
N0 Shade h!’
M A- Split
E 3 Shade i /
W Wide 9 W

w 7 B

c/r 1/

0
0
e
ys
O

Bound . Cormer
Ad juster
Backer

' T T T T D DO B B S
1

ALIGN EMPTY
Wide S TREY
: ik i'
Wa 3
0 Shade 20Q
Valk #2 ) ' _DLQ/
3 Shade ] Y

Wide 5

bl I R ]

Black (Tuff ﬁike

ALIGY ROTY

Wida S THiPS TWiNd

3 mﬁm"
y 3 -y

g‘SI : 1 . AGO'

Walk #2 O 1’

3 Shade ’
wide S !

bl LT SRS G RPN
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_GOMLLINE DETTASE
BLOOD *10=10° .

i ALIGY - TECHNIQUE CALLS
5 ' -Shlde- Spark uL[zn
T 3 Shade Hormal
g B Split Normal
y 0 Shade Hormal
v B Split Hormal
TX 3 Shade Hormail
E 7 Shade Spark
p Wide 9 Hot
W Wide 9 Forsql )

PN T e e
B Vi
#1 C C #1
#2 #2
TUFF BLOOD =Y0-10"™
ALIGN TECHNIQUE CALLS

s 7 Shade Spark "RIP"

T 3 Shade Hormal

B B Split Foraal

N O Shade Normal

y B Split Normal
TX 3 Shadeé Kormal
E 7 Shide spark
B Wide 9 ‘0!’“1 ] TR
W Wide 9 Hormal

C #2 i
#1 f1



TOY™ BLOOD "YO-YO"

265

ALIGH TECHMIQUE CALLS
g 7 Shade Spark v Ringo
T 3 Shade NHormal (Tag)
B B Split Normal
y O Shade Hormal
M B Split Rormal
TX 3 Shade Mormal (Tag)
E Wide S Pingh
R Wide 9 Ho inch)
W Wide 9 Horb(l’iuch)

O O\ﬁ D~ -
£ l:_} #2 C“
#Can also run Tuff Blood Strong Yo-Yo
TUFF BLOOD SMOEE "YO-YO®

ALIGHN TECHNIQUE CALLS
S 7-Shade M/n (TE) L1Z
T 3 Shade Normal
B B Split Hormal
N.O Shade Hormal
M B split Hormal
TX 3 shade Normal
E 7 Shsde u/u (TE)
R Wide 9 Bormal
W Wide 9 Normal



FALL 1998

WIDE, EAGLE, HAWK, SHOW, SHABE

* STRONG - G
ZONE MAN/ZONE ZONE/PRESSURE
C-9 _
C-1 *5-Man Thunder C-5
C-3 *5-Bandit Plug C-5
*C-5 5-Combo Cowboy Dog C-1
C-7 5-Bracket Dog Outside C-3 (X)
5-Banjo Rover Dog  C-7 (Mable)
, 7-Special Rocket C-3
Eagle C-7 (Mable)
MX ,  C-7 (Special)
Rover %  C-7 (Special)
Backer - C-7 (Special)
MAN/PRESSURE
Cross 6A
*Double Shoot C-6
Double Bronze C-6
Gold 6A
(FRONT PASS ADJUSTMENTS
Tom/Change Tim X/Change Fan Tops Slide
Double Tom Tim Change Clear Jet Qver

\ FRONT/COVERAGE ADJUSTMENTS

5-Combo Vs, Trips/Trey \/' Mable

Vs, Trey V7 Wide

el s TE

RoverDog vs. 2 x 2/ 3 X 1 FSL
Cowboy Dog vs.3 x 1 (Trips, Trey) / 2 % 1
Rocket '

3/7 Trips
577 Trips



|H

. TED/TORE 76" - PEIUEIE w0 rygmy ALIGIONT RLES

- —

| il
Wes)

When coffensa arriwes ar :l., L.0.8.

1. WHIP: Declara ycmxulf with a "Whip Rt™ or "Whip Lt" call.
hash.

2. FREE: Declare passing strength with a "Rip® or "Liz" call.
HASH - Align Field Hash.
MIDDLE - Align to passing streagth.

3. MIEE: Same as "G< Defensa .,

4. ROVER: HASH - Align to field.
MIDDLE - Align to passing strength.

5. BACKER: Same as "G" Defense; away from Rover.
6. CORFERS: Same as "G" Defense.
7. TACKLE/ROSE: Same as "G" Defensa.

8. STUD/EED: Same as "G" Defense.

CALLS MIDDLE
"Rip-Rip” CALL
"Whip Lt"
"Right-Right"

Whip aligns Qo
awsy from

passing strength.

1 4 ik

& 0

0O
5;_

b§
&3

@
ngasnyIOQd;J#%P;.

CALLS HASE 5
"Rip-gip" CALL
"Whip Lt®
"Laft-Laft"™ 20
: : O
Whip dligns
to Boundary
Hash.

| SRR R Sl T R

"Easy/Cloud™
w F

COACHING POINT: = =

Rover is Ad juster to Change of Stremgth w/5tromg Call.



. "riz-Liz® CALL O '_ Q :
"y{hi L -
"nigatffight" \ @5 = e : s
¢Backers Bump O Ooeooo -
Whip alignd S T- N E -
Bounda . . g
ancsry C ;ﬁ M : A C : i1t
w * F E
WIDDLE 2 O -
npip-Rip” CALL N :
i (P 0 - O % £y
nLeft-Left"” 20 - - P
. OOS ©O ¥ O
wly S S T N E °
awvay fr -
p?uzin::trength. -0 M .p‘ C
20 - - 39
W F
CALLS - HASH A -
"Rip-Rip" CALL (%) =
nwhip Lt® # &
"Left-Left” -0 @) ‘® ) "
I P OO0 O Lo )
. y = )
Wio ey Baak. e T B " .
30 B - i C 1T
W- . "arF‘Jﬁ: i) :
“Rip-mip® CALL O )
"whip Lt° - -
nLeft-Left” O - Q € .
T T POOOO©O © -
1
smiary fash. g 7 N -k ;
& .. B - M A - C
W - S
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FITLD/ STaihe =

o -
P

mEAyE 20D

Hormal
- Hormal
Rormal
Hormal
Hormal
Hormal
Hornal

O
QOIS

R

<

Rover makes
"Yide" call
to end.

ALZSH

W ol S

Wida-9
1-shid
B-Split
2-Shade
c-split
7-Shadé
Walk

FIELD/STROBC - G Vs. TREY (OPEN)

TECHANIQUE

CaLls
Teft
Whip Rt

v Wide



g 7“511!(1_!
T 3-Shade Rorsal ¥hip Rt
g B-Split Normal
N 2-5Shade Rormal
Y B-Split Hormal
E Wide-5 Hozrmal
R D-Stack Alley
T
S T NI
1
BOTE: I.L.B. to 3- Shade
A-B-C Split Depending on
formatiom and back sat.
FIXLD/STRONG "UP - "

ALISH _ TECHNIQUE CALZS
§ 7-Shade Horma |33
T 3-Shade Bormal Whip Rt
B B-Split Bormal
hi Z-thde Hormal
M B-Split Normal
E Wide-S FBormal
R Bormal

D-Cheat

{ 2
=1l

........



B

FLELDG BL €< / TeSpe al

| m———

TZCHNIOQUE CabLs

frkgy! | 'Lﬂ—_ft
Tag Whip Rt

fHorma

Hormal "Cloud" call t
Plug "B"G4p Rover from coruer
Hormal

Hormal/7-Tech

O O

.wdcyI

&

QO %[@O -
PR e

E

"Cloud"”
_FIELD—G PLUG VS. WIDE SLOT c-5 / 7-Special
ALZGH TECHANIQUE CALLZ
§ Wide-5 Hormal Left
T 2-Shade Normal Whip Rt
B B-Split Rormal
¥ 3-Shade Tag nCloud™ call to
M B-Split Play "B" Ga Rover from corner
=P ¥ P
£ 7-Shade Inside
R Walk Alley

.LUC.kY-

R



3
p
=
¥

=g m:::aur-lm\-f

7=-Shade
3-Shade
B-Split
2-Shade
B-Split
Wide=35

p-Cheat

PIELB-G THUNDER C=5

TECHNTOUE Canrs

pinch Laft

Tag ' Whip-Rt

Normal

Hormal "Lucky™

Formal *Cloud” call t:
Hormal Rover from cor
D=Crash

O O

»
=ales O
PR e

T
-:_
"Cloud"”
ROTE: Mike respoasible
a for vertical stress.
;,;-E FIELD-G THUNDER VS. WIDE SLOT c-5
ALIGH ' TECHNIOUE EaLes
JEY - Pin Teft
T 2-Shade Bormal ¥hip Rt
3 A-Split Bormal "Lucky"
N 3-Shade Spark
M D-Cheat p—Crash Yas
E I-fiads Inside "Backer Go"
R Walk Alley

(O

RS :
O

A

7

-

"Cloud™

"Gloud® call to
Rover from corme

- - O
,@/‘qce)po
S~
M B

M0
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8L
M

5

73
FIELD-G ~ 4X 7-SPECIAL

TECHNIQUE CALLS
Normmal Liz
Penetrator Whip Rt
Normal Left
Looper '
Scrape B-Gap to Pass. Str.
Normal
Normal
‘ 1
’ ]
/ 1
'

Pl

ALIGH
Wide-S )
2-shade
c-Split
3-Shade
A-Split

i 7-m

n-t"t'.‘ L =W

e i HQ
0

FIELD-G MX vs WIDE SLOT 7-SPECIAL

TECENIQUE CALLS
Noomal Liz
Looper Whip Rt
Noomal Right
Penetrator

Scrape B-Gap to Pass Str.

i2 outside Man

o Q9
& elole

S N E)
: B

e IA:Hiddie 1/3
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T
i
-

GNNKZmHm\_

7=Shade
3-Shade
p-Split
2-Shade
B-Split
Wide-5
p-Stack
Press

O

Tag

Scrape Rush
Hands

Hot /Hook
Pinch

Aot /Curl
Crash

O O

| - .
Qo e L
ap N”B%é

J_-S r\/q

Cizud
118

Whip Rt
"Ringo”

nus.’.ll

O
G

HM
JIELD-G COWBOY/DOG vs. WIDE SLot C-1
ALIGH TECHANIOUZ ExLLE
s Wide-5 Hormal Teft
t 2-Shade Normal whip Rt
g B-Split Scrape Rush "Ringo”
§y 3-Shade Haods
v B-Split Hot /Book
g 7-Shade inch "Easy”
R Walk Hot /Curl
c Press Crash

RN



rimyp - - DG OUTSIDK C-3

i3

ALZGN TZ2ENIOUS AT
5 7-Shade Rormal Tett
T 3-—Shaf§e Tag i Whip Rt
3 2-Shade Soral
: - e Horma
2 sjjplit Dog "B" Gap "Easy"
£ ide-~ Rormsl
R D-Stack Hot/Curl

S [ — N| E
NM”
FIXLD-G DOG OUTSIDK V3. WIDE SLOT C-3

ALLIGH TECANIQUE Calls
S Wide-5 Normal 73 4
T 2-Shade Normal Whip Rt
B B-Split Dog "3 Gap
N 3-Shade Tag
M B-Split Dog "B" Gap
£ 7-Shide Bormal "Lasy”
R Walk Bot/Curl

AR B




e
—
oo 4
[y
=4

:ﬂm'.f."z.w-lm\l

7-5hade
3-Shade
B-Split
2-Shade
C-Split
Wide 5
p-Cheat

FipLB-¢ Rover D66 (-1

TICHNTOUE

pinch

. Hands
fot/Cutl
Hormal

Scrapa Rurh

Hormal
Crash

SAL
Laft
ihip Kt
"Lucky”

"Lasy"

Vs. Tr
Dog is off

O

FIELD ¢ Rover DOG VS. WIDE

O
/ O%QJO\:_Q

E:

Nm.,'

O

M

TECHNIQUE

Pinch

Handas
Hot/Curl
Formal
Scrape BRush
Sormal
Crash

Wi - R

——

\

O

N
03

sLot C-7

C

CALLS
Left
Whip Rt
*Lucky”

¥s. Trips
. Dog is off p—
- DO8 2, Sanripenan

7



i

¢ LELD/STROWG - "G” DOUBLE SBOOT C-6

(':{ '
ALLGY TECHHIQUE | BapE
s 1 Shade Pinch Lol ed:
T 3 Shade

Hands Whip Rt
g D-Cheat Avay from Call. Crash ip
y 2 Shn:!a Hands
v BSplit Kormal #3 W/M
E Wide § Pinch
R D-Stack Crash

Q Q

(os,é o8 o S
_ry;gS N | B C

2 Strong a #2 iea.tf'l Strong

FIELD/STROWG - "C° DOUBLE SHOOT C-6

ALIGY TECHNIQUE CALLS
s WwWida S *  Pinch Right
T 2 Shade Hands W¥hip Rt
g D-Chéat Away from call. Crash
¥ 3 Shade Hands
v B Spiic Bormal #3 M/
£ 7 Shade Pinch
R Walk ' Crash'




FiELD/STRONG "G" DOURLE BRORZE 42

et .
o TEGHVIQVE CALLS
M e ﬁ]: -
7 Shade 85/ Ruan ip Rt
. " Shade Tag Left
i Cheat Blitz
A Shade Normal
4 B Split Normal/#3 M/M
£ Wide-5 ' Spv /Mush
R D Stack Blitz
|
O O ™
|
:_ I FEC I O
sc Yo, N RC
M '
| \ _
i I
F2/u/M
F- ;i :IH V\J Weak of
gone #3 Strong vs. Trips
FIELD/STRONG "G" DOUBLE BRONZE C-6
AL1GHN TECHNIQUE CALLS
g 7 Shade Spy/Rush ¥hip Rt
T 3 Shade Tag Left
g D Cheat ; Blitz
y 2 Shade Normal
M B Split Hormal/#3 M/M
E Wide-5 Spy /Rush
R D Stack plitz

#2 u/M 7, #2/M/M
Stroung ‘/\l Weak ot

_Tl
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LIGN CALLS

7 -Shade Liz

3-Shade Whip Rt
B B-Split Left
N 2-Shade
M B-Split "Lucky"®
E Wide-5
R D-Cheat

May run with

O o Over/Slide

a; "‘2

ST-G  BACKER 7-SPECIAL

ALIGN TECHNIQUE CALLS

S 7-Shade Nommal Liz

T 3-Shade Tag Whip Rt

B D-Cheat Crash Left

N 2-Shids Normal

¥ B-Split Nommal *Ringo®

E Wide-5 Pinch

R D-Stack
May run with
Over/Slide

O O

Q )

e OOOJ,@O'QE

c S T N >
( ) -P\/q |

e Al

Or---0)



ALIGN

3-Shade
plit

A-Split

. Wide-5

D-Stack

Oy----0

-
S
t 3
B A

LI D asadiek

TECHNTQUE
Spark hvay /(B
‘Tag

A-Gap Plug
Looper

Scrape Far B-Gap
Nomal /g8

O _

e
e

-
O QS

CALLS

Hhip Tt

Left

:u_m:x Z W

ALIGH
7-Shade
3-Shade
B-Split
2-Shade
A-Split
side-5
D-Stack

ST-G CGOLD 6GA

TECHNIQUE
Spark Auay/CB
Tag

B-Gap Plug
Mormal =
B-Gap Plug
Moromal /g8

(1”‘“0



“SPLIT - G

"~ PELIUMETER AND FRUNI AL JSIMENLD RULES - b FREE s

e SrTe—eee—— -

phen Off %@Eﬁ LeQiSe; i

el Dec.larepasamg strength of fommation with "Rip® or "Liz® call.

Declare yourself to split end. With two 2M5 away from passing strength, align in
C‘@litl

awvker: Align to TE (7-Shade). No TE align to passing strength. Same as Tuff.

iike: Align in 10 Technigque. |

over: Align to Rip Liz call vs. Pro align in C-Split. Same as Tuff.

lundary Corner: Align away from Rip/Liz. call. Vs. TE (Twins) align in C-Split. Same as Tuff.
strong Carner: Align to Rip/Liz call,

d: Travel with whip play wide-5.

stud:s Aligns cpposite.wl')ip to play 9 or 5 shade.

MTackle: Align in 3-Shade and 2-Shade away fram whip.

ALIGY Split-Pro

[w]
5
! g
| v
s

7-Shad 20

=7 §
B e O B

LMLz n
[ ]
-
-
o
||t|||_|l.|l:-
<

W

-
= -

!
z 0000 |

C-Split

|||||i}_;‘l9

lllilllillllilllllIlllllillll
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N MK = ow e

PV L IR - PN

ALIGN

wWide-9

3-shade
7-Shade
2-Shade
A-Split
HWide-5

C-split

SPLIT - G ' &-FREE

TECHNIQUE
Mormal
PenetTator

7 Tech
Looper

Scrape B Gap to Pass Stx.
Nomal

- -

I

of@%
S 0 N

2 M

* Can also play Split-G MX 6 Cloud X

CALLS

5

28

ALIGH
Wide-9
3 Shade
7 Shade

A-split
o
c-split

SPLIT-G MX DOG 6-FREE

TECRNIQUE
Normal
Penetrator
7 Tech
Looper

Scrape B-Gap to Whip

Normal /Spy
Crash

CALLS

i



<LF7-0 MINTAINEER  6Y

ALIGY TECHNTQUE CALLS
§ Wide 9 pommal Liz
' 3=Shade . pPenetrator whip Rt.
7-Shade Spark :
.. 2 Shade : ' Looper
M  A-Split Scrape B Gap to Whip
E Wide-5 Normal /Spy
w C-Split Crash

@,

=
M

ALIGY TECHNIQUE CALLS

e L XLl



-

1. Down & Distance

2. Assignmenc

3. Backfield Set - Line Splits
4. "Key” Rall

5. ATTACK-ATTACK-ATTACK

6. Control LOS - Play in Neutral Zone
7. RUN to BALL

8. Punish Ball Carrier

9. Be a Successful Page Rusher
10. Be Aggressive & Enthusiastic
11. Be Con;:iittnd to VIRGINIA TECH.



ey

i0.

STANCE
ALIGNMENT
ASSIGNMENT
GET OFF

TARGET

‘CLOTH

SEPARATE
ESCAPE
PURSUIT

TACKLE

FOOTBALL IQ

TECHNIQUE

EFFORT



FEYS PERTALNING TO DE' ZNSIVE LINE,

L

offfangive Lineman, setting up nigh Lo staice with very
little weight on down hand, with eyes zerceu in on you, and
leaning backward on hsels, [pndicaces - "Pass 3logik" (Blue) .

Offensive lineman, setting down low in stance. with a lot of
waight on down hand, and laaning forward on toes. Indicateg
- "Run 3lock" (Red).

Offensive lineman, leaning left or right, with little weight
on down hand, back on heels. Indicates - "Pulling”.
Offansive lineman have a combinatcion of soms leaning forward
with cothers leaning back. Ihdicates "puling®. Indicates
Trap, Kickout, Counter. Also, Red + Blue = "YELLOW"®
(yellow) .’

Offensive lineman, at snap of ball - show abnormal pass set
and they set shield block you inside or outside. Indicates -

Draw or Influence tIapg®.

Offensive lineman, has a narrow split to close you down.
Indicaces - "Running play Cutsidg. 1If visual key narrow
split, possibility of a double team, or scoop blocking
schema.

Offensive lineman, has a wide split to widen you out.
;ngiggggg - “gggn;gg play 19;14; QL awav-®.

Offensive lineman, let's you in with little resistance vs.
pass block, then leave his area and secs up a wall left or

right. Indicates “Screen”.

on the command "move® we will be moving to new positions in
relationship to men and the L.0.S. Keep your hands on the
ground and be ready to react as you are moving.



$1 BASIC INFORMATION PEBMFW 10 DEFENSIVE LINE:
h. Gap fdentifleaeion Sy3ted
D c B A A B c D
B. Alignment 1dentification System

() s
DODDP O

4] 7 3 0 2 _ w3

1. W
Angle inside "2° feet outsida tight end cutside foot.

2. W
Angle inside "2° feet outside the tackle

3- -
Align with inside knee splitting che breast plate of
guard. Heavy: knee splitting crouch of guard. Wide:
Align inside shoulder pad on outside pad on guard.

Align nose on nose of center.

Align with your outside imes on breast plate of guard.
Heavy: ocutside knee splitting guard. Wide: aligm outside
shoulder pad on inside pad of guard.

6. 1 _Téchniqua
Align with outside knee splitting the breast plate of the
tight end. Heavy: splitting crouch of tight end.

7. Loose 6 Technique
Angle inside with down hand slightly inside TE ocutside foot.
(C.P. - Pinch Technigue)




c.

704

Defensive Llreman musc mastar hajic EuUncamenaly, TechniTiesg
and combine zhem with a SuIjang Jesizs O Exgel. '

L. Fundamentals - Success begins with proper funcamencals
A. Stance - Stud, Tackle, Nose and =d use 3 pt stance.
Knees hent, back flac, down nand 3 1z=ch :ia front
of face mask on L.0.S.., tces pointed scraighz ahead.
fooC up to gap responsibility up with approx:mace
heel-.coe staggar.

8. Alignment - must be exact CO ilnsure success.

Lt. Call (:::)
SlClOIS IS
S T N

Rt. Call (::)
OO@C%OO
- E

S T

C. Assignment - Both in the huddle and ac the LOS.

2. Techniques - Play low - attack LOS. Play with faet in

neutral zone.
A. Gat off - Explode stap on ball movement.

8. Tarzeg - Step to near shoulder of blocker strikicg
through proper v-nack.

Cc. Cleth - Hands fir on inside breast plates with thumbs
up.

D. Separatigpn - Work to lock out elbows prsparing to
ascape.

E. Eggjng - Releise from blocker with violence.

3. Desire - The Moment of Truch.

A. RPursuit - Proper angle to ball, - Pass Rush included.

B. Tickle - Executa Hokie Tackla. funish Ball Carrier.

C. Excisement - Through team calebration.

4. Effort - Use maximum affort ac all cimes.

Effort + Desire = Success



111

PRIORITIES

7 Tach Alignment on End

1. Protect 'C Gap® - Nosa of tight end to nose of tackle.
2. Align with gap foot up.

3. Proper Pass: Rush Lana (C Gap to QB‘s upfiald shoulder.)

| i ik
1 Tech Alignment on Guard .
1. Protect "B Gap® - Nose of guard to nose of tackle. 5

2. Keep Gap foot up on aligmment, oucsids arm and leg free.
3. Proper Pass Rush Lane {Inside Foot to Nose of Center).

2 Tech Alignment on Guard

1. Protect "A Gap" - Nose of guird. -“' nose of centar. O !
2. Align with your inside hand down.. inside arm and leg free.
3. Proper Pass Rﬁsh Lane (A Gapl.
Wide § Tech alignment outside tackle.
1. Align 2 feet outside tackle. ‘_/é O
2. Align inside foot to hip of OT, gap foot ugstcucsida

foot) insgide hand down.

(.
( )

3. Proper Pass Rush Lana. (Inside foot to upfield shoulder
QRB) .

Wide 9 Tech alignment outside End. f :
1. Align 1 foot outside tight and. = O O .

2. Align inside foot to hip of TE, inside hand dowm.

3. Proper Pass Rush Line (Inside foot to upfield shoulder
QB) .

0 Tech alignment on center.

1. Protect "A Gap" - Nose of guard to nose of guard.

-
&

2. Key ball, attack. Play with feet in neutral zonae.

3. Proper Pass Rush Lane. (Free rush in both A Gaps).

Loose 6 Aligmment
1. Step to crouch of TE.

2. C-Gap Responsibility.



1T

7_Technigus

Kgy tight ends inside breast plate as you attack tight end
with your outside foot. As you attack your key pregressions
are: Man On, Near Back, Backside O.L.

KEY PRCGRESSIONS: (Blocking Schemes):
z.o

. ’.
o 00®o
S

I-MMMMJMM—M-
a) TS drive blocks, explode, actack, cloch, keep.
shoulders square, Sécure "C-Gap®, Locate Near Back,
Separate, Escape, Bend to football.

’/,Il
ﬁgbCD o &

2. TE's inside breast plate at vou (xB oOutside)

a) TE drive blocksa, explode, attack, cloth, securs c-Gap,
locata near back to ball, separate, escape, bend to
football. Once C-Gap ls secure you become a cut back
player. Maintain backside leveraga.

.r,.——dl
133 cqub @

a) TE drives block: axplode attack, cloth, keep shoulders
square. Oncs you feel OT (Zone Scheme), work heavy to
man as key (work for penecration) . If you feel you are
being moved, grab TE and sit on bar stool.

‘(”/‘.

ci‘oom
2



2.0 1. Man on
2. Near back
3. Backside Lineman

' 3.
S O®

a. TE releageg outside, explode, attack, as Inside breast
d inside on second step with your

place disappears ben
inside foot. Bend to near back.

&

D o®
S
b. R a Explode,
acrack inside breast plate T8, bend inside on your

second step to near back. As you fael OT maintain
outside laverage and bend to football.

/°"°°/:
S

attack inside breast platce TE, as it disappears, bend
inside to near back. Near back triaes to block you Iip
under with outside arm and gain ground upfield.

<

NOTE: Treat kickout by near ba
Rip with outside amm and

ck and OL ths same.
gain ground upfleld.



s. IB's Inside breast plat: agves inside (Cut off)
Explfdn & attack maincaining proper leverage (ins_.de arm .
lag free). Locata near back, separata, sscapa. Run to
football.

h‘
qoo®
S

Wide § Technigue

Key ball react to offensive tackle as you attack with your
inside foot. Attack the hip of OT. Continue kasy
progression of man on, near back, backside lineman.

oz.
3. . 1. Man On
O® o O' 2. Near Back

¢ { 3. Backside Lineman

1. [Pag Tackle blocks out on you, attack hip OT maintaining
proper leverage. Keep outside arm & leg free. Bend to
near back. Separate, escape, run to footbhall.

odo c’y@

2. QT Veear Releaseg,
X

3.
O® Of ¢
a. Attack Hip of OT, as OT releases inside, point toe co

V-nack of OT, locating near back, bend to near back.
(A\lways think, kick out.option, play away).

3
7

b. I réleagi g ind o 1
Attack hip, 4# OT releasds inside, bend inside
lociating OT néar bick on your second step. Near back
blocks you. R4ip inside shoulder of near back with

yoyur outsideé shoulder and gain ground upfield.

N
j’@

708



c.

by gaae back apd OL the 3ans,
with your eueside

u?!iila.

NoTE; Treat kickedC
Rip inatde shoulder ok

iﬁauldlr and gain ground

Relea way. Attack OT

v-Neck, as OT releases inside, bend inside to near
back on your second Stap. Run to football.

/e
/D@

Attack OT V-Neck, as OT pulls

bend inside to near back on your second step.

inside,
Run to football.

Stay in OT's hip pocket.

=T

i



!: } ‘Fq_;‘\\rm !ﬂl’
Key ball react to offansive guard as you attack -ich your
inside foot. Your key progressions are: Man On, Near Back.
Backside lineman.
2.
O

. 3.
O Q OB®O
T

BLCCKING SCHEMES
1. Drive

~
Cb'iD 16> ]
T

1f tackle blocks you, explode, attack, push/pull,
Rip B Gap. Secure "B Gap". Keep outside arm and
leg free. Locate ball. Run to football.

3. Reach

cjos

T

On movement, exploda, attack, cloth, push/pull,
Rip B Gap. Secure "B Gap”. Keep outside arm and
leg free. Escape. Run to football.

o EepRL

‘(/,ID

o%@
<:S%‘

1. On movement, explode and attack. You feel your
playside react to head position of offensive tackle.
Guard pulls outside and tackle fires out to your hip,
get peretration, come behind his hip, get cto ball.
Tackle blocks flat with his facs in hole, closa across
his Zace to "C Gap”, get to ball. Run to football.



1. On movement exploda and attack. As you feel trap (Near
back vertical, centar away). bend to trapping area.
Become the aggressor and actack the trapper witl your
cutside shoulder (Rip). Once you Rip gain ground
upfield. Run to football.

s. Chip Block/Double Team

Cife

on movement explode and attack, sacurs "B Gap“®.
 Penetrate, get upfield” ‘ Feel pressure of OT and you
begin to move TO LBer lavel, Sit on bar stool.
Maintain contact with OG and create penstration. Run

to football.

6. 0G Veer Release (Veer Trap)

0G veer ralease inside bend to near back. As you bend,
locate near back, ancicipate trap. (Near back w1ll be
vertical) . Attack trapper’'s inside shoulder with your
outside shoulder. Once you rip under gain ground
upfield. Run to football.
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7. _Power Slip ‘\
Gs.

AL
T

0G dive block with OT stepping down with near back away.
Attack 0OG, cloth, run away from blocking threat (OT), run

OG to backside A-Gap. If OG releases dip and rip outside
arm and leg, bend inside to football.

D, 2 Technigue

Kay ball react to offensive guard as you attack with your

insida footr. Continue key progression: Man cn, Near back,
Backsida lineman. '

BLOCKING SCHEMES
A. Drive

-
O‘PSO

On movement, explode,

attack, push/pull, rip A Gap.
Secure "A gap-”.

Keep your inside arm and leg free.
Locata ball, escape. Run to football.

oRP

On movement explode, attack, cloth, kaep shoulders
square. Separate, penecrate working through man on key
(stratch OL). You can not gat reached by cantar.
Separats, escape, run to football.



N

on movemerit, explode, atrack. You feel trap bend to
near back area. Become the aggressor and attack

trapper with outside shoulder (Rip technique). Once
you Rip gain ground upfield. Separate, Escape, Run to
football.

CEL

on movement, explode and attack, control man keeping
shoulders square. Keep inside arm and leg free.
Separate, locates near back, escaps. Rum to football.

§. switeh
P

G!&_

N

on movement, explode, ittack. Work directiocn of
pulling 0OG reacting to center’'s block. Centar blocks
to hip, penetrite, coma behind his hip, run to ball.
center blocks flat with bat into hols, close across his
fice, run to ball.

| ckaids

-/

sF

on movement, explede, attack guard, Control guard
(just like diva block) . Squeeze center as you feel
his pressure. Work to ¢rme inside arm and leg.
Separate, Escape, run to football.
HOTE : i
Do not play soft. Play on firse lavel. Be the aggressor. If backs:Ze
sone becomes double ream and you feel your giving ground to 2nd level.
maintain contact with OG and sit on bar stool.
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S ) !
E. 0 Teconigue - Align head up on center, Continua Key
prograssion: Men On, Near Back, Backside
Lineman.
=i

3. . 9.
ek =

Attack center (strike, step), penetrate, cloth,
separata, locate nearxr back, escape, run to football.

penecrate, cloth,

Attack center (strike, scepl.,
Run to football.

separate, locate near back, escape.

3. G Pulls Insidae
.f?

C:\V

step) penetrats, cloch,

Attack center (strike,
your third key)

locate near back. Trust Gudrd Rey |
Separite, éscape. Run €O football.



PASS ROSH

Defensive line pass rush techniques.

A. Principles of rushing the passer.

1.

The key Cto a successful pass Tush is your intense degire
to get to the 2B and intimidace him.

It is in the passing game that breaks are made. The
winning edge goes to the team that controls the passing
game.

You must take advantage af any pre-snap tips that will
allow you to anticipate pass.

Know what pass protection techniques your opponent will
usae. By doing this you will know what technique would be
most advantageous for you to usg.

L
Always have a pra-determined pass rush technique in mind
and an adjustment off of it.

A pass blocker will give you an advantage every time if
you do a greac job wich your ayes. The type of pass rush
rechniques that you can use most effactively is dictated
in many situations by the angle of the blocker’'s
shoulders.

While rushing the passar, never allow a back to pass you
without hitting him. However, do not go out of your
rushing lane or sacrifice your pass rush to hit a back.

8. Basic Fundamentals of rushing the passer.

1.

Regardless of the technique you use, thera are basic
fundamantals thac are vital in order to be effective.

a. Anticipation and quick recognition of a pass.
5. Get off on movement and close down distance between
you and blocker. Aiming point should make blocker

move his feec.

c. Quickness and decisiveness on your initial move.

'd. Hands, hips, feet and head movements must be

coordinatéd.

e. Kagp Yyour momentum going towards the passer witheout
logt motion.

¢. Keep your shoulders forward of your feet To prevent
che blockar from getting under you.
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If you hava not reached che passer, gat your handz up
as he starts to throw to 1) bat the ball do'm. 2)
change elavation of throw, or 1) force QB to pull ball
down and run.

. Once the ball is thrown, sprint in directiom of throw

to block for an interception return or in the case of
a completed pass make the tackle or force a fumble.

. Most pass rush techniques are individual techniques

developed through °"trial and error® in hours of
practice and game situation. This is an area where
you can be imaginative and creative,

Cc. Techniques of rushing the passer.

1.

Basic moves used in rushing tha passer.

punch - technique of punching the shoulder of blocker
with near hand to set up blockers off shoulder for
club.

. Club - taéchnique of using a clubbing motion to the

shoulder of the blocker in an attempt to kmock blocker
off balance.

. Power - tachnique whereby the defensive lineman drives

his fice mask to a point just above the numbers with
both hands on the shoulders in a forward driving mocion.

. Jerk - technique whareby the defensive lineman will

grab and jerk the blocker. The direction of the jerk
{s usually determined by the cype of pressurs or body
position of the blockar. :

. Swim - technigua whereby the defensive lineman will

bring his backside arm back, over, and down in a
swimming moticn. Tha downward action is aggressive in
ordar to break and hold the offensive blocker may have.

. Rip - technique whereby the defensive lineman will use

his backside arm, fist, and shoulder in a ripping
movemant upward underneath the armpit and shoulder of

thé offensive blocker. :

. Countér - any 4ction used to get an offensive blocker

moving in ona direction in order to exscuta a move 1A
tha opposité direction.

Spéed - technique whereby the defensive lineman dimply
tries to out run the offensive blocker, and at cthe same
tima apply inward pressure.



Combination of movey OF teehAifias uddd LA FUSKiAg the
passer.

4, Punch and shoulder club - technique whereby the
defensive lineman will punch the offside shoulder of
the blocker in an attempc then club the onside shoulder
of the blocker in an attempt to get blocker off
talance. C.P. - The punch must occur on tha lst step.
Use this technique when you want to stop offensive
blocker and then work a side.

b. Punch, shoulder club, and swim - it is the same as the
punch and shoulder club excapt the rusher will not swim
over with offside arm after the shoulder club. Use
this technique when you want to force offensive blocker
to stop his feet. You should now be able to beat him
to the sids.

c. Punch, shoulder club, and rip - same as the punch and
shoulder club except tha rusher will now rip with the
cffsida shoulder 4nd arm. Use to stop the feet of
blocker, then work a side to the QB.

d. Club and Rip - rusher must get off quick and force
blocker to move his feet and turn his shoulders. The
rushers aiming point must be an imaginary shoulder
wider than the pressure point. Once rusher gats close
enough he will execute a club and rip technique in an
attempt to bredk down the angles of the blocker's
shoulders then exploda to the QB. This is a basic move
for all defensive linemen.

e. Club and swim - same as the club and rip except rusher
will use swim techmiqua in place of rip.

f. Power and Rip - technique used whereby the defensive
lineman drives his face mask to a point just above the
blocker‘s numbers with the hands grabbing both shoulder
points. The rusher will drive forward working blocker
up and back in an attempt to over power him. Once the
rusher has the blocker off balance he will rip and
explode to QB.

g. Powar,. jerk, and rip - Same as the butt and rip except
after the butt the rusher will jerk and rip the blocker
at tha same inscance, then explode to QB.

h. Power and swim - samas as the butt and rip except thse
rushar will swim after the butt.
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?ower, jerk and swim - Cechnique used whereby the
defensive lineman drives his face mask to a poinc juse
above the blocker’'s numbers with the hands grabbing the
shoulder points. The rusher will drive forward working
the blocker up and back in an attempt to over power
him. Once their rusher has che blocker off balanca he
will jerk and swim their blockar at the same instanca,
then exploda to the QB.

. Counter - club and swim - their rusher should attack an

imaginary shoulder forcing the blocker to move in thac
direction. As soon as the blockar is moving in thac
direction the rusher should club him with the backside
arm and upon contact bring their opposite arm back and
over in a4 swimming motion, then explode to QB.

Powar rush - tachnique used whersby the defensive
lineman drives his face mask to a point just above
their blocker’s numbers, then axplode with his hand in
a driving motion. The ingle gf the rusher’s body is
pointed so he is able to over® ;ower the offensive
blocker and drive him into their QB‘s lap. As soon as
the defensive lineman reaches a depth of approximately
4 to 5 yards, he must work up and be ready to engulf

the QB.



Rushing the passar is arc. It tikes a ot of time and hard wvork.
7= must de done every day. It can be accomplished if you will utilize
all =he opportunities you have each day. Every time you line up you
have the opportunity te watch and see what your man does. Every
reacz:on will cause anocther reaction. Once you learn to "see® and
"raacc” you will get bettaer each day. Soon you will “"gee® the whola
picture. You will be able to visualize what can happen to you and your
pesition on the field and in tha gama. Once you "see” tha picture you
will be able to adjust and make good quick decisions. Know and
understand @ich térm and téchnique. To know your alignment and
assignmént 18 not enough. You must know how and when to use the tools

you have. .

Games cin be called in the huddlae or at the line of scrimmage. We
can also check it (Omaha) or change the call as long as everyones is on
the same page. you can have a game on one fide or on both sides. If
the defensive ends are not involved, the defensive tackles can have
their own game.

Game between defensive end and cackle will be called Tom/Tim.
“Tom” means the end will go first and the tackle (who will be the engaga
man) will go second. This allows the end to use an inside move from his
"ypfield", "Powar®” and quick inside stunts. It is very effective versus
an offensive tackle who sets deep and to the outside and an offensive
gquard who sets short. It will be effective versus man to man or zone
protection. Defensive end must give the offensive tackle the same lock
as his upfield rush. °Tim" means the tackle will go first and the end
will go second. This will allow the tackle to be a penetrator using a
"ypfield® mova. The end will work upfield for position on tackle while
working tight off defensive tackla’s butt inside. It will be effective
versus man o man or zone protectiom.

You can make adjustments. Don’t be in a hurry. let your partner do his
job. Read the QB, for run - draw - screen - pass. (Tim Change).

TOM TIM




1. °TIM® - DL Twizz Lecween Defens.ve End and Defensivs Tackla.

Ruleg: :
1., Ran to 3 technique (DT = panetrator, DE = work off DT's hip
upfield.
2. Vs. Run Omaha (play normal G defense) 1 2

A 4
s T s

2. sTim Change®

Rules:
1. Tim run to 2 technmiqua.

3. Vs. Run Omaha play normal G defense.

5%?@@
T K v g

1. Ran to 2 man surface.
2. 1 man surface rush normal G defensa.

3. Vs. Run Omaha play normal G defensa.
| . At
N <
4. Double Tom
Ruleg:
1. Bun to 2 man surface

2. ve. 3 man surfice will have option to chack to “Tim® Stunt.
(Not#: the change of $tunt (twist) comminication will be made

by the defensive end.)
3. Vs. Ryn Omaha and play normal G dafense.

Tom
Tim

OOQOOXOO
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1 Run to 2 man surface with a 2 -achnique.

2. 1 man surface normal rush. .

1 DE to 2 tech side with a 2 man surface has a free —ush to QB
with no certain responsibilizy if hgipowers inside on OT.

DE will react to block of OT. DE will think outside first trying
to work outside move. If*OT oversits on DE, he will power inside
number to QB. When DE power inside 2 technique will work cutsida
to upfield shoulder of QB. If DE stays ouctside 2 technique will
continua normal rush.

)
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FAN (WLEH OT Base:

i ) A7 4
O R Ci;%é) O

OO0 O [ 1
LR oReC

-41 & Wide 9 Read OG/OT Blocks -OT Base 41 come off Inside
OT/OG Fan - Run Twist Wide Stay Outside.
TONY TOPS

- 2
odoo - 0 '
E?QCJ?' [%AJ ¢ | ouoo

-41 - Obstruct the OT from Fan Blocking
Wide 9

2 O : O
oXb SO QOLIQQ

-3 Shade - Earhole center & penetrate -
-2 Shade - Grab & Go, come off penetratofs
tail (tight)

X CHANGE

0O _ oYe]ulo)e

(

-2 shade - penetrator, earhole center
-1 chade - Looper, tight scrape off 2



K" Ghe GiEAt vaekle 15 eha panatritas, drive hand upfield and under ph;
inside shouldes °f the quard, work upfield for penatratien snd YOUE Pagy
rush Lane. You will gat pragsiic [rom che sffanaive guird, keep
position on him. Engager will attiack gap to oucrside shoulder of centar
while working upfield. once the PenNstrator has cleared line of

scrimmage, come off his butz. Always be alert for the center blocking
back on you or away from you for a Lrap. Stay under his pads and drive,

O
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I Charge - Techniquae
A. Spark
1. Alignment - Normal.
2. Stance - Normal.
1. Key - Ball
4. Regponsibilicy - Gap to sida of charge
o
7 Tach (stuy UC O @
Cn the snap, read near lineman. React to hig
block.

o
1 Téch (Tickln}c:) C:{;Ez;

On the snap, read near lineman, Reaagt =o
guards block. Work to free inside leg and
arm,

o
2 Tech (Nosa) - h?jo

On snap read near lineman. React to guard's

block. Work upfield. Work to fraa outsida
leg and arm.
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