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FALL 2001

BOISE STATE UNIVERSITY 8/4/01
OFFENSIVE INSTALLATION
practices 2 2 2 1, fm bldng 2
SUNDAY MONDAY TUESDAY WEDNESDAY THURSDAY
12-Aug 13-Aug 14-Aug 15-Aug 16-Aug
SUB GROUP Bronco Cowboy Qk Bronco
Fins Jax
Falcon
Jets
FORMATIONS Slot No./So. Deuce Trey Slot Hawk Tandem
Deuce Cowboy Open Cock
Trey Trump
Double
Trio
Ace
Triple
On
SET I Split Weak Change
Near, Far :
Strong
Gun
MOTIONS/| Shift, Bounce Fake Hoof Seal Bump Zoom
SHIFT Hoof - Fire/Flame Line up in it T
' Zing, Zip, Full
X, Z
SITUATION/ Red Ball Chk Ted Chk Counter Choose Cut Pkg
STRATEGY Chk Zone Chk Speed Chk Bully
s Scramble rules .
RUN 22/23 Zone 26/27 Stretch 24/25 Counter review 23/22 Cut
: 22/23 Zone Fit 26/27 Ted 25/24 Bull 22/23 Ice
22/23 Rim 16/17 Speed 24/25 Bully package bob/slip
FLY| 48/49 Sweep 48/49 Sweep 48/49 Sweep 48/49 Sweep Give
P/A| Play Pass Cobb | Zone Boot rt 3x1 Ctr nkd Ute P.P. Dbl Post Slide Pass
Play Pass Flood | Zone Boot rt 2x2 Poker, Dig, 787 | Slide Pass z/x Loop
Play Pass Press Stretch Pass Throwback,989 Naked Ute
Naked Slide )
SCREEN| Slide Sally/Sara F-Line Rip Sally P.P. Sally Base Sally, Sara
Qk Screen
PASS Streak Y/Z 11 (& Go) Smash(Y read) 48 Flare Dagger
Curl Y Go Big 11 Out (& Go) 88 648 Ring
5 Layer 3 Stick, Lock 1 Press, Thwbk X-Over 383 Spot(mof)
9 Curl, 9 Choice 1 Run Grid, Y-Delay 33, 38 404 Flat, 787 flt
9 Texas 99 Layer 3 Bronco 848 Swing
X-Over " Bronco Stop Flood Flat
989 Under
PASS PRO Play Pass Zone Boot Ctr nkd Max Base
' Slide Stretch Pass Rip/Liz Slide Pass
Slam Smoke
MISC.] P.P.F-Seam. Sucker Pass dbl 1t 24 ctr Xrev it | Hwk rt 48 Swp Rev Cut Package




FALL 2001 BOISE STATE UNIVERSITY 8/4/01
OFFENSIVE INSTALLATION
practices 2 1, scrim 2 . ]:, H20 world 2
: FRIDAY SATURDAY SUNDAY MONDAY TUESDAY
17-Aug 18-Aug 19-Aug 20-Aug 21-Aug
SUB GROUP 30 Giants
R
E
FORMATIONS v
I
E
w
SET Stack
& ,
MOTIONS/ X-In S
SHIFT
C
SITUATION/| Choose Draw Pkg R Goalline Bear (5 Call)
STRATEGY 30 Pkg Red Zone
1 ,
RUN ‘Rip Draw 28/29 Toss 27/26 Reach 22/23 Zack
20/21 Draw M 32/33 Belly S.Y./G.L. :
33/32 Pitch QB Sneak
FLY| 30:48sweep M
cut-go 23 Zone ft
P/A| Dive Pass Flood A Iso Pass Ctr Boot
Grid, Dig,
G
SCREEN| Wide Screen E Dual S‘cr'een Fast Screen
PASS Choice Z Cobb Red Smash/Corner
Choice Swing Cobb (Slot) Keep Pass
H Follow Stutter S.P. Cross
Sting 22, Look G.L. Pass
Floss Sluggo - Roll Rub
29 Mouse Roll X/Z Loop
Roll Z Arrow
PASS PRO Hot Dash Roll
MISC. Detour Sweep Pass




FALL 2001

BOISE STATE UNIVERSITY

OFFENSIVE INSTALLATION
practices 2 2 1, Serim optimist, 1
-WEDNESDAY THURSDAY FRIDAY SATURDAY
22-Aug 23-Aug 24-Aug 25-Aug

SUB GROUP
FORMATIONS
SET
MOTIONS/
SHIFT
SITUATION/
STRATEGY

RUN S

0

FLY C

A

P/A R

0]

L

I

SCREEN N

A
PASS

P

I L

A

N
| PASS PRO

—

MISC.

8/4/01




BOISE STATE BRONCOS 8/4/01
Day:  Mon, Aug 13 INSTALLATION 2001 Practice # 3,4
RUN GAME ) SWEEP T
26/27 Stretch 26/27 Ted 16/17 Speed/ Arc 48/49 Sweep
1 (B) Near rt 26 Stretch 1 (Fi) Deuce rt Chk Ted [1](M Triple rt 16 Speed 1 (Fi) Deuce rt X
2 (F) Shit Trio rt Fk Hf 26 Stretch 2 2 (F) Trio rt 16 Speed 48 Sweep -
3 (Fi) Deuce rt Hoof 26 Stretch 3 3 (Fi) Deuce rt Chk Speed 2 NDAcertX
[4 ]ch (F) Db rt Fly 27 Stretch 4 4 (B)Nearrt16 ArcOption  28Sweep
th (C) Near It Y-In 27 Stretch 6 (F) Full Trio rt 26 Stretch 3
PLAY ACTION
Zone Boot 3x1 Zone Boot 2x2 or Weak Stretch Pass

1 (F) Trio rt Fake Hoof Zone Boot rt Flood
2 (F) Trio rt Zone Boot rt Cobb
3 (Fi) No. Deuce Zone Boot rt Grid

1 (Fi) Deuce rt Zone Boot rt H Wheel
2 (Fi) Deuce rt Zone Boot rt H Grid
3 (rh)(B) Near It Zip Zone Boot rt Prong

- 1.(Fi) Deuce rt SP.rt X Over
2 (Fi) Deuce rt S.P. rt Dbl 7
3 (Fi) Deuce rt S.P. rt Press

4 4 (th)(C) Lt Zip Zone Boot rt ProngZ 4
SCREENS SPECIAL PROTECTIONS
F-Line/ Qk Screen Sucker Pass Smoke
1 (B) Far It Slot 23 Zone F-Line rt 1 (B) Gun Split rt Sucker Pass rt Zone Boot
- Stretch P
2 (Fi) No. Deuce Qk Screen rt 2 eichrass
3 (F) Trio rt Qk Screen rt
4 (F) Gun Dbl 1t 23 Zone Qk Screen rt
PASS GAME
11/Big 11 Look 1 3 Stick 1Run 99
1 (F)Dbllt 1 (F)Dbllt ) 1 (F) Triort 1 (F) Triort 1 (J) Acert99
Smoke 1t 11 Smoke It Look 1 Smoke rt 3 Stck Smoke rt 1 Run
2 (F)Triort 2 ()Acelt 2 (F) Full Trio rt 2 (F) Full Trio rt 2
Smoke rt11 Smoke It Look 1 Smoke rt 3 Stick Smoke rt 1 Run
3 (Fi) Deuce rt 3 (F)Bounce Dbllt 3 3 3
Smoke rt Big 11 Smoke It Look 1
4 () Gun Ace rt 4 4 4 4
Smoke rt Big 11
5 (Fi) Deuce rt 5 5 5 5
Smoke rt 11 & Go
6 6 6 6 6




, 2 (F) Dbllt Chk Ctr alertSeal 2 (B) Near It Zing 24 Bull

BOISE STATE BRONCOS 8/4/01
Day: Tue, Aug 14 INSTALLATION 2001 Practice # 5,6
RUN GAME , SWEEP
L 24/25 Counter- 25/24 Bull 24/25 Bully SWEEP
1 (Fi) Deuce rt Chk Counter (B) Cock rt X 25 Bull 1 (C) Far rt 24 Bully 1 (B) Cockrt X

2 (C) Rt Chk Bully

48 Sweep (muff)

3 (Fi)StrDeucertX25Ckr 3 (Fi) Trey ltSlot 24 Bull 3 2 (F)DblLtZ
4 ' 4 4 48 Sweep
5 3
PLAY ACTION
Counter Naked Ute
-1 (F) Dbl rt Fake Hoof 25 Ctr Nkd Ute 1 1
2 2 2
3 3 3
4 4 4
- SCREENS SPECIAL . PROTECTIONS
Rip Sally Ctr Reverse Rip/Liz
1 (F) Trio rt Fake Hoof Rip Sally 1 (F) Dbl It Fake Seal 25 Ctr Z Reverse Counter Naked
2 - 2
3
4
?ASS GAME
Smash (Y-Read) -| Out(& Go)/Press |Throwback, Grid, Over Layer 3 Y-Delay
1 (F) Triort 1 () Shift Tdort 1 (F)Trainrt 1 (F) Dblrt 1 (Fi) Deuce rt X
Rip Smash Rip Out Rip Throwback Rip Layer 3 Rip Y'iihe
2 (Fi) No. Deuce 2 (C)Nearrt 2 (Fi) No. Deuce 2 2
Rip Smash Rip Out Rip Grid
% -3 (B) Far It Slot 3 (F)Triort 3 (F) Shift Trio rt 3 3
Rip Smash Y Read Rip Out & Go Rip X-Over
: 4 (Fi) No. Deuce 4 4 4
Rip Press
5 5 (F) Train rt 5 5 5
Rip Press
6 6 6 6 6




BOISE STATE BRONCOS 8/4/01
Day: Wed, Aug 15 INSTALLATION 2001 Practice # 7 pads
RUN GAME ) SWEEP
l r
L REVIEW . 48/49 Sweep
1 1 1 1 (F) TriortOn X
2 5 2 48 Sweep (Muff)
3 3 3 2 (OB) Bmp Hwk It T
4 4 4 48 Sweep
5 3
PLAY ACTION
Play Pass Play Pass (Slot)
1 (B) RtPlay Pass rt 787 1 (B) Lt Slot Play Pass rt Dbl Post 1
2 (B) RtPlay Pass rt 989 2 (B) Lt Slot Play Pass rt Poker 2
3 (B) RtPlay Pass rt Throwback 3 (B) LtSlot Play Pass rt Dig 3
4 4 (C) RtPlay Pass rt Dagger 4
SCREENS SPECIAL PROTECTIONS
P.P. Sally/Sara Reverse Max
1 (B) Rt Play Pass rt Sally 1 (B) Bump Hawk 1t Z 48 Sweep Rev
2 (B) Rt Play Pdss rt 989 Sally 2
3
4
PASS GAME
33,38, 88,77 48 Flare X-Over Look 1 Bronco/Bronco Stop

1 (B) Weak rt 1 (B) Weak rt 1 (B) Farrt -1 (QB) Bump Hawk 1t 1 Trio rt On Exit

Max 1t 88 Max 1t 48 Flare Max 1t X-Over Smoke It Look 1 Rip Bronco
2 (B) Weakrt 2 2 2 2 Trio rt On Exit

Max 1t 33 Rip Bronco Stop
3 (B) Weak rt 3 3 3 3

Max 1t 38
4 (B) Farrt 4 4 4 4

Max 1t 77
5 5 5 5 5
6 6 6 6 6




BOISE STATE BRONCOS 8/4/01

- Day: Thurs, Aug 16 INSTALLATION 2001 Practice # 8,9

RUN GAME . SWEEP

! 23/22Cut - 22/23 Cut (Str)/ Zack Ted Alert Ctr Sweep Give

1 LtSlot22 CutSlip 1 (B) Lt Slot 23 Cut 1 (Fi) No. Deuce 1 (B)LtZ

2 (B)LtSlotFk Zing 22 Cut 2 (F) Dbl 1t 23 Zack o 26TedAlert25Ch 2 Cut Give

3 (F) Triort On X 22 Cut 3 3 2 (F)DblltZ

4 (F) Wk Dbl1tZ 22 Cut 4 4 25 Cir Give

5 (F) Dbl It VW22 Cut Package 3

PLAY ACTION

I Slide Pass Naked

Naked Ute

1 (Jx) LtSlide Pass rt(mof)

1 (B) Far 1t 27 Naked

1 (Fi) Deuce 1t 27 Naked Ute

2 (B) Far It Tandem Zip S.P. 1t Z Loop 2 2
3 (B) Far It Zoom S.P. rt X Loop 3 3
4 4 4
SCREENS SPECIAL. PROTECTIONS
l Base Screen Slide Pass
Naked
1 (C) Change rt Base rt Sara 1. axe
: - B
2 (B) Far rt Base rt 989 Sara 2 ase
3
4
PASS GAME
I Dagger 648 Ring/ Flood Flat | 408 Flat 787 Flat/ 383 Spot [ 848 Swing/ 989-Under
1 (B) Splitrt 1 (B)Splitrt 1 (C) Gun Split rt 1 (B)Splitrt 1 (B)Farrt
Base rt Dagger Base rt 648 Ring Base rt 408 Flat Base rt 787 Flat Base rt 848 Swing
2 (C)Splitrt 2 (C)Gun Split rt 2 2 (C)Splitrt 2 (B) Splitrt
Base rt Dagger Base rt 648 Ring Base rt 787 Flat Base rt 989 Under
-3 (F) Wk Dbl 1t 3 (C)Splitrt 3 3 (B)Splitrt 3
Slam rt Dagger Base rt Flood Flat Base rt 383 Spot
4 4 4 4 4
5 5 5 5 5
6 6 6 6 6




BOISE STATE BRONCOS 8/4/0
Day:  Fr, Aug17 INSTALLATION 2001 Practice # 10, 11
RUN GAME SWEEP
Rip Draw (am) 20/21 Draw (pm) 30 Package !
1 (B) FarltSlot RipDraw 1 (C) RtVV Draw Pke 1 1 (30) Split rt On X
2 (C) Near rt Rip Draw 2 2 48 Sweep
3 3 3 2 (30) Splitrt On X
4 4 4 22 Cut Go
5 3 (30) Nearrt On X
PLAY ACTION 2 Zone Fit
Dive Pass Flood/ Dig Dive Pass Prong/Grid Dive Pass Goner
1 (F) Bounce Wk Dbl It Z Dive Pass rt Flood 1 (F) Wk Dbl It Z Dive Pass rt Grid 1 (Fi) Str Deuce rt X D.P. rt Goner
2 (QB) Bump Wk Hawk It T Dive Pass rt Dig2 (OB) Bmp Wk Hawk 1t T D.P. rt Prong 2
3 3 3
4 4 4
SCREENS SPECIAL PROTECTIONS
Wide Screen Wojo Dive Pass
. 4 . . Hot
1 (F) Gun Dbl rt Wide Screen rt 1 (QB) Bump Hawk rt Slide rt Wojo
2 (QB) Bump Hawk rt Wide Screen rt 2
3
4
PASS GAME
Hot Choice Hot H Follow Hot or Slam Sting Floss
1 (B) Nearrt 1 (F) Trort Fk Hoof 1 (C) Farrt Zip 1 (C)ChangertZip 1
Hot rt Choice Hot rt H Follow Hot rt Sting Hot rt Floss
2 (F) Trio rt 2 2 (F) Dbllt X-In 2 (B) Split rt Zip 2
Hot rt Choice- Slam rt Sting Hot rt Floss
3 (F)Dbllt 3 3 3 3
Hot 1t 81 Choice Swing
4 4 4 4 4
3 5 5 5 5
6 6 6 6 6




BOISE STATE BRONCOS 8/4/01

Day:  Sat, Aug 18 INSTALLATION 2001 Practice # 12,13
‘RUN GAME . SWEEP (Scrim)
REVIEW
1 1 1 1
2 2 2
3 3 3 2
4 4 4
5 3
~PLAY ACTION
REVIEW
1 1 1
2 2 2
3 3 3
4 4 4
3CREENS SPECIAL - A _ PROTECTIONS
REVIEW
1 1
’ - 2
4
'ASS GAME
REVIEW
1 1 1 1 1
- 2 2 2 2
3 3 3 3
4 4 4 4
= 5 5 5 5



BOISE STATE BRONCOS 8/4/01
Day:  Sun, Aug19 INSTALLATION 2001 Practice # 14, 15
RUN GAME SWEEP
{ .
28/29 Toss 32/33 Belly 33/32 Pitch Sweep Option
L .
1 (B) Far rt Fire 28 Toss 1 (B) Rt 32 Belly 1 (B) Lt Slot 33 Pitch 1 (Fi) Str Deuce rt X

2 (Jx) Rt 28 Toss

[§%]

N

(F) Dbl 1t X 49 Pitch

17 Speed

3 (Fi) No. Deuce On Hoof 28 Toss 3 3 2
4 4 4
5 3
PLAY ACTION
Iso Pass (& Go)
1 (Ix) Rt Iso Pass rt 1 1
2 (B) RtIso Passrt 2 2
3 (B) RtIso Pass rt & Go 3 ‘3
4 4 4
SCREENS SPECIAL PROTECTIONS
Dual Screen Iso Pass
Dash
1 (Fi) So. Deuce Dual Screen rt (rh) 1 o
* 2 (F) Dbl rt Slot Dual Screen rt (rh) 2
3
4
PASS GAME
Dash Cobb Dash Stutter Smoke 22, Look, sluggo Mouse
1 (Ix) Near rt 1 (B) Shift Near rt 1 (Fi) Deuce rt 1 () Trplert 1
Dash rt Z Cobb Dash rt Z Stutter Smoke rt 22 Smoke rt 29 Mouse
2 (B) Nearrt 2 (B) Far It Slot 2 (J)Acert 2 2
Dash rt Z Cobb Dash rt Stutter Smoke rt Look
3 (B)FarltSlot 3 3 (F)Dbllt 3 3
Dash rt Cobb Smoke It Sluggo
4 (B) Shift Far It Zoom 4 4 4 4
Dash rt Cobb Switch
5 5 5 5 5
-6 6 6 6 6




BOISE STATE BRONCOS 8/4/01
Day: Mon, Aug20 INSTALLATION 2001 Practice # 16
RUN GAME SWEEP
! .
27/26 Reach . 28/29 Toss/chk Bull 17/16 Arc Option Sweep/ Spinner

1 (B) Far It Zing 26 Reach 1 (G) Near rt Fake Zing 28 Toss

2 (B) Far It Slot Fk Zng 26 Reach 2 (G) Rt chk Bull

1

[NS]

(G) Near 1t Fire 16 Arc Option

1 (B) CockrtX

(G) Far rt Zing 17 Arc Option 48 Sweep

3 (C) Near rt Fk Fly 26 Reach 3 3 2 (QB) Hawk 1t T
4 4 4 48 Spinner
5 3
PLAY ACTION
o1 1 1
2 2 2
3 3 3
4 4 4
SCREENS SPECIAL PROTECTIONS
Detour Goalline Pass
1 1 (Fi) Deuce rt X In 27 Naked Detour Keep Pass
) ‘ - o Roll
3
4
~’ASS GAME
Smoke Red Smash Slide Pass Cross Goalline Pass Keep Pass Roll Rub/Loop
1 (F) Triort 1 (Ix)StrongrtZip 1 (G)Rt 1 (G) Near It Zing 1 (F) Wk Dbl It X-Stack
Smoke rt Red Smash  Slide Pass rt Cross Goalline Pass It 25 Keep Pass rt Roll rt Rub
. (F) Trio rt 2 2 2 2 (Fi) Wk Deuce t Zm
Smoke rt Red Corner Roll rt Rub
() Dbl 1t 3 3 3 3 (F) Wk Dbl It Slot
Slide 1t Dbl Smash X-StackRoll 1t X Loop
4 4 4 4 (F) Trey It Slot Hoof
Roll rt Z Loop
5 5 5 5 5 (Fi) Str Deuce rt
Fk Zng Roll it Z Arrow
6 6 6 6 6 (Fi) Wk So Deuce X-It

Roll rt X Arrow



BOISE STATE BRONCOS 8/4/01
Day: Tues, Aug?21 INSTALLATION 2001 Practice # 17,18
RUN GAME SWEEP o
L HAMMER
1 1 1 [ ](Fi) Str Deuce rt X
2 2 2 20 Hammer
3 3 3 2
4 4 4
5 3
PLAY ACTION
Counter Boot
1 (B) Near rt Slot Ctr Boot rt Pin 1 1
2 (B) Lt Slot Ctr Boot rt Flood 2 2
3 3 3
4 4 1
SCREENS SPECIAL PROTECTIONS
Fast Screen Sweep Pass Counter Boot
1 (F) Trio rt Fast Screen rt 1 (OB)Hawk It T Sweep Pass rt
2 - 2
3
4
PASS GAME
REVIEW
1 1 1 1 1
2 2 2 2 2
.3 3 3 3 3
4 4 4 4 4
5 5 5 5 5
6 6 6 6 6






OFFENSIVE TERMINOLOGY

2 by 2 Set - 2 eligible receivers (including TE & RB) aligned on eacf; side of the center.

3 x 1 Sets - 3 eligible receivers aligned to one side of center and 1 eligible receiver aligned to the
other side (includes TE & RB).

Aiming Point - Reference pointon the L.0.S. or defensive player toward which an offensive player
will run/move from his alignment. This aiming point determines the player's path.

Ace - Playside center and guard double team vs a shade noseguard to a backside LB.

Andle Release - Inside slant release at a 45° angle at a depth of 3-5 yards before getting into the

- Seam.

Base - 7 man Big on Big protection used in 2 back formations where the off. line is responsible
for the 4 def. lineman and the MLB. QB front call will direct the center and RB's. RB’s are
responsible for OLB's.

Blitz - Defensive back rushing through a gap.

"~ Box - The area from the bottom of the numbers to the sideline. “Save the box.” Also refers to the
area inside offensive tackle to offensive tackle.

@

ull - Back up on LB. Used on counter plays where the H/F are pulling to block the LB. Tag word
or counter. : '

|

—h

Bull Pull - Pulling technique used by lead blocker on Bull plays. Run course into L.O.S. with
enough depth to see your LB. Turn up for LB when in position.

Cadence - A combination of words and numbers used by the QB in a non-rhythmic count in order
to get the ball snapped.

Cage - Center and backside guard combo vs a noseguard to a backside LB.

Check Release - Technique used by TE, H or RB to check his protection rule in the passing game
and if his responsibility does not Dog or Blitz, release in the pass pattern.

Chip - Double team between center and guard on a noseguard to backside DE.

Cloud - The corner back rotates up (off the LOS) to force the run or play the flat coverage in zone.
Cover 2 structure or 3 deep roll. ‘ '

Clutch Series - Our two-minute offense.

Cobra - Refers to a corner blitz.

Contain - Responsibility given to a defender to keep the play from going wide.




Convov - Backside receiver technique blocking a secondary defender.
Cop - Defensive End covering TE in dog/blitz situations.
Depth - The number of yards from the L.O.S.

Deuce - Double team between guard and tackle on a DT to a backside LB. Also formation with
2 TE on LOS and 2 WR off LOS.

Digable - Defender in position for WR to block from an outside position and working to the inside
number of the defender.

Dime - Refers to 2 defensive backs replacing LB'’s or linemen in coverage (6 DB's)
Dog - LB’er rushing through a gap.

Down - Tells an off. lineman that he must block the defender in his gap alone because the
adjacent off. lineman is doing the same.

EMLOS - End man on line of scrimmage.

Even - Call by QB at L.O.S. to alert that Center is covered by a Mike LB and both Guards are
covered.

Face - True double team between a center and guard on a noseguard.

Five Call - Call by Q.L. where all 5 are covered and they will block the 5 down linemen. Signal
will be 5 ﬁngers held up.

Flash & Go - Technique used by an off. lineman in which he shows pass, influencing a def.
lineman up the field, then releases to his LB.

Fold - Back block by an off. lineman on a DT with the adjacent lineman pulling around to a LB.

Foot - Pass protection call by 2 adjacent off. lineman to a def. lineman with a stack linebacker.
Both off. linemen step together foot to foot to handle any blitz by the linebacker.

Freak - Refers to a free safety blitzing.

Gut - Playside off. tackle down block to a 3 or 4i technique with playside OG gap pull to a playside
LB.

Help - Backside combination block between a center and backside tackle. Center blocks down
on a 3 or 4i technique and chips to a backside LB while the OT cuts off the 3 or 4i technigue.

Hot - Designated receiver who must look for the quick pass from QB when #4 or outside defender
blitzes on the side of the double read.

o

_—

am - Technique used by defender to hold up receivers on the L.O.S.



L.O.S. - Line of Scrimmage
Left Up - Alignment of ball between hash and middle of field.
Left/Riant - Call used for full OL to designate the direction on a full turn protection.

Line Him Up - Attacking defender’s inside eye to make defender turn his hips. In other words, get
him out of his back pedal.

Lock - Backside slide protection call by the center, guard and tackle to indicate that there are only
3 potential rushers.

Lucky/Ringo - Call used by OL to designate the direction on a slide protection.
M.O.F. - Middle of Field
MDM - Most dangerous man.

Man - Used to take off a zone scheme and, instead, base block the two defenders.

Moon - Backside tackle and tight end (or fuilback) combo vs a 5 technique to a folding OLB.

Moose - True double team between a guard and tackle on a DT.

Nickel - Refers to one extra defensive back replacing LB or lineman in coverage (5 DB’s).

“0” Call - Call made by frontside tackle to inform others that he is blocking outon DE. Pullers will
understand that they will lead into the hole for appropriate LB’s.

Out - Call used by tackle and tight end (or guard and tackle) to single block two defenders on the
line. This term is used on the backside of slide protection to declare that the third defender is out
of the box.

P.O.A. - Point of attack.

Pin Call - Call by off. linemen or tight end to tell the RB he is blocking down inside. RB will block
1st defender outside person making the call. Signal will be slapping the hip.

Post - Call by TE to alert that he will block defender aligned on him.
Power Cut - Push vertical and break coming back to QB slightly. (QB Friendly)

Pre-Snap Read - Defensive appearance prior to snap of the ball.

Press - Defensive back aligned close to wide receiver preparing to play tight man to man
coverage (Bump & Run).

Push - Full speed. Everything looks like a takeoffl Take his cushion.



Q - Designated receiver who must look for the quick pass on the sxde of the single read on an
inside lmebacker blitz.

Rake - H in protection.

Ray/Lc_)u - Calls by QB at L.O.S. to determine the 4 man side.
Red Zone - Plus 25 to Plus 4 yard line.

Red Ball - Our no huddle offense, not a hurry up situation.
Rock - TE in protection.

Rub - Offensive player bumping a defender upfield while completmg his route. Also a pass
pattern run by two WR’s.

Sally - Screen left.
Sarah - Screen right.
Scoop - Backside guard and tackle combo on.a DT to a backside LB.

Separate - Depending on route called, you should be in a position to separate from the defensive
back. Go get the ball.

Sift - Technique used on the backside by a T.E. or tackle to block on outside aligned def. end,
then working to the next level folding OLB or strong safety.

Sight Adjust - Designated receiver on the split end side who must look for the quick pass when
a corner, or 4" defender blitz from that side.

Slide - 6 man protection called to the strength of formation. Playside off. lineman have “Big” on
‘Big” responsibility. We will slide weak from the 1% call side uncovered off. lineman (center or
guard).

Smoke - Aggressive 3 step drop turn protection called to the strength of the formation.

Sort - Backside slide protection call used by the center, guard, and tackle to indication that there
are 4 potential rushers.

Speed Cut - Push vertical and break hard gaining ground slightly. | Run through the break.
Split - Width of alignment of receiver, OL or TE from nearest offensive player.

Split End - Refers to wide receiver away from Y (X).

Stem - Receivers path or stem, as in come back down the stem. Also stem route (5).

' Strong Side - Side on L.O.S. towards the Y for runs. The side with 2 or more WR's in the passing



game.
Tag - Playside tackle and guard double combo on a DT to a playsiae LB.

Talking - You/Me calls used by the OL and TE/H to determine who has the inside and outside
rushers in pass protection.

Ted - TE down block to a 7 or 8 technique with a tackle lead pull to a linebacker.

Tim - TE and tackle combo on a DE to a LB inside the TE.

Tom - TE and tackle combo on a DE to a LB outside the TE.

Trey - T.E. and tackle playside double team vs a DE to 3 backside LB. Also formation.

Turn (Rip/Liz) - Sprint out pass protection in which each off. lineman and TE is responsible for a
BS gap away from the sprint out direction call.

Vice - Used to identify TE tightly covered and man in attack position outside.
Weak Side - Side on L.0.S. away from the Y for runs.

You/Me - Pass protection call by two adjacent off. lineman declaring responsibility for a LB.






Hole Numbering and Position Identification

I. Numbering System

A. The numbering system is based upon assigning a number to the
space occupied by the offensive linemen and tight end(s.)

B. Holes to the right of the center are even (0, 2, 4, 6, 8.)

C. Holes to the left of the center are odd (1, 3, 5, 7, 9

II. Position Identification

A. Our linemen are referred to as Right Guard and Tackle, Left Guard
and Tackle, and Center.

B. Our running backs are referred to as Fullback, known as “3” in the |
running game and “F” in the passing game and Tailback,
designated “2” in the running game and “I” in the
passing game.

C. The quarterback is the number “1” and the letter “Q.”

D. The split end is “X,” the flanker is “Z,” and the tight end is “Y.”

E. The second tight end or third wide receiver is referred to as “H”
when replacing X/T/F. ‘



Line of Scrimmage Procedures

III. Huddle Formation

| Bay

S YARDS

LT LG C RG RT
FYT

=

A. The center forms the huddle with his heels at five yards facing
away from the football. Everyone must hustle into the
huddle as soon as possible to avoid problems with the
play clock. Do your resting in the huddle, not on your
way to it.

B. The linemen will form a wall at five yards standing up and facing
the QB. The receivers, backs, and tight ends will form the
front row, with the X and Z receivers forming a tunnel on
the ends. Stay in the huddle until someone replaces youl!

IV. Huddle Procedure

A. The center will put his hands above his head and give the
command “Huddle.” The offensive personnel will then
take their positions in the huddle.

B. When the QB enters the huddle, all eyes are focused on him.

C. The QB will do ALL the talking in the huddle. Any information
that can be helpful should be relayed to the QB outside
the huddle or through coaches on the sideline.

D. The QB will call the formation, play, and snap count.

E. If you don’t hear the call, call “CHECK”; QB will repeat call.



F. The huddle call sequence is as follows:

Movement/Strategy (Shift, Gun, Freeze)
Backfield Set (Far, Change, Strong)
Formation (Double, Deuce, Ace)
Strength (Right/Left)
WR Variations (Slot, On, Tight)
Motion (Zing, X, Hoof)
. Play (22 Zone)
**NOTE: We will align in the formation called and motion out of the formation.
(Examples in formation section.)
a. Run (2 digits)
1. Hole (22)
2. Tag term indicating blocking scheme (Zone)

NOG AN

b. Pass
1. Protection and direction (Slide RT)

2. Digits and/or tag words(s) (989/Flood)
5. Snap count

6. Ready... Break (Clap hands on break.)

Example Run: Example Pass:
Far Shift
Right Trio
Slot Right
22 Zone iy Smoke Left
On one 11
On one
“Ready” - Break “Ready” - Break

BREAKING THE HUDDLE:

All players will hustle to the LOS and assume their positions in a minimum amount
of time.

REMEMBER: We only have 25 seconds to snap the ball after the ball is ready for play.

“LINE UP IN IT”: If we have a motion or a shift called, and 8 seconds or less is left
on the 25 second clock, the QB will vell “Line Up In It”. All players will quickly align to
the position they would have assumed after their motion or shift.

PROCEDURE AT THE LOS:

If shifting, designated players will come to the LOS in a formation other than the one
called in the huddle.

All players assume their positions immediately (Y stay in 2-point when shifting.)
If a “gun” formation is used, the line shall play out of a two-point (also by
designated play or game plan situation.)

Motion is initiated by the QB’s heel, the nod of his head, or in relationship to the snap
count. : :




Gadenca

The cadence is a combination of words and numbers used in a non-rhythmic count.
The cadence must be used as a weapon by the offensive team. The QB can NEVER allow
the defense to time our cadence.

A. Our cadence will be:
Front call - alerts team as to what type of front we are facing
Set
Color - Number - Dummy calls unless “Live” color (Green/Blue) is used to change play
Color - Number - QB should use 20s, 12/13 as dummy calls often
Hut (non-rhythmic)
Hut (non-rhythmic)

B. Our possible starting counts will be on:
Set - Lou-Set
One - Hut :
Two - Hut - Hut (used on all checks/chooses and alerts)
Freeze - Hut - Hut - Hut - Hut, Hut, Hut . . . Set, Hut

C. Freeze:
A “Freeze” count will be used when we are deliberately trying to draw the defense
offsides. The QB will proceed through his cadence and use as many “huts” as he
feels is necessary to get the defense offsides. The only 2 players that should be
“keyed-up” are the QB and Center. All other players should be in good looking
stances, but relaxed. If a D-lineman jumps offside, the Center should snap the ball
and the QB should quickly take a knee. If no defensive player jumps offside after
S or 6 “huts”, the QB will pause and then say “set, hut” and we will then run the
play called in the huddle.

D. 1 Bob: Is a silent count that will be used when we are having trouble hearing the
QB’s cadence. It will primarily be used in Shot Gun, but can be used from under
the Center as well. The QB will lift his foot (in the gun) or pat Center’s butt (direct
snap). The Center will look through his leg to see QB lift his foot and then will look
up at the D-line, pause one second, then snap the ball.

E. 2 Bob: Is the same concept as 1 Bob, but now Center will look through his legs
and bob his head twice (instead of once) and then snap the ball.

F. No snap :
QB may call formation and “no snap.” This alerts team that we will attempt
to draw the defense offside. If we are unsuccessful the QB will be instructed
to either use a time out or take the delay penalty. We will not snap the ball
under any circumstance.



Rutomatic/Check Off - Two Play Offense

We will have several ways to get into another play at the LOS. These will be tied into
our snap count, as well as not allowing the defense to catch on to what we are doing.

A. Live Colors
1. Green - used as live audible only. Snap count is on one (Possible “Easy”
call for quick count plays.)
2. Blue - used on all checks and alerts. Snap count automatically is 2.

B. Live Audibles
*12/13 - directional number for any pass play
*16/17 - Speed Option
*20/21 or 30/31 - Trap
*22/23 - Zone unless prefaced by: “Wham, Rim, Slice, Iso, Blast, or Paint”
*24/25 - Power unless preface by: “Bull, Counter”
*26/27 - Stretch :

C. We will automatic or check our offense in the following ways:
1. Color system/live audible - will be used if the QB has not alerted the
team in the huddle. All “Live Audibles” are on 1.
EX: in the huddle QB calls 24 Power on “17; at the LOS the QB
calls “Lou, Set, Green 26, Green 26,” the play will be 26
Stretch on “1.”

2. “Alert” at the LOS-This is used to take advantage of defensive team’s
" alignment and allows us to choose between two different plays. All “Alerts”
are on 2. : :
EX: In the huddle QB calls “26 Stretch, Alert 17 Speed” on
“2.” At the line the QB calls “Ray, Set, Blue 17, Blue 17, Hut,
Hut.” Play will be 17 Speed Option.

3. “Check with Me” - This is used to take advantage of defensive team’s
. alignment to choose between the same type of play (Run to run, Pass to
pass.) All “Checks” are on 2.
EX: In the huddle QB calls “Check Zone on two.” At the LOS
the QB calls “Ray, Set, Blue 22, Blue 22, Hut, Hut.” Play will
be 22 Zone on 2.

4. “Choose Package” - package of 3 plays, usually 2 runs and 1 pass. All
“Chooses” are on 2. '
EX: In the huddle QB calls “Choose Stretch Package” (26/27
Stretch, 16/17 Speed, or Smoke R/L 11); At the LOS QB
says “Blue 12, Blue 12,” the play is Smoke Right 11 on 2.

*NOTE - 12/13 is used as the directional for all pass plays.

*NOTE - The QB will always turn head to the play side first... this will
help to allow callside OL to make calls, combat crowd noise, etc.






Red Bail
Red Ball as a No Huddle Offense

NOTE: This is not a “hurry up” situation. g
1. QB calls out “Red Ball, Red Ball,” and gives a Formation call ““Trio Right”
or “Trio Left”

a. Offense alerted to no huddle situation. Align at LOS.
b. Base formation is Trio to the field, but can vary by game
plan.
¢. Snap count is always on “Set, Hut” (No dummy calls.)
d. Receivers must start inside the tick mark, then expand to
final split depending on play (by rule.)
e. Center read defense for front call.
2. OB will look to the sideline for play call, or make the call himself based
on the game plan.
a. Call out entire play call to each side of formation. (I.e. “Slide
12 Streak, Slide 12 Streak)
b. Front call _
c. Begin snap count with “Set,” followed by a short pause,
“Hut,” ball is snapped

3. EXAMPLES: (@B LOS call = Play)
a. Dropback Passes
. Smoke 12, 11 = Smoke Right 11
Otto 13, Flood = Otto Left Flood
Slide 12, Streak Z = Slide Right Streak Z
. Screens
Bob 12 = Bob Right
Base 13 Sally = Base Left Sally
Dual 12 = Dual Screen Right
. Action Pass
Sprint 12, Cobb = Sprint Right Cobb
Sprint 13, Smash = Sprint Left Smash
. Runs
Any term 16 = 16 Speed Option
Any term 23 = 23 Zone
Zack 28 = 23 Zack
Any term 24 = 24 Counter
Bull 24 = 24 Bull
Any term 27 = 27 Stretch

Ted 27 = 27 Ted
Blast 22 = 22 Blast

NOT E: When 12/13 is used, first word is “live.”

O e e e J e o
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NOTE: QB must allow sufficient time for OL to make appropriate calls and WR to
get set for one full count before snapping football. (Center responsible to
make front call.)

NOTE: QB will again make the call to the play side first to aid communication and
combat crowd noise, etc. @B will use hand signals to aid the WR if needed.

NOTE: Signal for RED BALL is arms forming a circle over the top of head.



TWO MINUTE OFFENSE
“Clutch Series”

One of the most important parts of a football game is the two minute period just prior to the
completion of each half. Many games are won and/or lost during this vital time period. It is
not only imperative for the QB to know when time is legally out, and whether the clock starts
with the snap or the referee’s signal, but each player on the field should also know. It is
essential that we do not waste a time out prior to this period, and use whatever time outs
available very wisely.

This time period may give us the opportunity to g0 into half-time with either a score or
psychological advantage. Field position, remaining time, down and distance, and the score
are all factors that must be taken into account before assessing the two minute offense.

The following points are important and should be noted during the two minute period. This is
the same procedure as RED BALL, except that we are now trying to save time:

1. Itis the responsibility of the QB to know how much time is remaining. Itis
important to know how many time outs you have remaining.

2. The clock is not started after a score until the KO is legally touched. The
clock does not start on a change of possession until the ball is snapped.

3. Atime out in excess of three is a foul unless for an injured player, who must
be removed from the game. Time continues at the referee’s signal. Excessive
time outs bear a 5-yard penalty, and the clock starts with the referee’s signal.
You can call a time out immediately after a time out without a snap.

4. Officials will notify the Captain and Coach of the number of time outs
remaining.

5. Automatic time granted upon Captain's request for measurements of first
down yardage or injury, will not be charged against the legal three time outs.
Clock starts on the referee’s signal.

6. When all ball carriers are tackled from the hash mark to the sideline, they
will run the ball to the hash mark and/or give it to the nearest official.

Controlling the clock is vital at this time. If you are ahead, you want the clock to keep
running, and if you are behind, you want the clock to be stopped on every play, and in every
way possible. It is the responsibility of the signal caller to control the clock and to keep the
rest of the team advised. It is important that the team know what is expected and how we
intend to execute our plan. :

Champions are people who can do their best in emergencies which unnerve the ordinary

player. The “Clutch” offense requires poise, hustle, proper execution, confidence,

communication, and the ability of a team or individual to make the critical run or pass go all

the way. The perfect utilization of this offense has an important bearing on the final outcome
of any contest.



“Clutch as a Catch-Up Offense”

4

’

In the "Clutch” offense, other than in the huddle, all plays should be called from audibles on the LOS. The QB should
always check sideline for play signal.

While in this offense, time becomes our opponent, therefore, we will eliminate motion and shifting to conserve valuable
time.

It should be noted that when the @B calls an audible, the backs must shift in to the appropriate alignment. Linemen
will be down in a three point stance for run and a two point stance for pass.

1. 2:00 to 1:00 remaining:

a. Emphasis must be placed on hustle, poise, execution,
communication, and confidence.
b. Do not call time out unless absolutely necessary.
c. All plays must be executed in 15 seconds or less.
d. Ball carriers and receivers should try to get as much positive
yardage as possible after making the first down (clock
will stop.) ' :
e. No timeouts except after a sack.
2. Less than 1:00:

a. Utilize time outs.
b. Stop clock whenever possible. Ball carriers must get out of bounds.
c. Use quick pass and-sprint out series.
d. NO sacks! :
3. “Spike Play™:

a. Used to stop the clock when we are out of, or don't want to call

timeout :

b. @B calls “Spike” to both sides of the ball.

¢. OL/TE assume tight splits and protect inside gaps. NO penetration.

d. All TE/WR align quickly on the LOS and do not release downfield.

€. OB take 1 step back & immediately spike the ball forward to stop

the clock. Eyes must remain down.

f. Ball must not touch a lineman on the way down.
When the clock stops, the QB will signal and yell “Huddle” and we will call our plays in the huddle. When the plays
are called in the huddle, we will have the ability to use the entire system including regular snap count. When the
clock is not stopped, we will call the plays on the LOS using our no-huddle cadence the same as in RED BALL. The
ball will be snapped on the “HUT" command. For example, “Sprint 12 Cobb, Sprint 12 Cobb, Set, Hut.”

The Clock is stopped and we will huddle when:
*Officials time out :
*Players time out
*Incormnplete pass
*Ball carrier out of bounds
*Injury
*Change of Possession

The clocks stop but we will align on LOS:
*Markoff of all penalties
*Measurement for a first down
*Resetting the chains after a first down

The clock starts when:
*The ball is legally touched on a KO
*The ball is snapped
*Referee’s whistle indicating ready-for-play after:
*First down measurement, chains set, administering a penalty



Four Minute Offense

In "Four Minute Offense” we want the clock to run, however, we still need to make at
least one first down. The QB will receive the play call later theh normal from the
sideline (after-official has marked the ball ready for play.) QB will hold team at LOS

while watching the 25 second clock and not snap the ball until play clock is inside
three seconds. '

KEEP CLOCK RUNNING:
*Stay in bounds
*NO time out calls
*Use all of 25 second clock _
*Ball carrier stay on the ground and make official take ball from you
*Do not ask for measurement on 1st or 2nd down
*No foolish penalties (be prepared for cheap shots)
*Injured players get off the field on their own
*Use a simple snap count
*Make sure of all ball handing
*Be prepared for stunts and blitzes
*Remember that one first down will usually win the game

Victory Offensa

When we are in a situation where we are leading or want to kill the clock with less than
2 minutes remaining in the game or half (depending on field position and number of
time outs remaining by our opponent) we will call “Victory.” This call will serve as both

the formation and the play call. Victory formation has no strength call; thus remains
constant (see diagram.) :

Victory:
*Lineman, Y, and H, cut splits to foot-to-foot and execute wedge blocking.
Pre-align in 3-point stance.
*T and F align one yard deep behind guards and serve as personal protectors
for @B
*Z align directly behind @B at 10 yards. Serve as the safety man.
*QB will secure snap then drop 1-3 yards and touch one knee down: thus

downing the ball. QB then gets up quickly and hands the ball directly
to the referee.

NOTE: Remember that the defense may advance a fumble!

QB reminders in Victory:
*Use all of the 25 second clock -
*Take delay of game penalty after each snap if clock remains running.
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Substitution Group Terminoiogy

BRONCOS - regular personnel - 2 WRs, 1 TE, 2 RBs .
Quick Bronco - same as above, but another TB for the FB is
substituted.
Signal: Both fists together extended in front of body.

CHIEFS - Z and FB out, 2 TEs in (H & Z) - 1 WR (X), 3 TEs (Y, H, Z) and a TB.
Signal: Palm over mouth.

COWBOYS - Y out, WR in (Y) - 3 WRs, O TE, 2 RBs
Signal: Six shooters with both hands.

*FALCONS - FB out, WRin (H) - 3 WRs, 1 TE, 1 TB
Signal: Both fists in air with arms at 90 degree angles.

*FINS - FB out, TE in (H) - 2 WRs, 2 TEs, 1 TB
Signal: Straight hand, extended out on top of forehead

GIANTS - X and Zout, 2 TEs in (H and Z) - 0 WRs, 3 TEs, 2 RBs
Signal: Both arms flexed downward.

JAX -Xout, TEin (H) - 1 WR (2), 2 TEs, 2 RBs
Signal: Open hand, shaking up in the air.

*JETS - FB and TE out, 2 WRs in (H and Y) - 4 WRs, 0 TE, 1 TB
Signals: Both arms extended outward.

ZEBRA - Z out, TE in (H) - 1 WR (X), 2 TEs, 2 RBs
Signal: Drawing stripes down chest.

. *NOTE: The word “BIG" may be inserted in front of Falcons, Jets, or Fms to
insert a Fullback for the Tailback. a



Motion Terminology

Z Motion:
*ZIP - Z inside toward the ball. Short motion. Leave on 2nd color.
*Z00M - Z over the ball. Long motion. Leave on 1st color.
*ZING - Z over the ball to wing position. Leave on 1st number.
*Full - Z will start in backfield then motion to his alisnment. Leave on Ist
number.

H Motion:
*HOOF - H across the formation to same alignment on opposite side. Leave
on lst color or 1st number depending on how far you have to go.
*BANG - Short motion after the 2nd color-number (wham play)
*SEAL - Motion to the Backside Tackle and cut off the 1st man outside the T.

Y Motion: :
*FLY - Y across the formation to same alignment on opposite side. Leave on
1st number. :
T Motion: :
*TEAR - TB motion right (let play be guide as to when you leave.)
*TAIL - TB motion left (let play be guide as to when you leave.)

F Motion: ) /
*FIRE - FB motion right (let play be guide as to when you leave.)
*FLAME - FB motion left (let play be guide as to when you leave.)

**NOTE: All motion snap counts are on one!

**NOTE: It is the motion man’s responsibility to get where he needs to be when the
ball is snapped. The QB will try to help. Motion should be at a crisp pace (3/4
speed.) o _

It is OK to turn shoulders toward the LOS and shuffle after crossing the center.

**NOTE: The term “FAKE” can be added to any motion. This tells the motion man to
cross the center to the offside “A” gap, then reverse himself to original alignment.
i.e. Trips Rt Fake Fly:
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Shiit Procedures

1. SHIFT - Y.trades sides of formation
(I.e., Shift Split Right)
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2. STEM - (H) adjust inside-out or outside-in on the same side of formation.
(I.e., Double to Doc, Stem Doc Right) ‘Stem’ is never used by itself.
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3. MOVE - Combination shift (Y) and stem (H.) Also, WRs may also stem.
(I.e., Move Double Right)
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4. HOP - H trades sides of formation. .
(I.e., Hop Trey Right)
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5. SHOP'- Combination of a shift (Y) and a hop (H.)
(I.e., Shop Trey Right)
<
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6. SCATTER - Pre-determined game plan shift where multiple shifts are made.
(L.e., Scatter Double Right)
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7. OUT - Formation in which TB pre-aligrrs-atf an outside Wlde receiver position based
on game plan (I.e., Trey Right Out).

*BUMP - Same as OUT, only TB will start in backfield and shift to WR position.
*BOUNCE - Z will start aligned in backfield and will shift to his position.

NOTES:

All shifts will be executed on the front call and carried out within a silent 3 count.
*Motion can be added to the end of any shift.

*The in line TE should not put his hand on the ground.

- *The TE is responsible for making sure the receiver is on/off the LOS when
necessary.

*WR adjust on/off LOS by vision of TE on your side.



A. Slot -

B. Tandem
C. Stack
D. North -

E. South -

F. Deuce -

G. East -

H. West -

1. Tite -

Wide Recziver Alignments

“Refers to both the X and Z aligning opposite of the Rt/Lt call. The Z aligns

as the inside receiver off the LOS and splits the difference between the
tackle and X. The X receiver aligns on the LOS. For some route
combinations, the X and Z will “flop” with the Z aligning on the LOS and
the X off the ball. This can be done at any time to put us in the most
advantageous position by specific play.

Same as Slot, except X and Z switch alignments - X inside and Z outside.
X and Z both go opposite the Rt/Lt call with Z aligning directly behind X.
Both X and Z align to the right with the Z as the inside receiver and X as
the outside receiver with both off the ball (will be used with “Deuce.”)
NOTE: ‘“Zip to North’ would start Z outside of X and short motion inside.

Both X and Z align to the left with the Z as the insid.e receiver and X as
the outside receiver with both off the ball (will be used with “Deuce.”)

Term used with two tight formations. If simply “Right/Left Deuce,” Z will
align to the call side with X opposite. Both will be off the ball.

NOTE: Term ‘deuce’ always indicates both WR off the LOS.

X and Z align to the right side in a Slot alignment. Will be used with
unbalanced formations. (X on LOS, Z off LOS)

X and Z align to the left side in a Slot alignment. Will be used with
unbalanced formations. (X on LOS, Z off LOS)

Refers to the X receiver aligning on the LOS with a split of 1 yard from the
tackle just like a TE, opposite of the call side. '

J. Squeeze -X = 5 yds from OT. Z split by play.

NOTE: Receivers must memorize what terms put them on/off LOS and/or on the same
side of formation.
*Both receivers off LOS

-Deuce
-North/South

*Both receivers on LOS

-Fly (Y motion)
-Trips
-Open

*Both receivers on same side of formation

-Slot/Tandem
-North/South
-East/West



B. Split
C. Change
D. Weak

E. Strong

G. Near

H. Doc

I. Trey

Running Back Alignments

L. FB - Foot to Foot on Center, 3-point stance, toes 5 yards from nose
of ball.

2. TB - Foot to foot on Fullback, 2-point stance, toes 7 yards from nose
of ball.

1. FB - Align so that the inside foot of the Strongside Tackle splits you
down the middle; 3-point stance, toes 5 yards from the nose of
the ball.

2. TB - Align so the inside foot of the Weakside Tackle splits you down the

middle, 3-point stance, toes 5 yards from the nose of the
ball.

- FB - Same as split, except FB goes to weakside

- TB - Same as split, except Tb goes to strongside

N =

. FB - Same as Change to weakside
. TB - In ‘Q’ Alignment

N =

1. FB - Same as Split to strongside
2. TB - In ‘Q’ Alignment

1. FB - Same as Split, but away from TE
2. TB - Align in the “I”

1. FB - Same as Split

2. TB Align in the “T"

NOTE: The alignments above are general split alignments. At times the
play will call for the backs to align in an adjusted position to better aid the
structure of the play.

. 1. FB - In *Doc” alignment, 1 yard off, 1 yard wide of weak tackle

2.TB - In “Q” alignment

1. FB - In *“Trey” alignment, 1 yard off, 1 yard wide of tight end
2.TB - In “Q” alignment

J. Deuce (or “Single/Q" alignment):

K. Out

L. Bump

1. FB/TB - Align foot-to-foot on Center, 2-point stance, toes at seven

1. TB - Formation in which TB pre-aligns out of the
backfield to an outside wide receiver position based on game
plan (Le., Trey Right Out).

1. TB - Formation in which TB shifts out of the backfield to an outside
wide receiver position based on game plan (L.e., Bump Slot Right)

i\IOTE: Term “flip” can be added to any formation to allow RBs to flip/trade alignments
. and assignments (Le. Trey Rt Flip, TB in Trey, FB in Q.)



Y Alignments
A. YO - Align 1 yard behind the LOS and 1 yard wide at the tackle to the call side
“ This can be used in conjunction with any formation when Y normally is on

'LOS. Fly motion is an automatic YO.

B. OPEN - On or off ball depending on route play. Split the difference between the
tackle and Z to the call side

C. TRUMP - Align in a YO position to call side
D. TRIPS - Align in a YO position to call side

E. FLEX - Align on the ball, approximately five yards from the tackle (split will depend
on the play called.

F. TOY - TE align as outside receiver to the strong (call) side.
NOTE: It is the Tight End’s responsibility to check with the outside receiver to make
sure they are on/off the LOS whenever Y is in a YO position or whenever
TE is shifting. "
H Alignments |
A. TREY - align 1 yard away and 1 yard deep from the TE, toward the call
B. DOC - align 1 yard away and 1 yard deep from the weakside tackle
C. TRIO - align off the LOS, splitting the difference between the Z and the TE

D. DOUBLE - align off the LOS, splitting the difference between X and the weakside
tackle

E. DEUCE - align on the LOS opposite of the call Wlth a “normal” split from the tackle

F. TRUMP - align on the LOS with approx. 3-5 yard split from the tackle to the call
side. The Y will be off the ball between the tackle and the H.

G. TRIPS - align in normal trey alignment. Y will be off the LOS.

H. TRIPLE - align off the LOS, splitting the difference between the TE and the Z to the
call side (trio) '

I. OPEN - align off the LOS, splitting the difference between the tackle and Z to the
call side. N ‘

J. SQUEEZE - align on/off the LOS by play, 3 yds from OT.



Backfield Alionments

O O O O O
O O O 'O

T = Out ~ F=Doc F = Trey

O o O

T = Split, Weak T- Weak /Strong T = Change, Strong

F =Far, Weak, p-1 F = Near, Split, Strong
Change O
T=LQ
F=Q
Y Alignments
O O O O O
“Flex” O
) O “Toy”
“Yo” '
“Trips”
‘Trump

O O OO

“Double” *“Squeeze” “Doc” “Trey”
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SQUEEZE RIGHT ZIP SQUEEZE [can he Auto-Zip)
g P Ceoccocoe coccoc oo =
. X < - » c -« Y o> _I : c X
| Ho e : 1 5
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| Bounce Double Right Full Double Left
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Defensive Identification

] e B 1 A B H 1]
DEFENSIVE ALIGNMENT AND GAP DESIGNATION

Techniques will be designated by using a number system. A “head-up” alignment on the
center is defined as a “0.” Shades on the center will be called simply “Shade Strong or
Shade Weak.” A “1” technique is an inside eye relationship by the defensive tackle on
the guard, a “2” technique is a head-up alignment on the guard, and a “3” technique is
an outside eye alignment on the guard. This continues in a systematic fashion down the
line.

A “loose” technique refers to the defensive player being aligned with his inside foot on
the offensive lineman’s outside foot, while a “gap” player is squarely aligned within a
gap. " '

Gaps are designated by letters... the Center-Guard gaps are "A” gaps, G-T gaps are
“B” gaps, T-TE gaps are “C” gaps, and the gap outside the tight ends are “D” gaps.

DEFENSIVE PERSONNEL RECOGNITION

In a “four down” defensive scheme, the inside two defensive down players will be
referred to as “tackles” (T) while the outside two down players will be referred to as
“ends” (E.)

In a “three down” defensive scheme, the defender aligned over the center will be termed
the “nose guard” (N) and the remaining two down players will be “ends.”



Defensive Recognition

We will refer to the Linebackers in the following way:

*Mike (M) - The Middle linebacker in a 4-3 scheme or the Weak Inside backer in a
4-4 and an Odd scheme.

*Sam (S) - The strongside outside backer in a 4-3 and an Odd scheme or the
strongside inside backer in a 4-4 scheme.

*Will (W) - The weakside outside backer.

*Backer (B) - The strongside inside backer in an Odd scheme.

w M S ss W M S SS
E T T E E T T E
C0OO00O0 CO0O®OCOo
Example: 4-3 Scheme Example: 4-4 Scheme
. M B
W E N E s
O00OO0C0O0

Example: Odd Scheme

0B Front Cails

The first word in the cadence will be the QB's identification of the front. There are six

possible descriptions:

*Ray/Lou - Right/Left strength indication of the four-man side. If two four-man sides
exist, the front call will be made to the offense’s weak side.

*Odd - indicates the center being covered and both guards being uncovered.

*Even - indicates the center being covered by a middle backer and both guards covered.

*Bear/Double - indicates a Bear or Double Eagle defense (Bear is an 8 man front,
Double is a 7 man front, center and both guards covered.)

W M S M S SS W M S SS
E T T E E T T E
E T T E
| “Even” “Ray” < o
w M B M S M 3
E N E S WE T T E SS
(=] < =

“Oda” “Douhle”



{dentification of Secandary Caverages

Cover O Blitz coverage, Man to Man with no help and middle open (6 or more rushers.)

Cover 1 Man coverage with a free safety. Usually 5 man rush, but could be a 4 man
rush with a free LB.

Cover 2 Two deep zone coverage (Can add “Man” indicating two deep, man under.)
Corner Force.

Cover 3 Three deep zone coverage rolled strong, can be Sky or Cloud force (also
Three Man)
Cover 4 Quarters coverage, safeties and corners responsible for one-quarter of the

field. Safety force on both sides.

Cover 5 Three deep zone coverage rolled weak, can be sky or cloud force (same
concept as Cover 3.

Cover 6 Quarter-Quarter-Half zone coverage. Strongside corner and safety playing
quarters, with weak safety responsible for the deep half (can sometimes be
rolled “weak,” called “Six weak.”) .

Cover 7 Two deep coverage with three DBs playing over two receivers to the strong
side. Backside corner has the deep half weak (same concept as Cover 2.) -

Cover 8 Man coverage with F'S doubling to the strongside, usually out of a nickel look.
Cover 9 Man coverage with FS doubling to the weakside, usually out of a nickel look.

~ NOTE: Nickel coverages will be double digit calls. Strongside first, then weakside. (Two
L deep zone on both sides = 22.)



Cover 0 - Man

0 Orop




Gover1- Man Free

Free

FS

11 Rohher
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Deep 1/3\: Deep 1/3
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A
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C Ss FS C
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H
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Caver 8
&

FS and SS double Y

Back Inside or 2nd Weak  1st Baék Strong c

Back Qutside M ss
) Double Dn Y

O

O Nele

o 0

¢ FS C

or a linebacker.

Cover 8 is identifiable by a double team
by the Free Safety to the strong side. It
can be on any receiver, tight end, or back
to the strong side. It is still Cover 8
whether the doubler is a corner, a safety,




Gover g

FS and C double X l.'s

b

Back Outside M

SSVIan ony

 Back Inside or 2nd Weak st Back Stiong c

)

Cover 9 is identifiable by a double team
by the Free Safety to the weak side. It
can be on any receiver, tight end, or back
to the weak side. It is still Cover 9
whether the doubler is a corner, a safety,
or a linebacker.




Identification of Stunts, ogs, and Blitzes

A stunt is any game involving the down defensive linemen. Some of the more common
stunts we will see are:

W M 3 | M S W M 3
T T E__T T T T
Thope Fxoded ebores
Double TE TE STE
*Stunts are identified from strong (marked 'S)) to weak. Weak stunts (ex. TE, are not
marked with any other identification other than which players are stunting.
W M S W M S W M 3
[ oFee koo e
O (e ¥ < O (- S
TES-ET ETS | | Douhle 7
W M s W M 3 W M S
T T T E E T E
woodot Tho ook SSe b
ET ETS-TE Slant
W M S SS W M S W M S_
T T E E T T E
£ /o ledodob bdoeb
Angle Douiile In Double Dut
W M s s W M s W /s
T T E I \T E
ECCYAR lobodot P oler o
Douhle Pinch Pinch Strong STSPY

*A stunt involving defensive linemen dropping is termed a “spy.” The lineman will be

~ identified followed by the term “spy.” They are usually accompanied by another stunt,
a dog, or a blitz (not identified in this section.)

;' N O Mos sl N W s \, /s
I‘Qo&og{oé ’ Eo/oog/o/io Eklor OE%

. ‘Double ESPY ESPY-Angle Dounie TSPY




ldentification of Stunts, dogs, and Bliizes - Cont.

A dog is a rush by any linebacker. We will identify dogs by calling the position from
which he is'dogging and identifying the gap to which he is blitzing. When identifying
dogs and blitzes, the strongside gaps will remain A, B, C, and D, while the weakside
gaps will be X, Y, and Z.

SRV U SN e

Sam @A Will@i Mike @B

*We will identify some combination dogs with words. If all three backers come, this is
termed “ALL." If one backer comes off of each edge, this is termed “JET.” If two inside
backers dog on the inside, this will be called a “FIRE” followed by the letters of the
gaps to which they dog.

Qedade (<laly e

jET (also a double pinch) Fil' 1+ Ax

Blitzes are any pressures by secondary players and will be identified similariy to dogs.

The Free Safety will be called the “FREAK” and the Strong Safety will be called “STORM."

If the blitzer is a single blitzer coming off of his edge (FS weak, SS strong,) this will simply be
identified by calling the player (first two diagrams.) A corner blitz is a “COWBOY.” )

3 :
W M S SS, W M S W M S
E T T E/ E T T E E T T
SO DO OO OO OO OO O OO DO }D
Storm freak Storm @B
|-' .
W M S W M S w M
E T T E T T E E T T E
OO OO S OO OO O (@) OO}D
Storm @G Freak @X Freak @Y
SS .
W M S cB M S SS,

E T T f/r E T T F
ooooc?/o cCoocooo

Gonra Doubie Smok




Defensive ,Frunt Identification

Our fronts will be determined by recognition of 5 basic and balanced fronts. If the

front is not balanced it will be recognized by calling the strongside first followed by
the weakside.” The 5 basic looks to recognize are 30, 40, 60, 80, 50/70.

M B W M S
W N E S E T T °F
OO & O OO OO & OO0

“30" lld“"»

W M S 83

E T T E
OO & O OO

“ﬁﬂ" ' “80"

E T T E )
ololcNoNoNe

“50" ll,ov"




i
’

3S
W E N E S E T T E
O O O O O O O O OO
ll34" 83
M M
fE T T S5 E T T E g
oNoN-NeNoNe O O® O OO
llnll ll5i”
We will determine linebacker walk off with “soft” for stronside and “off” on the
weakside. We will use the term “tight” for a reduced 80 front.
WM g | B
E T T W E N E S
“40 Soft” “34 Off”
W M S w | M
E T 1 E E T T E 8§
o O O O O o O O O O

“40 Off" o)
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22-23 Zone

Cov: tuse. poss. "TAG™ w/G
PST jnc: base combo - “TIM™ ar “TOM" wiTE

Cov: base. poss. "RAY. LOU. or EVEN™ w,C
Unc: base combo - “TAG wiT

——

Cov: base. poss. "CAGE™ wiBSG or “TRIO™ #/ 35G an
c BST. poss. "RAY, LOU. or EVEN" w/PSG

Unc: base combo - “RAY. LOU. or EVEN" w 35G

Cov: slam A gap, poss. “Scoop”. "Adios” ap-tesg

BSG Unc: BS combo - “CAGE™ wiC cr cutors 3TI0 :
w/"EVEN" call E
“

d

- Cov: slam B gap poss. “Scoopn” or tAdics”
BST  L'nc: 35 combo - “SCOGP 5 ADIOS™ v.c

l

PS:vs 5 &9 wdnive. Vs Bven or Stack-"TIMT .3 200
‘{/H “TOM™ wvith PST . vs 7 or § znd Rars 970U
BS: Cutorf. vs 3&9 "MOON™ with 35T, “OU™" .5 40

KSR TR

R

Varied split. PS-block MDM vs T —un
front. #1 vs 8 mun tront. BS - conves tach,

]

Backside cutoff on EMIOS. “PIGCY™ zal
B yinoTe

O

e
.,\,{\5 T
Varied split. PS-block VDM ws T ==n 900
. . -~ ~ . . AT
E { front, 71 vs § man front. 3S - convar sanh.
' 3
——-t_—“ TW"

3l

] %

J course 10 POA. Aiming point is insica le
1B of PST. Read Ist down lineman from 07
nose. over. Press LOS.

15

Open ut 3:00/7:00, handors 0 TB.
8 accelerate out of exchange. boot away,

“Ba“.ﬂ

o a4
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Zone Frontside-TE’s &, H’s

ﬂ'ﬂntS"]e RBS“““S"""W Frontside 1s essentiaily a

double team with the tackle. Stay on the first level as long as
possible. Do not come off untill the second level defender
penetrates first level. Be alert for *OUT" call vs tight or blitzing
9 technique.

|Fruntsine Teciinique: Tom {Used with 0T ys
1& 8 technagiue & second level LB or §

O

“TOM”

SS

b%

«zoNE D “ZONE” “CUTOFF"

O

O 40 BOW-Ray/Lou

Base Drive technique. Gap step with ourside foot (6™ x 6™), bring
second step with inside foot vertical to inside leg of defender.
Alm for v of the neck (inside arm pit vs off defender). Think
double team and maintain leverage. If LB walks up to LOS on
OT-man rules apply.

Frontside Teciinique: Tim (Usad with 8T ys
Even defensa

V's Even there is no defender to TOM to. Therefore-TIM. Same

O

W M S

T

g‘o o SFO

UTOFF”

® 40- tYEN

Jtechnique as TOM. bur with inside arm pit aiming point If LB
walks up to LOS on OT-man rules appiy. :

Frontside Techninue: Sombo {used with TE and
HinTrey alignment]

TE must take inside arm pit position and H will take ourtside
arm pit position. Combo first level 10 second level ourtside.

Stay on first level and think double team. Unless second level
ArtaAlon

Frontside Technique: dut [used with tigit 9
technagiue (hiitz or BEAR)

SS

oJ

CO\IBO

40 OVER

TE must make “OUT" call to tackle to let the OT know he is
on his own. TE must drop step to inside arm pit position and

] block man.

echnaiue (hiitz or BEAR)

Base Drive technique. Same as Tom with inside arm pir aiming
point.

l:rnntsine Technigue: Man fused ys 5 &9 tech] o

“CUTOFF™

oéisr} Ss

O\/ BEAB

E S
oo

“MAN" vs 3 and 9

50 UNDER 30S3

W.

L g 25
@ O
MAN” vs 5 and 9
c,\/

60 B0SS




Zone Backside-T E’s. & H’s

Backsnie RBSBBHS"“"W: Backside is the most

important. Zone is a cutback play. Must hold the backside. so
the running back may cut back through the backside A or B gap.
[f unable to secure inside position. throw outside flipper under
defenders arm pit and push by the backside 4 or B gap. Play is
checked to | techngiue side. Knowing Ray/Lou call helps w0
determine if sift is needed. If Even-stay on first level

Backside Technique: Sutoff [ TEvs 7 or 8 tech,
H Swoonp, Flexed TElie tripie

Drop step with inside foot, cross over with outside foort, dip
outside shoulder to ground and shoot outside elbow through.Sink
hips. Get hat on detenders inside arm pit. Regain hands to breast
hplate. Hinge back ourside, Point bux at ball carrier and turn butt
as ball carrier moves up, into, and bevond the point of atrack

W

) “TOM”

M
SS
\'r T E
o 2 oXeXe)

o

“CUTOFF”

40 BOW

Baciside Techninue: Sift {used with 4

Trey Position.3= TE -Sift, 4-Swoop

Initial Cutoff Techngiue. Get outside hand on breast plate and
allow H to get inside position. Sift up to second level if
Ray/Lou Front call (Cut off second leve] defender as in cutoff-
of first level defender).

W

M

%\oo d&‘co

S

“SIFT™
SS

\T \E

"ackside Techninue: Piggy (used with 8 on
Bacisidei=TE-Sift
Initial Cutoff Technique. Ger outside hand on breast plate and
allow FB to get inside position. Sift up to second level if
Ray/Lou Front call- { Cutoff second level detender as in cutoff
of first level defender)

'Backside Technique: Moon {TEys 5 tecinigue

* [Drop step with inside foot, cross over with outside foor. dip
outside shoulder to ground and shoot ourside elbow through inside
arm pit of five technique.Sink hips. Ger hat on defenders inside
arm pit. Regain hands to breast plate. Hinge back outside. Point
butt at ball carrier and wum burt as ball carrier moves up, into. and
Seyond the point of artack.

o “TOM” C
t‘SVVOOP‘)’
o A0BOW
“SIFT”

C W__
T
cch

“PIGGY" \

O

M

£

5

“TOM”

I T\YJ STT:LE o

“MOON®™ "MAN" vs 3and 9 O
' : vs backside 3 techniguc
’ /

“Triple Formation’

O

“CUTOFF”

1)

M

(must have inside

foot back in stance)

o

) MNaeay O

W.

A

o4e

-4

o/

DOUBLE

od

“MAN" vs Sand 9

60 BOSS

O . GOUNDERBOSS




To one receiver =

DE Reachable: reach-cut, poss. “TAG™ w/G
PST or “TITE” w/TE

Staik #1 {Cj or Crack #2 {OL3B or WS, i biiz]
i by OLB or WS redirec: to corner
P‘ —

Best available release- run through =35

;‘ 4

Run Cobb o set up boot

Lead 0 Corner on Crack. OLB on Sizik.DE
F3 on switch, Comer on influence

Go in motion on second number. spesd under
H control. Slightly loose ground on snap. Get o
outside hip of lead block. Read Det Keav

Snap ball when motion is near outside iag of OT
Q8 Open 0 bull carrier with back paralle! 0 LOS
_ Fuke boot after hand off (or bv olav.)

48-49 Sweep P2

C
DE not reachable: veer release 10 LB level
Reach and cut, get to LBs if possibie
_ IR——

Reach and cut. get to LBs it possibie
2 CRACK
3sa Reach and cut. get to LBs if possibla C

Cut DE O

VEER SWITCH vs non reachable DE and fast flow LB

“lou”

83

Ry
W ?x v i\
E TT/\T JE| S |
O 00900 o

“CAGE”

O o

lluu'ﬂ"
SS




DE Reachable: reach-cut, poss. “TAG” w/G
PST or“TITE” w/TE

DE not reachable: veerrelease to LB lavel

Reach and cut, get to LBs if possibie

PSG

Reach and cut. get to LBs if possible
H

Reach and cut, get to LBs if possible
BSG

Cut DE
357

]

"I"o.'l_’»;é;f'l{cceiv?rs o | 4—8—49 Sweep

Go in motion on second number, spesd under
I conrrol. Slightly loose ground on >n.1p Getio
outside hip of lead block. Read Der Kev

Lead to Corner on Crack, OLB on Stajk . DE

2x2 set, block with H2 10 4: if #2 is in hard o STALK 48
b { -sky position, block MDM ( [-4) P ——— -
WA M S SS 1o
1Y
y Run Cobb 1o set up boot \/ B MT \T
g C v NO O 8 o0
*— O \\\ R ‘O

ol 83

VEER SWITCH vs non rexchable DE und fast flow LB

O | 50

i3 on switch, Cormer on influence “lou
Double team with X 2 t0 4. If #2 is in hard
H sky position, block #3.
O
Snap ball when motion is near outside legof OT
B Open to ball carrier with back paralle! 1o LOS 33
Fake boot after hand off (or bv plav.)
“louiile” “Qdd”
M\ S
| SS
W E T 5;:_
CO  N\©0Qo
“CACE™
30




26-27 Stretch

any

Cov: reach. poss. “TAG™ /G

PST  Unc: reach combo - “TITE" wiTE. soss. “TED” M
. W AN
Cov: raach, goss. "EVEN or "BACKSIDE™ w/C O
PSG ‘nc: rzach combo - “TAG™ wiT unless "EVEN" wiC ~TITE"

Cov: reach. poss. "CAGE™ :v/BSG or “TRIO" wBSG and
n BST :

Unc: reach combo - “EVEN or BACKXSIDE™ w/PSG

Cov: cutotf, poss. “SCOOP” wiT W N
BSG Unc: BS combo - “CAGE" w/C or cutoff soio £
w/"EVEN" call
_ wI"E a . i} \ O
Cov: cutort, poss. "SCOOP™ wiG or "MCON™ wiT=
BST Unc: BS combo - “SCOCP” wiG ] O “TED"

Varied spiit-BS convov. PS-MDM vs 7 man

front/#1 vs § man

“Odd”

W M o
r A SS
BS-. siiT. or possible "MCON" with 3ST vs 5/9 or Stack | _—
Y/M  curdetznders on BS. PS “TITE vs § zossivle "TED™ +3 ~ Ei_ _1_ E /

. S
-.'oniy):z:sf) Reach: O 6—0/8/ O O O7—
Varied split. PS-MDM/#1 based on dront. ~CAGE" < e

FB/H Arc release to outsice number of forcs \
defender. Kick out or log.
= 7\ M 7\ S “Bear’
P ——

Angle course to POA. Aiming poiatis 2 vards 3;_ I E
1B outside TE. Read 2nd down lineman from 07 nose.

Qver. O
_— A “TITE” ~TRIQ" SIFT
Open at 4:00/8:00. nandert t0 TB, dropback

QB after Boomer tuck "\' O 50

WM “Ray” W T Mo s
£




20-27 Ted

Pa. 4

,(')

ov:reach: poss. "TAG™ /G (Siretch ruies.)
Jnc: lead puil for near L3

PST

(-

|

R
ov: reach. poss. "RAY, LOU. EVEN und/or
PSG  “BACKSIDE" wiC

:reach combo - "TAG™ w/T unless "SVEN" wiC
e

— n
o
3}!

|

®

ov: cutotf, poss. “SCOOP” wiT
BSG nc: BS combo - “CAGE” wiC

3

. 1
Cov: cutotf. poss. "SCOOP™" WG or "MOON" w/TE
BST  Unc: B3Scombo - “SCOGP" wiG

Varied split-BS convov. PS-VMDM vs5 7 man.
front/Z! vs $ man

e

PS- Vs 8 -TITE |, vs 9 reach. vs 7 “TED”

l 14 BS- SIFT- cut on second avel p
’ . ———

Varied split. PS - MDM/%1 pased on front; O

U

N
S‘T‘z&é 53

“SCOOP” SIFT

“lou”

Cov: reach. poss. "CAGE™ w/BSG or “TRIO" wiBSG and
h BST 80
Unc: reach combo - "RAY, LOU. EVEN and/or
BACKSIDE" w/FSG “ ”
tyen

oy
- S =
00
"I'EDI /8 SIFT
\—O
WM
g i E s

2 North/South Deuce biock forca. i
r ————
EE—

Angle course 10 POA. Aiming point is 2 vards

18 outside TE. Read 2nd down lineman from “0™ nose.

qver.

Open at 4:00/8:00, handort to TB, dropback
8 after Boomer tuck

“TITE™ “TRIO"

W { M “Ray”

o i4




TED TES&HS

frontside HESHIIIISIDIIIW Base Drive technique.

Aiming point is outside arm pit Vs 7 and 8 technique-must gap
step outside. Vs 5 technique step with inside foot. In each case,
assume the DE will rock outside. Vs 5and 9 technique-"Man”
call. [f DE rocks inside- expect inside tackle to loop outside, get
to outside arm pit of defender looping outside. DE will usually
have gap side foot back in stance.

Frontside Technique: Base Drive (TED)

Gap step with outside foot. Second step nght at DE. Alming
point outside arm pit. Avoid hopping to position. Vs 3 and 9

S5

Dn

_ “lnu"
SS

“SIFT"-cut backside

40 BOW

technique, make “Man” call. Reach Drive= Gap step, second
Step to crotch, hands to breast plate. Wide base. Can *Man” if
TED is not beneficial. Possible to “TIM” a stacked LB. Vs Even
Ted to inside LB, vs ray/lou Ted to outside LB or S

Backside Technique: Sift and Cut

Drop step inside. throw the shoulder through and cross over
with outside foot. Get through to second level. cur the

“TIL\/I“

Can Tim In trio
if H can dig out
#4 defender

“Eue n) ’

a0

backside (there is no cutback). Getthe detenaer off his feet to
slow him down for later plays

Backside Technique: Moon vs 5 and 9 tech

Drop step inside, crossover, throw elbow through to inside arm
pit of 5 technique. Cut 3 technique

o)

W ¢

T

\/L._ S_ “fuen”

I e

SACRE “\/IA\I” @)
(possible)

40 QVER

W M “Ray




16-17 Speed

Pa.

n

Tight End side - “Tite” or “Tag”

Cov: curorf, poss. “SCOOP” w/G
or “MOON" w/TE
Unc: bs combo - “SCOOP” w/G

BST

Normal spiit. VIDM. BS-convoy.

I

- - (llnull
PST Open end side - veer raiease o PSLB Ve M S SS
W
E/ T\ £ |\
Cov: reach. goss. "EVEN or BACKSIDE™ wiC 6 < O
PSG Unc: reach combo - "TAG™ w/T unless “EVENT O O
w/C ) @) > > Most dangerous O
head up (o inside
“DACWQ v
Cov: reach. poss. "CAGE"™ w/BSG or “TRIO™ v/ BSG & BACKSIDE
BST o——"7"
6 Unc: reach combo - “EVEN or BACKSIDE™ w/PSG 40 soft
“tyen”
Cov: curotf, poss. “SCOOP” w/T W T M S
BSG Unc: bs combo - “CAGE” w/C or cutorf T I\
solo w/EVEN" call E_ N (L E

40

option EMOL
To TE side: | step buckout. attack farcs man: Check: . Numbers
(see FS) 2. Path of T'TE 5. | tech: 7 vs. 9 tech,

B

g 4 I’
— 3 oW /( M__ Odd
PS - *REACH" vs 9. “TITE™s Tor3. vs 5 & 0 "REACH" 5r "TITE -~ {
‘{/H if wide 9. IF OPEN- inost dangerous defender fiead = 1 mside 35 - E L E _S__
“SIFT™ vs 7.8.9 or "MOON"vs 5 &Y-cut on second evel INTREY- { <X 7
H. IwNap 1 O O O O O O O
Normal spiit. BS-convoy. PS-MDM. cace 130 rEacHQ
1 N/S Deuce - biock FS or 3rd levei derandear.
Lﬁ T
| Wideout in trio, block FS . .
\\ M 7\ S Bear
To open side: open Step (o sideiine. kezping W \ 1) T S E
TB relationship 4 yds deeper and + vds wider than QB O_E b
To TE side: stretch footwark to pitch relationship O 'e) e
“TRIO”
"
To open side: yuick thres step backour drop. artack downnill, N SWOOoP

10

— 0

R

' _
W Ray
E T (T S
D000
N - “MQOON™
{ . \O\.AC

O
C O

0

a4

O

v “Ray”

)
E_S
o558 o o
“MOON™
"BACKSIDE™

e —

34




SPEED TE & H_

Veer release to 1st PS [ILB

“luu)l
PST T side - possible “TIM” call M S /(
E E
Covered - drive reach 0O B gV O é
PSG  Uncovered - “DEUCE” call with center to ®) A

second level: possible “ZONE"” call

Covered - drive reach, possible “DEUCE”
H call with PSG
Uncovered - zone to LB level

“Even”
Covered - drive reach, cut off o ]
BSG Uncovered - zone piggy back to 2nd level ™
possible “SCOOP” call with BST
~ Covered - drive reach, cut off e O O
BST  Uncovered - “MOON" call with | W K SCOOP
TE Spiit side “CHIP” to 2nd level. T
Normal split. MDM. BS-convoy. : Y\\—4@ 10
x .
— W \ My S “He
PS-drive reach, possible T=E=RE" (No
{ “TOM™) BS-"MOON,” cutoff
; e o
Normal split. BS-convoy. PS-MDM. DEL SCOOP o
1
— o 40 OVER

BS-cutoff, “MOON” call ifon LOS
H PS-drive, reach, possible “TIM”
If wideout in trio. block FS

Open step to sideline, keeping relationship W
TB 4 yds deeper and 4 yds wider than QB %E
“*SCOO0OP”

Quick three step backout drop, attack

“Bear”

aB downhill, option force man. | M BEAR
vll uﬂav"
J— .
JeJoxe gics \b 2 O © O

“MOON™ C MOON"

50 UNDER BOSS | '\o 60 BOSS




SPEED -TE’s & H’s

Frontside Responsibility: s.yvie .5 strecren
TIM with OT . Must anricipate fast scrape by [LB. Get off first
level early enough 10 get to outside arm pit of scraping LB.

O

rontside Technique: TIM (W/0T]  Gap sep wirn

outside foot. Second step to crotch of DE. Aiming point outside arm
pit. Throw inside fore arm. Keep shoulders square. {f DE rocks outside.

W AM S A s lou
{J\olb :

00086 O
“TIM” . “SIFT-cut backside

—0

40 BOW

get hands to breast plate and take Man. [f DE maintains or rocks inside
work up to outside arm pit of LB. 3 technique will take ionger than vs 7| C

1

Frontside Technique: OPEN ALIGNMENT
lie, tripie} O

Must block first man head up to inside Y's alignment, run off s man
coverage (key defenders eyes focus for man xev). [finside LB is

assignment. force him to go over the top. Do not allow him 0 duck under

LW S
technique. Vs 7 do not hang on too long. Vs 9 tech must drop step (lose T M
ground to gain ground). Vs 5 and tight 9 must man block. vs 3 and wide SS _
9 TIM to ILB. Vs Bear TIM 8 tech _,E\ I : E
oRe) o

block. Be alert to DE aiignment which will determine 17 tackle can zer
through to LB. If LB blitzes or dissappears. redirect to safexy.

Bacitside Technique: Sift and Sut

Same as Backside rules as TED and STRETCH. Drop step
inside, throw the shoulder through and cross over with ourside O
foot. Do not waist time with first level .Ger through 1o second
level, cut the backside (there is no cutback). Ger the defender
off his feer to slow him down for iater plays

“Euen”
o0 “SIFT”
—0O 10
“fuen”

S SS C

gt

- O

30 OVER e Y-Head up to inside

Backside Technigque: Moon vs 5 and 9 tech

Same as backside rules for TED and Speed Drop step inside.
crossover, throw elbow through to inside arm pit of 3
technique. Cut 5 technique

i ; “Rav"
/SW /g M/ﬁ :g

E/ Ty K | S

C Q2 OO0

O “SIFT™

O

“TIM™vs wide 9 O

O——— 50 UNDER BOSS

“MAN"vs tight 9

O—— 60B0SS




24-25 Counter (

- Ltech: “O” call - base block
PST 3tech: “TAG”cail - double down w/G,
poss. “DOWN” 3

On, Inside
PSG Cov: Drve vs 2/3 tech. “Tag” with PST
Unc: block down

BSG cov: black down solo
ﬂ BSG unc: block man gg or “"FACE™ if ESG is aiso
unc.

“Q”: lead pull for PSLB
335G “DEUCE"™: Kickout pull for plavside End

_—

—_—

ST Lead pull for #2 LB

Varied split. PS-MDM vs 7 man fronuz) vs 4

BULL RULES-exczpt no 9 cail 8S- Cutort funge~Must sirt
Y/H up o LB ineven und double. PS - “CHIP" +s DELCE.
Release to sarety vs9. “O” vs. “OUT" cail +s Bear

F 8 man; BS-convoy Sc—

Strong]

CHIP

Varied spiit. BS-convoy: PS- in sior, Slock ~ CUTOFF
z torce/ MDW vs 7 man tront/#! vs S man / a0
. O
Asszgnment. _
FB/H
M S “Bear”
Counter steps oppositz the call. Artack W E/, T, T SS>§;
TB  downhill to playside A gap. Stay on pulling @) @)
tackle’s backside hip.
“DOWN™ OLT
. - A AN WN™
Open opposite at 3:30/6:30. hand over the DOWI
BB o), acceleraee into boor, O 1
S E——— ——— —
" ”
VV uaav.n ﬂdd
S

M

|

E T X)E s
@ o 0O
L—-”'—dd/

DOV o”

/

v
a4
=0

S

ad




194-95 Counter (Weak)

1 tech: “O” call - base block

PST 3.tech: “TAG" call - double down w/G.
poss: “DOWN"
On, inside

PSG Cov: Drive vs 2/3 tech. “Tag” with PST
Unc: block down
BSG cov: block down solo

n BSG unc: block man on or “FACE™ if FSG is aiso
unc.

I

*Q": lead pull for PSLB
358 “DEUCE™: Kickout pull tor playside End

| 8ST Lead pull for #2 LB

.
1
1
W
[72]

Varied split. PS-VIDM vs 7 man ronvst v
X 8 man: BS-convoy

BS- Cutort hinge*Must sift up to LB in even and Zoubie.

Pg. 7
S s lou
EPATé
o) 000
QLJ CUTOFF
HINGE
N
“tven”
LA T ]
;\_ 10
M “Jdd”
E T\T _E S
0BG Q00
CUTOFF
HINGE

3l

I ~ |
| P - —
Varied split. BS-convoy; PS- in slot. bilock
1 force/ VIDM vs 7 man front/Z1 vs 3 man
P— I
Assignment.
yEu— R ———

Counter steps opposite the call. Attack
TB  downhill to playside A gap. Stav on puiling
tackle’s backside hip.

Open opposite at 53:30/6:30. hand over the
ﬂB top, accelerate into boot.

—
T s
>I

5 - CUTOFF

HINGE

O_:.

dod

"DEUCE?
\ 24

M S “Douiie”
W NE T 1& E
CRON®
“DOWN"% “DOWN” (S:l[i(:oﬁ:
50
WM Ray
£ T ;T S
TaG e
C— 34




Ltech: 0" zall - base biock, TE side - poss. “TOM"
pPsT 3 teen: “Tag” .all - double down wiG, poss.
“DOWN”

: On, Inside
PSG Cov: Drive vs /3 tech. “Tag with PST
Unc: Block down

i

BSG cov: /3 tech. - "HELP” w/BST 0 most BSL3
G | tech. - block down solo (“SOLO” vs Bear)
BSG unc: block man on or "FACE™ if FSG is aiso unc.

e
*Q": lead pull for PSLB
BSG  “DEUCE™ Kick-out pull for playsice End

Cov: "MOON" wiTE

357 Unc: 2/3 ze;h - "HEL?" wiC 0 most 8SLBor sut s, Sear
("SOLQO" from C) | tech. - biock most 8SLB soio
[f no TE backside. B-2ap hinge

"[/H BS- Cutorf kinge. "MOON™ 5 5/9. PS - “CEIP" s
DEUCE. 9" callvs 9. ~O" vs. "OUT" call vs Bear

I

Varied split. BS-convoy; PS- in slot. bioci
Z torce/ MDM vs 7 man fronvE! vs S man

FB/H Jab step. bull pull for #1 LB

Counter steps opposite the call. Attack
TB  downhill o playside A gap. Stay on puiling
guard’s backside hip.
h
Open opposite at 3:30/6:30, hand over the
aB top, acceierare into boot.

24-25 Bull

“or Y\Q “HELp» HINGE
C— 80

X 10

CUTOFF

[ S “E‘Jenll'
I E
0O
\HTET 2" CUTORF ®
. HINGE

Vared split. PS-MDM vs 7 mun fronusl vs

- 8 man; BS-convoy L —
E
3

M “Ddd”

CUTOFF O
HINGE

7C< (l)--.woom'“
30

“Ray”

“Ray”

3 m
AN




ﬂ‘ﬂlltSi(le Resnnnsibiliw: Same frontside rules as

OWer except no wey vs 5 and 9(O calil v or h block out to 9 tech)

“0” call arch to 9 tech, do not chip on 7 or § tech. Y base rules
re Vs 7 or 8 tech- chip to SS/OLB.(must take stacked player if
ay/Lou) vs even arch 1o SS or CB. vs 9- inside release and seaj
ackside ILB (or MLB in even)if LB dissappears inside work to
tfside LB. When in motion, must bluff five technique before
rching out.

hnntsme Technigue: SHIP 1Y ys 7 or § tech)

Similar to REACH DRIVE. Gap step with ourside foor. Second step 1o

BULL-TE & H

40 BOW

outside leg of DE. Throw inside fore arm. Keep shoulders square. If DE
rocks outside, get hands 1o breast plate and take Man. If DE maintains
or rocks inside work up to inside arm pitof LB or SS. [n 0" technique
arch out rather than chipping.

Frontside Tecinigque: 31Y or 4 ys 9 tech)
Make 9 call. Release inside and aim for outside arm pir of baciside insidd
LB vs Ray/Lou- ML vs Even. Vs flex treat flexed 3 tech as backside LB
Seal LB. If9 rocks inside across vour face lock on and drive him down
Exside. [f LB disappears down inside work 1o offside LB.

"0 Q “Pull to backside LB

\ vs 1 tech (M in even”
C— 40 BOW

Frontside Technique: dut Yy us Bear!

Vs Bear make out call. Base Drive to inside arm pit of 9 tech. Keep
ide

Jdller Tecanique: Jacisiie 1B ys 7 iecd

- Frontside (B ys 3 tech

ust read 1 or 3 tech to determune which LB to block and path
0 LB-be alert to movement either way-must take tight path to
LB. With 3 tech get depth to run around. Block SLB (even) or
frontside ILB. Vs 1 tech be alert 10 running around 3 tech on
lant inside Block MLB (even) or backside ILB. From Doc or
rey align with depth and drop step. Vs 6 man front if LB is
- picked up run through to FS

' Backside Technique: Hinge ys 7 or 8 and
‘ Nl}gtzing 9 Moon Hingeys 5 and 9

t hinge to most dangerous defender. Do nor allow LB run
through. Vs Bear step inside and hinge out for wide 9 penetmtionﬂ

W

o

“Pull to backside LB

M “tuen”

E
\o o
“HINGE™

O

vs | tech (M in even™
& 40 OVER
—

M ;S “Bear”

SS E
\Q “CUTOFF HINGE™

0O @)

T “DUO”
Vs 5 and 9 Drop step inside, crossover. throw elbow through to ' ) .
inside arm pit of 5 technique work to hinge back out In wey “Pull to Frontside LB vs 3 tech
l SWoop. BEAR

“8 avu

O
wiooi\f HINGE™
AN

60 BOSS

l ‘ O ~SWOOPp”
o & 50 UNDER 3055




Cov: Base block EMOL

PST Unc
PSG Cov. Drive. poss. Ray/Lou with Center
Unc. RayiLou with Cznter

Base nose t0 directionai call.
s Ray/Lou or Even.

3Sa Unc. Ray/Lou with Center soss. “Cuge”

Call to you = out
‘f/ H Cail away = Backside cutor?

h
Varned split. PS-block MDM vs T man
tront, #1 vs $ man fronc. BS - convay ech.

z

block OLB.

J course to POA. Aiming point is inside leg
TB  of PST. Read Ist down lineman from 0"
nose. over. Press LOS.

——— R ——
Open at 3:00/7:00, handoff to TB.
1B accelerate out of exchange, boot away,

Pz. 9
llmull
M S
et
=~ A
00 \ o)
O

i tl]
en
Cov. Curoff. poss. Rav/Lou with Canrer M S i N

1t O
Varied split. PS-block MDM vs T man k-O 40
| front. #1 vs 3 man front. BS - convov raci. ;

Lead block oﬁSLB. With directional call 7_“—’
1) to the play block OLB. With Even cai] : :

W M “Ray”’

O

A a4




Rip/Liz Draw

—

PST BPSG Cov: -'set for | count and work to PSLB
PSG Unc: block EMOL

Cov: influence, reach 3 tech.
PSG Unc: set for | count block PSLRB

Cov: influence, reach head up to playside nose.
§ block back on backside nose

Unc: work with PSG to Mike Linebacker
\

Cov: block back on 3 tech. For BST fold
835G Unc: set for | count work to Mike. poss. fold

N

ov: hinge and cut off EMOL
BT Unc: foid for PSLB
“

X Block man on

5 A __RX
OQ)%CE))I OE_ O
O O\
\\
80
r—
s oL w R'mn
E RAT BT\
2RIgee) 9
%ol
40

_—

{  Hinge and cut off first man outside

7 Block man on/ MDM
) h‘

FB PSG Cov: influence seai End
PSG Unc: block first player outside box

Attack Rip/Liz course and set on inside leg E §
TB  of Tackle, aiming point is inside of first e OT%
L backside D-Lineman /S
| Open at 5 o’clock. Get ball deep to running
BB puck Sell Rip/Liz arop
“lnu}l
M W C M
a4 T S E
S E TATL\E | o
0Q0®8g0c O 39
| SR /2/
- a4

C

O—|n

34




!

Base 20 Draw ‘

Pg. 11
On-outside. poss. “OUT” w/G “lo0”
PST J M (S
T. | ss
-
On-over-QB’s call, poss. “ROCK/LUG™ FE ‘6‘ O
PSG =3
On-over-QB’s call, poss. "ROCK/LLG™ C 30
H
———— “Even"
On-over-QB’s call, poss. “ROCK/LUG™ SS M S
836G T T
Elzlzle
On-outside, poss. “OUT" w/G O O O o %\O
BST \ ’\
Block #1 , : C- 40
A ] :
3
h‘ " - B V[ “udﬂ”
Base protection rules: LOU/RAY away W - g
¥y check #4 - run post through FS: poss. E T % E N
“SIGHT™ vs. 4 strong wRAY/LOU awav O @\8 : o)
Block #1 | N Q CP
OCK =
: ) O
F——— E—— O-‘ 3“
Check Base pro rules. Set and sell pass. Laad - -
FB  throughtwLB Jouhle
M S
“
Check Base pro rules. Set and seil pass. Lead W T ;‘X E
TB  throughto LB 8 000
- N O
Five quick drop, sell pass with eves - hit @
OB fifth step und read leverage of rush - et 5
vertical. i
L E FOEXNS E E gg
O i OR®
PlRgro o N[O I O
O \
i
a4 % O- 34

O—




28-29 Toss

Po. 12
Same as 26/27 Streich e
PST : lou
I SS
Same as 26/27 Stretch
PSG Qe b O
BAC'{S'DE
Same us 26/27 Stretch AN 80
e \ “Even"
Same as 26/27 Stretch W MN \
BSG AN
L \'*?3 =
o (0\9 Q0
- Same us 26/27 Stretch Ouscrnop sirr O
ST @ T/ R
/
Varied spiit. BS-Convoy tech. PS-MDM vs  § 13
X 7 man front. block 21 vs 3 man “ront :
3 . lluﬂﬂll
e —— ..,;..V /( M /{ SS
! ‘! STRETCH RULES-BS-. sirt. or sossible “MCON™ -with E T : §
BST s 3/9 or Stack cut dafendars on BS. 2S “T{TE" +s 3. H
possib_lq_'TED" vs 7 (only): vs 9 Reach: : O 6_ 077_ (E; O
L
Varied split. PS-block MDM vs 7 man “CAGE™ T*G REACH
2 front/#1 vs 8 man front: Trio-biock force \O
2 EEEEEEE———————— e 0
Arc release to outside number of forcs
defender. “ .
i M \ \3 Bear
——
Open step and run to sideiine. Kev FB and
T stay on his outside hip. % b& O
SS——— “TRIQ™ SIFT
Reverse pivot at 5:00/7:00, pitch to TB, boot.
QB MO 50
W ,( M A Aay M ( o
shdods o
000 ofege o o’ o o o
O ~SCOOP" “TAG" REACH O “SCOOP” TAG™  REACH
o— c—"



32-33 Belly

Cov: base. poss. “TAG™ /G
PST Unc: base combo - “TIM" ar “TOM" w/TE
“
Cov: base. poss. "RAY. LOU. or EVEN" wiC
PSG  Unc: base combo - “TAG” wiT or “SVEN" wiC

Cov: base, poss. "CAGE™ wBSG or “TRIO™ v 3SG and

c BST. poss. "RAY. LOU. or EVEN" w/PSG
Unc: base combo - “RAY. LOU. or EVEN" w/ SG

Cov: cutott. poss. “SCOQP or -\DIOS wiT
BSG Unc: BS combo - "CAGE™ w/C or cutorf s0i0
w/"EVEN" call

ov: curott. oss. "SCOOP” wiG or “MCCN™ wTE
BST Unc: BS combo - "SCOCP ar ADICS™ G

Varied split. PS-block MDM vs T man
A front. #1 vs 8 man front. BS - convov ach.

) PS: vs 5 &9 -drive. Vs Even or Stack-"TIM" s RawLou
T/H  “TOM" with ST . vs T or § 2nd harc 90U ="
BS: Cutorf. s 3&9 "MOON™ with 35T. "OUT" =35 50

Varied spiit. PS-plock MDM vs T man
front, #1 vs 8 man front. BS - convov zech.

Backside cutotf on EMLOS. “PIGGY "™ zail
B winTte

J course to POA. Aiming point is inside leg
TR of PST. Read Ist down lineman from 0"
nose. over. Press LOS.

Open at 5:00/7:00. handoff o FB.

W,

555

Q “TOM™ *LO

N Ig :
5 281*

W

5

W_

\

“CAGE™

S
_p E
O

ADIOS™

To

2

o %JOLOTO

.r “TINT

v Oz T O_/
:S?,_O Q O__, du

M

o)e

NT‘%G“

?,

- :

oEé_o’]éo’*’_

Pg. 13
“lou”
SS
O
CUTOFF
80

“fuen”

“Jdd”

S

30

0B accelerate out of exchange, boot away. 50
“ﬁav' . “ ”
W M_ N tuen
| —KT ]
ST ES VR LES
O oge) 8’ o NeXeXeXe) o
~SCO0P" TT.-\G" “BASE” @ OUT" l:VE?\l"“OUT
o 34 C
S — O 30




i 26-27 Reach

Pg. 14
PST Cuw reach EMOL, poss. Through or Tag M S “‘Lon”
W T\ SS
Cov: reach. poss. "EVEN or "BACXKSIDE™ wiC O c
PSB Ung: reach combo - ’I‘—\G k Q O O
Cov: reach. poss. "CAGE™ w/BSG or “TRIO™ ‘wBSG und \O
BST
c Unc: reach combo - “EVEN or BACKSIDE™ -wPSG O 80
“Eye")l
Cov: cutoff, poss. "SCOOP"™ w/T R W L\/I\ S
BSG Unc: BS combo - "CAGE™ w/C or curors soio T l
w/"EVENT call E T _E
®) l :\( AN\
Cov: cutorf, poss. “SCOOP” wiG or "MOON™ w/T= @] Q00 O
BST  Unc: BS combo - “SCOOP” wG ~
AN
0 43
y Varied spiit. PS-MDM/Z! based an “-ont
N L \ : I “ﬂuﬂ"
BS-. sift. or possidle “MOON" with 3ST vs 59 ar Stack ?\ l
IIH cut derenders on 3S. g | __V _\1_3 —’:[‘-K_\ETS
' Varied split. BS-Backside Convov.
4 O
Guard uncovered ARC release for force
FB/H player. Guard covered hunt PSL3. ; )
M S Bear
——————— R
Angle course 0 POA. Aiming point is 2 vards WK E T SS E
TB  ouside PST. Read EMOL e
CO
@,
Open at +:00/8:00, handoff to TB. dropback &
1] after Boomer tuck I
< h . O
N W\ M Ray R W M Ray
T E E T L T _E S
——E‘\'—I \ < N S | << - N S
O VRO S O 00Q000
o < I'e
| . O
o 3 o 34




[ 22-93 Zack

Cov: l"IISB D0ss. “TAG™ . “!.ﬁll"
PST Unc: base combo - ’TI‘\/[ or ’I'OM w/TE. poss. W M S
“TAG™ wiG \ SS
Cov: base. poss. "RAY. LOU. or EVEN™ w/C O O O b O
PSG Unc: base combo - “TAG™ w/T or "EVEN" w/C O Loum O-Tag" BasE O
Cov: base. poss. “CAGE" w/BSG or “TRIO™ w/ BSG and -
£ BST. poss. "EVEN" w/PSG _ O\/ 30
Unc: base combo - “EVEN" wiPSG or "RAY/LOU™ w/
BSG 18 v
Cov: cutotf. poss. "SCOOP or ADIOS™ wiT. poss. W, M S E!len

“RAY/LOU™ w/C
BSG .

Unc: BS combo - "CAGE™ wiCor cutorf solo wi “EVEN" _
call E T-'- ; 'E;'
| ot o 10 o édgodo

Cov: cutotf. poss. “SCOOP” wiG or "MOON" v/ TE TIM o
35? Unc: BS combo - “SCOOP” wiGor “TONM" w/TE 60" )
v/ T A
Varied split. PS-block MDM vs 7 man { oo o/ W

X front, #1 vs § man front. BS - convov tech.

PS: Base drive. Vs Even or Double -"TIM" with PST. s

BS: curoft, or vs 3 &9 "MOON" with 8ST. “OUT™ vs &0

/4 7or 8 and hard 9 “OUT" ‘ Wi_ = —:T A\ E ;_
O

7 Varied spiit. PS- DIOC\\/[D\[ vs 7 man “CAGE™” “TAG" BASE
front, #1 vs 8 man froat. BS - convov tech.

—_— o/ 3l
Arc release to outside number of rforca

BB derender (like stretch). M “Douhie”
.....
J course to POA. Aiming point is inside leg
TB  of PST. Read st down lineman irom “Q” e 8 é: 6E-
nose, over. Press LOS. O “tri0” .
Open at 5:00/7:00, handoff to TB, SWOOP 4
0B ccelerate ou of exchange. boot away. C\/ al
— _ —— R
i“ ’ ulaun
E TLT_ JE § E } . E 7‘
@) cOoodd O 0 gODO
SCCOP TAG" BASE O TOM™ ~LOU"N"TAG" BAASE O
2 34 7 30







1ADILL U/D LN L LINL D,

Sundav., Aug 12

Pg.1 PASSING GAME STRUCTURE
Pg.2 PLAY PASS

Pg.3 SLIDE

Pg4 SLAM

Monday, Aug 13

Pg.5 SMOKE

Pg.6 BOOT PRO.
Pg.7 STRECTH PASS

Tuesdav, Aug 14
Pg.8 RIP/LIZ
Pg.9 COUNTER NAKED

Wednesday, Aug 15
Pg.10 MAX

Thursdav, Aus. 16

Pg.11 SLIDE PASS

Pg.12 STRETCH NAKED
Pg.13 BASE

Fridav, Aug 17
Pg.14 DIVE PASS
Pg.15 HOT

Saturdav, Aug 18
REVIEW
SCRIMMAGE

Sunday, Aug 19
Pg.16 ISO PASS
Pg.17 DASH

Mondav, Aug 20
Pg.18 ROLL
Pg.19 GOALINE PASS

Tuesdav, Aug 21
Pg.6 BOOT PRC.




Huddle Call Structure Passing Game Structure Pg. 1

The Huddle Call consists of a combination of words and/or words and
numbers. The first word is the protection, and the next words,/numbers are the
route combinations.

The protections: :

*Smoke - 3 step quick game, aggressive turn protection

*Base - 5/7 step big on big protection. No hots, sights vs weak
Cowboy/Freak

*Hot - 5/7 step base protection rules with one back. Hots/Q's by
route structure.

*Otto - 5/7 step 7 man protection. Possible sight based on front call.

*Rip/Liz - full tum pro. No hots/no sights.

*Dash - same rules as sprint with QB breaking contain and both
backs protecting strong.

+Slide Pro - 5/7 step 6 man protection. Hot/Qs by route. Sight vs.
4 weak. Back double-read to call side.

*Slam - 3/5 step 5 man slide pro. Built-in Hot/Q and sight by
route.

*Play Pass - play acton slide protection. Strong fake - 7 man pro
with possible sight, weak fake - 8 man pro with no sights.
No @s.

*Max - 8 man slide protection. Same rules as Play Pass

*Dive Pass - play action slide protection strong fake - 1 back
protection with same rules as slide.

*Slide Pass - Same as play pass with FB free releasing

*Roll Pass - Aggressive gap hinge protection. Line is responsible
for gaps. B

*Iso Pass - play action max pro based on turn rules. No hots/no
sights.

*Goal Line Pass- play action goal line pass with Iso Pass rules.

*Stretch Pass - Stretch blocking rules, 8 man protection. Can not
block 4 weak.

*Boot pro - 6 man pro off of play action by backfield. “Boot” will be
preceded in the huddle call by the run play to be faked (e.g.,
Zone Boot Left)

*Naked - 6 man pro off of play action by backtield. Can be Bull
Naked or Stretch Naked.

The second part of the pass play call consists of words/numbers.
Numbers indicate the route to be run (see passing trees) while words indicate the
route combination to be run. Tag words can also be added to modify routes and/or
add the running back routes.

Examples:
*Base Right 383 Spot (Base right is the protection, 383 is the
route combination from X, Y, to Z, and Spot is the route the
RBs are to run.
«Slide Right Streak (Slide Right is the protection and Streak is
the tag word for the route.)



"PLAY PASS”

read inside/out.

Waulsh rake blast deep. dropback. Set up
behind onside guard.

Based on Slide Rules. 7 man pro. Possible sight weuk depending on

tormation. No “FIVE™ call. Pg2
Block #2 DL (on-outside) except vs. Bear. g P
PST Make o “PIN™ call vs. Bear and block B gap. M S Lou
(Use jump set.) W ;E_ SS
Block #L DL (May choose to "PIN" a LB in -% —é g ; 5%‘
PSG A zap(Be night!) (Use jump set.) O -
“SORT" (/{
m
BS A gap to LB. poss. “LOCK. SORT. or
g our O\} 80
— “Eyen”
- B gapto LB, poss. “LOCK. SORT, or OUT™ § W M S .
BSG F< IS
m ‘. d
C gup extended. poss. "LOCK. SORT. or 0O Q Q O/O/ e
38T outr S
“LOCK !
| g
Route by call. ' ; 4
xJ
W B..,.__ i “Sdd”
Base route middle 3. or by play call. P
1M g (Lm Check #4 if Play Pass away 70 route. : - S
Route by cail. ~OUT™ \g
Power course. Check 2nd LB from inside out, r
] to route. Alert for "PIN" calls.
Blast Fake. Check Ist LB from inside out.
TB  middle checkdown. If “PIN™ call, dual e




“SLIDE” P T'O. Six-man drop-back protection Pg.3

Block #2 DL (on-outside), poss. “PIN”
PST fromG

Block #1 DL. May choose to “PIN” a LB in
A gap (Beright!)

BS A Gapto LB, poss. “LOCK, SORT,
H or OUT”

B gap to LB, poss. “LOCK, SORT, or
8sG¢ our

C gap extended, poss. “LOCK, SORT, o _\(P‘\JO Q;Q o o

OS “tyen”

U SST or OUT é OouUT /‘
“
' q Route called. Possible sight in 3x1 set. . : O 40
‘ Q B “" ”
PS- Route called possible Q off ILB. BS- Q

Route called.

| YN mustcheck #4 1o flag _ E ?@ E S
| - O O |

Route called. Possible sight in 2x2 set.

_ Check, release - dual read strong from MLB
TB  over. Vs. Bear, read weak to strong.

L 1% O O
: 3/T drop by route. Q vs 4 strong. Sight vs 4th FIVE‘/

08  weak defender blitz. Point at sight blitzer to 51
I alert receiver. o

/0 Q
° 898900 o o| o -epgoss




Block #2 DL (on-outside.) May choose to
PST  save the hiton QB vs. LB in B-gap (Be
nght!)

Block #1 DL. May choose to “PIN” a LB in
PSG A gap (Beright!)

BS A Gap to LB, poss. “LOCK, SORT,
H or OUT”

B gap to LB, poss. “LOCK, SORT, or
BsG outrr |

C gap extended, poss. “LOCK, SORT,
BST orouUT”

X Route by call.

Route by call. Possible Q or Double Q.

(13 29
SIJAM P TO. Five-out drop-back protection. Hots/ Sights are built-in

st Sﬁf{ 5 "mu"g
fasgéet

14 If backside-must check #4 to route *
Route by call.
L
Route by call.
H
| ————
Route by call.
18
3/5 step drop. Ho/Q/Sight by route.
0B
oy “Rav
o o%?o
@
~LOCK™
a4

SORT
80
“E‘.’Bﬂ"
o é% & Jg‘
Q_ 00 4 o
OUT’
10
v o

30
M< SHOf"ﬂﬂllhle"
o %5ido s
c O
“FIVE™
al
W oMe Ry
E T T EE SQ
‘O O é ONON®
© N © O

“LOCK™

34




“SMOKE” Ng hots, No sights.

B gap, poss. “FOOT” w/G (when
PST “RAY/LOU”is to you.)

L ——

A gap, poss. “FOOT” w/T (when
PSG “RAY/LOU”is to you,)

3 Bs A gap, poss. “LOCK” - no “SORT”
H
L S

B gap, poss. “LOCK” - no “SORT”
BSG

I Set & cut C gap rusher - no “SORT”

- BST
-

Route

L
Any 3x1 set: Inside check down, unless

Y mouse (run arrow)
2x2: Route

Route

2

Aggressive turn protection. “RIGHT/LEFT” calls. No “five” calls.

Pg.2
M S “‘Lou”
SS A
E T T Z/
@)

84 soit

I P Route by formation rule a

'r Cut first defender outside of Tackle’s hip to
TB  callside.

“Douhle”

; — — O
a8 3 or 5 Quick drop based on route.
| 51
W M “0dd” W M “Ray”
E T E sA E'T T E Sj
o '0'0'%‘0‘ @)
© ~LOCK™ ' © “LOCK™ 0OT™
84

a0




| tech or G unc: on-outside - O call
2/3 tech: B gap - “DEUCE" call

| tech or unc: block #1 DL - “O” call
2/3 tech: A gap - "DEUCE”

BSG cov: block down solo, poss.
c “DO\'VN”
BSG unc: BS A gap. poss. “ACE”

Boot pull and block VDM @ PS C gap -
BSG listen to PS call. See unv LB run-through

B gap hinge ]

BST

Route by call.

{ Y/4 PS-siow pin urrow in zone boot or cutort l
' arrow if naked. Inside release flag on Ctr
| Boot. BS-Over unless route change. l

1 Base route is flood concept. Receivers must
FB/H know where they are in the formation and if
they are frontside or backside.

Fake play opposite the call and protect C
TB  gap. Zone orcounter path depending on call.

Play fake/drop by play call (Zone or counter.)
IB  Zone=2steptum
Counter=3 step turn

BOOT PRO.




Stretch Pass R/L

Pg.7
PST Same uas Stretch. If uncov., scan LBs from ’ “lﬂll"
playside te backside. C
~
Same as Stretch. If uncov., scan LBs from ﬂ O\/ g' g&j
PSG playside to backside. @)
e “SCO0P” ‘BACKSID A
Same as Stretch. If uncov., scan LBs from
G playside to backside. : 80
——

Same as Stretch. If LB does not rush, take
BSG

over DT to free up BST.

Same as Stretch. If uncov. And LB does not
BST rush, pick out for edge blitzer or help TE.

X Take 1 as base route - or by call.

L

FS: Post "I ﬂﬂﬂ
Y/d BS: Cutoff

Versus Bear: SS or vameplan ; % 6‘:’%‘ 07_61:-

If off Zing motion, check 4th to Over.

i Route by call. CA‘GEO/
B FS: Post . 30
H

BS: Cutoff '
Versus Bear: SS or aameplan M S “Bear
Stretch fake to call side. Sel] fake, block #4 W | I SS E

T8 ifhe comes - lare bench route. OJ— OO0 5
Exaggerated Boomer fake on Stretch - set up “SCOCP”

OB  behind inside leg of TE - progression - shot |
plav. 10

& Qf g5 E,_g S bgsdd

84




PST

PSG

B3G

BsT

S8

a8

“RIP/LIZ”

%‘

Full turn protection. “RIGHT/LEFT™ calls. Passible “POST" call by tight end. Two

B gap (No gap threat - check psLB, DL, bsLB)
A gap (No gap threat - check psLB, DL, bsLLB’

Bs A gap

Route
BS-Over FS-Route called

FS *“PIN” vs C gap threat. no C gap threat-
“POST” . Y Delay = 2.5 count and release to
under. BS check #4 to over, unless route called

Route called

Route by call

If “PIN” by TE, block 1st defender outside
the TE. If “POST" by TE, check C gap to
outside the TE.

Step on 6:00, cross over and sprint to break
contain. Pull up by route or pressure.

WM “Ray”

man combo routes strong. Backside route by rule. No Hots. No sights.

Pg.8

’

NI S [ ln u}l

Wi}z T T %S >

= posr O O




"COUNTER NAKED” Pg.9

Block counter

PST

Block counter

Begin down block, then wheel out to
protect QB

Pull and cut every time w/"DEUCE" and
BSG every time possible w/’O”

Pull and cut when possible

Must outside release 9 route

SS “Eueﬂ"
PS- Cutoff arrow (Y)/pivor (H) based on

Y/ alignment. BS-Drag

8 route

§
|

Route by call.

| FB/H

Quick counter steps. Block backside C gap.

118

Open opposite at 5:30/6:30, hand over the
a8 top, boot.

W M “Ray”

84

)
3
10%




“"MAX” Pro.

Block #2 DL (On, Qutside).
Bear front.

“Five” call vs.

PST

Block #1 DL (On, Inside). “
Bear front.

Five” call vs.

BS A gap to LB, poss. “LOCK”.

Based on Slide Rules. 8 man pro. Possible sight weak depending on
formation.

Pg. 10 |
l’VI S “‘.ﬂll"
Y sS
E T T E
0 g ONoHON®)
t/\g\%\ 1,\(8\ O

Blast Fake. Check 1st LB from inside out,
1B middle checkdown. If “PIN” call, dual
read inside/out.

5 or 7 step drop dependant on route.

—_— e “Even"
BSG B gapto LB. “LOCK” w M S SS
E T T E /
C gap extended. “"LOCK” e ?/\8/\%\ %\%\ O
BST
o\
Route by call. O 40
-~ W B NI “nﬂd"
Check #4 and run route.
Y/H E T E S
) O 0 Q0O '
— 23038 . o
7 Route by call. ‘\
R Power course. Check 2nd LB from inside out, r L
to route. Alert for “PIN” calls. M S “Bear’

0B
ET T ET TES
o
7\%\ 2% o © 4%&8@\%\ N O
a1 'e) 84

W ET T SSE

3(&8%\%%\9\ o
| 10




Pg. 11
“SLIDE PASS”Q back play action. FB has a free release.Same as slide rules.

Block #2 DL (on-outside), poss. “PIN”
PST from G

Block #1 DL. May choose 1o “PIN” a LB in
PSG A gap (Be righe!)

BS A Gap to LB, poss. “LOCK, SORT,
H or OUT”

“Even"
B gap to LB, poss. “LOCK, SORT, or W QS
| BSG ouT 7
| C gap extended, poss. “LOCK. SORT, O
| BST orouT”

Route called. Possible sight in 3x1 set.

I:«c
o
o
=

lladd"
PS- Route called possible Q off ILB. BS-

Y/H must check 74 to tlag :
l —_— O

7 Route called.

B Free release run route called.

v -

heck, release - dual read strong from MLB
18 over. Vs. Beur, read weak 1o strong.

5/7 drop by route. Q vs 4 strong. Sight vs 4th
B  weak defender blitz. Point at sight blitzer to
alert receiver.

W Q NI L R avl
/A




“26/27 STRECTH NAKED” pe 12

Full bucket and run - give TE room to clear “ our”
PST : S M
' SS W
T T
Full bucket and run
PSG o o
Full bucket and run
H 80
Full bucket and run
BSG
Full bucket and run, earhole technique O
BST

Normal split. 9 route, must outside release..
X Backside N/S Deuce, Over route. '

. . . I(ﬂdd’l
PS-Cutoff arrow. BS- Jab release, Drag. _
Y/H  Width vs Zone, Depth vs Man (get behind
backside LB.) ‘ ’
_ . 0O
Normal split. 8 route. C
1 Backside N/S Deuce, 8 route. 30
EB/H H: Pin/Sift-Arrow
FB: Cutoff-Arrow « ’
we S M Bear
Stretch track, fake and continue on
18 course. Carry out your fake or block #4.
10
4 step turn, DeBerg fake, gain depth as you
QB  roll. Attack comner and pull up to get to last
option or tuck and run
WM Ray
‘\? T T E\S
O @) @
34




“BASE”

PST

PSG

BSG

8ST

FB

On - outsidg poss. “OUT” w/G

On - Over - QB’s Call
On-Over-QB’s C;lll

On - Over - QB’s Call

On - Outside, poss. “OUT” w/G

Route. Possible sight vs Cowboy, Freak
Route called. Must check #4 blitz if

Lou/Ray away.

Route.

Check base rules, route. “FIVE” call - check »

ILB to TE side. Always dual read.

Check base rules, route. “FIVE” call - check
ILB to split end side. Always dual read.

5 or 7 quick drop based on route

“Big on Big” protection. Called TO Y. No Hots, sights vs weak Cowboy or Freak.
Strongside “sight” if Y flexed vs 4 strong.

3l

S N “Bear”
I SS E Limmm.,

game plan.

O

“Ray”

O 84




“DIVE P ASS” One back play action. Same mles as Slide protection. Pg. 14

Block #2 DL (on-outside), poss. “PIN”

S “ 3
PST from G- %[ 5 : SQmu
W
Block #1 DL. May choose to “PIN” a LB in @) eHofo)
PSG A gap (Be rght!) ~ PK [: O O
“SORT” :
BS A Gap o LB, - poss. “LOCK, SORT, 80
H or OUT”
: “Even”
B gap to LB, poss. “LOCK, SORT, or W
BSG our”
C gap extended, poss. “LOCK, SORT, o '®) O |
BST orouT”
L 40
y Route called. Possible sight in 3x1 set.
= Q it »”
i w B M Odid
PS- Route called possible Q off ILB. BS- - Q
Y ust check #4 10 flag : . E S
©c O
Route called.
1
30
H Route called. Possible sight in 2x2 set.

Q
M< S “Dounle”

Check, release - dual read strong from MLB
TB  over. Vs. Bear, read weak to strong. e 3% i Q Q Q
Cc O

5/T drop by route. Q vs 4 strong. Sight vs 4th “FIVE’]V
0B  weuk defender blitz. Point at sight blitzer to 51
alert receiver. B O
Q NI “Ray” W “Ray”
s E T T
o Q_O 8 o 0 o _00 g 5
O N o O

r_oc& : “LOCK™
/ 34 / 84

O O




“Big on Big” protection. Called TO Y. Hots, sights vs weak Cowboy or Freak.
< 9 e .
HOT Strongside “sight” if Y flexed vs 4 strong.

On - outside, poss. “OUT” W/G
PST :

pSG On - Over - QB’s Call o E 6%6' 6_0

On - Over - QB’s Call \O 80

On - Over - QB's Call W M S ., cven”
BSG oMo§

On - Qutside, poss. “OUT” w/G
BST

Route. Possible sight vs Cowboy, Freak

Route called. Must check #4 blitz if 1 W A

Y ouw/Ray away.

ES free release to route
BS base protection rules

“Sear”

Y will run through
one detender bused vt

NS
- W E T T R Rt

S

@]

&

FS free release to route
TB .BS base protection rules
Single Back - block base pro. Rules to backside

5 or 7 quick drop based on route




R —

IS O PASS RIGHT Based on Slide Rules (“LUCK?Y b

Cov: base
PST Unc: “PIN” o MLB or PSLB

——

Block #1 DL, poss. “PIN” from T to MLB or
psLB

BS A gap to LB, poss. “LOCK, SORT, or
ouT”

B gap to LB, poss. “LOCK, SORT, or QUT”

C gap extended, poss. “LOCK, SORT, or
BST OUT.” Cut most dangerous edge rusher.

“

Max split. 1 route. Get great depth.
K . Ze—

————— ———————— l\/I 'nﬂ’ddn
Jump ‘em - Rock (Post) inside-on-outside.vs

¥ 5and9block 9 tech Vs Bear, block rusher (E)

Max split. 1 route. Get great depth.

30
2/3 technique: lead through the C gap .
1 technique: lead through the B gap (Ist ILB) “paar’
S

Fake Blast. If edge pressure, abort fake
TB  and expand to block edge pressure.

Flash Boomer fake in 5 quick

18 10




Full turn protection. “RIGHT/LEFT" calls. Possible *POST" call by tight end. Two

. ‘D A_ S H’ ? man combo routes strony. Backside route by rule. No Hots. No sights.
Pg.17

B gap (No gap threat - check psLB, DL, bsLB)

PST
A gap (No gap threat - check psLB, DL, bsLB] @)
PSG
Bs A gap
H
B gap : W M S fuen
BSG | SS

........... - 40
Route L O A
BS-Over FS-Route called '

g

[ ’
ES “PIN" vs C gap threat. no C gap threat- '
y “POST™ . BS check #4 to over unless specific route . ’
called. | i
. p—
7 Route called

“

'FB Secure first defender off edge
l

v Secure C gap to second defender off edge
1B no one shows work for with looking inside
for force plaver.

Step on 6:00, cross over and sprint to break
contain. Pull up by route or pressure.




H Playside A gap. No threat hinge and look to
BS A gap.

l

Aggressive reach protection. Line is responsible for playside gaps. Quarterback
y ‘ROLL’ ? will roll to side called and throw on the run. No sights or hots.

A gap. No threat hinge and look to B gap W M S Even
BSG SS
E T T_?
*
e)o)e)c)oX O
B gap. No threat hinge and look to C gap. D=0 @
BST
m O
Route . - 40
BS-Over FS-Route called S
Y Reach C gap. No threat hinge and look W E N E_S
to D gap. B ‘7—‘7
Route called ’
1
Route by call
| M S!lnunle
Take 2nd defender off edge. If no | AW ET _Ef-
TB  immediate threat, help PST secure edge O} TgJ' 'e) @)
while looking for secondary force plaver ij O

08B Open at 5:00, attack the edge and be ready to
throw on 3 or 5 steps.

a1

o — A

W M “Bavﬂ

W M Lou

%;pggﬁoo




@]
@]
<

: base
: “PIN” to MLB or PSLB

PST

5
(@]

Block #1 DL, poss. “PIN” from T to ML3B or
PSG psLB

, BS A gap 10 LB, poss. “LOCK, SORT, or
H ouT”

B gap to LB, poss. “LOCK, SORT, or OUT”
BSG

| - C gap extended, poss. “LOCK, SORT, or
| BST oOuT.”

FS: Inside release, flag
H BS: Slow “POST" 4 count MDM EOL. LOS..

"GOAL LINE PASS” Pg. 19

“Goalline”
c M B C

{ 62 6L

“fioailling”

arTow
FS: Inside release, flag

Y BS: Slow “POST” MDM EOQL, LOS. arrow

Run through man over
Shoot at back hash pylon

¥

g

“@oalling”
C

x 35

Flat (Hot) - must cross face of contain rusher
- “Flatter than the flattest”

Aggressive slide pro - check inside-out
TB  Possible “PIN” call; mental “alert” outside

pressure quick

Flash Boomer Power fake five quick, set
behind guard. FB Hot.

Note: This play can hie run strong or weak.







PASSING GAME

QUICK GAME PLAY ACTION ,
SMOKE ‘ 1-4 PLAY PASS 20-22
1. 11, Big 11 20. Cobb, Pig, Dagger Dig, 787
2 22, Look, Look 1/2 21. Dbl Post, Poker, F-Seam, Prong
3. 99, 19 Mouse, 1 Run 22. Press, 989, Throwback, Flood (Y)
4. Sluggo, Red Smash, Red Corner, SHck SLIDE PASS 23
23. Slide Pass, Loop
DROP BACK ' DIVE PASS 24
SLIDE 5-6 24. Flood, Grid, Press, Dig, Goner, Prong
5. Streak (Y, Z, H, Hate) ZONE BOOT 25-26
6. Smash, Curl Y Go, 5 Layer ) 25. Zone Boot, Ute, Grid, Flood, Prong (2)
SLAM 7-8 26. Cobb, H Grid, H Wheel, CTR Boot
7. Curl, Choice, Texas, Sting NAKED 27
8. Dagger 27. Naked, Naked Slide
MAX 9 STRETCH PASS 28
9. 33, 38, 48 Flare, 77, 88, X-Over 28. X Over, Dbl 7, Press, Dbl Go
BASE ~10-11 ISO PASS 29
10. 383, 787, Fiood, 848, 989, 434 ‘ 29. Iso Pass
11. 385, 648, 408, Dagger : GOALLINE PASS 30
HOT — I k] ’ 30. Cross, Goalline Pass, Keep Pass
12 Choice, Sting, Floss, Follow .
13. Pump Run SCREENS 31
MOVEMENT -
RIP/LIZ 13- 16

14. Out (& Go), Smash, Throwback

15. Flood, Press, Over, Cobb, Grid

16. Bronco (Stop), Y Delay

17. Layer 3, Smash 3, H Grid, H Wheel, Dig 9, Flood 9

DASH 17
18. Cobb (Switch), Go Switch, Stutter
ROLL 18

19. Rub, Loop, Arrow



SMOKE-Hitches

BRONCO FOOTBALL

Trio rt Smoke rt 11

A Save the Save the
: box box A
6 5 yds
6 5-1
Hitch O
m 3 Ck Down Hitch Hitch
m

{Falcan]

A A

i | Cannot get .

out of your tube ,
A
6 6 3 6
Hitch
. Spot

Hitch F‘OD it 3 Hitch

m m

Jouhie rt Smoke 1t 11 (Falconl

Progression: Outside/In vs Sott C
Inside/Out vs Cloud - away from
rotation.

COMMENTS: Full field read.
_|Find softest coverage. [f equally
sott, think shottest throw. KYP

Progression: Outside/[n vs Soft C.
Inside/Out vs Cloud - away from
roration.

COMMENTS: Full field read.
Find softest coverage. [f equally
soft. think shortest throw. KYP

A A
6
T 6 5 yds 6 4
O 0[0]0]0) O
Hitch Hitcl O
m 3 Chk Down Hiwch
Flop it m

A A
64
X) Q0 J
O Spot
Hitch _ Hitch
m m

Triple rt Smoke rt 11 Uets]

Jeucs rt Smoke 1t 11 [Fins}

Progreséion: Outside/In vs Soft C
Inside/Out vs Cloud - away from
rotation.

|COMMENTS: Full fieid read.
Find softest coverage. If equally
soft, think shortest throw. KYP

Progression: Quiside/[n vs Sott C
[nside/Out vs Cloud - away trom
rotation.

ICOMMENTS: Full field read.
Find softest coverage. [f equally
soft, think shortest throw. KYP

A A
N 8 3 3 3
O Deep s
Deep H'_[Ch 50K P! Deep
Hitch Flop it Hitch
m

Douhle rt Smoke rt BIG 11 (Faicanl

A A
6 6
X 61

O Hicch %j\ Hitch CB

. 3 Hiwch
Hitch .

Fi

n Flop it opt m

Acs 1t Smoke rt 11 Uets]

Progression: Outside/In vs Soft C
[nsidesOut vs Cloud - away from
rotation.

COMMENTS:. We wiil cail
Big 11 vs. comners that read
3 step or as a change up.

Progression: Outside/In vs Sott C
[nside/Out vs Cloud - away from
rotation.

COMMENTS: Full tield read.
Find softest coverage. [fequally
sott, think shortest throw. KYP




SHOKE-Siants

BRONCO FOOTBALL

Slant

3 vds

O0QO

2x
| step
Ck Down
Flat Slant
m

Trio rt Smoke 1t 22 (Faicon]

I step
é 0000
Slant
Flat Arrow
m 3 Slant

Douhle rt Sinoke rt 22 [Faicon]

leuce rt Smoke 122 {Fins]

Progression: COMMENTS: Full field. Flat  |Progression: SlantFlat or Arrow COMMENTS: Full field . Flat
LXY defender read. Be aware of the defender read. Be aware of the
2ZHY ILB when throwing slant. ILB when throwing siant.
A
Possible diamond Save the box i
release vs press
. 1 step .
2x 23 3.3 2x 3 6
%OO O g/” Cross LB’s face
Arrow Arrow OOO
Slant 3 Slant Look o
m m Slant 3 Slant
m Flop it - m

Jounie 7t Sinoke rt 1ook 1 (Faicanl

Progression: Slant/Arrow

COMMENTS: Full field . Flat
defender read. Be aware of the
[LB when throwing slant.

Progression:
Vs2 shell=look side.
Vs 3 shell = 1 side Inside/Out

COMMENTS: Shell read.
Locate softest look. Be aware
of MLB & work away.

e

Look

Slant
m

Flop it

N

Ace rt Smoke rt Look Uets]

| step

Look
Slant
Flop it m

1 step

Cross LB s face

Kook

Slant
m

Douhile rt Smoke rt Look 2 [Faican]

ArTow

Slant

Flop it

. |Progression: Inside/Out

COMMENTS: Full Field.
Locate the softest {ook.

Progression:
Vs2 shell=took side.

COMMENTS: Shell read.

Vs 3 shell = 2 side InsidesOut

[}S]



SMOKE-Fades

BRONCO FOOTBALL

Tripie rt Smoke 1t 12 Nouse ets]

A A
A A
23
- (' I x . I
O O0QO 0080 O
Fade Fade Fade
Armow Flat Flat
m Flat 3 Fade m 3 m
m
Double rt Smoke rt 29 (Faican] Ace rt Smoke rt 99 Uets]
Progression: X/H. Z/Y COMMIENTS: Full tield. Progression: X/H, Z/Y COMMIENTS: Full field.
Softest coverage or KYP. Softest coverage or KYP.
A
A N 4
: Run - push to
5 yds. break &
%6 A slightly gain
6 | - 3 vds around
Speed cut .
I X
COQO ‘( O 00QO '

Hitch O O Hitch O Run

, - Chk  Vertical max

. 3 Flar - P 9m m 3 Down a .

Can also call “2” Run

Trinle rt Smoke rt 1Run Uets]

Progression: H/Y, X. Can take Z vs
Press

COMMIENTS: Flat derender
read. Take X if singled.

Progression:
L. XY
2. Y,H.Z

COMMENTS: Work wk vs
single satety. Work strong vs 2
shell. Flat defender read.




SMOKE-Snesiais

BRONCO FOOTBALL

A
A
Sluggo
Pivot ArTow
(Hitch & Go ' '¥° 3 Sluggo
vs Bump) (Hich & Go
vs Bump)

Jouhle rt Sioke rt Sluggo (Faiconl

00

Sluggo
- . Spot
Pivot

(Hitch & Go Hitch

vs Bump)

Jouhble 1t Smoke It Slugygo 1 (Faican]

Progression: X/H, Z/Y COMMENTS: Shot play.

Don’t forget throw behind if CB
doesn’t bite

Progression: X/H, Z/Y COMMENTS: Shot play.
Don't forget throw behind it CB

doesn’t bite

A RED ZONE =3 Aim for back tlag
X
Fade/ Pull up OK Pump ( )
= 3 QK Flag Reduce split
Expect - :
Pull-up

Trio rt Smoke 1t 3ed Smash {Faican]

O

tinside foot back) P9
Splu dvd S Alien
outside hash  gyside

Trio rt Smoke rt 3 Stick {Faiconl

COMMENTS: If CB is press
on Z, think H. Work weak vs
Single saftey . Work strong vs 2
shell.

Progression:
LH Y, Z
2. X, throw away

Progression: X vs Single
HY

COMMENTS: Flat detender
‘Jread vs. 2 Shell.
Work X vs. loaded coverage

RED ZONE +5

Aim tor
back tlag

OO%O}O
" 3

Expect
Pull-up

Trio rt Smoke rt Red Carner (Falcan]

Pivot Short Comer

rogression: COMMENTS: Don't forget
Z pull-up vs. Bump (single
. H

. {P
L
2
3

safety). Alertto TE vs. 2 Shell.
Throw awav )




SLIDE ROUTES

BRONCO FOOTBALL

A A MOF Open : A A
: Y isbender | ’ i
L Read Streaks - make decisio v
L 4n ] Al Lol

benveen 10-12 vards - if
| in doubt, go verucal.
L

-
i

008$ O i

0

., MOF Gpen
” A

A A

beoween 10-12 yards -\f

1 in doubt. go verticai.

’Tl Read Streaks - makc\decxsi(in I

4 ........
L4

5

cotos

0

Read VHasi
. asi
Streak Read 5 Steg Read
m Streak Streak
SA

Read Q/Crash
Streak Read Read
m 35ten Streak  Streak
m

Slide pro. Md Ck Down

Douhbie rt Siide rt Streak (Faicanl

Slide pro, Md Ck Down

Trio rt Siide rt Streak (Faican]

Progression: Cov 3: Wide hash/short
hash/RB; Cov 0/1/4: Wide

COMMENTS: [F man over H backs
up, you have single on outside

Progression: Cov 3. Wide hasivshort
hash/RB; Cov 0/1/4: Wide streaks/RB

COMMENTS: It man over H backs
up, you have single on outside

streaks/RB or short streak/RB if receiver. Simple progression: read or short streak/RB if singled: Cov 2:  {recziver. Simple progression: read
sinaled: Cov 2: Y/Z/T FS. streaks. RB YIX/T FS. streaks. RB
A A A A MOF Open 4
’\ A
ey Read Streaks - make decision ! I < X
berween 10-12 yards - if : I Read Streaks - make decision
[l Al in doubt, go vertical. " 4 between 10-12 vards - i\ ' 4
. in doubt. go verical. i
O |  000co ® 00000 O
Read ' O Und ' é Read O Crash O
Streak Read 581 QUnder Read Streak 5 Q/Under ~ Read
M Streak e Streak m Sten Streak
. e A
SA Slide pro. swing m Slide pro, swing m

Dounie rt Siide 1t Streak ¥ {Faican]

Trio rt Siide rt Streak 4 {Faiconi

Progression: See FS:
Streak/Under/Back

COMMENTS: Ses press/mismatch
on streaks. Indicate SA by pointing.
Think H/Under/RB vs any torm of
cloud coverage.

Progression: See FS:
Streak/Under/Back

COMMENTS: [ H is on the move,
he is the Q. If static. Y is the Q.
Think H/Undet/RB vs any form of

cloud coverage.

MOF Open
Y is bender

Read Streaks - make decis:i‘
between 10-12 yards - if
in doubt, go vertical.

i

o |
®

Read O Hasly e ’
Streak Read Zip
" Streak aSten Under
SA

O Slide pro. swing

Douhble rt Zip Siide 1t Streak 7 {Faiconi

MOF Open
Y is bender

A

OO%OO

SA/Read

Streak
m G Sten

Slide pro. Swing

Trinle 1t Siide At Sireak Hate ripie]

A

Middle 8
()/Under Read

Streak

Progression: See FS:
Streak/Under/Back

COMMENTS: IfZ is on the
move. he is the Q. [f it is static, ¥
is the Q. Think HiUndenRB vs
‘anv form of cloud covernge.

Progression: Cover 2: Start with
Y/see Sareties. O/1/4: Z/YIT or
XYT.

COMMIENTS: MOF open - start
with Y and read safety leverage
down to vutlet (T or H)




SLIDE ROUTES

BRONCO FOOTBALL

Set Angles high:
may Stop versus
Comer over the top;
hitches push inside

versus man. |

3 Sten

SA/Flag 008

O

Smash

SA/Flag

Slide pro, Ck Down

Ace rt Siide rt Douile Smash {(Faican)

< REDZONE

>
SevAngies high:
may stop versus
Comer over the top;
hitches push inside
Yersus man.

f—
é SA/Flag 8 SA/Flag
Smash
o 3Sten m

Slide pro, Ck Down

Ace rt Siide rt Jouble Smash A-Read [Faicor

1]

Progression: X/H, Tor Z/Y, T

COMMENTS: Best look side. Full
field - takes two to sight/itwo 0 Q.
Tailback is outlet when reading

COMMENTS: Best look side. Full
field - takes two to sight/two to Q.
Tailback is outlet when reading

Progression: X/H, Tor Z/Y. T

either side. either side.
X 2
12 Speed 12 . Speed
“ Cut n 12 Cut + 12
10 / 10
Q| Streak Q,|Streak
) N
o 00Q0p8 o 20000pe T |
J R} eeesersscesasermasons frear Jermmae fovareamee,
gA §3Stenron Flat, HOT 4 g g Sten Oran o4
r
Slide Pro, Replace ’ Slide Pro, Replace .
Near rt Siide rt Surl Y Go [Broncs] leuce Rt Hoof Siide 1t Surl Y Go {Fins!
Progression: Z/F, T or Backside COMMENTS: Progression: Z/H, T or Backside COMMENTS:
Triangle/Backside. "|Triangle/Backside.

Svds

OQgO

3. @

9Sten
Ck Spot

Trio it Slide Rt 5 iayer {Faican]

rogression:
CXCTY
CZ H Y

COMMENTS:
Work X vs single satety.
Work Strong side vs 2 Sheil




Siam

BRONCO FOOTBALL

A
/]
Q/Pivot
Wall LB
SA >
00QO0e
: 0 O
max H-5 yd split r
9 Flat !

lat Curl
3 step drop.

louhle rt Slam Rt 9-Guri [Faiconl

r 12-13
A
Q/Pivot
Wall LB
-
It f
X 5 sten droq.
max Flat Curl

!]éuce it smmg Siam Rt 8 Gurl (Fins}

Progression: T/X. ZIF/Y COMMENTS: Strong side

triangle. Best look

Progression: H/X, Z/F/Y COMMENTS: Best Look

Angle

Douhle 2t Siam 8t Texas [Faicanl

Must i‘
. Outside | ;
o w0 | Qune A A
Outside 3-10.
Release )
QB see
backer set
ﬁ Hot
OO%OO 9 O0000?
max H-J yd split z ”;:.\_ Flat z O
9 Flat e 9 SA T
Sstendron 5 sten drop. Hov Flat
Douile 3t Siam Rt 3-Shoice {Faican] Douille rt Siot Slam Rt 3 Ghioice
Progression: COMMENTS: Strongside Progression COMMENTS: Read trontside
1LY, T . |vertical. See in frontofangle o |1 Y, T LB.
2. H X backside hitch. ZHX
Must
Outside
Release
SA (\ _
| i ’60@800
21 O a
9 Squickdrog @ max Spot

3step dron. ’JV
Douible it Siam Rt Sting (Falcan]

Progression:
Y.T.Z

COMMENTS: Read trontside
LB. Alertto H

Progression: COMMENTS: Read high to low
M

-\

-

~|



Siam

BRONCO FOOTBALL

E;OOOOO

Y

Ck 4, O

S/1stendrop.

Flat

16-18

Douhle It Slam Rt Dagger (Faicon]

think Dagger. 2 man think Y/T.

Progression: COMMENTS: Cover 3/1 (clean |Progression: COMMENTS:
LXHY look) think Bang 8. If 2 shell.
2.Z,HY




Max - All from BRONCI

BRONCO FOOTBALL

Q00

Ly

O0QOOO

Ck Spot
Bangg8
CkSpot  Ck chk Down .
Weak rt Max Lt 38 (Bronca]
Progression: COMMENTS: Full field read
LXTF Find sottest look.
2. Z.Y. F

3 Ck Spot
a Bang 8
Ck Spot Ck chk Down .
Weai 1t Max Lt 38 {Broncai
rogression COMMENTS: Weak side read
XTF Alert thinking to Post
Z, Y, F

) ogéoo
: 5+  CkSpot

oo@f

5+ Ck Spot
O 3
3 n
CkFlat  CkReplace
CkSpot  Ck chk Down
Weak rt Max 11 33 (Broncgl Weak rt Max 1t 48 Flare {(Broncs)
Progression: COMMENTS: Full field read. Progression: COMMENTS: Wealkside read
LX,T,F Find sottest look/shortest throw. |l. X, T, F Alert to Bang 8.
2Z Y, F 2. Z,Y, F
2x 2x
5 5 5
4x 4x g\
7 Ck Spot Ck Spot
n I+ 7 n Du:pS
Ck Spot Ck chk Down n Ck Sport Ck chk Down n
Weak rt Max it 77 [Broncal Weal( 1t Max Lt X-dver{Broncal
Progression: COMMENTS: Full iield read. Progression: COMMENTS: Eyes to Post. [f
LXTF Find softest look/shortest throw. {1. Z. X F F/S doesn’t move to Post. throw
2 Z.Y.F i




BRONCO FOOTBALL

Ck Spot

BASE - All from BRONGJ/CIWBOY oroup

Ck Spot

Split rt Base rt 383 Spot [Brancgl

X

Set Angle High

| Flauen vs CB outside & soft

Spiit rt Base rt 787 Hat (Broncol

Progression: Qutside/Down/Middle

COMMENTS: Think weak or

Progression: Qutside/down/middle

COMMENTS: Think weak or

Ck Flat

9/1sten

Ck Flat

Snlit rt Base rt Flood Fiat (Cowhoy]

Ck Swing

or Middle/Down Outside soft cov vs | satery. or middle/down/outside soft cov vs [ safery.
Think strong vs 2 shell Think strong vs 2 shell
. Exaggerate Stick K Must cross Must cross
16-18 CB Face CB Face
10-12 #x X
3
Over 8 Take | 00800 O
r - 7 o r 8 + 3
SA f 3+ .n

Ck Swing

Spfit it 8ase rt 848 Swing (Broncal

Progression: Z. Y, F, Backside

COMMENTS: Flood read

Progression: Outside/down/middle
or middle/down/outside

COMMENTS: Think weak or
soft cov vs | safety.
Think strong vs 2 shell

3 O

Ck Under

Ck Under

Spiit rt Base rt 289 Under (Broncol

O

n

g+

Ck Flat

00 oqfo

4

Ck Flat

Spiit Base rt484 Flat (Broncol

Progression: Outside/Down/Middle

" lor middle/down/outside

COMMENTS:
Shot Play. Give WR’s a chance
to make a play.

Progression: [nside/Outside

COMMENTS: Think weak or
soft cov vs | safety.
Think strong vs 2 shell

10



BASE - All from BRONCI/CIWBOY

roup

BRONCO FOOTBALL

O

08001 1

b)
n 5 Deep 8
1 m
Isten )
Ck Under Ck Under Ck Replace Ck Swing
Spiit rt Base rt 585 Under (Broncs] Split rt Base rt 648 Ring (Bronca)
Progression: COMMENTS: Progression: X if single. Z/Y/F. COMMENTS: Vs. Cover 4 -
LXT Work weak vs single safery. =~ |vsl Safety=X/Repiace work strongside read. Vs. all
2. ZY,F Work strong vs 2 Shell. vs 2 Safeties= Z/Y/F others - work 6 to replace route.
16-18
‘ 12-13
10-12
—>
0Q00/ @ 00Q00
X In - O Curl Center g
Bang8 - SA Dig Bang 8
5/7sten dron Ssten
Spiit rt Base rt Dagger {Cawhoy] Spiit rt Base Rt 408 Flat (Broncal

Progression: COMMIENTS: Cover 3/1 (clean |Progression: COMMENTS:

LXY.T look) think Bang 8. If 2 shell. . Z,F, Y vs Man Vs Man work strong.
2ZY,T think Dagger. 2 man think Y/T. [~ X T, Y vs Zone Vs Zone work weak

11



Hot

BRONCO FOOTBALL

Ck Spot

Near rt Hot Rt Shoice (Broncal

> %og

A

I,

0000 e

Choice

Ssxau H‘“ P ?

Ck Spot

Trio rt Hot Bt Shoice { Falcan)

Douhie rt dot At 81 Choice Swing {Faican!

Progression: COMMENTS: Flat defender Progression: COMMIENTS: Flat defender
L. Y.F rad. Vs loaded coverage work |l Y, H rtad. Vs loaded coverage work
ZXT weak. ' 2.XT - {weak.
6vds” Look for pick
Open area
Q /\
Bang 8 O Choice . Ssteg T @ )
L gsten™ " Hitch Q/ Loop
\__/,\O o
Ck Swing HOT

far rt Hot At Sting [Cowhoy]

Progression:
.Y, 2Z
2. HT

. |[COMMENTS: Fulil tield read.
Work away from Mike Lber.

LYZT
2. XF

Progression:

COMMENTS: Flood read.

- |Work backside vs loaded

coverage.

Cross

o O T N @
Syd split ’\O In

Flav Hot
Cantroi 7

Ghiange rt Hot At Floss {Cawiloy )

[

5 vds

Sell 4
hard

ooo> *l

¢

5 sten Run

Follow .
max split

Ck Spot

Trio rt ik Hot At Foilow {Falcan]

Progression:

, COMMENTS:
LY H. X

Read High o low.

Y/H/IZ

Progression:

COMMENTS:
Read front sidé Lber.




Hot

BRONCO FOOTBALL

A
<—
OQ00
] O Q/ Pump
5sten Q/Run 3
r
Ck Spot

Hot Rt Pump Run- Trio Rt - Faican

Progression: COMMENTS: Play designed Progression: COMMENTS:
L. Y,H for 2 shell. Vs single safery
2. XT work weak or Stem/Run combo.




NIF/LIL-9K 1

BRONCO FOOTBALL

--------------- > Work hash  Convert
to#  vs. Cloud

[£Z is pressed. 10 10/“
give “YOU”
cail A
and run Press.

O0QOCO 5

Post Read SprngPro
Line Out
r
Sprint Pro 5+

Trio rt Rip Qut {Faican]

Flag
Sprint Pro  Align Work
g+ 2yds outside outside
- - #s vs
Trio rt Rip Smash {Faican]

Post Read

00QO00

Smash

Progression: COMMENTS: Alert thinking to Progression: CB Read COMMENTS: Alert thinking
Lz X if no F/S. L g to X if no F/S. Be prepared for
2. H P Hook-up by H if CB gets depth.
3 Y 3. X E
18
A
Cross FS face 4
16 Poss. hook up
10
8 ‘ 10-1
eves
Vs Vs
man 6“"_'_7:005
a)- OO OOO Sprint Pro
Cobb Sprint Pro Read Flag
r - Short 5/Go 3/Go o
r Flop | . Smas
: I+ 5+
Trio rt Rip Qut & So (Faicon] Far 1t Siot Rip Smash {Broncal
Progression: COMMENTS: Shot play. Progression: COMMIENTS:
1. Z Possible throw behind if CB .Y Work Y vs 3 on 2 to slot.
2 H doesn’t bite. Beware of F/S. 2 Z,X Work 2 WRs vs Man look.
Grear Sell Grear Sell
18 16
12 14 Demand the ball
16 wiyour eyes.
Flag
Under Over Under Over
m m
+ 1+
No. Deuce Rip Throwhac (Fins] Trio rt Rip Throwhac¥ [(Faican]
Progression: H/Z/X COMMENTS: Progression: H/Z/X COMMENTS:

Work Under route as Man or
Pressure bearter.

Work Under route as Man or
Pressure beater.

14



RIP/LIZ-3x1

BRONCO FOOTBALL

|

Ove

Flag

Take 1

Trio rt Rip Flood [Faican]

. A

Speed Cut
10-12

OO0Q0O0

Post Read Sprint Pro
L Press P9
Bang 8 if Post 5 Align m
* 2yds
. - outside
Trio rt Rip Press (Faican) hash

Progression: Z/H/X COMMENTS: Vertical

COMMENTS: Like vs man
coverage. Possible Hook-up vs
zone w/outside leverage.

Progression: XYH/Z

16-18

3

Under LB's

Over

O0QOO0
Sprint Pro 3 O

- Deep 8

1+

Trio rt Rip X Over {Faicani

16-18

Under LB's

OO00000

Deep 8 Sprint Pro

Over
I+

Trio rtRip Z Qver {Faican}

COMMENTS: Read F/S.
Think crosser if you get

Progression: Z/X/H

CONMENTS: Read F/S.

Progression: X/Z/H
Think crosser it vou get

Trio rt Rip Cahh (Falcan]

pressure. pressure.
‘ A Work hash_ 13 Run to open area
to# d 13

6 {7 18 vds ‘@ hash

Post Read Sp 1t Pro O Shoot Sp ; Q O
L Ali 3 Cobb Cutback  Stutter Take |

. Align
Bang 8 if Post 7 lyd-s n , n
outside Work .
Sprint Pro hash #1to
sideline = = =
No. Deuce Rip Grid (Fins]

COMMENTS: Read outside/ [n

Progression: Z/H/X
Alert thinking for X.

COMMENTS: Read backside
corner.

Progression: Z/X/H




RIP/LIZ-3x1

BRONCO FOOTBALL

Save
the
Box

O

Deep 8
Hard Post n

0]0/0/0/0[0)
Q

Spnint Pro

O

O
Trio rt On Exit Rip Broncs (Faicanl

Waoark
#to
sideline

000000
Q

Spnnt Pro Post Curl

Hard Post 0
Align

2yds

outside

O

O s
Trio rt On Exit Rip Bronco Stop (Faloan]

Progression: X, Z COMMENTS: Read outside

CB. Be aware of middle
defender if throwing Deep 8.

Progression: X, Z

COMMENTS: Read outside in.

Neutralize
defender. then go

000000

Sprint Pro

&

Deucs rt X Rip Y Deiay (Fins)

Reduce
split

Crack Comner
Expect ball
after good fake.

Progression: Y, Z, X COMMENTS: If Y is not clean,

think crack comner.

16



RIP/LIZ-2¥2

BRONCO FOOTBALL

2 Shell think Layer concept

Speed Cut 4 Speed Cut
2, 12 12
10 10
1.3
P R— LA
O 00Q00O0 O0QO0O0
s In Spring Pro O Sprnt Pro
it 3 Smash .
possible n ;
swirl 3+ 5
Work # Sprint Pro
- 1o sideline -

Douhnle rt Rip iayer 3 (Faican] Douhle rt Rip Smash 3 (Faicon]

Progression: Z/H/X COMMENTS: . .

Single safety think Z. Progression: Z/H/X COMMENTS:

Single safety think Z.
{2 Shell think Smash.

-

\
>00QO00
>

Deuce rt Rip 4 Grid (Fins]

A

ell tlat w/eyes

COQOOO
S

pring Pro

S
O
Take

Crack Comer

1

Jeucs rt Rip { Wheel [Fins]

Progression: H, Z, X COMMENTS: Read like Grid.

" Throw to H if a winner.

Progression: X, H,Z COMMENTS: We arre trying

to throw Wheel. but alert to X
on Take.

A
16 vds >
O 00QO0OO0
D Go Sprint Pro
] n

Douhle rt Rip Dig 3 (Faicani

Double rt Rip Flood 8 (Faicanl

Progression: Z/X/H COMMENTS: Shot or long

vardage.

Progression: Z/X/H COMMENTS: Shot type play.

Possible long vardage call.




DASH

BRONCO FOOTBALL

] Work 4vds Wo_rk 'J'.'S
Don't cross outside to sideline
the hash A
hash
| s N
' 16-18 vds

ash Pro é
Deep
Drag O Cobb
Stem m

e

Far it Slot Dash rt Ganh [(Broncal

Near rt Dash rt Gobh (Cowhoy]

Work 4vds Work #'s
outside to sideline
14 hash
16-18 vds - 134

15

00QOO 5T
(/ Stem
Dash dron

O

Deep
Drag

Cobb

Progression: X/Z/Y COMMENTS: Think Z if flat
coverage buzzes X. Anticipate

Cobb. Work outside-in.

COMMENTS: Think Z if flat
coverage buzzes X. Anticipate
Cobb. Work outside-in.

Progression: X/Z/Y

Far It Siot Dash rt Stutter (Broncgal

Work #'s : Work hash | | Work#s
to sideline Don't cross 0 #'s to sideline
16-18 vds \ ‘ the hash
18 135 5,
16-18
: . Need
“““ mesh
Dash Pro PO[“[
ash Pro at Syds
O0QO0 Q00000 O i
Deep ) Deep st )
Drag .. ; Drag em
C?:b Cobb =~ m
Dash drop Dash drop X. make Z's
defender bubble
over
Near rt Dash rt 2 Gahh iBroncgl Far it Slot Dash rt Gohib Switch (Broncail
Progression: Z/X COMMENTS: Progression: Z, X COMMENTS: Think Z if flat
coverage buzzes X. Anticipate
Cobb. Work outside-in.
Work #’s
to sideline Don’t cross Jr
the hash
16-18 vds
16-18 5
Don’t cross
thehash | 10-12yds N Telesrah Save te
Cobb Box
Break 4
h P
Dash Pro OO Odas ©
O OOOOO Deep
Deep Drag Stem
Drag Sturter Cobb m
Deep m Dash dron
Dashdran Out

Far it Siot Dash rt Go Switch (Broncal

Progression: X/Z/Y COMMENTS:
Work outside-in.

COMMENTS: Complement to
Cobb Switch it CI3’s are sitting
on Cobbs.

Progression: Z. X. Y

18




ROLL

BRONCO FOOTBALL

............ *O

000 %ﬁﬁ?

Roll

Dbl it Weak X- Stack Roll rt Rui (Faican]

7>
5 000Q00G "™ |
=

Deuce it WK Zoom Roil rt Rub (Finsi

Progression: COMMENTS: 3rd medium Progression: COMMENTS: 3rd medium

L. X play. Attack to run. Be ready 1. Z play. Attack to run. Be ready
2z to throw on 3rd step. 2 X to throw on 3rd step.

3. Run : 3. Run :

O O O O <ﬁo(l Pro

a

Split
between
OT& X

bl it Tandem Zip Roil rt 2 Loop {Faicon]

Roli

Split

Rcdul.c

Roll Pro

000QO0
et o)

O Align

K{ Splic  on hash
Roll beoween -
OT& X

Trey it Slot Hoof Roil 1t Loon {Faicon]

Progression:

COMMENTS:3rd medium play.| Progression: COMMENTS: 3rd medium
_l- H Artack to run. Be ready to lLH play. Attack to run. Be ready
3 %Run/ X throw on 3rd step. Alert X % ﬁun/ « to throw on 3rd step.

+5 Play +3 Play
000Q00T" — 000QOOH™
Q00 o Qoog=—""
A Speed O O e Speed u\ 4
poinO |
Roll Snap Snap

Sir Deucs rt Fake Zing Roil rt Z Arrow (Fins]

it

Weak So. Deuce Exit Roil rt X Arrow [Fins]

Progression: COMMENTS:Give theball to WR Progression: COMMIENTS:Give theball to WR
(A on 3rd step. 1. 2 on 3rd step.

2. Run 2. Run

3. Throw away 3. Throw awav

19



Play Pass

BRONCO FOOTBALL

r
1+

Ck Drag

Far it Play Pass 1t X Sonh (Broncol

1+

LS .
12-14 12-14
® 00Qd0 / 00 OlQ /
Deep 8 [n
n Cobb r Deep 8
SA I+ —-ﬂ—-——l SA I+ i
Convert vs
Spot i Spot
Ck Drag Cloud Ck Drag
| b (Broncgl Nearrt Pl it Pig (Broncg) |
Progression: Z, F, Y COMMENTS: 2 man game off  [Progression: COMMENTS:
the tlat defender.
-«
18
> +—
—>
600jO 5 ® 00000 O
Post Corner . Bang 8 Dig
- ‘ Cobb SA - in

Play Pass Dagger - Cowiloy

Far it Slot Play Pass 1t Dig (Broncal

Progression: COMMENTS: 2 man game off ngreswon‘ CONINIFNTS: Cover 3/1 (clean
the flat defender. LXY,T look) think Bang 8. If 2 shell,
' ZZY.T think Dagger. 2 man think Y/T.
A
<= Demand the oy
<« L6 yds bail w/ eyes
I 2x P — A
dx
EOO O /_——' O OOO Q\Aiddle
7 .
Post Corner . Go O n 7
r Dig SA I+ 0
1+ .
Ck Down Ck Down

Hear rt Play Pass rt 787 [Broncail

Progression: X, Y, Z/T COMMENTS: Read weak tlar.
Alertto Z.

Progression: Outside/Down/Middle
or middle/down/outside

COMMENTS: Middle/Full
Field




Play Pass BRONCO FOOTBALL

>
00QDQ 4 300000 5 9O
S - "
1+ T+

Ck Down

Rt Slot Play Pass rt Double Post [Broncg]

Ck Down

Rt Slot Play Pass rt Poker (Broncal

Progression: COMMIENTS: Progression: COMMENTS:
L X Try to put the ball on X. L X Be alert to Post vs Blitz
2. Z ° 2z
L3A T 5.7
Z - carch should be made
18 vds deep.
6
m— /\ —>
/ Under Flat defender
Flag COQ90 (@ Fum— /O Take | -
’ . Smash Cut Back S:‘\
I+ Is ‘
Ck Down
At Slot Play Pass 1t F-Seam -{Broncs] Near rt Zip Play Pass it Prong [Broncol
Progression: COMMENTS: Progression: X, Z, Y, T/F COMMENTS: See FS after
2. Flag Shot Play. Work Smash if you fake. If FS drops work Z/Y/T.
3. Ssth Hitch lose FB 1o protection.




Play Pass

BRONCO FOOTBALL

—
! Hook-up II

vs. Zone

14
12 S S
\ ooo\aso.
OO QO 9 O Midd}£ 8
Bang 3 n 9
Sa Ercsz SA ] O n
3+ Ix
l Convert vs
Near rt Play Pass ri Press {Broncal cmuna' Nearrt Play Pass rt 289 [Broncal
Progression: COMMENTS: Aletto X ¥s  |progression: Qutside/Ck Down COMMENTS: Middle/Full Field,
Z Y.F loaded coverage. Give WRs a chance to make a
play. Alert TE vs Cov 2.
Be
patient
S 16-18
2 ‘ 12-14
4 Under - 6 yds
000d0 v 0oogao [ o
Corner . A T O Post Corner Take |
SA ‘ I+ Over I+ Flag
Near rt Play Pass T Throwhack (Broncal | Far !t Siot Play Pass rt Flood (Broncal

Toes.

Check =4, Flat

Take
n/r

Near rt Play Pass ri Aood [Broncs]

Progression: X, Y, Z'T COMMENTS: Read weak flat  |Progression: COMMENTS:
Step o
Step on Toes.

" O/Ch{xﬂ Flat

Rt Siot Play Pass 1t flood Y (Broncol

Take
wr

- |Progression: Z/Y/Down

COMMENTS: Vertical. Walsh
fake to Right. Boomer fake to
lett.

Progression: X/Z/Y COMMENTS: Flood read.




Slide Pass BRONCO FOOTBALL
0.t 10-12
9 Get the pick
000Q008—2
8
n g3+

Lt Slide Pass At Uax]

Lt Tandem Zip Slide Pass rtZ Loop (Broncai

1+

Far it 2-Stack Slide Pass Rt ¥ loop (Broncail

Progression: COMMENTS: Read low to COMMENTS:
L. F high. Get the ist down. Alert ~ |Read low to high. Get the |st
2Y to Post.  |down.
Get the pick
e o
o 000000 e
- P-Flag

rogression:  |COMMENTS:
. Read low to high.

RS
N <

b3



Dive Pass

BRONCO FOOTBALL

Douhble it Dive Pass Right Food [Faican]

Reduce Splits

Hawk it T Dive Pass Rigit Press (0K Broncg]

Progression: X,Z, T COMMENTS: Flood concept. Progression:
Read High to low. Don't forger | !- Z COMMENTS: Read backside
RBs as a Checkdowns. 2 X CB to start your progression.
3.7
T
O ........ ie
m
Reduce Splits

Hawk it T Dive Pass Rigit Dig {0k Broncal

Deuc 1 X Dive Pass Right Soner (Fins}

Progression: COMMENTS: Progression: COMMENTS:
1.z Alert think with X. L. Dig Alert to Z on 9 route
2T 2. Swing
12-14
:%ﬁduuc Selit

Reduce Splits

Hawi it T Dive Pass Right Prong (Qk Broncol

| Progression:
L

-

COMMENTS:  Shot Play.
Don’t forget Z as throw away.

< NT

(9]

COMMENTS: If pressure, tind
your crosser.

Progression:
L X
2. Z




BOOT ROUTES

BRONCO FOOTBALL

4 Run to open area
10-12
A= »
10 A A 0
Drag Pin-arrow Rock O
Deep 8 Po Deep 8 10yd Stop
2Sten Turn. flash Fake r 2Sten Turn. Flash Fake ¢
Fake Zone Fake Zone
Block C gap Block C gap
Deuce rt Zone Boot At [Fins] Deuce rt Zone Boot Rt Ute (Fins] _
Progression: H, Y COMMENTS: Progression: X, H,Z COMMENTS:
Read low to high [fyou don’t like H, Z will be
| open on sideline.
e

Run to open area

I8 vds ‘@ hash

Slow Post-Amro

Shoot

O

Cutback  Stumer Take |
n

2 Step Turn. Hash Fake

Fake Zone
Block C gap

Ho. Deuce Zone Boot Rt G7id (Fins]

Set angle high

16
Q0000 O
Qver Post-arrow
2Sten Turn. Flash Fake Flag Tz:ke !
Fake Zone
Block C gap

Trio it Zone Boot At Flood [Faicon)

COMMENTS: Read backside

Progression: Z, X, H, Y.
: comer.

Progression: Take, Flag, Flat, BS
Alert to Take 1.

COMMENTS: Flood Read.

o.-%..,‘. /——*

Take |
Fake Zone n
Block C gap

Lt Zip Zone 300t 8t Prong (Broncal

Lt Zip Zone Boot At Prong I (Cawhoy)

Progression: COMMENTS: Flood Read. Progression: COMMENTS: Flood Read.
I X X is Alert thinking. L X X is Alert thinking.

R4 1Y

3. Y 3. Z




BOOT ROUTES

BRONCO FOOTBALL

#s 1o sideline
18

NE

0 00 ogoqu i

Hash to #s
Qver 5, 15 15

2 sten turn, flash fake 5 Cabb
Fake Zone n
Block C Gap

No. Deucs Zone Boat Rt Cohh [Fins]

7310 sideline

16 Hash to #s
18

13
3 count %
rcicg"l————-}

Slow Post-Amow

Over

o) 008

2stenturn. flash fake

Fake Zone
Block C gap

Trio rt Zone Boot At Coith {Faican)

5 Cobb
n

Progression: X, Z, Y, H COMMENTS:

Horizontal/Backside. Qutside/In

COMMENTS:
Horizontal/Backside. Ourside/n

Progression: Z, H, Y, X.

2sten turn, flash fake

Fake Zone
Block C gap

Jeuce rt Zone Boot Rt RocX 4 Grid {Finsi

Save the Box

Sell Flat w/eyes

3 count

2sten turn, flash fake Crack Comer

Fake Zone
Block C gap

Deuc 1t Zone Boot Rt 4 Wheel {Fins]

Read low to high

Progression: COMMENTS: Full field read. | Progression: COMMENTS: X is Alert
L H Grid thinking. Think H first. LX thinking. Don’t forget crack
2.z 2.H corrier as throw away.
3 X 3. Z
Set angle high ’
10-12 |
Drag
D'C:P 8 ' Take
Fake Cir Fake Ctr m
Block C gap Block C gap
Token Fake Cir
Block C zap
Near 1t Siot Gir Boot 1t (Bronca) it Slot Gtr Boot rt Flood (Broncal
Progression: Flat. Flag, 8S COMMENTS: Progression: Flat, Flag, 3S




BRONCO FOOTBALL

NAKED

Fake Pla §/’
Blocic#4 Slam-Flat
4 Stea Turm.
Far it 27 Naked [(Broncal

Drag 12-14

Block#4

Deuce It 27 Naked (Fins]

A

Drag [2-14

e—>
Cutotf-Arrow C{

4 Step Turn. P9
r

Progression: Flat/drag/Post

COMMENTS: Weak Flat.
Need full extension by QB on
fake.

Progression: FlavDrag/Post

COMMENTS: Weak Flat.
Need full extension by QB on
fake.

Dbl It Hoof 27 Naked H Siide (Faicon]

10-12

%

Crack Corner
AStep Turn.

Fake Play.

Deucs At 4-in 27 Naked detour {Fins]

Progression:

COMMENTS: Get some depth!

Progression: Detour/Post

COMMENTS: Shot Play.

Aca Lt X 49 Naked T Slide Uets]

ILH .
2 v Read low to high.
3. RUN
10-12
10-12
Drag P9 o Drag P9
8
: Slide 4 Sten Turn.
m Slide

Fake Play.

Near it 27 Haked F Siide (Broncal

Progression:

COMMENTS: Get Depth.

Progression:

COMMENTS: Get depth.

LT Read low to hich I. F Read low to high.
2. Y i 2Y
3. RUN I RN




STRETGH PASS RIGHT

BRONCO FOOTBALL

»
16
Ck Bench
Set-upinside leg of Y.
Deep §
r
Fake Stretch I+
Block #4,
spot.

Deucs rt Stretch Pass Right § Over (Fins]

Alming point: 24-26 on sideline } >

2x 2x
4x
+x Ck Bench
Set-up inside leg of Y. ;
n n
Fake Stretch
Block 44, -+

spot.

Deuce rt Stretch Pass Right Dbl 7 (Fins]

Progression: Z, X/T. COMMENTS: Shot Play.

Eye to Safery.

Progression: Z/X, T. COMMENTS: Work sottest CB

or KYP.

10-12
Must cross
CB’s Face

000

Set-up inside leg of Y.
Bang 8

.o

Fake Stretch
Block #4,
spot.

Jeuca rt Sirstch Pass Right Press Finsi

Ck Bcnchl

S Save
mtve the
Box Box
Ck Bench
Set-upinside leg of Y.
9 9
n n
Fake Stretch
Block #4,

spot.

Deucs rt Stretch Pass Right Doutile Go (Fins)

Progression: Z, T COMMENTS: Alertta E/S

leaving the M.O.F.

Progression: Z/X, T. COMMENTS: Shot play.

Give WRs a chance.




Iso Pass

BRONCO FOOTBALL

e Ry

8
(I | |
/"’ 3
000000 00000 0 £
rln r[n Base-Arrow
SQkAash |/ () ! 50k Rash,
Fake 22 Iso Convert vs Fake 22 Iso
Near Right Iso Pass rt {Broncol Bump | Near Trey Right ISo Pass rt Zehral
Progression: X or Z COMMENTS: Sottest Progression: X, H late COMMENTS:“Bcst Look
coverage, shortest throw.

&M:;7§oooo 5 T

.w“‘ O
S0k O lln
: Fake 22 Iso Convertvs
Near Right iso Pas3 rt [ax] e

Progression: Z, H late COMMENTS: Best Look




GOALLINE PASS BRONCO FOOTBALL

Aim for far hash

Set angle high

Aim at
Flag

Come under Y,
& you can’t get jammed

6-8 hoot

Stay Flat

O OO m4couns

5 WK Roll, naann

Flat-HOT Flat-HOT

(O “Stide Pro. Inside/Out Stide Pro. Inside/Out

Near rt Slide Pass rt Cross (Jax)  |Rt Goalline Pass [t (Giants)

Progression: COMMENTS: Come out fast ~ |Progression: COMMENTS: Playside flat
I.F and check the FB. Think FlavFlag/Crosser/Backside (hot.)
§' ;{/H backside TE vs. Zone.

h

Aim at
Flag ;

O \OQQ“O / Bang & Go

T \O

Near It Zing 25 Keep Pass 1t (Jax)

Progression: COMMENTS: Remember to
L H give “Go” call if you run.

[V s

. Z
. Y




SGAREENS - variations

BRONCO FOOTBALL

QUICK SCREEN /L

o/0)0/00]0,

Taken fake
Block MDM

Neal' SlOt = BI’OHCO RB quick stretch fake

2 Step

DUAL SCREEN 8/1

l Block CB
O0QO0O

Crack

O b
Dual
Route

Block CB

S0k

Swing

Double Right - Falgon

Progression: X Throw away COMMENTS: Flash stretch

fake. Must throw away behind

Progression: Read playside DE. TB
to backside. Continue to get depth.

LOS. Back out on Dual Screen Lett.
Play Pass 289 3ally/Sara Play Pass Sally/Sara Grack]
Block CB
Block CB - Block CB
‘ Crack onside LB
000000 CL\_’
Blind
Crack :
Right - Bronco Right - Bronco
Progression: Fake play pass (9 step Progression: Fake play pass (9 step
drop) throw tlow screen to TB. drop) throw tlow screen to TB.
Throw away behind LOS or chase Throw away behind LOS or chase
screen screen
Wide Screen Rt 23 Ione F line 1t
#1
#2 l
o OOOOOCf;O O 00000 T
alk - Statk
Stalk 3 ng Istep and go. O C{ O | "
Catch bail behind FB- Stay behind L0\S.
LOS .

+—0
Double - Falcons

Far Slot - Bronco

Progression: Read playside DE. TB
to backside. Continue to get depth.
Back out on Dual Screen Lett.

COMMENTS: Don'tlet DE
bat the ball. Find alane

Progression: FB/ run COMMENTS: Run the ball it

the end chases the FB.

31
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TABLE OF CCNTENTS:

| Sundav, Aug 12
Pg.1 SLIDE SALLY/SARAH

Mondayv, Aug 13
Pg.2 QUICK SCREEN
F-LINE

Tuesdav, Aug 14
Pg.3 RIP SALLY (H)

Wednesday, Aug 15
Pg4 PLAY PASS SALLY/SARAH

Thursday, Aug 16
Pg.5 BASE SCREEN

Fridayv, Aug 17
Pg.6 WIDE SCREEN

Saturdav, Aug 18
REVIEW
SCRIMMAGE

Sundayv, Aug 19
Pg.7 DUAL SCREEN

Tuesdav, Aug 21
Pg.8 FAST SCREEN




“Slide R/L Sally/Sarah” , Pg.1

Slide Pro - deep set and cut or run by most
PST dangerous edge rusher

Slide Pro - 2 count, release flat block force
I PSG defender

: Slide Pro - 2 count, release flat block PS ILB |

le |
I(E“en"

I Slide Pro - 2 count, release flat and peel for

BSG trash, then downfield .

. Slide Pro
BST o

| . 40
, Slow crack first LB inside box

PS- Slide Protection - to - free release Run
| Y/H through SS, block middle third.BS- check 4. §

Block deep zone

FB Free release.

Slide rules, flow screen route. Key OG
TB release. Get vertical ASAP.

v Throw flow screen to TB. Throw away
l 0B  behind LOS or
chase screen.

“Ray”




..

Block onside gap to downfield
PST podonmt

M S Lou
T

Block onside gap to downfield

Block onside gap to downfield

BSG Block onside gap to downfield

“
BST Block onside gap to downfield

h

Block middle zone.

X Run Qk Screen if Slot or N/S. B
Possible “YOU™ call.

23
<

Block onside gap to downfield.
Y Get DE’s hands down.

'

Run Qk Screen.
Block MDM if Slot.
Possible “YOU” call.

e R — 40 shade
PS: Block MDM, possible “YOU” call vs
press. B N
BS: Block middle third. M S S%ﬂume
“
Stretch course to C gap. Be aggressive
SB O
\
Flash fake stretch opposite (3 step to throw
0B left, 4 step to throw right.) Get quick depth,
throw forward pass.
WM Ray WM Ray
E T T E S
o)
........ o..[o
34




“Rip Sally” (H)

Sprint Pro - cut or run by most dangerous
PST edge rusher

Sprint Pro - 2 count, release flat for force
PSG defender

Sprint Pro - 2 count, release flat for PS LB

: Sprint Pro - 2 count, release flat and peel for
BSG trash, then downfield

Sprint Pro
BST

| Slow crack Ist LB inside box
l X
Y “PIN” or “POST” call

[]

I 7 Block deep zone

Bang inside run through blitz if H screen. If
H RB screen, release (check) through #4 to flat

If screen to TB, 1st LB outside, in to screen
1B route. Get vertical ASAP. If screen to H,
I release through #4 to flat route.

9 step sprint. Know where the edge of
I 0B protection is. Screen to T or H.

] W M “Ray”




“Play Pass R/L Sally/Sarah” pgs

Slide Pro - deep set and cut or run by most
PST dangerous edge rusher

Slide Pro - 2 count, release flat block force
PSG defender

Slide Pro - 2 count, release flat block PS ILLB

Slide Pro - 2 count, release flat and peel for Even

BSG trash, then downfield

Slide Pro
BST

Slow crack first LB inside box

! PS- Play Pass Protection - to - free release
Y/H Run through SS, block middle third.BS-
check #4.

Block deep zone

/
——
Play Pass rules, to flat route. Possible “PIN”
call.

M S “Bear”

Play Pass rules, flow screen route. Key OG
release. Get vertical ASAP.

Fake play pass (9 step drop,) throw flow
screen to TB. Throw away behind LOS or
chase screen.




Base 989 “Sally/Sarah’’

Five step drop - sell pass with eyes
downfield. Pause, get depth and throw
screen.

Pg.5
Base Pro - deep set and cut or run by -
PST ‘ Lou
S
Base Pro - 2 count, release flat for force e
PSG defender 0O
Base Pro - 2 count, release flat and block 30
(H PSILB
. “" e 7y
I Base Pro - 2 count, release flat and peel for Even
BSG trash, then downfield SS
Base Pro , o
BST
No route called - slow crack 1st LB in box. - | 10
Base protection rules; LOU/RAY away
(Y check #4 - run through middle 3rd block FS
l Route called.
1
Check base rules, block near safety.
B
Check base rules, execute screen. Leave with |
TB  OG, get vertical ASAP.




Wide Screen R/L:

Pass Flash, Run Track

PST

Pass Flash, Run Track
PSG

Pass Flash. Run track, check BSLB

Pass Flash, Run Track

Pass Flash, Run Track

Wide Screen path - stay tight to the OT’s -

K blockr

“ |
. Post: “TIM/TOM” on front call

BS: Convoy
i PS: Block MDM
“
Block MDM

Ea—— “
.ﬁ
Swing Opposite the call.
18

.ﬁ

3 step. Hit receiver coming back to the ball.




“Dual Screen R/L.”

llEv e n"

Slide Pro - brush and go flat for force

PST defender
Slide Pro - brush and go flat for hook

PSG@ defender

- Slide Pro - stop & Go, release flat for 1st BS

H ILB
Slide Pro - stop & Go, release flat for 1st

BSG coverdown defender weak

| Slide Pro - cut most dangerous edge rusher.
Onside - Crack 1st II.B
l X Offside - block corner

PS: Outside release crack 1st ILB. Crack MLB vs 3B

YIH Iook

1 BS: block wide screen MDM based on #1 defender. Avoid
blitzer. -
Onside - block corner, vs half-field safety vs Cloud. Must
l z OS release.

Offside - wide screen route. If outside wrina 3X1 set block
comer.
Onside - Crack st ILB

H Offside - If #2, run wide screen route. lock wide

: screen MDM based on #1 defender, avoid Storm.
g Check steps, dual screen route (Hot.)

Get quick width.

No Q. Hot - TB. Five quick. Read playside
DE. TB, to backside. Continue to get depth.
Back out on Dual Screen Left.

M llﬂavil
S

o4

lluﬂd"




SCGREENS - variations

BRONCO FOOTBALL

QUICK SCREEN R/L

4

2 Step

00800 O

. Token fake
Block MDM

Near Slot - Bronco RB quick stretch fake

DUAL SCREEN R/L

l Block CB Block CB

T I Crack onside LB x
O

O & O0®0

Dual Crack
Route a0k

Swing

Double Right - Falccz)on

Progression: X, Throw away COMMENTS: Flash stretch

fake. Must throw away behind

Progression: Read playside DE. TB
to backside. Continue to get depth.

oooocbfi—Cb

Staalk
ok

Double - Falcons

Stalk

Istep and go.
Catch ball behind
LOS

LOS. Back out on Dual Screen Left.
Play Pass 989 Sally/Sara Play Pass Sally/Sara [Crack)
Block CB .
BlockCB - Block CB
OCO0®000 F 00®000O
Blind 3’
Crack ‘
Right - Bronco Right - Bronco
Progression: Fake play pass (9 step Progression: Fake play pass (9 step
drop) throw flow screen to TB. drop) throw flow screen to TB.
Throw away behind LOS or chase Throw away behind LOS or chase
screen screen
Wide Screen Rt 23 Ione Flinert
#1

O 00&00

- l Statk
m
Stalk
FB- Stay behind L.O.S. .

Far Slot - Bronco

Progression: Read playside DE. TB
to backside. Continue to get depth.
Back out on Dual Screen Left.

COMMENTS: Don’t let DE
bat the ball. Find a lane

Progression: FB/ run COMMENTS: Run the ball if

the end chases the FB.




SCREENS - variations

BRONCO FOOTBALL

Stretch Screentt

Near - Bronco

RB quick stretch fake

Stretch Screenlt

l Block CB

|

O d{ 308000

Fake
3 Step e Streteh)

RaRdL LI

Double Right - Falcon

Progression: X, Throw away

COMMENTS: Flash stretch
fake. Must throw away behind
LOS.

Progression: X, Throw away COMMENTS: Flash stretch
fake. Must throw away behind

LOS.




“Fast Screen RT” Pg. 8

Slide Pro - Short set to get DE upfield
PST

Slide Pro - | count, release flat block force
PSG defender

Slide Pro - 1 count, release flat block MLB
(H to BSLB

Slide Pro - | count, release downfield for
BSG BSLB toFS

Slide Pro
BST

X Backside Convoy

PS- Inside Release and block PSLB.

vs. 2 shell block Saf.
1 vs. 3 shell block Comer.

Trio - Push to alley, block Corner
Double - Block man on

Slide rules. Bang blitzer if he comes from
TB  LOS. Let him go if he comes from depth.
Sit inside PST.

Fake play pass (9 step drop,) throw flow
QB  screen to TB. Throw away behind LOS or
chase screen.




“Bob Screen R/L” _

Block Playside Zone Rules and cut when poss.

M S lllnull
SS

A"
o c% 5
O
Block Playside Zone Rules and cut when poss.

c ——0 50
M
Block Playside Zone Rules and cut when poss. AW M S
BSG _K%OT T~ E SS
| | ”\o\o

Block Playside Zone Rules and cut when poss.

Block Playside Zone Rules and cut when possS. O '®)

3sT

Onside outside: Block corner, possible cut. :
K Offside: Convoy

M S “Ellﬂ nu
[ ) S

Playside Zone rules (to cover down "% . _ B S
o \50‘5\0
~0 O O

{ YH defender on frontside.) BS-sift to FS

Offside: Convoy

I z Onside outside: Block corner, possible cut. ‘

Onside Inside: Drop step, crossover. Receive ball after 3rd

step. O\_/
T —————— 83 Stack
l Onside Inside: Drop step, crossover, and .

H receive ball after 3rd step.
i Offside: Convoy.

S
1B Dual screen rules away from the screen. W EBET_T [ jg—

| (NO check steps.) O OC0®®OO0

2 step drop. Throw to upfield shoulder - keep

| I 0B him on the run. \/O "

l W M SS uaavn S W M unava!
E I E i,
| © 00QOo 0O NoZoyoNeNeNe
| o— ~0 -
| — 5 34 O— —




