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* Tha systen we will use is a DOUBLE SLOT with motion and wedifications.

-Znd 12-17 vezds End 12-17 yards
frcm csnzer 214" 274241 27 4

from ecenter

O Slots 1 to 3 vards
outside tackle

FORMATIONS: Tre firee
fromstion ve will use.
will be given. Our £

term given by the Quarterback will be the
1f wea operate from a double slot no formation
reations and calls for them follow:

.

Guarda Right

O ODOSO O
o O O

Guazrds Laft

O O ONORENG) O
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MOTIC: CALLS: The fullowing motion ¢alls may be wade  to allow greater flexability
and speed in calling plays. The calls apply to the POSITION no matter where the
man is lined up in the formation. All motions going to the Right begin with R. All

motions te the Left with L.

z

S 0O0O®00, O
LIL/Q\ROB //g)\\ O | LARK ROOK

LOAD ROSE

LION : RAM

EARLY CALL: This is another method of setting formations and may proceed a motion
call. The term EARLY will set the man called in his motion position from the
huddle. If there is a second motion «call for any man, he will run that motion on

the command GO. EXAMPLES:
Early Rip - Liz Early Lark - Rip
O OORX OO O O OO0 O
x 'Vﬁf“ffi/fqu\ffjngg;%GZ ' * © C:L~v“‘\ﬂé«552,-ﬁf— )
. Z _WING
O - O

In using an early call the last call will always be a motion call unless the
QB adds the term STAY after the last call. EXAMPLES{

Early Rip~Lark-Liz Early Rip-Ram-Liom
o OO0O®0O0 o | O OO®OO
X Q @) ‘ Y : OWM/M?’QO
, ING e ~~"s WD
O
Early Load-Rob-Stay Early Rip-Load-Ram-Stay
O OCO® OO0 ol o oOoo®O0O0 O
WING  ~. o O O O QO
Y X : Y WING
O
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EUDTLE - We will uss thv huddle wiich is showz in the follawng diagram:
BALL .
2GCGT . (
EBEBE ‘
QB

The players will assume a regting position with elbows locked and hands resting
on the kneesm, The Q.BT will step to the huddle and command UP, at which time all
players come to a standing position with all eyes on the Q.B. The Q.B. will cmll
Fhe p;ay and give the snap signal, the center and split ends leave the huddle
immediately after the snap sigral is given; thel.B. pauses and commands READY
(on this command we will jump into position facing the ball) we will bresk from
this pcsition by screaming HARD together. This will be done izmediately after the
Q.B. gives the command BREAK.

The break is snappy and you run to your position. If you have something to tell
the Q.B. catch him on thé}fo the huddle or at a time out, but when he steps up to
the huddle, there is to be no talking. :

The center comes out over the ball and the J.B. takes his position ready for the
snap. All other players take their offensive stance. The Q.B. then pauses and gives
the snap signal which will be an off cadence 30 * HUT 1 - HUT2 - Hut 3; If their
is a man in motion his signal to start will be GO®. The ball is to in the 3.B.'S
hands on the snap call which means we must explode together. Anticipate the snap
zumber. :

ATTACK AREAS - We will attack 5 basic areas along the line of scrimage. They are
designated as follows: . , , i

0 4

5 58ESo '8
O O O
O

Ue will start our rimring pattern at the middle of the hole or the soft part of
the defense and run to the open area.

TRIV=:. BEOCKING - The first man head on the center will be the O man.
Beginning with the next man to the right or left of ceanter, the defensive men
within 4 yards of the line of scrimmage will be numbered 1, 2, 3, 4, Any outside
deep back will be 55 unless there is an outside rotatiom to our motion in which
case he becomes #. , » _

Examples of the numbering system follow on the next page.
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TiE RUNNING GAME: OQur offensive rurnning plays are called by a descriptiv
term which indicates the backfield action. The descriptive term will be
followed by the area we will attack (either 4-0-3 or left or right). Our
plays follow:

FULLBACK &

o

FULLBACK 3







HALFBACK b

C
L
M,
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HH‘(’Mq Veer -
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HALFBACK 3




Ned - SWIT=P RIGHT

11
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Load - OPTION LEFT RUN

Rip - OPTIOI RIGHT RUN




S

Red - BELLY RIGHT RUN

14
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Red - BUTI‘ERFLY OPTION LEFT

V *c%@ X
B

Lee - BUTTERFLY OPTION RIGHT




Load - OPTION LEFT RUN

Rip - OPTION RIGHT RUN



Rip - SCRAMBLZE REEGHT RUN




DRAW. BI2CT NG: Tus pulliag guard will tiap iie .irst man hedd up or to Zhe
outside of the tackis., Cur ruleg for draw blocking fellow: ‘{\)
DRAW RIGRT

Center
Guard Pull and block flrst man head up or to the outside of the tackle LOS.
Tackle L R R
#5
Guard #O - Rofionbeeeiyid
Righd Tackle #1 6 - On gap call block #2
Rxpht End #5 - If tight smeal the top of the hole
Right Balfback If not sent in motion, meal top of the hole
DRAW LEFT
Center Block opposite of call on #l man

left Guard #0 - No #0, #1
Left Tackle #1 - Gap call #2

Ieft End #5 - If tight seal the top of the hole
left Balfback If not in motion - seal top of the hole ’
Right Guard Pull and block first man head up or to the outskde of the tackle
Right Tackle #2
Right End #2
b ~L~ o L. _ ’ A
v Vel SV V, Vi VeV
_OUICK DRAW BLOCKING: The pulling guard will trap the first man up or to the outside of
the guard. Our rules for quick draw blocking follow:
QUICKX DRAW RIGHT=-
GENTER: Block opposite of call on #1 man .
LEFT GUARD: Pull to the inside & block first man head up or to the outside of the
guard.
LEFT TACKILE #2.
LEFT END: #5e

RIGET GUARD: Influence pull to outside & block #2 (Gap defenses make you block to
your inside)
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LEFT HALF QUICK DRAW RIGHT
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Rip - RIGET HALF QUICK DRAW LEFT
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Rip - FULLBACK QUICK DRAW RISET
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Rip - RIGHT HALF DRAW LIFT

Load - LEFT HALF DRAV RIGHT

o




Rip - FULLBACK DRAW RIGHT

Load - FULTRACK DRAW LIFT .




Rip = SCISSORS RIGHT - 3 HOLE
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SCISSORS RIGHT - O HOLZ

S S

O—do

Roar - SCISSORS RIGHT - QUICK DRAW LEFT




SCISSORS L:FT - FOUR HOLE

()

SCISSORS Lr¥T - DRAW PIGHT

24



SCISSORS LEIT - O EOL=

L

SCISSORS LEFT - QUICK URAW RIGHT
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TACKLT "RAP BLOUXING: The pulling tackle will tlock the first man head
up or to the off eide from our center,

TACKLEZ TRA® RIGET

Center - Block # 1 to your left

Left Guard - #2

Left Tackle - Pull and block firat man to show over offensive center

Left End - #5

Right Guard - Block marn head up - outside shoulder

Right Tackle - Block the first man head up from the line of scrirmage to the
goal line

Right End - %9

| 1 H
v V, \vg v
O Q@00 o)

TACKLE TRAP LIFT

Center - Block #1 to your right

Left Guard - Block head ur - cuteide shoulder

Left Tackle - Block the first man head up Jrom the line of scrimmage to the
goal line '

Left End - #

Right Guard - #2 _

Right Tackls = Pull and block first can to show over offeasive center

Right End -5

ACT

o=
(
Q-«

N
P
-

_

L

y
c



Red RH Tackle Trev Left ' 27
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Bip - OPTION RIGHT REVERSE

Load - OPTION LEFT RSVERSE
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VEEF IN

The term"VEBER IN" means the play will wvie ~ back to the

offside.

EXAMPLE: = Rel Motion Ba

c:k/p:. TYEER IN"
\ |
O ()‘)'—’

\
. .t
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THE PASSINC (GAME 3

Irn all our basic patterns we must be able to recognize the foliowing

coverages:

4
C

STRONG SIDE ZONE a) Invert

b) Corner g
b as
Fs—~— /

S/
» o0, q
0 v v

oonQao

()4;

M

M

3
C

O

< Man Under

o y
7 o -
‘m ¢
OXOINNONS)

O.

N

e—————e

o,)00

All coverages will fit into these or a combination of these.
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We will rurn Five bgoic pazs packages which will attack all coverages
successfully. ¥e will in some instances have a second variation of
the base paitern called to attack a particulss coverage, if that
coverage does not occur we will run the base package called. We wii:
alsc have variations off these five pass packages to attack breakdowns
in coverages.

1. Our first basic pattern is RIP-SCRAMBLE RIGHT with the miwor play
being Load-Scramble Left.

\
FS 3
S v| v sS
] ] [1 OJ
[} ] J

F5 5
55
v v | S5 v
O o 0O
]

oOoOoo O O oopoo O
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11. A second pattern is Rip-Scramble Right - Right Half Flare.

R .
\\
O COoOoo O oonooo
@) O O O
O O
O CoOo0o O O oondoo
O O O O O O
O O

Variation for Zone Coverage -
Rip Scramble Rt. - RH Flare Linebacker
Key

O O0oOoo O

Variation for Man Under -
Rip Scramble Rt. - RH Flare Line-
backer Pick

O 00000



II1i. A third pat.er. poihi,e is Rip Scrambd
minor play would be Load Scramble

. o I s
Chmiind & N2 PR )

Split Ernd.

Right Split End.

D,

O

o 0O0OO0O O

O

Variation for Man Under -
Rip Scramble Left Split End Double PicH

O ooHdOoo O

O
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IV. A iourth pattern is Scramble Right TJJ(thWD

Mirror pattern
is Scramble Left TD.

coooo/ O O oXelsle¥e!
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O
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O

O




37—
We will run this tattera & great Jezl with a cwitch on the backside,

i.e. Scramblie Right Touchdown Switch.

S

O OOO0O0 O O oonOdo0o0o
®) O O O
O :

O oXolnkeXo) ol ‘o oYolnjeYo, O




V. 4 ififth pass package is Load-Rip Scramble Rigi:

—JO._..

s8L 2 Head.

O oJeluleXe)
e @) O
O ' @)
O oXo)ufe¥e) O eXolnloXe
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Cur terms Ior patterns are as follow:

PASSING TREE

Go Switch
Flag Post
Sliding
/') Hook
Sideline
& 3 Across
N
Hook/0Out
Zip
TN
Automatig Automatic
Flare ) Under

From the Left Side

Go
Post Flag
Switch
Slidi
Hook
Across< —> Sideline
QP 5 Hock Out
}4 —— 3 zip
I3
Automaticg/\ Automatic
Under

Flare

From the Right Side



Loud - SCRAMBLE LEFT - LEFT HALF FLAG

Loud = SCRAMBLE LEFT - LEFT HALF POST

40~
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Roar - SCRAMBLE RIGHT - RIGHT HALF FLAG

Roar - SCRAMBLE RIGHT - RIGHT HALF POST




Rip -~ SCRAMBLE RIGHT - MOTION BACK FLARE

Load - SCRAMBLZ LEFT - MOTION BACK FLARE




Ioad - SCRAMBLE LEFT-RIGHT END IN & QUT

QD)

[




FLAG

10 TARDS F\Hmafxcxs LEFT - SJRAMBLE LTFT - LEFT END FLAG

—bh—
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Roar - SCRAMBLE RIGHT - SCREEN PASS LiFT




R -V P i -V TR VPR~ S EE T RN VL T =3 - VS U SV IVN :
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Load = SCRAMBLE RIGET - SHORT SCRTEN: LIFT TO MOTICN BACK

o) “c‘é}%‘i’f[]éé O

M-SCRM@IEBIGHT-SHORTSCRMLHTTOLMW

b \\%%ﬁ o¥e 5
220

O

Loud-SCRAMBLELEET-SgORTSCMLEITTOFUILBACK

O

Rip - SCRAMBLE RIGH{ SHO scnmtmmsmrmn 1
M ule On 4 O
"‘-\.._,.\,\Q /_//G/

~.

e

Rip - SCRAMBLE RISHT - SHORT SCREEN LEFT TO RIGET HALF

8)“14&?6536 0

-

A
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E.p « SCRANT™.Z LIFT « SHORT STRIEN TO MUTION BACK

| | 1
S _ Qéétﬁ\éi%f% O

\..-\_,\

Rip « SCRAMBLE LEFT - SHORT SCREEN RIGHT TO RIGHET HALF

o 6560 e

Crl O
O

Roar - SCRAMBLE RIGHT - SHORT SCREEN RIGHT TO FULLBACK

b 6o 4

Rip = SCRAMBLE LEFT - SHORT SCREEN RIGRR TO SPLIT END

S 50

Load - SCRAMBLE LEFT - SHORT SCREEN RIGHT 1O LEFT HALF

5 180 mee !

xe



RIP & OPTION LEFT REVERSE :
(delayed) SHORT SCREEN LEFT TO FULLBACK

I0AD - OPTIOR RIGHT REVERSE
(delayed) SHORT SCREEN RIGHT TO FULLBACK

S S

Or—ics
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PLAY ACTIZN FASSES - By adding the wors pass after any running plzy we will
change the pPlay to a play acticn pass. If you are the secord receiver on the
side of the receiver called, run & pattern to clear the area. Linemen

will block like a scramble. ' :

EXAMPLES :

i .
Scramble Right - Scissors Left Pass - Right Half Go




Red - BELLY RIGHT - RON - PA3S

-51-
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Rip - OPTION RIGHT RUN - PASS




Red - SWEEP RIGET PASS
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RED - SWEEP RIGHT - BOOT LEST
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87l JIOK- This is smethod of havinz one or two %e-~ks in net Ltiar te o =toln -
ey cmusual rush ereaied vy shophing linebackers and yet at the sawe time being
able ©o> utilize them ip the peass pattern when they are not nesdsd to block.

«& it i3 properd o the pass pattern called, one of two
things 1s going to hapriz wh an ~xtra back goes intr the pattern as adelayed
receiver: 1) He is goirz: to be open im wiaichk case the Pnll cen be thrown to him
as an outlet receiver, or 2) He is going to use up part of the underneath coverage
to cover him, thereby helping to open up the passing lane to onme of the other

receivers.

SLIDE PROTECTION BLOCKING=- In order to utlize flare control, it is necessary
to incorporate man-forman blocking principles by the interior lineman. They
are as follows;

GUARDS: #1 on line
Tackles: #2 on line, check cutside
CENTERS: Man on offside L. B. check onside

The guards never block a man directly on the center but will take the first man
of the line of scrimmage ocutside of the center. This cculd be a man on their
inside shoulder, head on, on their outside shoulder; or, since linebackers aren't
counted, against a 5-2 defense the first man would be on the outside shoulder of
the tackle. The tackle would take the #2 man on the line of scrimmaga.

TEE FRONT SIDE BACK- The front side backs rule is- check first L.B. oy side; 1if
he doesn't rush - FLARE, .

On the snap of the ball the front back 1) Takeas a step forward locking
directly at the first linebacker on his side. 2) If this man is rushing the back
should go forward aggressively and meet him as close to the line of scrimmage as
possible. 3) If the linebacker isn't rushing, the back should then imnediately
enter into Flare Control. 4) The key thing in Flare Control is for the back,
once he sees he is net needed to block, to go into the pass patern in a way
that will help the other receivers rather than kinder them. If thejinside receiver
on the side of the call is running a route to the ocutside, the front side back will
flare to the inside; and if the inside receiver is running an insige route, the
front sidsl?‘ k will flare to the ocutside. L

o "\ 0omoo O

3ACK SIDE SLOT- Men on center; first man on or off ‘the line outside my tackle.
If he doesn't rush - Flare. No man opposite center; alock if two
men rush outside of tackle. If only one rushes - Flare. '



CALLS SPECIFIC TO OUR CFFENSE FOR FLARE CONTROL B
SLIDE CALL MESXRZ: 1) Onside linemsn slide block to outside (lst & 2nd men on line)
' ‘Z) Fullback controls onsides L.B. from set position to aide of call
%) Unless otherwise designaiey orside recievers alide deep

SLIDE RIGHT

%m

SLIDE RIGHT - RIGHT HALF SIDELINE




SLIDz RIGET - RIGHT HALF HCOK

| e

SLIDE IEFT - LEFT EALF FLARE

l \oogooo/ i
|

SLIDE LEFT - LEFT HALF ACROSS




R s BN

-~ RH Flag R.E. Under

SLIDE RIGHT

SLIDE RIBHT = RH Flare and Go
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SI1D3 RIGIY SELCWN

SLIDE 1E7 - LEFT HALF FLARE -

SLIDE LEF' - LEFT HALF ACROSS

oocooo/ C/
o C
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