Notes on the Dropback passing game in the West Coast Offense 
-from a 49ers coaches meeting 

A) 3 Step Drop 
    -Takes advantage of a bad defensive adjustment. 
    -Receivers = 5 steps. 

    1. Hitch and Quick Out: 
    -Adjust splits to break in or out. 
    -Don't lead receiver - throw at his hip. 
    -Throw outs to LEFT and ins to the RIGHT (from all drops). 
    -When throwing to the right, step towards the receiver on the 3rd step. 
    -3 quick steps when throwing out. (WR 8 yrd split). 
    -Best place to throw quick out is from SLOT formation. (to SE). 
    -3 big steps when throwing hitch. Throw to middle of the receiver. When receiver catches   the ball, he pivots to the sideline and runs to goalline. (WR 12 yrd split). 

    2. Slant: 
    -Slant pass is a big chunk play. 
    -12 yrd split - 5 to 7 steps and break. 
    -Slant is best weak. 
    -Throwing strongside you should use dropback and weak flow. 
    -Throw ball to middle of receiver and above his waist - if anything slow him up to catch it. 
    -Receiver should always be aware of relationship between corner and safety. 
    -Hop inside and come under control in hole. 
    -Ball should be caught 1 ft. in front of receivers numbers. 
    -Vs corner inside - go full speed and break across his face. 
    -Always practice 1/2 as many throws to outlet as primary. 
  

B) 5 Step Drop 
    -ball control, timed passes; good on 1st and 10, 2 and 6, 3 and 4. 
    -receivers run 10 - 12 yrd routes. 

    3. Square-out: 
    -WR 8 yd split. 
    -Square out = 5 quick steps - don't lead WR. 
    -9 out of 10 square outs are thrown to the LEFT. 
    -Vs Cloud - run SEAM route. 
    -Throw square out into short field and away from rotation. 
    -If LB crosses throwing lane - throw the 'M' outlet route. (Practice with coach catching primary and anyone catching outlet - hands up indicate who to throw to.) 

    4. Square-in: 
    -Prefer to throw square in to the RIGHT. 
    -5 Steps and hitch step. 
    -WR sells GO pattern. Inside release, outside push, plant outside foot and start in. 
    -WR 12 yd split. 
    -QB 5 BIG STEPS - HITCH and throw on time. WR does NOT keep running. Catch ball no more than 3 steps inside original position. (keep ball in middle) 
    -WR catches ball and runs straight upfield. 
    -"Square-in , wide Flare, wall off". 

    5. Half-back Flat: 
    -HB runs at 'W' - crosses face and breaks out. 
    -QB 5 quick steps - plant and throw. 
    -Vs Cloud - HB sits down. 
    -Don't make HB reach for ball - THROW SOFT. 

    6. Y Cross: 
    -TE - BIG get body between defender and QB. 
    -TE crossing - release cleanly = move. 
    -QB - 5 BIG steps and hitch. 
    -Throw to middle of Y. 
    -Y 10-12 yds deep and settle over center. 
    -Vs Man Under - drive past defender - shake one way and go the other. 

    7. Flanker Post: 
    - Prefer Big, smooth WR. 
    -WR 12 yd split. 
    -QB 5 BIG steps and Hitch. 
    -ALWAYS throw RIGHT. 
    -WR break into hole in the zone. 
    -Attract FS weak to create hole - throw ball inside corner and past SS 
    -TECHNIQUE is outside. 

    8. Quick Hook: 
    -5 step timed. 
    -Throw to middle of WR. 
    -GREAT vs middle LBer defender - if WR is not open go to outlet immediately. 
    -WR 12 yd split. 
  

C) 7 Step Drop 
    -Bread and Butter BIG chunk offense. 

    9. Flanker Turn In: 
    -WR split 12-14 yds. 
    -Same as 'X' Hook. 
    -Goal is beat a particular defender with hooking pattern. 
    -Don't want WR moving when we throw the ball. 
    -Stop him with the ball. 
    -Practice WR catching and DE hitting him from behind with a bag - drill around bag or cone. 

    10. Hooking Pattern: 
    -WR 12-14 yd split. Split will be game planned. 
    -Vs Cloud convert to Fade and turn after clearing Cornerback. Release inside vs Cloud. 
    -Not a very good route vs Man Under. Instead run crossing routes. Turn-hook become crosses. 
    -Must have certain amount of touch on the ball. Don't bounce it of WR's head. 
    -Hook pass is BEST pass in football! 
    -Run Square in strong. 
    -Run Hook weak. 

    11. Flare-back: 
    -Practice catching check off flares and splitting two defenders. Look for two and get your body beyond tacklers. 
    -FB gets ball move on Flanker. Turn in then Flanker. 
    -Have the nerve to stay with the FB. 
    -Y gets to sideline as fast as possible and sits down. 
    -FB sets for an instant and rns 'M' route. 

    12. Go pattern: 
    -Only to fastest WR. 
    -Practice 4 to 1 to fastest WR over other WR's. 
    -WR 12 yrd split. 
    -DON'T THROW AGAINST THEIR BEST DB! (Scout their personnel) 
    -Throw GO in conjunction with plat action. 
    -Keep the length of the throw consistent. 
    -7 step hitch and throw. 
    -Practice throwing to a spot with WR standing there. 
    -Don't throw if DB is deeper than WR when you hitch step. 
    -Measure distance with WR full speed than practice stationary. 
    -WR: release inside than out - chase DB step on his toes and run by him - keep DB in his backpeddle - look DB in the eyes NOT past him. 
    -At 8 yds, be 1 yd inside, next 8 yds be 1 yd outside. 
    -When thrown inside the 25 yd line change to 5 step drop. 
    -Throw GO RIGHT more often than left. 
    -Vs Cloud throw in hole (only vs stationary DB) 5 Step drop. 

    13. Deep Out: 
    -Only when DB is turing and running away. 
    -WR 12 yrd split. 
    -20 yds full speed - plant and come back. 
    -7 step and hitch step and throw to spot. 
    -Ball should be released as WR is planting foot. 
    -WR always keep elbows and arms in running position. just before you break, drop head and dig (pump hands). 

WEST COAST OFFENSE 
QB PRE-SNAP READS
Walsh QB instructional notes from Stanford 



A. STRONG SAFETY = PRIMARY KEY;  SECONDARY KEYS = WEAK SAFETY,  THEN WILL LBer: 
    1. SS UP  =  SKY ZONE 
    2. SS HEAD ON TE  =  MAN ( CHECK WS FOR BLITZ ) 
    3. SS & WS DEEP  =  DOUBLE ZONE 
    4. WILL  LBACKER WALKED OFF  =  COMBO STRONG  ( DOUBLE ON FLANKER ) 
    5. WILL  LBACKER UP & WS UP  =  BLITZ  ( SS HEAD ON TE ) 
    6. SAM LBACKER WIDENS ON L.O.S.  =  BLITZ 

B. MOTION: 
    1. BACKFIELD - NO MOVEMENT  = ZONE 
    2. BACKFIELD - LB MOVEMENT  = MAN UNDER 
    3. BACKFIELD - DB MOVEMENT  = BLITZ 
    4. TE - NO MOVEMENT = ZONE 
    5. TE - SAM LB MOVEMENT  = MAN UNDER 
    6. TE - SS MOVEMENT  = BLITZ 
    7. FLANKER - CB MOVEMENT  = MAN 
    8. FLANKER - SLIDE MOVEMENT  = ZONE 

C. PERSONNEL DESIGNATION: 
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Controlling the Ball With the Pass 
BILL WALSH 
former San Francisco 49ers and Stanford Cardinal


My philosophy has been to control the ball with the forward pass. To do that we have to have versatility-versatility in the action and types of passes thrown by the quarterback. 

Dropback Passes 
We like the dropback pass. We use a three-step drop pattern, but more often we will use a five-step drop pattern of timed patterns down the field. From there we go to a seven-step drop. When our quarterback takes a seven-step drop, he's allowing the receivers time to maneuver down the field. Therefore, we will use a three-step drop pattern when we are throwing a quickout or hitch or slant which, by and large, the defense is allowing you to complete by their alignment or by their coverage. 

The five-step drop pattern for the quarterback calls for a disciplined pattern by the receiver. He runs that pattern the same way every time. He doesn't maneuver to beat the defensive back. 

Too often in college football, either the quarterback is standing there waiting for the receiver, or the receiver has broken before the quarterback can throw the ball. These are the biggest flaws you will see in the forward pass. Now when the receiver breaks before the ball can be thrown, the defensive back can adjust to the receiver. Any time the quarterback holds the ball waiting for the receiver to break, the defensive back sees it and breaks on the receiver. So the time pattern is vital. 

Play-Action Passes 
You can't just dropback pass. You have to be able to keep the defense from zeroing in on your approach. That's why the play pass is vital. By and large, the play-action pass will score the touchdown. The dropback pass will control the ball. 

For play-action passing, we have certain blocking fundamentals that we use. We will show different backfield actions with basically the same offensive line blocking. We will go to the play pass as often as we can, especially as we get to the opponent's 25-yard line. 

Action Pass 
The third category of pass that most people use is what we call the action pass, where your quarterback moves outside. There are a couple of reasons for moving outside. One certainly is to avoid the inside pass rush. For a dropback passing team we'll sprint-out "waggle" as we call it-outside to avoid blitzers who approach straight up the field on us. The other advantage is to bring yourself closer to the potential receiver. 
  

We'll get outside to throw the ball and get ourselves closer to the man we want to throw to. When you can get outside, the trajectory of the ball can be flatter because normally there isn't a man between you and the receiver. 

The versatility also includes changing your formations. We continuously change receiver width and spacing. We seldom will line up our receiver with the same spacing on two or three plays in a row. If we want to throw the ball to the outside, we will reduce the split of the receiver. We need running room to the outside. We don't want the ball in the air very long. If we want to throw inside, we will extend the split of our receivers, so that there is more maneuvering room to the inside, and spread the defense. Our backs, as many teams know will cheat to get where they have to be. We know that if we throw to backs, the first thing on their mind is how to release out of the backfield. We are quite willing to move the man to get the release and sometimes telegraph what we are doing. We are quite willing to do that with the idea that when we want to break a given tendency, we simply line them up there and run something else. 

We will vary the split of the receivers according to the pattern and the coverage and, of course, to add versatility. The biggest problem you will have in the forward pass is when you have to throw the ball a number of times and, with a very limited inventory, you begin to throw the same pattern over and over. You get into trouble. 
The argument that you will throw the interception has to be qualified with how much you know about the forward passing game versus the running game. In our last game, our opponent fumbled five times, and we threw no interceptions. That might have been the difference in the game. 

Play Selection 
One of the factors involved with our success years ago with the Cincinnati Bengals was that we would begin to set a game plan for the opening of the game. We continued that at Stanford. In a given game, say, for instance, against Southern California, we ran the first 12 plays we had decided on in order. Of course, we ran out of lists because the first 12 worked and none worked after that. But the point is we went 12 plays in order, right down the line. We went eight straight games scoring the first time we had the ball. By the time we have completed 8 to 10 plays, we've forced the opponent to adjust to a number of things. We've kept him off balance with the type of thing we were doing, and we pretty much established in a given series what we would come to next. 

That's a good approach to offensive football. It forces you to go into that game with a certain calmness. You know where you're going, rather than having to say, "What in the hell do we do now?" Occasionally planned plays don't work, but we keep going. We don't change; we don't worry about it. We try to create an effect on our opponent. The effect is that he feels he has to adjust. We present different looks and dilemmas. We run the ball right at him. We throw the ball over his head. Meanwhile, because we know what the play is, we readily see what their adjustments are. We try to get a line on their first down defenses, but we take it from there. 

In Scoring Territory 
I have seen many teams march the ball beautifully, but right around the 15-yard line, they are already warming up their placekicker, because right at that point defenses change, the field they can operate in changes, and suddenly their basic offense goes all to pieces. 

My contention is that if we are on their 25, we're going for the end zone. Failing at that, we will kick a field goal. In an evenly matched game, I don't want to try to take the ball from their 25 to the goal line by trying to smash it through people, because three out of four times, you won't make it. Unless you are superior. Of course, if you are vastly superior it makes very little difference how you do it. 

Why? First, every defensive coach in the country is going to his blitzes about right there. The pass coverage, by and large, will be man-to-man coverage. We know that if they don't blitz one down, they're going to blitz the next down. Automatically. They'll seldom blitz twice in a row but they'll blitz every other down. If we go a series where there haven't been blitzes on the first two downs, here comes the safety blitz on the third down. So we are looking, at that point, to get into the end zone. 

By the style of our football, we'll have somebody to get the ball to a little bit late-just as an outlet to get 4 or 5 yards, to try to keep it. But from the 25 to the 10, we're going for the end zone. 

Midfield 
Between our own 10-yard line and the opponent's 25, we operate our field offense. We know that on first down our ball-control passing is vital. By and large, on first-and-10 you'll get a 2-deep zone - zone-type defense. We can drop the ball off to a back late and still make 4 to 5 yards. Those 4 or 5 yards are as important to us as some other team making the same on an option play. 

You often will see us run with the ball on second-and-lO, because we want 5 yards. If you run a basic running play, you can get your 5. 

At third-and-5, we are right back with a ball-control pass, dumping to a back, and we're making it. If we can make 30 first downs a game, we'll win. 

Short Yardage 
We have standard passes to throw against a goalline defense. Too often people try to go in there and butt heads with good linebackers on the goal line. Too often they don't make it. 
If we get inside that 5-yard line, half the time we are going to throw the ball. Now, if you're marching through somebody, you can just close your eyes and hand the ball off But when it's very competitive, that goal-line pass is vital. So we have a series of those. We never call them anywhere else on the field. 

When we are around their 35-yard line in a short-yardage situation, if we don't see somebody standing deep down the middle, we're probably going to go for the six points. 
To make it on third-and-1 we will often throw to a back out of the backfield. Third-and-3 is the toughest of all to make. We have a certain list of runs and a certain list of passes. When we have a third-and-3, we don't grope. We go to it. 

Ball-Control Passing 
Don't isolate throwing the forward pass to a given down and distance. If you are going to throw the ball, you must be willing to throw on first down, not a token pass hoping for the best, but a pass that is designed to get you a certain amount of yardage. 
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In our ball-control passing, we will use the five-step drop pattern on first down, because we know through the drilling of our quarterback, that we can get 4 or 5 dropping the ball off to a back, who is an outlet, or to a tight end. So we are quite willing to throw a ball-control pass on first down, and then go to our seven-step drop maneuvering pattern on third down. As you can see, most of our offense is based on ball-control passes, no matter what the situation. 

Figure 1 shows you a ball-control pass that Sid Gilman may have developed some time ago. It's one of the most effective forward passes we've used. 
FIGURE 1 
Red Right - 22 Z-In 

22 Z-In 
This is a five-step drop pattern. The quarterback takes five big steps and a hitch step and throws on time. The receiver splits 12 to 14 yards. The flanker releases inside for 5 to 6 yards and then bursts hard to the outside foot of the cornerback. What he wants to do is to get that cornerback on his heels. Then he'll turn in about three steps and catch the pass 12 yards deep. 

The fullback runs what we call a scat pattern. He doesn't have any pickup, and he releases to the outside. He never catches the ball more than 2 yards past the line of scrimmage, most often right at the line of scrimmage. If the backer blitzes, he looks for the ball early. 
Our tight end picks off the near end backer. He'll put his head past that man's shoulder, slow down, and make contact. He bounces off it and goes to the far guard position, turns and faces the quarterback, and watches his eyes because he's the last outlet. 

The quarterback throws the ball related to the sky safety. If the safety gives ground, he'll throw to the fullback. If the safety flattens out, we'll throw in behind him, in this case to the flanker. If it's man-to-man, the flanker runs a man-to-man pattern trying to beat the corner. If it's man-to-man, the safety will often chase the tight end, and there will be a good throwing lane with the backer coming out on the fullback. 

When we throw to the fullback the ball should arrive to him a foot in front of his number. If the fullback has to reach, he will take his eyes off the ball, slow down or break stride, and probably get nothing out of it. 

Out Pattern 
The out pattern is a timed pattern thrown from a five-step drop. On a timed pattern, a quarterback does not take a hitch step. 

The receiver goes straight up the field as close to full speed as he can. At 10 yards he crosses over and breaks out. He catches the ball at 12 (see Figure 2). The SP doesn't care about the coverage, other than if they roll up, he runs a seam. He doesn't care where the defensive back is located, and he doesn't change his angle of release. He just runs the pattern. 
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When he catches it, he goes up the sideline. We tell our backs, 'you want the sideline." The reason is that only one man can tackle you at a time, and he often underestimates a ball-carrier along the sideline. What we are after on 22 Z-In is a 7- to 9-yard gain to the fullback, or a 12-yard gain to the flanker. The fullback gets it about two out of three times. 
If the two primary receivers are covered, our quarterback will come back and look at the tight end. As soon as the tight end sees the quarterback's eyes, he slides laterally for the pass (see Figure 1). 

We have several other options off our 22 action, depending on the defense. We have a Z-in with fullback motion, a circle-out with our flanker, and a Y-out with the tight end. The key to the pass is the fullback. He should average 7 to 8 yards a catch. That's what we mean by ball-control passing. 

FIGURE 2 
Red Right - 24 Double Square Out (OKIE) 

The quarterback decides prior to the snap and just after the snap whether he's going to throw him the ball or not. The quarterback takes five quick steps. Notice I said five big steps in the Z in. Now that we're throwing out, the QB takes five quick steps. He can't lead the receiver with the pass because any time you lead a receiver who is running parallel to the ball, he'll never catch up to the ball. 

Throw right at the man's hip. If you throw into his body, the defensive back doesn't have any way to get to it. What we are trying to get here is the defensive back giving ground this way and then losing lateral ground this way. That's on single coverage. 

On this particular pattern both receivers do the same thing, but I would say most often the flanker gets it. The tight end takes an inside release, goes straight up the field, and runs a full speed crossing pattern, but never crosses the ball. The tight end on his basic crossing pattern is the one you go to on man-under defense. If a team is running man-under, that kind of an out is suicide. So if our quarterback sees inside-out coverage on wide receivers, reasonably close, his drop now goes right to the tight end; he's looking for the tight end to beat a man-under linebacker. 

M Pattern 
The backs play a key role. They check the backers on a blitz. After reading for the blitz, the back runs what we call an M pattern. 

In the M pattern, the back moves 1 1/2 to 2 yards back from his blocking position. When he is 6 yards deep and 3 yards outside the offensive tackle, he turns upfield looking for the M pattern. 

On the M pattern, the weak linebacker-some call him a defensive end-takes away the square out, we hold the ball, and pop it right off to the halfback (see Figure 2). 
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There's also a tight end option off the double square-out pattern. As you can see in Figure 2, when both middle linebackers cover backs to the outside, and blitz one man, this isolates our tight end on a backer. He has a good chance of beating the backer. 

Hook Pattern 
Now let's look at the seven-step drop pattern. This is one play that we've almost worn out. 
On a seven-step drop pattern, our receivers will maneuver. We're going to run a blue left for us, a right, which is motion, and we're going to run a 79, which is weak flow pass protection. Now X is going to run a pattern on the weak side (see Figure 3). 
  

FIGURE 3 
Blue Right - 79 X-Hook 

You vary the width of the receiver. He may be 1 yard split or he may be 12 yards split, depending on which linebacker we are trying to beat. X works up the field, gets past the man who has short coverage, and turns in. We tell him to get past the W and beat the M. 

On this pattern we tell our receiver that he must go at least 12 yards and never more than 18 yards on the hook. Not because he can't get open, but because the quarterback can't wait that long to throw. A lot of it is predicated on pass rush. We say never less than 12, because we can't have a hook develop at 12 when our quarterback takes seven steps. 

-1979 Proceedings. Coach Walsh was head coach at Stanford University. 

The TEXAS Concept in the West Coast Offense 
by M. Soliman and J. Hillebrand 




In the San Francisco and the Green Bay Offense, the main goal, philosophically is to control and move the ball on a consistent and orderly basis using the forward pass in an intelligent manner. By placing an emphasis on ball control, it is then required for such passes to be very reliable regardless of the variation of defensive coverage. In this offense the pass exemplifies the ball control high percentage philosophy such as that of a running offense.  The west coast offense uses the pass as it would a run, making it a high percentage offense.  This offense can execute against any defense if you just be patient, and pay attention to the details in the coaching of this offense.  One of the main concepts in this offense was the Texas concept.  This concept is a delay that takes advantage of drops and holes within the hash. 

This concept was made famous by the Green Bay Packers and Mike Holmgren.  Holmgren and the Packers used this play exclusively against the Tampa Bay Buccaneers throughout Holmgren’s stay with the Packers.  The reason this play was made famous vs the Buccaneers was because of the coverages they ran, cover two and cover four.  These are the main coverages for which this concept was developed.  But it was successful against the Buccaneers for another reason, the use of their middle linebacker.  The Buccaneers defense was mainly cover two, but with a twist.  From film study the middle linebacker would drop right away to a depth of about 15 - 17yds deep, essentially playing a “robber” position.  The other linebackers had the usual hook zone to defend, leaving the middle open for the Packers.  Holmgren found this hole and exploited it with precision, gaining five to seven yards a pop when running ‘Texas’. 

Basic Rules of ‘Texas’: 

Playside: 
#1 Receiver (usually Z ) - Run a hook pivoting at 12yds 

#2 Receiver (usually Y or slot WR) - Take an inside release run a post/seam route breaking at 10yds 

#3 Receiver (usually FB )  - Run a Texas route driving to a point 3yds outside the tackle and breaking inside at a 45 degree angle 

Backside: 
#1 Receiver (usually X ) - Run a go route clearing the outside 
  

#2 Receiver can run a variety of routes depending on the Pass Protection scheme, (usually in “22/23” Protection scheme is a base BOB Big-On-Big with a Scat Back (the playside #3 Texas) the opposite back (assuming its split back) will read the Will and then release on a swing.) *Note; Bill Walsh had the HB curl up on a hook. 

Cover 2: 
In cover two supposedly, a strength of the coverage is delaying the receivers and funneling them inside to the waiting linebackers and safeties.  This coverage is one that Bill Walsh thought of his chief zone opponent, and one he worked long and hard against to defeat.  The main rules of cover two are the safeties align on or outside their hash and have any deep responsibility to that side.  Cornerbacks will play a hard press technique with their eyes peaking into the backfield, they have flat responsibility.  The main job though of the cornerback is to delay the receiver coming off the line, and force him to the inside.  Outside linebackers have hook responsibility, that is they open to the outside and drop at a 45 degree angle taking away the hook pass.  The middle linebacker drops back to a depth of about ten to twelve yards and has the middle of the field taking away any cross by the tight end or ‘Z’ receiver. 

Cover 4: 
The pre-snap alignment of cover two and four look almost exactly alike which make it tough to read pre - snap.  But to read it pre -snap a key is the alignment of the free safety, is he on or outside the hash?  If he is outside then you can read it as cover two, if he is on the hash you can read it as cover four.  To  get a read on it post - snap the quarterback will key the strong side linebacker and his movement.  If he moves horizontal its cover four, if he opens his hips outside its cover two.  Now in cover four the coverage responsibilities are different, but look like cover two.  The FS is now reading the #2 receiver to his side, if #2 goes flat then he doubles the #1 receiver.  If #2 comes vertical then he has #2 man to man.  The same is for the SS if #2 goes vertical he has him man to man, he crosses over the middle he lets him go.  The outside linebackers have flat responsibility and rush to the flat at the snap.  The middle linebacker walls off anything in the middle, essentially he is a “lurk” defender on the quarterback.  The corner backs have their receivers man to man. 

Quarterback read: 
The quarterback’s read on Texas is the middle linebacker, he goes opposite of his movement.  Or key his shoulders.  If the middle linebackers shoulders open then the quarterback should look for the fullback.  If the middle linebacker drops straight back leaving his shoulders square then the quarterback should look for the tight end.  The quarterback’s drop is five big steps and hold. The quarterbacks progression is F,Y, Z, H. 

Attacking cover 2: Red Right 22 Texas 
This concept wants to stretch the zone of the linebackers in this coverage, and force “dead” areas for the receivers to run to.  The main formation of this play is split back (Red) set.  Now in a Red Right (TE aligned right) v. a  43 cover two concept, this play is tough to stop. 
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Lets go through the routes, the Z runs a In route at ten yards, and on this pattern the In route must be run with great precision. Against a Cloud (Rolled) corner, he releases into the defender’s technique, pushes off, and runs at a slight angle to his depth and turns in. If he encounters a rolled corner, he must think its zone so when he makes his In cut, he must find the seam in the zone and get in the view of the quarterbacks’s eyes with maneuvering.  The tight end takes an inside release off the LOS and runs a 10yd post / seam route just inside the safety over him. But the main coaching point is you want him to release clearly, he can’t be held up at the LOS!  As the tight end pushes vertically up field he wants to get great arm drive and threaten the strong safety deep.  Key point for the tight end is to get his head around quickly to the quarterback. He is on a seam route and should be ready to get the ball quickly in stride for a big play.  The fullback runs the Texas route wanting to get underneath the linebackers drops.  Backside the halfback will read the weak side linebacker and then release on a swing, and the X is clearing out with a go route.  Bill Walsh in his version of “Texas” had the HB curl up on a hook route, I believe he did this for two reasons: 
    a) Keep the rules simple as in “HB Curl” the FB would run a hook and the HB would run   the angle in route. 
    b) To keep the weak side linebacker (plugger) from coming back inside. 

 Diagram 1 


RED RIGHT 22 TEXAS
Attacking cover 2: Red Right Open Slot 22 Texas 
The next formation ‘Texas’ is effective from is ‘Red Right Open Slot.’  The only new adjustment in this formation is that now the tight end is split outside at a distance of five to six yards from the tackle.  This gives the offense an advantage if you have a big tight end that be a force over the middle, and become a big target.  Second it makes the quarterback read a little easier by opening up the “dead” zones in the defense.  And third this formation is a essential part of other plays in the offense such as we can run the smash concept, or sprint right option from this set.  The new coaching point with this formation is the release of the tight end.  Since now he is in a split position he has a little more room to maneuver, but the defense has more room to bump him.  Coaching point here, the tight end must not be held up at the line of scrimmage he is a MUST GET OFF!  You still want him to take an inside release depending on what the linebacker does over him.  If he is playing press then the tight end can use anymore he wants to get by him, shuffle, rip, swim, or just drive at the defender.  If he drives at the defender he should take a slight angle inside and rubbing off the linebackers inside shoulder.  If the linebacker is playing off the tight end uses the same drive technique, he wants to get and inside release and rub on the linebackers inside shoulder.  Once he clears the linebackers depth he needs to get his head around quickly to the quarterback.  As stated before this formation opens up the “dead” areas in the zone, creating passing lanes for the quarterback.  Since the tight end is split at five to six yards we have created a natural lane for the quarterback to throw too, between the middle linebacker (MIKE) and strong side linebacker (SAM). 

Quarterback read: 
The quarterback read is still the middle or MIKE linebacker. Quarterback reads his shoulders and goes opposite of them.  In the slot formation the quarterback’s read gets a little easier and now he has a better throwing lane to the seam / post route.  The quarterback when he sees the lane to the tight end needs to hitch up and fire the ball on rope through the window of the SAM and MIKE.  The quarterback should never throw over a defender, for risk of an interception or deflection. 
(Advanced) Coaching Point TE: Read middle of field (MOF); if open run a post route, or settle over the playside guard at a depth of 12 - 14 yards make yourself and big target; if closed run seam route and look for the ball quickly. 
Attacking cover 4: Red Right Open Slot 22 Texas 
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Versus cover two ‘Red Right Open Slot’ is another way to get a good match up against the defense.  You can get a mismatch with a linebacker pressing your tight end.  And you can get a good mismatch on the strong safety (SS) because he is now playing the tight end man for man and is in chase mode.  The key for the tight end is again is his release, he must get off the LOS!  Since it is cover four he shouldn’t have much of a problem because of the outside linebackers rushing to the flats.  As the tight end releases vertical he wants to get great arm drive and press hard at the SS, staring at point on his helmets to make him freeze for a split second.  Since its man to man you want to make sure that the tight end understands that now he can’t settle over the guard, he must keep running the seam.  But if you have a big enough tight end and a strong arm quarterback who feels confident he can try it, but in practice first!  Now the MIKE linebacker will tend to drift towards the TE because of the threat of him coming over the top.  This opens the underneath for the fullback and the ‘Texas’.  Now is where I think the halfback hooking up backside is useful.  Since the WHIP is running to the flats the halfback is check releasing to a hook route.  He flares up to about three or four yards and settles in the “grass” left by the vacating WHIP, this is a good check down throw for the quarterback if they keep giving it to you. 

Quarterback read: 
As usual it is the same read for the quarterback the MIKE’s shoulders, go opposite of them.  I have seen teams game plan ‘Texas’ by telling the MIKE if he sees the TE go vertical to jump the FB right away.  There are a few things you can do to defeat this.  One you can tell the TE to settle and find a area between the MIKE and SAM, and make himself a big target for the quarterback.  Second we will  go to ‘22 Texas Y Cross’ now the TE is crossing over the ball at 10 - 12 yards looking for a zone to sit in.  The Z receiver is now running a post route trying to smoke the cornerback for a big gain. 

Diagram 2 

RED RIGHT OPEN SLOT 22 TEXAS
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Variations of ‘Texas’: 
Red Right 22 Texas ‘Y’ Cross: 
The main variation of ‘Texas’ is ‘22 Texas Y Cross’, now the TE instead of running his post / seam pattern he will run a basic cross at 10yds.  He will take his usual inside release and drive up field with great arm drive.  At 10yds he wants to plant with his outside foot and cross over the ball.  If he sees zone coverage with the Lbers the TE will find open “grass” between them and throttle down his speed.  He then turns to the QB and makes eye contact with him, letting him know he is open.  Against man to man coverage the TE must make a great break, he should shake one way and go the other.  The TE should make himself a big target over the middle on this play, he needs recognize zone/man coverage.  For this we tell him if to watch the Lber over if he opens and drops its zone, if he backpedals its man to man.  And we drill this into the TE during 7 on 7 or any other passing drill.  Now the only one other route changes and that is that now the Z will run a 10yd post route wanting to smoke the safety. 

The QB still has the same read the MIKE linebacker, but what makes this play so successful is its use vs cover four.  This play picks on the MLBer as to what he is going to do, will he sit for the FB or will he drop and take away the cross?  Whatever the MLBer does he is wrong. 

Diagram 3 


RED RIGHT 22 TEXAS 'Y' CROSS
Strong Right Z Close 2 Jet Z Drive Texas / Brown Right Slot (A Right) 2 Jet Z Drive Texas: 
While the basic "Texas" Package with its multiple front side options presents answers against nearly all standard coverages, an excellent adjustment to this base play is to infuse another highly effective west coast concept: the "Drive". In a drive concept, we are allowing the ‘X’ or ‘Z’ receiver on either side to be aided by a "pick" by the TE for the purposes of cleanly and clearly driving across the field, uninhindered by the coverage man and driving into an area while the linebackers are chasing into the opposite area via the backfield flow and protection scheme. Similarly, the opposite #1 receiver runs either a Post or Fly pattern to clear out the underneath area and attempt to influence the safety to his route and not the underneath dragging pattern. Against Man Under defenses, this concept is extremely effective. 

While there are multiple variations to both the Texas and Drive plays, for the purposes of this treatise, I will focus on Flanker Drive Texas. These plays, in the opinion of this author, are probably among the handful of best ball control passes I have ever seen. In both an X Drive and Flanker Drive Texas, we are incorporating a delay route (Texas) to attack zone coverage drops within the hashes, and an TE Option route to take advantages of the weakness outside the hashes. Against man under we go with the drive pattern off the pick. As a secondary route against Man the Delay is also effective. 

Let us look at Flanker (Z) Drive Texas. A common formation used for this effective pass play is Strong Right, (Offset I to the Strong Side). Usually we would use a Z Short motion (not across the field, but rather to a point about 2 feet by 2 feet outside of the Tight End. On the Snap the Tight End, which would be the number two receiver on the play side in this play takes an Outside release. This is very important because it allows for the Z to slip under the outside release, and cross through across the field without having to beat, or stem the defender at the LOS in any way. The Z drives across the field at a depth of 4-6 yards and stays under the Linebackers. If the Linebackers are chasing laterally to the Strong side, the Z continues dragging across and begins to look back at the Quarterback. If the linebackers drop into Zone, the Z finds the open area just inside the numbers and "sits down" pivoting and showing the QB his numbers. The TE, after taking his outside release (and aiming his release directly at a 45 degree angle thus blocking the Corner from chasing), finds and bursts up the hash giving his defender the impression of a post. At 10 yards, the TE reads the area between the hashes, if the Middle is Open, he presses inside then cuts back and out to a Corner Route, driving into the open grass outside of the hash at a 45 degree angle after creating the initial separation from his move. Usually this situation would mean the coverage would be either a two deep man under coverage, a man-blitz coverage, or a two deep zone coverage. The Corner route is effective against all three. If the Middle is closed, however, the TE curls to the outside of the hash and finds the underneath seam. Usually, in Middle Closed situations, the defense is playing a version of the three deep four under zone. The FB, who is offset in this formation, runs the Texas Delay route aiming for an area outside of the TE of three yards at the maximum, as if to sell the Flat. Similarly, it is imperative for the FB run his initial shoot pattern past the crossing Z receiver in order to get the Middle linebacker to be chasing strongly in a lateral direction. At a depth of three yards outside the TE, while selling the Shoot/Flat, the FB should plant for one count and then cut inside to the open area. Against Zone, the FB after planting and reading hits the window, against man, he accelerates back inside the hash to the open area vacated by the linebackers chasing laterally in the strong side direction. The HB, who is directly behind the quarterback, plays an important role in the protection of this play. In this play we use 2 Jet protection, (A Six man blocking scheme that uses slide protection opposite the strong side). While the Texas route runner, (the FB in this case) has scat, or no pass block responsibility, the HB checks from MIKE to SAM and then releases on a swing route strong side. Thus, the WHIP and MIKE backers are both chasing strong side on the Delay (appearance of an initial shoot) and the check-swing route. The X in this play runs a Post at 10 yards, to which he must attack the FS and bar him from jumping on the Drive route. The X also clears out the Weak side corner and against a man-blitz, this Post serves the purpose of being a Safety blitz beater. 

[image: image128.png]Alere!




For the first two steps the QB looks straight down the field disguising his read as not to immediately tip off defenders and allow them to get an early jump on the ball. An added advantage of this "look-off" is that our read in this play, linebacker movement to middle of field allows the quarterback to both engage in a look off procedure as well as get the basic reads uninhindered of the linebacker lateral or vertical motion and safety rotation simultaneously because he does not have, a corner, or specific safety read (in some cases, with "Smash" passes for example, quarterbacks often turn and read a corner or slide their shoulders and projection to a 45 degree angle reading for example, exclusively SS or FS movement). The QB drop on this play is 5 BIG ( 5, step up and throw). The read is MIKE Linebacker to Middle of Field. If the linebackers chase strong side laterally, its man underneath and the Z driving across will be open for a big play. If the MIKE drops back weak( it is probably a version of three deep), however, just to be sure, whenever the MIKE is dropping back, read the middle. If the Middle is open, you have the Y Corner attacking the opening outside the hash between the Deep half safety and rolled corner, and you have the delay inside the hash attacking the window. Against a closed middle (three deep variation), you have the inside delay and the outside curl pattern by the Y attacking the seam between the Hook/Curl backer and Hook/Flat Safety. This is an excellent play and a great tag for the basic Texas play. 

This Texas/ Drive variation can be run from a multitude of formations. For example, the Z receiver can be brought across in a slot formation and you can run an X Drive Texas utilizing the HB as the delaying player and the Y( who can be split wide) as the clearing out receiver with the Post. Similarly, the OLine scheme would be Slide Protection to the other side. 

Diagram 4 
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STRONG RIGHT Z CLOSE 2 JET 'Z' DRIVE TEXAS        BROWN RIGHT SLOT 'A' RIGHT 2 JET 'Z' DRIVE TEXAS
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Diagram 5                                                                                     Diagram 6 

BLUE RIGHT SLOT 2 JET 'Z' DRIVE TEXAS
In sum, however, Texas as a concept, can be used in multiple ways allowing for adjustments like this to change and enhance the personality of an already effective base play. Using proven ballcontrol passing schemes, adding effective adjustments from other useful base passes, and accounting for multiple coverages are essential in creation of successful drives using the West Coast Offense. 

“Z - IN” 
by John Anderson 



    Every Coach has a play that they “Hang their hat on”. It’s the basis for  Each coach’ individual philosophy.  There is, at some, moment in every game that is so crucial that the coach will fall back on what he feels will be his best play depending on his personnel, and on his scheme.  That Coach will put his faith on the execution of that single play in that critical space in time.  I know I have relied on a single play at times. Lombardi relied on the execution of his “Power Sweep” as many as 15-18 times a game, with phenomenal results. Switzer relied on the triple option, and MacPherson used the “Freeze Option”. 

    In the case of the West Coast Offense (WCO) , Bill Walsh , Mike Holmgren, Mike Shanahan, among others, all applied their fortunes on plays they had confidence in. The WCO was originally designed to defeat Two Deep & Three Deep Zone coverages. These were the predominate coverages of that time period. Walsh had originally developed plays that would breakdown these two coverage groups. But, as defenses changed & and became more complex, the WCO had to adapt as well. Not since the advent of the Singlewing, the “T” formation, and the Wishbone had a style of offense created 
such problems for defenses. 

    One play that I have seen over and over again, is one that Walsh introduced back at the beginning. Holmgren and Shanahan have both used this play and have introduced different formations and personnel packages to disguise it with. 

    The subject of this article is known as “22 - Z IN” or also “Z IN”. This play embodies all that the WCO incorporates. The timed  pass routes, timed drops, flexible blocking schemes, and the repetition that is evident in the “Bread & Butter” pass pattern. 

    “22 -  Z IN” was designed for the Running Backs to get to the corner versus the slower Linebackers. It developed into putting their athletic Wide Receivers on hook routes versus Zone and Man coverages. 

    According to Walsh, Sid Gillman may have developed this route some time ago,  but the reads may be somewhat different in the route is executed. (Diagram 1) 
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Diagram 1 

     The play is designed to key the Strong Safety, and take advantage of  his reactions. By keying on the Strong Safety, Gillman and Walsh felt that the integrity of the Zone Defenses could be exploited due to the fact that the Defense couldn’t be strong everywhere (Diagram 2 ). 

     If the Strong Safety drops back in a Two Deep zone coverage, then the offense would make an adjustment to the route to take advantage of what the defense was giving them as a direct result of holes in Zone coverages. If he comes up into the flat to take away the the Fullback, then he leaves a hole behind him to the Flanker.  So, its this mindset that the WCO operates under. 
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Diagram 2 

    As I mentioned before, the WCO was designed to defeat the concepts of Cover Two and Cover Three.  Versus Cover Three, the Flanker has more room I which to work with, but he needs to utilize the inside position that most Cover Three defenses provide. Most Cover Three schemes will tell their Corners to funnel their receivers to the middle of the field where they have Safety help. On 22 Z In, the Tight End is the secondary  receiver, and is the shortest throw for the Quarterback to make. This pass will generally be made as the Linebackers or Safety has left their short zone responsibilities to take away the Hook route. 

    The Tight End executes his crossing route at 4-5 yards, and comes to a stationary position over the backside Guard . If he has a defender on his shoulder, the Tight End is instructed to execute a “Spot” or “Whip” route. This instructs him to collision and turn a 180 degree turn to front side of the play. This is so that he can derive separation from his defender. 
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Diagram 3 

    In 22 Z In, the Running Back (FB) is the safety valve in any check down type of pattern in the West Coast Offense. The FB executes a “Wide” route that takes him outside the numbers, where he can catch the ball at the line of scrimmage, but never more than two yards past the Line of Scrimmage. The ball should be thrown at a point 12 inches in front of his numbers, so that the FB can catch the ball in stride and not have to slow down to catch the ball. This will result in more cases than not, give him the opportunity to pick up more yardage after the catch. What the FB is taught is to go for sideline, because this area of the field will be “Soft” anyway. He is taught to take it down the sideline for yardage after the catch. The theory is so that the defenses are dropping to take away the Hook route, and the “Spot” route by the Tight End, and there will be a crease at the sideline for additional yardage opportunities. 

    When 22 Z In is run against Man or Combination coverages, the routes will be adjusted to take advantage of the coverages. For Example, the Flanker will not run a hook, unless specified, but will run an out route at 12 yards or run his pattern across the field. This follows the principle of “settling in Zone coverage and running away from Man coverage”. 

    The Quarterback will execute a five step drop and a hitch step to settle himself and make his throw. His mind must be made up as his fifth foot hits the ground. I have seen a number of times in the past where Joe Montana, Steve Young, Brett Favre, and Elvis Grbac, have sat in the pocket waiting for someone to come open, and turn and fire without looking to the Running Back in the flat, without looking at him first. They all know where they are supposed to be, this is drilled on countless times in practice. 

    In speaking of knowing where you are supposed to be, there is something to be said of having a knowledge of coverages, and how your route will need to be adjusted to the coverage in question. On our next diagram we will see how WR Jerry Rice adjusts his route to the coverage.    23 Z in versus Cover 2 Coverage. (Diagram 4) 
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Diagram 4 

    The New England Patriots are playing a Cover Two Zone out of their Nickel Personnel package. Rice and QB Steve Young both see this by their pre-snap reads, that it will be a Cover Two Zone ( Or Two deep zone coverage ).  Rice will adjust his route to the defense. In Cover Two Zone, the Corners are taught to keep outside position and force the receiver to go inside into his help, which in this case is the Safety in Two deep coverage. Rice knows this, and reacts accordingly. 

    His adjustment calls for him to drive hard outside, aiming for the outside shoulder of the Corner, and driving him outside to keep his outside position. This adjustment does two important things: 
(a) It provides more room for his inside curl in the area of the zone 
Being attacked, 
(b) and moves him away from the Safety who is responsible for the for the receivers inside breaks on this inside-outside coverage. 

    And, what's more important is that it gives the quarterback more room, and a better path to throw the ball on timing. 

    Bill Walsh, Mike Holmgren, and Mike Shanahan, all took a number of plays and them to spread formations to help disguise their intentions. This play is no exception. 
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Diagram 5 

    The 49ers line up RB Roger Craig in the slot, inside of WR John Taylor.  QB Joe Montana sees Free Safety Steve Atwater in the middle of the field , giving a pre-snap read of Cover 3, with both Corners in outside technique, 6-7 yards off the line of scrimmage. Montana will flawlessly read the coverage, and make the proper throw. A throw he has made thousands of times in practice. 

    LB Simon Fletcher releases flat to cover RB Harry Sydney, and the ball is in the air, even before CB Tyrone Braxton has turned around to make any effort to defend the pass.  LB Micheal Brooks was taken up by the route of the Tight End, and F/S Steve Atwater is simply too far away to give any help to Braxton.  The Cover 3 Zone structure cannot defend this route without giving the Corner any help. The Niners ran this route all day from different formations, and won big! 

    Another variation for the 22/23 Z in route, is to motion a back to the side of the call, or even pre-set him outside the tight alignment of the WR. This is done by initially aligning the WR to a spot four yards outside the alignment of the Tight End, and off the line of scrimmage.  The play gives the options of either motioning the RB out to the numbers, or presetting him there by alignment. What this does is to allow the RB to all ready be in position for the valve pass, while he runs a four yard stop route. 

    What the WCO looks for here, is to see if the defense will bump a defensive Back out to cover the RB, and if they do, it may open an opportunity to provide for a mismatch with the Tight End inside or the Wide Receiver. If a mismatch can be found by the WR on a linebacker or on a Strong Safety, then the purpose will be to take advantage of the mismatch. 
Diagram 6. 
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Diagram 6 

     In Diagram 6 (above), The Packers send RB Daryll Thompson (39) in motion to the wide side of the field, and outside of the alignment of WR Sterling Sharpe. This gives the effect of a pre-alignment , and gives a slightly different dimension to the appearance of the play.  The Packers by film study and by gameplanning know that the Lions defense will account for the extra receiver outside by “Bumping” the CB Melvin Jenkins outside to cover the Running Back. This puts Sharpe on Strong Safety Harry Colon (21) and giving underneath help by LB George Jamison.  This adjustment by the Lions also sets LB Chris Spielman (54) on Tight End Ed West.  Looking to the Weakside of the formation, WR Robert Brooks (87) is across from CB Kevin Scott (38). Scott is in inside technique on Brooks, and aligned 7 yards deep off the line of scrimmage. 

In Diagram 4 and in Diagram 6, you will see that the backside receiver  is directed to get inside position on the CB, He must drive on the inside  shoulder, and try to get inside position, then hook up at 12 yards. But since Scott is in tight coverage, in Diagram 6, Brooks converts his route into a crossing route trying to come open. 

    At the snap, on the frontside of the play, CB Melvin Jenkins sits on the stop route by Thompson, effectively covering him. WR Sterling Sharpe will bend his route in the middle of Cover Two, trying to angle into the seam in between the Safeties. Safety Harry Colon backpedals into his deep half zone responsibility, and spreads outside too far. This is the classic weakness of the Two Deep Zone. LB George Jamison is in tight “Trail” technique, covering Sharpe underneath and attempting to force him into the deep Safety. But Sharpe is just too fast. Sharpe will get behind Jamison and inside Colon, and score from 13 yards out. 
  

Tags – Tags are routes that notify a player that he is to execute another assignment and disregard his original assignment. 
An example would be to instruct the Running Back to run a shoot route instead of the wide route on this pattern. So the call 
is now “22 Z-IN , FB Shoot”. 
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Diagram 7 

    In Diagram 7, we see that there are times when the rules for the route  are adjusted to fit the situation. Here we see the Tight End adjusting his route to settle down in the underneath seams in the short zones.  I have seen on one occasion where the Tight End comes off the ball immediately looking for the ball in the midst of a blitz, this one one that was game- planned and executed well, Obviously as a result of film study. 

In Conclusion – the flexibility that comes with the offense is one that is done by design. It has rules for everyone on the field, and what they must do in certain situations. Recognition and adjustments are the keys to success when defenses give you different looks.  The addition of alternate routes by use of “tags” allow even greater flexibility in attacking various defenses. 

Sprint Choice for 2 (2 Point Conversion) 
Bob Connors—Laurel (MT) Locomotives 



We have been a West Coast Wing-T team for the past five years.  We have had great success during that time in converting two point plays.  The play we have had most of our success with is Sprint Choice.  The Packers and Forty-Niners also use this route in short yardage situations. 
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Pro Right Doubles A F-4 346 Sprint Choice 
  

PHILOSOPHY 
We are trying to outflank the linebacker that is assigned to cover F man to man.  We will accomplish this by motioning our F across the formation, snapping the ball before the backer can switch with the SS, and running a “rub” with our Y.  We believe that by using these techniques, we will free F against man to man or stretch the CB if they are four across the board and R will come open. 

PLAYSIDE RULES 
REC        ROUTE 
R             Choice 
Coaching Point: We will flank our right wingback out to a split receiver position.  He will align 12 yards from the      Y. We want him to get an outside release and get to one yard from the back of the endzone.  Float—find the hole in the zone.  Think inside. 

REC        ROUTE 
Y             Barrier Choice 
Coaching Point: Get an outside release.  Look for man coming across with F.  Pivot and “rub” this man.  Allow F to gain separation from the backer.  Set up about 5 yards deep in the endzone. 

REC         ROUTE 
F               Flat 
Coaching Point: Come in motion.  On the snap of the ball, you should just be getting to the playside tackle.  Take an angle that will allow you to be one yard deep in the endzone while getting separation from the backer.  Get your head around and find the ball. 

BACKSIDE RULES 
REC        ROUTE 
L              Post 
Coaching Point: Get alive under the goalpost.  Be ready for a jump ball if playside receivers are covered.  Do not cross the playside upright. 

REC        ROUTE 
X             Dig 
Coaching Point: Run a Dig route on the backside.  Do not cross the backside pylon. 
  

QUARTERBACK 
The motion should tell you if it is man or zone.  If the backer bumps over to cover F, you should be thinking  man to man and be looking for F to outflank the backer.  At this point, we have seen the following things happen: 
  
  

(1)  He will come clean—Get him the ball 
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(2)  The corner will drop down on him—Get ball to R 
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(3)  Both the SS and B will fight over the Y to cover F—Get ball to Y. 
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(4)  Everybody covers and QB runs the ball. 
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This play is an excellent short yardage concept.  It can be use on the goal line as a two point play, or in the open field on 3rd and short. 

The 'Lombardi Power Sweep' - J. Anderson 

18/19 Wide  (The “Lombardi Power Sweep”) 
by John Anderson 



    The Power Sweep has long been the Marquis running play for the 49ers, especially since Bill Walsh was the Head Coach. It has allowed the 49er staff to set up numerous play action possibilities. 

   The Power Sweep has also long been my personal favorite as well. Ever since I began coaching offense, it has been an effective play for us. 

    In the West Coast Offense, the Sweep play is called “18/19 Wide”. It carries the same rules and responsibilities since it was used by Vince Lombardi and the , then, World Champion Green Bay Packers.  Walsh believed that he could gain good match-ups on the corner with the sweep, and that it allowed him to dictate some mismatches against some Nickel and Dime defenses that may have been on the field at the time. The Sweep basically is designed to get a Back with good vision on the edge with Two quick Offensive linemen in front of him, and to seal the rest of the defense inside. You may have heard Chris Berman of ESPN playfully mocking Lombardi’s explanation of the play with his, “Seal here, and a seal here. And we run the ball …through the alley”. 

    Below is the basic diagram for 18/19 Wide. 
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    One of the things that Lombardi and Walsh both liked about this play, was the ability of the play to be executed against any defense, even or odd. And this play was run against virtually every defense imaginable. 

    The one who makes the decision as to how it is blocked is usually made by the Center. He will make the appropriate call when he examines the defense by checking as to its alignment. If the defense is set up in a 3-4 alignment, he will make an “Odd: call, which is also appropriate versus a “Under” or “Frisco” defense in our terminology.  If the defense has aligned in a “Over” defense, or 
“Ram” defense in our terminology, he will make an “Over” call, and the quarterback will have the option to call an audible, or go with the original call. The “Crowd” call will be explained later. 
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    Here is a quote from the book, “ Packer Dynasty”, in which Lombardi Explains Vince’s view on this play: 
  

      “ Theoretically, the play is designed to go around end. But, I don’t 
  expect it will have to go that far if our linemen do their job properly 
  and our backs learn to watch for daylight. The opening should develop 
  back inside someplace, sometimes considerably inside. It’s going 
  to look to some people like a different play every time we use it, But 
  pretty soon they’ll be able to recognize it….by watching the official 
  for the first-down signal” 
      In order for the power sweep to become established as the corner- 
  stone of the ground game, each of the offensive coaches had to study 
  the techniques and prepare to help the veterans as well as the rookies 
  learn much of their trade over again.  I was charged with anticipating 
  the reaction of our opponents and advising Vince on adjustments and 
  further innovations. 
      “We may not know any more about football than most of the other 
  coaches in the league,” Vince suggested after a particularly exhausting 
  day-long planning session with play charts and the overhead projector. 
  “But if we can put everything we know together so that it makes good 
  basic sense and then drill-drill-drill it into them…” He began straight- 
  ening the piles of charts, and it appeared he had no intention of 
  completing the thought, when suddenly he jerked his head up to unleash 
  that characteristic grinding smile punctuated at the right corner with a 
  glimmer of gold. “…That kind of coaching, gentlemen, can make 
  winners out of losers”.

    Now, lets go through the assignments. Keep in mind that the Centers call will also determine the block of the Onside Tackle, and the Fullback as well. I will list what Lombardi’s coaching point was for the play, and add some of my points in there as well  afterward. 

Tight End – Lombardi wanted his Tight End to split from 6-9 feet from the Offensive Tackle. I never really wanted our Tight End to do that because it might tip off the play by is alignment. I told my Tight Ends to align the regular 4-5 feet. 

    The Tight End is told to get into whoever is covering him and instruct him to do one of two things; 

a) Cut off any inside penetration, 
b) If he chooses to charge hard to the outside, then to simply turn him 
upfield as if he were a pass rusher and take him out of the play. 
this would allow the ball carrier to cut inside of him.

Lombardi’s Coaching Point: We tell the Tight (Y) End that under no circumstances should he allow penetration to his inside. We do not care how much penetration the defensive man gets to the outside. There is a particular technique which we ask the Y end to use here. We tell him to set up as if he were protecting the passer. We ask him to put his weight on his inside foot, keeping his eyes right on the numbers of his defensive man so that if the defensive man does come quickly to the inside, the Y end, with his weight on the inside foot, can drive that defensive man down the line. 
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    The best case scenario is to seal that defender inside, if the charge of the defender does come outside, we just ask him to wheel block him to the outside, so that the back can come inside. We know through experience that very seldom will the defender try to come directly over the Tight End. About 55 % of the time, this play will go inside the block of the Tight End. About half of that, the play will go way back toward the Center. 

Onside Offensive Tackle – His responsibility will change with any call by the Center. On an “Even” call, the Tackle drives the man that directly over him. This does NOT count the fact that the defender may be shading his outside shoulder, in which case he drives that defender for an instant to set up the fullback block, and he will then Continue on to find the Middle Linebacker to block him. 

Fullback – The Fullback works in tandem with the Offensive Tackle. He drives the first man outside the Offensive tackle, usually a 
defensive end. If the Defensive End should charge inside, he will simply go by that End, and continue on to find and seal the Line- 
backer inside. 
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Lombardi’s Coaching point for the Fullback – The fullback must make a direct attack almost over the outside leg of the offensive 
tackle. The Fullback drives right at the first man that shows; I mean, the first defensive man the fullback sees. If no one shows, 
in other words, the defensive end has moved inside the offensive tackle, the fullback seals inside for the middle linebacker. 

Lombardi’s second Coaching point for the Fullback – The fullback is to take a direct approach, a straight-line approach at that defensive end. A very common error that we find even in the professional  is that most of the fullbacks try to take a roundabout approach or a circle approach. As a result, the defensive end can make a quick penetration coming way inside the fullback and knocking off the guards. Penetration here by the defensive end is as bad as it is by the outside linebacker. So we ask the fullback to go as fast as he possibly can in a straight approach, a straight line to make his block. In fact, we even tell him, if necessary, 
to try to cheat upon the line a little-bit, to move up to toward that end before the ball is snapped.  We don’t care who knows it or sees it. The reason, of course, is so that he can make that block as quickly as possible. Penetration is one thing we do not want on this play. 

My Coaching point for the fullback – Cheat up! Cheat up! Then we want him to “Chop” or “Break” the outside leg using his inside shoulder to the thigh pad on his leg. This will either stop him from penetrating or knock him off his legs altogether. 

    In the case that the Center should make a “Crowd” call, this will affect both the Tackle and Fullback. On a “Crowd” call, even on an even defense, means that the Center feels he cannot make the onside block on the defensive tackle. In this case, he will now make his call “ Crowd”, making the cutoff block now on the middle linebacker. This informs the onside tackle that he must perform the cutoff block to the inside on the defensive tackle. It also tells the fullback that right now he’s got the defensive end. 
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Onside Guard – A rule for the onside guard, or right guard, in this case, is to pull outside and drive the first man outside the block of the tight end. The guard’s technique is to pull on a 45 degree angle. His first leg or his lead foot will be at a 45 degree angle as he leaves the line of scrimmage ( LOS). He must be aware of the fullback passing in front of him. He allows the fullback to pass in front of him and he quickly pulls behind him. He does this by gaining depth to give the fullback time to get by him. 
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    One of the common errors, of course, is that the guard is so quick to pull to get out there that he cuts off the fullbacks block. So, he must come behind the fullback. The fullback comes up in block to the outside of the tackle, and the guard comes behind him. Preferably, we would like for the guard to continue to the outside of the tight ends block. And the reason for this is that it forces the defensive man, the outside linebacker ( or man playing outside the tight end) to also continue to the outside. Later on , as the guards become more experienced, we will sometimes allow them the freedom to come inside the block of the tight end and go outside after the block on the Cornerback. 

    The main thing we want the Guard to do is to drive this man, either upfield, or toward the sideline. If he drives him to the sideline, 
then I always teach him to play off the defender with his hands, and then as the defender eyes the Back coming toward him, he is to “Cut” him off of his feet. Only twice have I seen a defender get back up to make the tackle once he had been cut, and only then when the play had been bottled up. 

Offside Guard – My coaching point for the offside guard position is to pull flat down the LOS. I have seen far too many times in 
practice and in a game situation where the guard pulled too deep. This caused a tangle of feet with the quarterback, and the play 
was a disaster. His first step is flat. By flat, I mean he pulls down the LOS. After the guard clears the quarterback, he will pull again 
to gain depth to clear the pile-up. He continues to look inside and he is instructed to take the first hole of daylight he sees. He will 
then turn up into that hole and he, too, will seal inside, looking for the defensive pursuit. 
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Offside Tackle – This position either has the easiest or the most difficult assignment on this play.  What he must do is to prevent 
and kind of plugging by the first man , usually the defensive tackle on the backside of the play. This means that that his technique will be to pull deep. One of the most common errors is to pull too flat. His pull is in direct opposition to the offside guard. If he pulls too flat, the defensive tackle has a great opportunity to in which to pursue the ball carrier because of the opening by the pulling guard. So we ask the offside tackle to is to pull as deep as possible, almost the same technique as onside guard uses in pulling for that cornerback. The deeper the offside tackle pulls, the better his position for this block. 
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    If the defensive tackle were to go in pursuit of the LOS, the offside tackle to take the first hole and seal it just like the offside 
guard. However, usually what happens is that the defensive tackle comes into the hole to chase the ball carrier from behind: and 
now we’re in position to make the cutoff block on him or to run-up his back, which is perfectly legal since all the action takes place 
on the LOS. This even includes falling on the back of the defensive tackles leg, which drives them stark raving mad! 

Split End (Weakside End) – The Split End, or weakside end,  is taught to release for the weakside safety, or just a straight release, and sometimes he may be in a “Near” position which is about 3 – 4  yards from the tackle. 
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Flanker – The flanker’s technique on this play is to drive off the Cornerback back away from the LOS. If the flanker can delay the corner from coming up to meet the play, the better the run will work. So, his technique is to come off the line and to simulate a pass so as to drive the Cornerback back. 

    The flanker must be aware of the position of the near safety as well. If the safety comes up hard to stop the run, the flanker will have to break off the fake and take on the safety, and seal him from forcing the play outside. 

Running Back – The running back for this play must have good balance and good vision to effectively run this play. He comes forward at the snap and received the handoff, and bows his path out just as  the pulling guards do. This gives him depth to effectively read the play and react to find the proper course. 
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Quarterback -  the quarterback open pivots to handoff the ball to the running back. After he executes the handoff, he must carry out his fake and speed out to the sideline. This may draw the containment in his direction. If he continuosly breaks containment, then this will set up the reverse, the bootleg, and the FB slide pass. 

    So, in conclusion, this play became the focal point in which the Packers under Lombardi, and the 49ers under Walsh, depended upon in which to execute the running game. 

    The Power Sweep was so variable, and so effective, that it was copied by nearly every team in the league. Lombardi’s new type of co-operative blocking scheme is now common place in the playbook of every team trying to run a complex professional style scheme. 

West Coast Offense : The "Drive" Concept 
by John Anderson 



    The "Drive" route is type of route which gives the offense several options. It gives a automatic "Hot" read, as well as a front/back option versus the strong hook zone area of zone defenses. Versus Man coverage, it gives the offense the ability to supply a option to defeat man coverage as well, by  using the principle of running away from man coverage. The backside has a built in "Clear" route, but can be changed to another route by series, or by game. Another late option is the working of a 3rd receiver to the side of 
call, whether that be a corner, flat, or circle route. (For years our terminology for this play was "76 Line". But due to some terminology disputes, we  changed it to the Walsh version for the sake of clarity. Which worked out well for us). 
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    Blocking for the Drive is mostly 200 or 300 variety. This also can be changed by series or game. 

Lets begin at the Flanker Drive. 

    The Drive is based on the ability of giving the called receiver the ability to gain separation by the use of natural pics and rubs, common to the  West Coast Offense operating principles. This is established for the most part by utilizing a receiver in a close proximity to another. In its vanilla form, It usually began with the Flanker coming in motion to the Tight End, where he would be in a "Close" position. What I mean by close position is that the Flanker would end up at a spot that is one yard deep, by one yard outside the position of the Tight End. At the snap, he comes right underneath the Tight End, and will initially be a "Quick" route if he reads blitz. 
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    At the snap, the Tight End comes off the line of scrimmage (LOS) aiming to obstruct the Outside Linebacker (OLB) from jamming the Flanker from coming through his zone. Initially, we instructed the Tight End (TE) to use his shoulder and strike the inside shoulder of the OLB. But, defenses evolved into aligning on our TE's outside shoulder more and more instead of a head-up position. This, then, allowed the Inside Linebacker to read pass, and come up hard and jam our Flanker coming inside. This broke down our original play. So with the addition of applying a 3rd receiver to that side, this forced the defense to have to lay back and read the pattern as it developed. They couldn't come up and jam everything hard, because it would allow someone to jump open quickly. The Halfback would align behind the right tackle, and shoot hard off the outside hip of the TE. The TE is actually providing three functions here. He is walling off the OLB with his inside shoulder now, trying to drive the OLB away from the Flanker, and he is also trying to drive the OLB into an uncomfortable position with a RB coming out of the backfield to the outside of him. 
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    If the defense is playing a form of zone coverage, we already have the defense in a bind. The OLB is trying to hold his zone against two receivers, the Inside Linebacker, reads pass and is retreating with a receiver coming underneath him, and the Corner is playing a outside technique, and sees two possibilities coming at him. The Zone assignments now come into play. If its Cover Two, we are challenging the three underneath zones with three receivers. If its Cover Three, we are putting three receivers versus two defenders. If its Man Coverage, then we have already put in a natural rub with the TE on the OLB, and may pic either the Corner coming inside, or the ILB coming outside. This is why this play was one of our favorite Zone/Man patterns. We haven't even addressed the pass routes yet. 

    Lets go over the rules of the routes being run here. Remember, they have different rules versus different coverages, which is one of the reasons why the West Coast Offense is known for its flexibility. 

Flanker (Z) - upon initially breaking under the Tight End, drive across the formation to point 4-6 yards deep. Versus Zone coverage, stop at a point 4-6 yards deep in front of the backside Guard, by opening your hips to the Quarterback (QB) and look for the ball. You will know it is Zone coverage if they open their hips and drop. 
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        You will know it is Man Coverage if the they move laterally. If you read Man coverage, execute your Drive route and run at the same depth across the field. As you run across the field, it is your job to try to get a "rub" on any of the LB's coming inside out who are trying cover the Halfback (HB) out of the backfield. This may also help you to get a pick by using that LB to rub on the defensive back (DB) who may be trying to cover you. Gaining separation from your defender is paramount ! 

Tight End (Y) - Outside release, drive the inside shoulder into the chest of the OLB.  As you do, drive to the outside shoulder of the OLB, and Strong Safety.  He needs to fight hard to get back into his route, in which he will run a 10 yard crossing route or post route depending on whether there is a safety in the deep middle of the field.  This is where you will see the Tight End read the defense on his way upfield. If the middle of the field is open, the Tight End runs the post into the middle of the field. If a Safety rotates into the middle of the field, the Tight End will plant down on his outside and run the 10 yard crossing route. 

Halfback (HB) - Free release from the backfield, then run the 10 yard  corner route. Threaten the Safety deep and "anchor" him to his half of the field. Get your head around quickly on the corner, you could be a big play opportunity in man coverage. 

Split End (SE) - Runs the Fly route  - He wants an outside release versus press coverage. He wants to stutter inside and takeoff outside and make the DB to commit himself to the inside, then club him and go outside. The game plan may be adjusted to go to other routes ( I.E. Hitch, Out, Slant). 
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Fullback  (FB) - Pass Protection to a check down route. The Fullback also has a “Double” read. The double read is a inside-out read on the LB’s to the call side. He checks the inside “B” gap first for penetration, then will peek outside for a blitz off the corner. If no one comes in either of  those two areas, he proceeds to his check down route. 
  

· Offensive line blocking – (Taken from the Book from Bill Walsh “Finding the Winning Edge”) 

             Protection: 6 Man Turnback 

2 (3) Jet Protection or 200 (300) Jet Protections 
  Offensive Line: (Alert for “Tom” or “Base” calls) 

- Slide away from the call. 

- Backside guard may “open”, “in” or “out”. 

- Use “L.A”/”Raider” or “L/R” protection when appropriate. 

- “Base” call will be made versus “B” & “M” blitz or 34 fronts. 

- Alert for “Gap”, “Ringo/Lucky” calls 

FB - Double read for two blitzers to the call side. Alert for “Tom” or “Base”calls. 
        Also read offside ILB when C & G are covered (51 & 57 Fronts). Alert to 
        Check SS versus the blitz. 

HB - Free release and run appropriate route. 

* This is also Fox 2-3 Protection for the line. 
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Quarterback (QB) - 

    A. Pre snap - Watch the defenses reaction to the motion man to the 
         motion man across the formation, then it is most likely Man Coverage. 
         The Drive route should be open. If the defense, shifts or bumps down, 
         then its most likely Zone Coverage and the crossing route should be 
         open. You will have to key the Free Safety for the read. If the motion is 
         "F Short", then check out the defense to see how they adjust. 

    B. Post snap - Key the drops of the Linebackers. If they drop deep, hit the 
        drive route in rhythm. If they come up to stop the drive, then hit the 
        cross coming in behind them. Be aware that there are big play possibilities 
        with the TE and the HB coming outside to the flat or to the corner. 

    C. Blitz - Three step drop with a hitch up to the SE (Split End) as he is the 
         built in "HOT" route and will be looking for the ball quickly. 

    The QB has to keep in mind that his pre-snap read can change significantly with disguises and the direction of any snap rotation that the secondary may perform. So, with this in mind, I always told my QB's that film study on the depth of the alignments will many times give away the intentions of the defense. Once they came to this understanding, they were much more able to change 
their mindset if the defense did do something different. Sometimes its as simple as seeing a Strong Safety aligning a yard or two closer to the LOS than normal. 

    Anytime you have multiple possibilities in a pass pattern, you must establish some distinct rules so that confusion is kept out of the equation. We have two choices for the TE on his read, and we have some possibilities for the Flanker to "Stall" his route in a couple of different areas. The Halfback will have never have a "read", but will have a couple of different routes. When we go to the 
third Wide Receiver in the pattern ( or "E" for extra receiver) he will execute the short crossing route underneath the linebacker coverage. One year we asked him to run the streak, and once even the 12 yard out route. 
  

    The Halfback (HB) will either execute the "shoot" route, which is a one yard flat route, while still gaining some depth; or he will run the 10 yard corner route. The Corner route here is the big play possibility if we happen to draw man coverage on a LB. This will be determined by game plan or by series. But, mostly we will have the HB run the Corner route. There is a block option that will be 
discussed later. 
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    "Stall" - This is where we may ask the Flanker to find the soft spot underneath of zone coverage and show his numbers. We have had him stop in any one of three areas at a depth of about 3-4 yards: in front of Center, the Backside Guard, or the Backside Tackle. This is established according to game plan. It will usually depend on the type of underneath coverage we will probably see. The Flanker will execute his Drive route the same way almost every time with the exception that when the defense drops into a zone coverage, the pre-planned stall will be executed to give the QB a outlet, which could also turn  into a big play for run 
after the catch yardage (RAC). 
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    So now that we have given you an idea of what the individual players responsibilities are, we can go into how the play unfolds. 

     Versus Cover 3, we want to attack the Drive in the stall area, or attack with the crossing route with the TE. Versus Cover 2, we will send the TE into the deep third of the field, and still use the stall in the short hook area. Versus Man Coverage, we 
have the Flanker driving across the formation looking for the ball at his numbers and to be twelve inches in front of him at a depth of 4-6 yards. We treat Cover 4 like Cover 2 in that we attack it the same way. 
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    When running this route, you will certainly have to try to come up with some variations or disguises in order to keep from tipping off the defense. Here are some of the ways in which we used other variations or additions to help us out and put the defense in a bind. 

    The Extra WR is placed in to the personnel package to add some speed and some variation to what we want to do. He is called "E" in the WCO scheme because he is part of another personnel package and will make it clearer for our players to learn and communicate better. So "E" is essentially the 3rd wide receiver in the personnel grouping. What we like to do with him is to either leave him outside of the flanker, and motion in the flanker to the "Close" position, or we want to align the flanker in the Close position and motion the "E" receiver from across the formation and bring him to a point about 10-12 feet outside of the flanker and have him run the Circle (Texas) route behind the Flanker. This creates a twin Drive route. As mentioned earlier, we may also ask him to run a streak route or a 10-12 yard out route (which has happened maybe 3 times). 
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    The Split End is usually asked to run the streak route downfield, but when we see a defense who is heavily depending on a Cover 3 defense we want to take advantage of it. There were some times we asked our Split End to run the Seam route, in between the Corner and the Free Safety. He can apply pressure on these two by threatening the seam in between the deep third and the middle third of the field. Once we hit this route for a 48 yard touchdown, mostly a result of the athleticism of our Split End. 
  

    Earlier we also mentioned about a block option for our Halfback. This was installed one year because we were playing a team with a very good LB who was adept at blitzing off the corner and disrupting plays.  We knew our 200/300 protection would not do a very good job of picking him up. So for this game, we added this particular option for our HB. That year, our HB was a good sized athlete and we knew he was capable of carrying out this assignment. What we asked him to do was, if he saw this LB coming hard off the corner, he was to disregard his pass pattern assignment and aggressively block this LB hard. It took away a pattern option, but it gave us added protection. 
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    This last variation really is a built-in safety valve in the event of excellent coverage by the secondary. This assignment has to do with the Fullback (FB). We ask the FB to provide protection in the "B" gaps to the side of call. Many times he has picked up 
a blitzing LB or stunting defensive lineman, a couple times a DB. But, there were a number of times, that no one at all come into his area of responsibility.  So we decided to make use of his talents as a pass receiver, by giving him an added responsibility. 
We asked him to execute his planned protection responsibility and silently use a two-thousand count. If no one came into his area, he was to spin around quickly, and show his numbers to the QB, and backpedal quickly downfield looking for the ball. We would pick up 3-5 yards this way and continue to pressure the LBs in the short zones. This fit in nicely into our scheme. 
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“X” and “E” Drive – We have shown the basic outline for the Flanker Drive, now lets just show a basic outline for the Split End (X) and Extra receiver Drive (E). Keep in mind that this is just a outline. This opened up the Drive concept to the other receivers in later 
years by coaches like Mike Shanahan and Mike Holmgren. 

“X” Drive – 

    Split End (X) – Drive across the formation to a point 4-6 yards deep from the backside guard. 

                                           A. Key – What do the LB’s do? If they drop and open their hips, it is zone. 
                                           He is to settle and find a hole showing his numbers to the QB 
                                           when he is ready for the ball. If the LBs move laterally, then it 
                                           is “man” coverage, and he is to quickly run across the field trying 
                                           to get a “rub” on any of the LBs for the Halfback . This could 
                                           result in a big play opportunity  that needs to be taken advantage 
                                           of. 

    Flanker (Z) – 12-14 yard Speed Cross ( Outside Release ) 

                                        B. Zone:  Find a hole in the LB coverage and settle, making eye contact with the QB. 

                                        C. Man: 

                                            1. Club technique : Accelerate and breakdown with the inside 
                                            foot first. Club your way by the defensive back with your 
                                            inside arm, and come underneath to the crossing route. He 
                                            must keep fighting through the defensive back. His goal is 
                                            to get the DB to turn his hips and make him think you are 
                                            going deep. 

                                            2. Shake technique : This is used versus the trail technique that 
                                            DB’s use.  We instruct the flanker to use a head and shoulder 
                                            fake first, and instruct him to shake the opposite way that 
                                            he is going. Plant your outside foot hard giving a good fake, 
                                            and come inside flattening your route. 

   Tight End (Y) – 

                                    A. Tight alignment: 10 yard Corner route. 

                                            1. Outside release run at the outside shoulder of the LB or SS 
                                            over you.  Work deep, cutting with your inside foot foot 
                                            and break to the corner. You can use a Head-and-shoulder 
                                            fake to freeze the SS, or pick a point in between his eyes 
                                            and simply stare at him to freeze him for a split second. 
                                            this is another method to derive separation from a defender. 

                                    B. Open alignment: Fly route. 

                                            1. Get a outside release versus a press coverage cornerback. 
                                            We instruct the End to stutter inside and takeoff outside 
                                            make the DB commit to the inside, then club him and 
                                            go outside. 

                                            2. The Game Plan could call for another route to be run in this 
                                            situation. (Hitch, Out, Slant). 

   Halfback: 10 yard Corner route 

                                    A. The Halfback is told to get a free release from the backfield and 
                                    run the Corner route. He is to threaten the Free Safety (FS) deep 
                                    and “anchor” him to his half of the field. He needs to get his 
                                    head around quickly on the corner, because there exists a big 
                                    play opportunity in man coverage. 

   Fullback : Pass Protection to a check down route. 

   Quarterback : Seven step drop (Quick) 

                                A. Pre-snap: Watch the defenses reaction to the motion scheme 
                                that may be in place at the time. If they chase the motion man, 
                                chances are it is probably man coverage and he will look for 
                                the drive to open up. If the shift, its probably zone, and he will 
                                check for the crossing route coming over the top. Key the FS 
                                for the read on the coverage. 

                                B. Post-snap: Key the drops of the LB’s. If the LB’s drop into zone, 
                                the QB is instructed to look for the crossing route. We instruct 
                                the QB that big play opportunities exist in the halfback and the 
                                tight end routes. 

                                C. Blitz: Three step drop and throw the hitch to the Split End on 
                                Hitch or Fade route depending on the Game Plan. The Split End 
                                is the built-in HOT route and will be looking for the ball quickly. 
  

    The “E” drive is very similar, and simply sends the E receiver in a drive route across the formation, and sends the “X” receiver in place of whatever route is designated. It’s that simple! 

    Now, were going to go through some examples of the “Drive” from the San Francisco 49ers. Keep in mind that the examples were during tenures  in which Mike Shanahan and Mike Holmgren were the Offensive Coordinators. You will see some different looks than which we have discussed in certain situations, but we have only gone over the basic building blocks of the route. 
Especially with the offense while run by Shanahan, in that he uses the Drive mostly with his receivers split out wide and with three or more in the package. He clearly likes to spread the field and make the defense cover the entire field. 
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    In the above play,  we see that WR Jerry Rice has single coverage. QB Joe Montana reads this and gets the ball off quickly versus a stacked defense that has taken away the Drive on the strong side. Anytime in the West Coast Offense that the QB sees single coverage to the split end, in this formation, that is where he is instructed to go. 
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    Below is another match-up zone concept, this time by the Washington Redskins defensive coordinator, Ritchie Petibon. In this match-up concept, the Redskins want DB Darrell Green to cover WR Jerry Rice. Green is Washington’s best cover man, and they want him to have coverage on Rice a high percentage of the time. But, the 49ers want to change that. They want to use the Redskins defensive scheme against them. 
    On this play, the 49ers have WR’s Jerry Rice and Mike Sherrard on the tight end side of the formation, and John Taylor on the weak side. Washington's Green is directly across from Rice, with A.J. Johnson across from Sherrard and six yards off. Before the snap, Sherrard executes “Short Motion” to the stack of the formation, just to the inside of Rice. The 49ers want to try to “bump’ Green inside to cover Johnson. The Redskins don’t fall for that, knowing that Rice on Johnson is a mismatch. 
    At the snap, TE Brent Jones tries to get a rub on Green to shake Rice free. Green jumps Rice on the Drive route quickly and has tight coverage on Rice, taking him away. Sherrard hesitates and runs the flat route, coming open quickly. Jones also comes open, but QB Joe Montana feels the pressure from the Washington pass rush and gets the ball quickly out to Sherrard. LB Monte Coleman (51) forces the quick pass which denies a big play to Jones. But, Sherrard does get 9 yards on the play. 
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    In 1991, the 49ers will still show the Drive out of a multiple WR set a large number of the time. Against the Rams, the Niners will run the Drive in the red zone.  Rice is still on the tight end side and 4 yards to the outside. This time, WR John Taylor is in the slot to the weak side, with Odessa Turner outside of Taylor. The Niners know that the Rams defensive Coordinator Jeff Fisher likes to run a cover three zone in this situation. The Niners bring Taylor in motion to the tight end side before the snap placing 3 receivers in a “Bunch” to the tight end side, but the Rams don’t change their approach. 
    At the snap,  Rice comes under the coverage on the drive route. Brent Jones drives down into the end zone and executes a turn to the outside, and back inside showing his numbers to QB Steve Bono. The other thing Jones does, is that he clears the hook zone out for WR John Taylor. This is a red zone adjustment to his route. 
    Taylor comes up field after gaining width, and breaks inside under LB Fred Strickland. Strickland gets distracted by FB William Henderson, who executes his 200 protection responsibilities, but breaks to the outside on a swing route. This leaves the hook zone open for Taylor to make the catch and turn up field. In this third and 10 situation, Taylor doesn’t get a touchdown. But, with everyone executing their responsibilities, Taylor gets a critical first down at the Rams 1 yard line. 
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    Later in the game, the 49ers call the same play out in the middle of the field. It’s the same play, against the Rams nickel personnel package. But, the Rams will be in a Cover 2 match-up scheme. Taylor gets open again, and picks up 8 yards. Clearly, the 49ers knew this play was available all day long. 
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    At the beginning of the 1992 season, the 49ers under offensive coordinator Mike Shanahan will show more multiple receiver formations. Against the New York Giants, Shanahan follows his trademark packages with multiple receivers.  Shanahan brought more of a spread ‘em out philosophy to the West Coast Offense schemes. 
    Below, the 49ers show 3 receivers to the tight end side of the field, while WR Jerry Rice to the single receiver side. The slot receiver John Taylor will go in motion inside, then back outside again. This is game planned to try to get the defense to tip off what kind of coverage the Giants are going to use. Since the Giants at this time were a strong zone coverage team, the chances were that since the corners were in “outside” technique that it would still be zone. SS Myron Guyton will follow Taylor further reinforcing zone coverage. 
    At the snap, the Giants coverage is true to keeping everything in front of them and not giving up the big play. That is except TE Brent Jones, who breaks clean into the post third of the field. This is clearly a mistake by both the LB’s and the SS Guyton. Someone should  have been in “trail” technique, and Guyton was caught too far outside to come over top. It's another big play for the 49ers. 
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    In Game 12, the 49ers use more of the three WR scheme in the “X Drive” concept. WR Jerry Rice comes in motion all the way across the formation. The motion by Rice shows zone coverage by the Philadelphia Eagles defense. The Eagles adjust by stretching the free safety outside to account for Rice. This leaves a lot of space for the Eagles to cover two great receivers like 
Rice and John Taylor. 
    At the snap, Taylor runs the Drive route, and Rice runs the deep crossing route, RB Amp Lee runs the flat route and draws LB William Thomas which opens the crossing route for Rice. LB Byron Evans is caught flat footed by Taylor’s drive route. QB Steve Young could have gone front or back with this play and won. 
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    In the playoffs that same year, the 49ers meet the Redskins. Shanahan tinkers with the Drive scheme by taking the tight ends route and begins sending him to the corner.  Another wrinkle is to send him on a out route. Another change in the scheme is to send the FB off the right side to pressure the strongside flat. In this case, the Redskins leave the flat empty and give up 7 yards. Though the situation was 3rd and 8, the seven yard gain helps to give the kicker a better percentage attempt. The 49ers get the field goal. Shanahan will use the tight end corner as his version of the Drive. 
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    Later in the same game, the 49ers will run the Drive route from a different formation. The 49ers  will have the same three wide receiver package. Rice is now on the wing to the left of the formation. This forces Darrell Green to line up over WR John Taylor, and leaves SS Alvin Walton over Rice. 
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At the snap, TE Brent Jones runs his assigned post route and draws double coverage downfield. FB Harry Sydney comes through is 300 protection and has no one to block, and proceeds to run a flat route underneath of the Drive route by Jerry Rice. When Rice comes across the middle of the formation, he has open space and is matched up on LB Andre Collins. Collins is quick, but cant 
match up with Rice. 

   In conclusion, this route scheme has many opportunities in which to move the ball. The West Coast offense is designed to gain separation from defenders, and find the vacant areas in zone coverages. The Drive route gives many opportunities in which to match up with defenses and provides the same scheme that can be executed from formation variation and motion variation. 
The blocking scheme, route structure, and basic responsibilities are interchangeable and enable the above mentioned characteristics to come together. 

    If you undertake adding the Drive scheme to your offensive package, be ready to enjoy some success! Be ready to adapt, and to enjoy the ride! 

Note : Pass Protection scheme found from Book by Bill Walsh “Finding the Winning Edge” by Sports Publishing Inc. 1998 (Page 499) 

My thanks to J, Hildebran for his contribution to this article, his willingness to learn is most refreshing! 

“SPOT” Route in the Red Zone 
by John Anderson 




“Spot” route – Scoring in the “Red” Zone 

    We all have seen the “Spot” pass from the “Bunch” sets in the past. But, lets look at this same route concept from another perspective using formation and motion variations. By changing the formations, and disguising the intentions, we will see how to use the same play again and again with a little window dressing. 
  

Scoring in the Red Zone 

    The 49er offense going back to Bill Walsh has always been an offense that was built on the timed passing game and on the ability, and techniques of the receivers to gain separation from the defenders. The Quarterbacks in the offense work constantly on throwing passes in rhythm to a spot on the field. 
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X – Corner at 12 yards, adjust in Red Zone to the Out route. Inside break and bend against Zone. Try to gain the outside edge against the rotating Safety. If the Corner drops in Cover 2, try to occupy him. Crack on inside-out pursuit. 

Z – Spot at 3-4 yard deep, trying to first impede next defender inside, or whip around to find the seam. Against man coverage, try to impede, and whip hard. 

RB – Swing route, expect ball over inside shoulder, turn up the sideline for additional RAC. You are the “Hot” receiver. Expect the ball as you reach the numbers. 

QB – Five quick steps, Key two outside defenders, this will tell you where to throw the ball. Example – corner up, safety inside. Read Spot through the Corner, and be ready to throw hot. This is a Front/Back read, if the Corner drops back and the pick takes place this will leave the RB open. If the front/back option is closed, then the third option may be that the Slot WR could come clean inside as he comes across the QB’s face. (See examples below). The QB must be accurate with the football, due to the decreased amount of space in which to work. 
  

    The advantages are good with this scheme. Though, the QB doesn’t provide excellent protection to the call side, the QB does have a hot route on the play side.  However, the scheme does: 

1) It has a deep route to the boundary, that does provide an option in the defense gives up the corner. 

2) Wide/Shoot route outside the numbers, which also acts as outlet valve. 

3) A built-in Pick play on the defender covering the Shoot/Wide route, that also provides an option inside underneath coverage. 

4) Additional blocking to the QB’s blind side. 

5) Gets the ball off quickly in rhythm (with proper execution). 
  

Practical Application - 

    Through  the Eighties and early Nineties, the Niners have enjoyed great success against their division rival Falcons. The Niners averaged over 40 points a game, while allowing an average of nearly 14 on defense.  The Falcons tried blitzes, zones, man coverages, and other things, but could never really stop the Niners, with the exception of isolated games. 

    In this 1993 game, during week 13, the Niners have the ball on the Falcon eight yard line. The 49ers line up in “Red Right – Slot”, (in our offense, we called this “Red – twin left. The emphasis was on the slot or “twin” side of the formation).  WR John Taylor (82) lines up at  Split End on the far left. WR Jerry Rice (80) lines up in the slot inside Taylor. RB Ricky Watters is lined up in the backfield on the inside shoulder of the left tackle. 

Figure 1 
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    Atlanta has CB Deion Sanders (21) aligned over Jerry Rice at four yards deep, and head up. CB Vinnie Clark is lined up over WR John Taylor, also head up. Taylor on Clark is a mismatch that favors the 49ers. The head up technique shown by Atlanta is a good indication of “Man” coverage by Atlanta in the Red Zone. LB Ron George (50) lines up across from RB Ricky Watters. This is a power mismatch that favors the 49ers, both have good speed. 

    On this play, Taylor drives up field and runs a corner route. But, the Red Zone adjustment dictates for Taylor to run an out route due to the short field. 

    Rice runs the “spot” route ( this has also been referred  to as the “swirl” or “ whip-read”). This is also a “Pick” possibility. 

    Watters executes the swing route to a point just outside the numbers. 

    QB Steve Young (8) executes a flawless five step drop and reads the defense in the process of his drop. In my studies, Young executes the proper read and throw about 96 percent of the time. For 96 percent, I’ll take those percentages. ( I have seen him occasionally try to force the ball to Jerry Rice, and miss the open swing route. But, this isn’t one of them). 
  

    Atlanta’s Vinnie Clark plays Taylor’s out route flawlessly and pins Taylor to the back boundary. Only a high throw and catch here has any chances at success. But, this option is covered. 

    Jerry Rice executes his cut at three yards and cuts inside with Sanders right on his shoulder in perfect coverage. The “Spot” route has the chance of creating a pick in man coverage, which is exactly what happens here. Rice reads “man” coverage, which forces him to adjust his route to first disrupt the path of the LB to get outside. Once he attempts this, he crosses the formation to try to run away from Man coverage. This is the  path of LB Ron George. It forces George to go around both Rice AND Sanders, which creates the separation necessary for Ricky Watters. The result is a 49er touchdown. 
  

In Figure 2, the 49ers encounter a different scheme in the Red Zone. 

    The Detroit Lions match up well against the 49ers in the running game,  with the addition of LB Pat Swilling from the New Orleans Saints. But, the Lions don’t match up well against the 49ers in the passing game. The 49ers have too many size mismatches, and speed mismatches  for the Lions to contend with. 

    On this play, the 49ers have the ball on the Lions three yard line. The 49ers show WR Jerry Rice to the left, and WR John Taylor in the slot . WR Nate Singleton is to the right, with TE Brent Jones at tight end on the right.  RB Ricky Watters is in the backfield behind QB Steve Young (This was “Gold” formation in our offensive package). 

    The Lions are normally a Zone coverage team. They will rarely go into Man coverage with the exception of a blitz. With the 49ers on  the Detroit 3 yard line, the Lions elect to go with a blitz. They will try to disguise their intentions of going to Man coverage due to their disadvantage. But the motion of Singleton tips off Young as to the defense. 

Figure 2 
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    Again, the 49ers Jerry Rice will bend his corner route into an out route due to limited distance in the end zone. WR John Taylor 
executes his “Spot” route flawlessly. He manages to get a pick on DB William White and slow his pursuit of Singleton (whom he has man Coverage on. DB Ray Crockett (39) has man coverage on Rice has Rice covered, and DB Ryan McNeil has Taylor covered as well. Nate Singleton gains separation with Rice’s pick. 

    Looking at the pass protection, the Detroit blitz scheme has six men coming on the rush, which is picked up by 49ers offensive line (which includes TE Brent Jones and RB Ricky Watters. The Left Tackle, Steve Wallace picks up Swilling coming off the corner and negates his rush. 

    With this much time to through, Steve Young can make rhythm throws like this and allow the athleticism of the 49ers to do the rest. This short out route is basic to the 49ers offense,  which contributes the  RAC (Run after catch) yardage by clearing out the defense and allowing the receivers to utilize their speed advantage. 

    In 1994 week 14, the 49ers are in the Red Zone against the Chargers. The 49ers have the ball on the 4 yard line of San Diego, and lined up in a three receiver set. WR Jerry Rice lines up at the far left of the formation, with WR John Taylor lined up in the slot. WR Nate Singleton lines up to the wide right of the formation, with TE Brent Jones lined up on the right wing , off the line of scrimmage.  San Diego lines up with their Nickel Personnel (five defensive backs), showing that they are expecting pass. 

    The Chargers run their Zone Defense in repetition to try to execute their defense flawlessly, then otherwise trying to run many defenses and not have the execution. 

    The 49ers bring TE Brent Jones in motion to the slot side of the  formation.  This shows “Trips” to the left side.  The Chargers adjust by sliding their Safety  Darrien Gordon to the trips side to account for the third receiver. But, the breakdown in the coverage begins with LB Junior Seau. Seau is one of the best linebackers in the NFL, but he makes a  mistake on this play. It begins with his lack of adjustment to the trips formation as a result of Jones motion. LB David Griggs makes the adjustment, but Seau does not. His adjustment calls for him to change his alignment to the back of the outside shoulder of Charger Right defensive tackle Blaise Winter (96). This leads to a breakdown of the Charger defense, and Defensive Coordinator Bill Arnsparger’s plan in the Red Zone. 
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    At the snap, the 49er protection does its job against one of the  leagues best Defensive lines. The 49er O-line holds the Chargers front four without additional help. This allows the 49ers to put five receivers into the pattern. WR Jerry Rice will run the Red Zone adjustment to the corner route, which is the Out route in the back of the end zone. WR John Taylor has the responsibility of the “Spot” route, and its adjustments. TE Brent Jones will run the “Shoot” route, or the short out route. RB Ricky Watters will chip block on the Chargers defensive end, Leslie O’Neil (91). Watters will separate himself away from the line and back pedal to make himself available to Steve Young as a Safety valve. This Chip block and valve responsibility is what attracts Seau’s attention. Seau comes over and up field on a flat angle, disregarding his Hook Zone responsibility, and breaks down the Chargers interior zone coverage. DB’s Dwayne Harper and Lonnie Young execute their responsibilities perfectly. They have Brent Jones taken away from the pattern, while Safety Darrien Gordon has inside leverage and depth on Jerry Rice. A perfect throw  to Rice would score, but  Seau’s breakdown is read by both Taylor and Young. Taylor runs his route properly and to the proper depth, and just simply 
hooks up behind Seau. Young executes his five quick step drop and drills the ball quickly into Taylor. This is simple pitch and catch. Seau’s mental breakdown results in seven points for the 49ers. 
  

In week 16 of 1995, the 49ers went to Charlotte to play the Carolina Panthers.  The 49ers have the ball on the Carolina seven yard line in a second and five situation. 

    The 49ers line up in their “Red “ formation, which is split backs, with their Base personnel. WR John Taylor is seven yards off his 
offensive tackle, Steve Wallace, and split to the left side. WR Jerry Rice is split to the right side. This is a basic formation, everyone team shows it in their playbook. The same play is show here in figure 3. 

The problem that will be illustrated here will be late recognition by the defense, and great execution by the 49ers. 

    The Panthers defense is experienced, and their Zone Blitz scheme give the 49ers a lot of problems. But, the 49ers also know that the areas of the Zone Blitz begin in the flat area. CB Tim McKyer will line up 5 yards deep and play outside technique on Taylor. Free Safety Pat Terrell is 8 yards deep aligned off the outside shoulder of the offensive tackle to his side. OLB Darrien Conner is playing against air due to the fact that there is no Tight end to his side. ILB Carlton Bailey (54) has short zone responsibility and aligned 4 ½ yards deep from the Offensive Guard. 

    Before the snap, FB Adam Walker goes in motion to the weak side of the formation, to a point that stacks him directly behind WR John Taylor.  Carolina adjusts well, with Safety Pat Terrell adjusting to the outside with Walker. This places Two defenders playing Zone Coverage on two receivers. Carolina shows in their adjustment, “Whip Firezone – Cover Two”. This is a rush by OLB Darrien Conner, and playing two deep zone coverage, with five underneath zones. This is a coverage the 49ers have seen countless times before, and this time, they are ready for it. 

Figure 3 
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    At the snap of the ball, Conner rushes upfield taking an inside angle trying to gain the edge. Left Tackle Steve Wallace slides over to pick up Conner and turn him outside, and carries him upfield. Left Guard Kirk Scrafford ( a converted tackle ) slides his block outside also to pick up the DE Gerald Williams. If LB Carlton Bailey were to rush up the inside gap, he would be QB Steve Young’s responsibility. Young would have to utilize his “Hot” read, and get rid of the football. But, against this coverage, Young can read his pass progression and make his decision and make a pass in rhythm. 

    Looking outside, Walker comes from behind Taylor on a outside break, and runs the Red Zone adjustment to the corner, the Out route.  Carolina’s McKyer plays is outside technique against the stack beautifully, and blankets Walker to the outside and the back boundary.  Terrell initially performs his  technique well in picking up Rice and taking him to the inside, into the LB Bailey. But, this is where the breakdown in the coverage begins.  Bailey sees that RB Derek Loville runs a swing route to the slot side of the formation, and starts to get outside quickly to cover the swing route. Terrell is too deep to stop the swing route, and is doing a good job of  staying with Rice by staying right on his shoulder. But, the pick portion of the “Spot” route by Rice is about to unfold again.  Rice executes his pick responsibility by trying to impede the inside defender from getting outside. He cant get his full body in the way due to the depth of his route and the flat course taken by Bailey. But, Rice does manage to impede Bailey just enough to make him alter his course enough to slow him down from getting to the outside on time. With Terrell on Rice’s inside shoulder, 
Rice simply throws his hips back as he stops his route to prevent Terrell from getting to the outside to help Bailey as he reads the ball in the air to the outside. 

    Terrell is now picked, Bailey was delayed, and McKyer does not even see the ball is in the air. McKyer’s late recognition costs Carolina due to his inability to react up field . If he had of, Loville may not have scored, but would have gained the first down. 
  

    It has been my wish to show this play as to how it has worked against several different defensive structures to give you an idea as to how the design of this pass pattern works. This offense has several different pass patterns that work with a myriad of pass protection schemes, and show great flexibility. 

X – Corner at 12 yards, adjust in Red Zone to the Out route. Inside break and bend against Zone. Try to gain the outside edge against the rotating Safety. If the Corner drops in Cover 2, try to occupy him. Crack on inside-out pursuit. 

Z – Spot at 3-4 yard deep, trying to first impede next defender inside, or whip around to find the seam. Against man coverage, try to impede, and whip hard. 

RB – Swing route, expect ball over inside shoulder, turn up the sideline for additional RAC. You are the “Hot” receiver. Expect the ball as you reach the numbers. 

QB – Five quick steps, Key two outside defenders, this will tell you where to throw the ball. Example – corner up, safety inside. Read Spot  through the Corner, and be ready to throw hot. 

Pass 58 Shoot / Twist & 24 Double Go – Attacking the Two Deep Zone 
By John Anderson 



    One of the most enduring aspects of zone coverage over the last 30 years has been the advent of the Two deep zone coverage. It has been featured in a number of ways, either using man coverage underneath, pure zone, Zone Blitz concepts, match-up zone concepts, and a plethora of mixes of the above. 

   Let's review what makes up the two deep coverage. The defense will show two deep safeties at a depth of around 10-15 yards deep depending on the game plan. Each of the two safeties are responsible for their deep half of the field, meaning that the deep zones are split in half and each is responsible for that half of the field. Now, there are many variations of coverage that a defense can run underneath. 

    One of the aspects of Cover 2 is that it can be disguised into Cover 4 relatively easy. The Corners can align at 5-7 yards depth and simply take off down the field with the wide receivers. But if you try this, you had better have great speed at the linebacker  positions, because if not the backs and tight ends will eat you alive. But, we are going to address Cover 2 though you can keep in mind what the capabilities of this alignment are. 
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    Cover 2 has some traditional weaknesses: 
1) The deep middle zone between the safeties, 

2) The deep fade holes outside the safeties and behind the corners. 

    What we want to do on to this defense is stretch the width of the safeties as much as we can, send three receivers deep and force them to defend the width of the field in that two deep secondary. 
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    We have three ways of doing this (actually one is a variation of one, the 58 shoot). We will send three receivers downfield into those areas that are traditionally very difficult to defend. This is basically a three-on-two break. 

    We will begin with the pass protection. We prefer to use the five man protection plan for this play, but we make allowances 
for six man protection. If we have to protect with seven, then we will look for another play. Sending three deep with no threat 
underneath, basically allows the linebackers to run downfield in “trail” technique and possibly cover the play which would 
force us into a unfavorable situation. We will use the following types of rules to utilize our protection to give our QB time. 

58 calls 

- Double read by the Guards versus 3-4 front 
- “Open” away call versus 3 man line 
- Versus 4 man line, Center checks inside gaps first before fanning out into “B” gaps. 
- “Viking/Gang” calls versus over or under shift fronts 
- ”Lightning” call versus under shift to pick up LB 
- “Hot” principle in case of Sam/Mike blitz (Should pick up Mike in double read by guard) 
- “Cougar” call versus 60 Blitz 
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*24/25 calls * 

- Basic man protection – Possible “open”, “snuggle”, or “gap” calls 
- Versus Nickel, the uncovered lineman has the call side LB (“stay”, ”slide”, “elephant”, “LA”/”Raider”). 
- Navajo- Basic Navajo protection. Alert for “Gap” situation 
- “Open” away from call versus 3 man line; “No Open” versus 4 man line. 

  Fullback – Outside LB alert for “bag”, “open”, “gap”, “elephant”, and “score” calls. Versus Nickel: check 2nd LB to call side. Release routes could change weekly. 

  Halfback – Outside LB alert for “bag”, “open”, “gap”, and “elephant” Calls. Release routes could change weekly. 

*note- In 324/325 the line never opens away from the call due to the 3-step drop by the QB. RB’s have “B” & “W”. 
  

    We want to give our QB a chance to have protection, but have some options in his arsenal to react to some of the 
different things that defenses do. His steps must be quick and precise. 

    The QB executes a 7 step drop on this series due to the depth of the pass being thrown and the depth of the breaks. We teach our QB’s to have his mind made up as soon as his final step hits the ground. This is so he can be in a passing position as he is squaring himself up to make his throw. He must remember the two different techniques as he is preparing to throw: 

- If he is throwing down the middle post of the field, he must put a little air under his pass to get it over the LB’s. 
- If he is throwing to the sideline areas, he must fire this ball into that area, a little too much air will be intercepted by the safety 
 rotating over from the inside. Sometimes depending on how the defense plays this, some air under the ball may be required. 

Route Structure – 

    This is one of the simplest routes to understand in this package, the 58 Shoot. The QB simply reacts to what the safeties are doing. By game planning, we always look for the best match-up, but we will keep ourselves open to changes if they occur. We want to throw the ball into the biggest void in the zone that the defense gives us, its that simple! In a basic formation, we send both the wide receivers and the tight end downfield into those three voids and try to find the most open receiver. 
This is by far, the simplest thing we do. We will do several things with the backs in this scheme: Shoot routes, Check routes, and Wide routes. But, it will mostly involve the Shoot routes. 

Quarterback – 

    The QB basically reads what the secondary is doing. If he sees a two Deep coverage, he knows he will have one of three choices: Put some air under the ball to the tight end, or zip the ball to either of the WRs. If the underneath coverage plays tight underneath and runs with the deep routes, he has some underneath routes to go to. This is either going to be a five or seven step drop depending on the quickness of the QB, and throw the ball as his back foot hits the ground. When making the read going to the tight end, we want the QB to see the strong safety outside the tight end in relation to the route of the tight 
end. We want the QB to see the strong safety outside the tight end as the tight end prepares to make his break to the middle. This is a key to the QB after seeing the safeties split. If the safeties do NOT split, then we may have a cover 3, in which case the tight end adjusts to a crossing route. 
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Tight End – 

    The tight end will have a two-fold responsibility on this play. The tight end must get a good release from the line of scrimmage (LOS). He must work for width on his release to get the strong safety in two deep coverage to work for width as well. The reaction of the strong safety in two deep, and the free safety in three deep is the key to this play. The tight end is instructed to read the defense for any snap rotation that may occur during the start of the play. If he sees the safeties split and assume a two deep posture, he is instructed to bend his route at 12 yards into the seam splitting the two deep zone. If he sees one of the safeties rotate over top of his seam route, he is instructed to execute a crossing route at 12 yards. This is where we see the term “Middle Of Field Open” (MOFO), or “Middle Of Field Closed” (MOFC). This is important in the scheme of the play. The tight end and the quarterback must be on the same page and see the defense the same way for the play to be successful. 
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Wide Receivers – 

    The Wide Receivers are instructed to split approximately ten yards from the tight end or tackle ( last man to that side of the 
stack. 
     The Wide Receivers have a pre-snap read on The corners and safeties to their side of the field. If they see Cover two, then they know that the fade route is on. If the defense continues to run the cover 2 at the snap, they know the fade is on. The next thing they will check for is the technique of the corner to their side of the field. If the corner shows outside technique, the WR will aim at the outside shoulder of the corner for 5-7 yards, then turn up field deep into the fade hole that cover 2 provides. The purpose of the outside bend is to give more distance for the safety to cover, in that this opens up more distance between the corner and safety. If the corner shows inside technique, the WR runs his fade route in that he runs downfield to a point keeping a position about 6 yards from the sideline. He must play body position with the corner as in a basketball position, keeping the corner from  having a shot at the ball. 
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    If the defense either shows, or rotates into cover 3, the WRs have an adjustment to the Seam route inside the corners. The 
Seam route is basically a skinny post that tries to take advantage of the space between the corner and the free safety in the three deep zone. The WR plants his outside foot at about 10-12 yards depending on the speed of your WR. The idea is for the WR to make his break at precisely the point that the QB releases the football. The ideal point is for the WR to break at exactly 11  yards, and the ball to arrive at a point 19 yards deep. This is one of those timed pass routes that works very well against zone coverage. 

Running Backs – 

    The Running Backs will run the pattern called, but the primary pattern is the “Shoot” route. This is a two-three yard deep route that looks for the ball over the shoulder as soon as they come out of their break. As they are turning to the sideline, they want to make sure they are gaining depth with the route. What I mean is that they are running the route at a slightly downfield angle. 
    This gives the back a better chance to turn up field after he receives the ball. The Shoot route is good in that it immediately challenges the underneath coverage and doesn’t allow the LB’s to run underneath the WR’s pass routes, if they do it will be a big gain up the sideline. 
  

Pass 58 Twist – 
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    This is the same principle involved as with Pass 58 Shoot. The difference is that the route responsibilities change between the Y End and the RB. The play challenges the underneath coverage of the LB’s and has a “shot” to the deep middle of the field. The Y End (TE) runs the “Whip-Read” underneath the inside coverage, while the RB makes a dash down the middle using the same technique the TE would use. This is a good Red Zone variation as well, on those teams who really bite down on the tight end. 

    One of the things cover two teams do is to drop the MLB very, very deep. This is supposed to give help to the safeties 
by giving them a trail technique underneath and force a perfect throw. 58 Twist gives us a play to use the same down-field principles, while attacking the middle hook zone and threatening this area to draw up the MLB. If the OLB jumps this play underneath, then the whip-read still gives us a valid play in gaining separation and make a positive play. 

Pass 24 Double Go - 

This is the same concept, but with a different pass protection scheme. The above mentioned pass protection scheme is more 
of a protection first scheme. The 24/25 package is primarily a protection scheme that gives the back a check-off responsibility first, then run the swing route to both sides. 
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Variations 
- Both WRs running Speed outs – take advantage of deeper dropping DB’s 
- Both WRs running hook routes – take advantage of deeper dropping DB’s 
- Changing the route package for the RB’s to run Circle routes underneath the LB’s who are dropping deep or jumping 
outside too quickly. 
  

Practical Application – 

    Some of you are tired of seeing the 49ers in the illustrations, I have a treat for you! I have some from the Kansas City Chiefs as well! 
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    On this 2nd & 7 play, the Kansas City Chiefs under Offensive Coordinator Paul Hackett, will send the three receivers down the field. Hackett sends both wide receivers down the numbers on the outside third of the field. The tight end, Jonathan Hayes (85), will go down the near hash mark. The Seam routes will break at 8 yards, while the drop by the QB is at a shorter five step drop. 

    The Raiders are in a 43 Under front, and playing a hybrid coverage, ¼ ¼ ½ behind in their secondary package.  The corners for the Raiders, Lionel Washington and Terry McDaniel, are playing under 5 yards off the wide receivers. Washington (48) will play WR J.J. Birden up tight and funnel him inside to his safety help being played by Free Safety Eddie Anderson.  This effectively takes Birden out of the available options to QB Joe Montana. This makes up the ½ portion of the ¼ ¼ ½ coverage. Strong Safety Derrick Hoskins (20) and CB Terry McDaniel will take up the other side of the field and separate the other half into two quarters, thus making up the ¼ ¼  portion of the ¼ ¼ ½ coverage package. LB Winston Moss takes away the shoot route by HB Harvey Williams. MLB Joe Kelly rotates over to play “trail” coverage under the tight end Hayes, which requires a perfect throw inside and over Kelly to be successful. Hoskins is playing outside and deep looking to take away the hole in the initial Cover two look. 

    Focus now on the plays tight end side. CB McDaniel doesn’t play off the WR to the safety Hoskins, but continues to carry WR Fred Barnett downfield and playing outside technique. The outside technique is supposed to funnel the WR into his 
inside help, which in this case is the strong safety. McDaniel plays his technique flawlessly, and doesn’t give up the area outside of him. 

    The tight end, Hayes, initially pushes outside in an effort to move the outside LB, Aaron Wallace (51), and turn up field to challenge the safety. Wallace in keeping with his technique of staying outside the shoulder of the tight end, now will get 
moved outside further by the shoot route of FB Kimble Anders. This is a key aspect of beating the coverage in this particular instance. 

    With Kelly in trail position on Hayes, and Wallace being drawn outside in coverage, this opens an alley for Montana to drill a pass hard inside the corner into a tight area. Kelly cant get over quickly enough, and Hoskins is tied up with the challenge by Hayes. Wallace is too far outside to help McDaniel, who is playing outside technique. In this case, the pass is absolutely perfect. The read by Montana is that Hoskins is INSIDE the tight end Hayes, making the read perfectly clear. The result is a 13 yard gain, and a first down and goal on the Raiders one yard line. 
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    On this first down play, the 49ers run the 58 Shoot. Quarterback Steve Young (8) makes the simple read and puts a little air under the ball and makes a big play. On this play, the Washington Redskins play heavy on the wide receivers on the play and are willing to match up with their linebackers on tight end Brent Jones, and on the running backs. Jones has too much speed for LB Tyrone Stowe (90). 
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    This play shows another variation to the 58 Shoot. The flanker, Sterling Sharpe (84), makes a break to the corner to break down the Cover 2 zone coverage. All through this game, fullback Donnell Bennett had been catching passes in the flat and has conditioned the defense to look for him. As Bennett runs his flat route, the corner to that side will disregard Sharpe and pass him off to the strong safety. Sharpe breaks out behind the corner and runs his route into the seam created by the seam route of the tight end. Tight End Ed West runs his route perfectly, taking the ILB and the strong safety with him. Sharpe makes an easy catch for the touchdown. 
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    On this play, Kansas City has a first &10 on their own 45 yard line. They are matched up against the Cover 2 zone of the Los Angeles Raiders. The Chiefs are in the “Weak – I” formation, where fullback Kimble Anders is lined up behind the left tackle and three yards deep. Halfback Harvey Williams is six yards deep behind center. The tight end, Mike Dyal (87) is lined up to the right side of the formation. In this formation, Kansas City has a large tendency to run the halfback off the weak side tackle, or the counter back to the strongside. Kansas City also is very good in play action from this formation. Dyal, a former Raider, is not known as a serious downfield threat. The Raiders will use this information to decide to run their Cover 2 zone. 

    From this formation, halfback Harvey Williams cannot run the shoot route. So, this effects the play call as far as pass protection and the strongside flat area. Kansas City will call the 24 Double Go because it gives them the “chip” technique against the defensive ends of the Raiders. This slows down the outside pass rush, and gives a slight edge to the Chiefs in giving Montana time to pass. As a result, the Raiders linebackers Joe Kelly (57) and Aaron Wallace (51) try to hold up Dyal as he tries to release downfield, since there is no threat to the flat from Williams. As the play develops, Dyal is splitting Kelly and Wallace downfield. Kelly sees Williams at the edge and slows to check Williams’ route. Wallace is now in a bad position. 

    Wallace is playing outside technique on a Dyal who is charging down into the post 1/3 unhindered. This is a easy read for Montana, who puts a little air under the ball and delivers a perfect pass for a 26 yard gain. 
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    On this 2nd and 14 play, the Chiefs face the Denver Broncos Dime defensive package. The Chiefs will call 24 Double Go. This play will keep running backs Marcus Allen (32) and Kimble Anders (38) in to block and possibly release unless another call is made. 

    The Chiefs will execute the same play from another formation, the slot to the left side. The Broncos will play a Cover two zone concept, and play over top the Chiefs receivers with Safeties Steve Atwater (27), and Dennis Smith (49).  The Chiefs show good formation variation in attacking the two deep concept. Hayes and Birden will force the safeties to get width in their patterns as they attack the outside voids in the coverage. WR Willie Davis will get depth on DB Tyrone Braxton (34) and make his cut at 8 yards, in conjunction with Montana’s five step drop (notice that on these shorter routes, the QB takes a shorter drop). DB Leno Lang picks up Davis and carries him into the deep void in trail position. The outside patterns by Hayes and Birden force the void to widen, giving Davis a big play opportunity. 
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    In this pre-season game, the 49ers show their three wide, two running back personnel package. They will run their Twist route with the slot receiver and the fullback Adam Walker (27).The job of the slot receiver on this route is to run the “whip” route, and try to pick off the linebacker in coverage on Walker. The slot back is coached to use either his route or the body of the defender to help obstruct the defender from getting into coverage of the seam route by the back. A nice additional touch is the circle route by Jamal Willis (41) leaving him in single coverage on a linebacker. The Broncos appear to be playing Cover 5, a double zone by the safeties and single coverage on the receivers underneath. 
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    Here is an example of 58 Twist in the red zone. The 49ers spread the field and will send the RB Ricky Watters in motion to the tight end side. The 49ers want to work on the linebackers and free safety Scott Case. The 49ers had a high percentage of their passes in the red zone, to tight end Brent Jones. The Niners know this and so do the Atlanta Falcons.  The Falcons will try to put a clamp on Jones using linebackers Ron George (50) and Jesse Tuggle (58). From film study, the Niners know that the Falcons will adjust to motion in this particular red zone defense, by using the free safety Case as the “adjuster”. Watters on Case is a size mismatch that favors the 49ers. The Niners run the “whip-read’ underneath that takes up both linebackers. This leaves the middle of the field wide open with a single coverage match-up with Watters on Case. Case gives up the inside thinking he has inside help from the linebackers. Jones draws up both the linebackers, leaving Watters with a wide area to work the center of the field. 

    The whip-read does manage to draw up the underneath coverage, Tuggle sees that Jones is coming into his area, and uses his speed to immediately come up take away the underneath route. George executes his pass coverage responsibility in keeping on Jones shoulder. There isn’t anyone close to Watters to give coverage support and help out Scott Case. Quarterback Steve young tosses a perfect strike to Watters on time, and in stride. 




CONCLUSION: 
    We have shown how to utilize your running backs and tight ends in getting a receiver down into the middle of the field into the open voids. Keying the safeties are necessary in the decision making process as far as where to throw the ball at the two deep zone coverage. The other aspect is how simple it is to read and execute this package. It is also easier to utilize formation variation as well as motion variation. Simplicity in execution, and possibly causing confusion to the defense is a plus for the offense regardless of the chaos the defense may incur when seeing many different packages. 
  

    When you look at how these plays attack the two deep zone coverage, you begin to see how the defenses will react to certain things. Of course, having the timing and the appropriate personnel makes a tremendous difference. Understanding how a particular defense works, and understanding how to attack it, breeds a certain level of confidence that carries over into other areas of your offense. Confidence breeds success,  and success can carry over to other areas of your team as well. 

64 Squeeze – The Weak Triangle 
by John Anderson 



    The West Coast Offense has had some different types of pass schemes installed in the overall scheme. One of those is the Weak Side Triangle, a play where three receivers attack a side of the field at various depths. This is done in several ways, of which we will cover one of them.

    I want to go through this in a fashion so that we can see how a pass play is designed from square one. In this way, the line of thought can be conveyed and displayed in a way that shows how different variations are considered. So, what we are going to do is examine how to establish a pattern from the very beginning using a play that is common in the WCO at various

levels.

    The play we are going to display is in the category of the weak triangle, which is in our system as “64 Squeeze”. This play starts with the Split End (SE) running the Hook/Out route. The Hook or Out route will vary according to the strengths of the quarterback and the split end. We had always used our split end as the focal point of our pass offense, and this play typifies

that ideal. Once you have made the decision on what you want to feature in this play, you have to establish the play, execute the play, and force the defense to stop the play.

    Pass protection schemes are only limited by how many you want to place in the pass route at any given time. They also limited by the formation you wish to you at any given time.


  

· WCO note – the play in question here is known in the WCO terminology as “X Hook”. When run to the tight end side of the field, “Z Hook”. 

This play is in the playbook of every offense. But, for the sake of the example, we will have “X” run the out route on this play,
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    Now, lets look at the basic 64 route. The split end will run any of about five different patterns, but the Hook/Out route is the main feature. The running back who is set to the weak side will run a swing or wide route to the sideline. 

    This is one of the first plays installed in camp. The basic idea is to run off the defensive back in coverage, and throw underneath to the out/hook route. The running back is used to draw any underneath coverage outside away from the split end and not allow him to drop to take away the hook/out route. If the linebacker drops off to take away the hook/out route, the quarterback simply throws the ball to the running back, who at this time is running up to receive the ball and run up the sideline. This is a simple front/back option keying on the outside linebacker. 
  

· WCO note – the basic route for the back in the WCO is the Shoot route. 

    This would also be true for a slot receiver who is taking the place of the running back in the route.

Now, the basic reaction of a defense is to slide the outside linebacker outside to cover the flat, and drop the inside linebacker farther out and deep into the curl zone underneath to take away the split ends route. Another reaction is for the defense to rotate the safety over top, and settle the corner into the flat to take away the running back. The inside linebacker in this variation will now drop off into the curl zone to take away the hook route. If we allow the inside linebacker to do this, they will have taken away the weakside option with a two-on-three advantage favoring the defense. To resolve this situation, we will drag another receiver from the strong side to the play side to take advantage of the vacant area in zone coverage. This may also apply is many combination or man coverage schemes as well.
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    Notice that in this formation, we have a extra receiver on the line of scrimmage, which also draws up the strong safety. This could be used in the favor of the offense to force an adjustment by the defense and create match ups that also favor the offense. 

    Many defensive teams will send the inside linebacker to support the corners if they feel that the outside linebacker can adequately take care of flat responsibility. 

    Now that we have examined the basic situations we run into concerning what the defense does to stop the weak side option, lets look at what to do with the underneath coverage. Keep in mind that this is not exhaustive. 
  

  1) Drag a receiver from the strong side over – One of the ways to control the inside linebacker is to drag the tight end, or another receiver, across underneath the drops of the linebackers. If the inside linebacker drops away too deep, the tight end is wide open. If the linebacker does NOT drop to take away the split end, there is a open alley to complete the pass. 

This is the same premise used in most WCO offensives schemes.

 

    2) Play Action – Play action draws up the linebackers, so that you may be able to get a receiver behind them.
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    On this particular play above, the defense is using a Cover 2/4 variation. This is one that could go either way, dropping the corners deep or settling them in the shorter zones. The key to this defense is that the match-ups will more than likely be your split end versus the corner, or your running back on the outside linebacker. Once you have established your split end or running back (depending on the defense you see), the tight end coming across may be a viable option later. But, on the above play, we have placed the extra receiver, in the slot to the weak side. The defense may not be in the frame of mind to see that this is the same play, especially if a team is not prone to showing a lot of formation variation. 

    The West Coast offense uses a lot of formation and motion variation. This is also true with adjusting the splits of the wide receivers. Another aspect of game planning uses personnel packages in conjunction with running the same formations, so that the play can appear to be different but still execute the same play. If you have a running back who is a speed threat, it would make sense to utilize his talents as a downfield receiver. The National Football League, as well as some major colleges, used this principle in sending other personnel into wider positions to gain advantages in the passing game. 

Practical Application – Dallas Cowboys 

    I learned a number of things from clinics that were given by Ernie Zampese ( Former Offensive Coordinator for the San Diego Chargers, Los Angeles Rams, and Dallas Cowboys). The Dallas Cowboys under Zampese, didn’t have to run a lot of plays, but what they did run, they ran better than anyone else. Zampese also ran his own version of the WCO, and used the same precepts and principles he learned at San Diego and Los Angeles, and brought them to Dallas after Norv Turner left for Washington. Turner was a quarterback coach under Zampese at Los Angeles, and took the offensive coordinator job under Jimmy Johnson. So many of the plays you will see here were run with the same concepts as Walsh had in San Francisco. 
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    On this 2nd and 8 play versus the Washington Redskins, the Cowboys will line up in their split backs formation (Red Left). Running back Emmitt Smith and wide receiver Michael Irvin, are to the right side of the formation. Tight end Jay Novacek is lined up on the left hand side of the formation. Washington is in a predominately run defense, in what is sometimes called a “Eagle” on the strong side, in that the line is overshifted with the defensive end on the outside of the tight end. Linebacker Andre Collins is lined up on the inside shoulder of the tight end. Linebacker Matt Millen is in the weakside “A” gap playing a run stopper position.

    Both wide receivers will run streak routes downfield. Emmitt Smith will run the swing route to the weakside. Jay Novacek will slam release off of linebacker Andre Collins and run his shallow crossing route, thus making up the triangle route in the pattern.

    Quarterback Troy Aikman will see that Irvin is covered by Corner Darrell Green. Linebacker Wilbur Marshall, who is playing the weakside end position, cannot get outside quickly enough to take away the swing route by Smith. Collins and Millen have taken away Novacek. Aikman sees the advantage on the outside and makes a quick pass to Smith in rhythm, allowing Smith to gain the sideline for a five yard gain.

[image: image77]
    Later, in the same game, the Cowboys will utilize the same play with a  little bit of window dressing. This route looks similar to the “Drive” route. Dallas starts from a slot formation, and uses motion into a “Bunch” formation. The play is run the same way, and adds another option in that you have a speed receiver running the shallow crossing route. The tight end is coming in behind the inside linebacker, pressuring the safety and the linebacker.

    Washington is running a form of match-up zone, where the corners will run with the wide receivers. Even though the play seems to be initially covered, Dallas has two chances on this play to be successful. Dallas has Emmitt Smith on linebacker Monte Coleman, though Coleman is a quick linebacker. Smith may have a play to turn up the sideline for a few yards.

Irvin may be able to pick up a step or two on corner Darrell Green. This crossing route by a speed receiver more times than not will be a viable option.
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    This first and ten play shows the Cowboys in their “Strong I” formation. The Cowboys execute the same play versus this 3-4 Defense. In a match-up like this, Michael Irvin on corner Tim McKyer is a match-up favoring the Cowboys. Irvin is too big for McKyer to consistently cover in a single coverage match-up. But, on this play McKyer does cover Irvin, and forces

Troy Aikman to check down. Running back Emmitt Smith doesn’t have a free alley to the sideline, and makes a small crease for tight end Jay Novacek.

    The flanker on this play, Alvin Harper (80). has a couple different options on this type of play from the close formation his is aligned in. One would be the fly, or streak route, down the field. The second would be the fade route down the sideline, running to a point 6 yards away from the sideline, and about 20-22 yards deep.
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    In this example, the Cowboys run a variation of the play using a different pass protection scheme. The Cowboys utilize both backs in protection, and use a “chip” technique at the edge of the protection using running back Derrick Coleman (44). Fullback Daryl Johnston will also help on the edge in protection. The Cowboys are trying to neutralize the effect of the Packers pass rush, and potential blitz situation. Green Bay has all three of their linebackers within three yards of the line of scrimmage. But, the Packers will drop into zone coverage, and thus have seven defenders to cover three initial receivers.

    In looking at the coverage at the snap, the pass protection is excellent. Wide receivers Alvin Harper (80), and Michael Irvin, will execute their pass routes. Tight end Jay Novacek will execute his crossing route slightly deeper in this play.

 

    The Packers coverage scheme is excellent, in that cornerback Terrell Buckley (27) has passed off Harper to safety George Teague who is playing the deep half of the field behind Buckley. But, after passing off Harper to the safety help behind him, Buckley drifts outside and deep. QB Troy Aikman doesn’t see Buckley dropping into his passing lane, or thinks that he has more room than he does and is deceived by Buckley’s movements. The timing of the route is flawless, but Buckley drifts into the passing lane as Aikman throws the ball. Buckley makes the interception and creates a big play for the Packers.

 

    In this situation, the better option was for Aikman to dump the ball off to Coleman, seeing he has Novacek to block the linebacker who is nearest in the area. This is a portion of the play Dallas has used over the years with great success, but Aikman’s decision making progression on this play was poor. However, Dallas’ success rate over the years have been magnificent, just not on this play.



Practical Application – San Francisco 49ers
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    75/76 Shallow Cross – This play utilizes the same theory as did Ernie Zampese’s play in Dallas. The Walsh version used a shorter split by the split end, and usually ran a receiver underneath him on the shallow cross coming across the field as the primary receiver. The split end and the running back have the same type responsibilities, but the route by the tight end is run on a deeper angle going to 9-10 yards instead of 4-5 yards. The flanker on this play has the primary responsibility of the man

coverage “alert”. If he detects man coverage, he runs the seam route which includes a big play opportunity. Otherwise, he tries to draw two defenders. The checkdown begins with the shallow crossing route, in that he uses the same technique in reading the coverage as the “Drive” route. Next will be the tight end, then the split end with the safety valve being the running back. This will be a five step drop by the quarterback.
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1992 game 15 San Francisco at Tampa Bay 1st and 10 on SF 20
    Notice on the above play, that the fullback takes a short cut to get to the shallow crossing route that is normally used by a wide receiver. Everything else is normal in the 49er execution of the “Shallow Cross”. 

    Quarterback Steve Young (8) sees the flat angle by the outside linebacker to the split end side. Fullback Tom Rathman (44) has protection first responsibility to seal the “A” gap to his side, then release into his route if no linebacker shows 

himself in his area of responsibility. As a result of Rathmans release, and the wide route by running back Amp Lee (22), the Buccaneers middle linebacker Brownlow (55) rotates straight back instead of rotating outside to take away the curl zone

area. This opens up the hook route coming open outside of him by wide receiver Jerry Rice (80). Though cornerback Ricky Reynolds has deep help from safety Mark Carrier, Carrier cannot get up quickly enough to take away the route.

The result is first down for San Francisco.
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    On this first and ten play, the Niners face a hybrid nickel defense by the  Washington Redskins. The Redksins will show three defensive linemen, three linebackers, and five defensive backs. The Redskins will run a cover two match up zone concept that “bumps” their underneath coverage to adjust to any motion.

    The 49ers will use a shorter split with the split end, and align wide receiver Mike Sherrard, in the fullback position in the backfield. The Redskins will counter with defensive back A.J. Johnson shadowing Sherrard six yards deep from the line of scrimmage. In this coverage Johnson will cover the number two receiver to any three receiver side.

    At the snap, the Redskins will rush only three and leave eight in zone coverage.

    The Niners will bring wide receiver Jerry Rice downfield drawing two defenders away from the primary receiver John Taylor, who is running the shallow cross. If Taylor comes open, Rice will have cleared some defenders downfield for him. Sherrard comes around Taylor and runs the twelve yard hook route. Sherrard draws two defenders himself on the hook

route. Cornerback Darrell Green (28) follows his responsibility and bumpsoutside to pick up the wide route by fullback Tom Rathman. Linebacker Andre Collins (55) releases Taylor inside to linebacker Monte Coleman (51), whom covers Taylor perfectly coming across the formation. Tight end Brent Jones comes across the formation being trailed by linebacker Wilbur Marshall. Quarterback Steve Young (8) finds the open Jones, and fires the ball perfectly into Jones, resulting in a 9 yard gain.

    This play requires attention to detail and flawless execution in which to be successful. For years, the 49ers have utilized their personnel in the best possible fashion to take advantage of their strengths and minimize their weaknesses. This play is one of a long line of plays that point to the precision necessary to sustain play after play, producing long drives.

    The flexibility of the 49ers West Coast offensive system provides a vast number of possibilities for variation in personnel packages, formation variation, and motion variation to produce the desired success. 



Conclusion:
    In this article, I have attempted to show how a pass pattern is built  upon, and tweeked upon to take advantage of different defensive packages, coverages, and schemes. Basic patterns can be built upon to take advantage of whatever weaknesses or mismatches that can be found. You don’t have to continuously change plays, but vary the same approach to a point that

it looks like your running many different plays.

    But, as always, it still comes down to precision, execution, and the constant striving for excellence. This also comes down to a commitment by the players and the coaching staff to excel to be the best at what they do.

What goes into a game plan? 
-------------------------------------------------------------------------------- 
By Jim Donnan 
Special to ESPN.com 

Rather than predicting what each team's game plan will be in the Miami-Tennessee matchup, this week I will give you an idea of how those game plans are formulated and what the teams may be doing in the days leading up to the game. 

Game planning actually starts in the offseason, especially for the non-conference opponents teams do not see on a regular basis. The coaching staff will watch tapes, break down games from the previous season and spend plenty of time preparing a winter report for each opponent after the recruiting season ends in February. 

That will be followed by some work during spring practice and a summer report that will set up a lot of the plans for the upcoming season. 

Such early preparation gives coaches plenty of time and takes some of the pressure off. Staffs can spend a month looking at film in the offseason rather than cramming everything into one week during the season, leaving game week free to polish and perfect the plan already in place. 

Few big changes are made during the week leading up to a particular game, but a lot of what happens is dictated by injuries. 

As far as this game is concerned, Tennessee likely did not watch Miami's last few games and come away deciding to make wholesale changes. The Vols have probably not decided they are going to run right at the Hurricanes suddenly-weak rush defense on every play, but an injury to wide receiver Kelley Washington and the return to full health by running back Cedric Houston may result in some minor adjustments. 

While preparing his players to face the No. 1 team in the nation a coach has to build up his motivational plan throughout the week, stressing what strengths can be utilized. False hope is always a poor way to communicate -- the coach needs to be concise and to the point while shooting straight with his players. 

It is also good to keep the team loose but not being dead-serious all the time. I once rode a steamroller into practice to emphasize to my players that we could either be the pavement or the steamroller. 

Daily short talks about pride, teamwork, unity and putting forth a great effort are vital. Tradition must be be stressed, as well as the fact that big games are often lost with turnovers, penalties and special teams mistakes. 

Finally, I always maintained that we had to avoid mistakes and playing loose and constantly used the slogan "We are the best third-down team in America!" 




The final countdown 
-------------------------------------------------------------------------------- 
By Jim Donnan 
Special to ESPN.com 

Playing at home makes the weekend of the game a little less stressful, and here's a look at a sample itinerary for the home team starting with Friday's practice. 

Friday 

4:15 p.m. - Depart for stadium for practice 

4:45 p.m. - Practice 

5:45 p.m. - Depart for dinner 

6:00 p.m. - Dinner 

TBA - Movie 

9:30 p.m. - Arrive Ramada Inn 

9:35 p.m. - Team meeting 

TBA - Snack 

11:00 p.m. - Lights out and quiet! 

Saturday 

8:00 a.m. - Wake-up call 

8:30 a.m. - Chapel 

9:00 a.m. - Pre-game meal 

9:00 a.m.-11:00 a.m. - Taping (all ankles and knees taped at hotel) 

11:05 a.m. - Team meeting (everyone ready to leave for stadium) 

11:10 a.m. - Depart for stadium 

11:20 a.m. - Arrive at stadium 

1:00 p.m. - KICKOFF! (Buses will return from stadium after game) 
  

Sunday 

2:00 p.m. - Treatment/training room 

2:00 p.m.-3:30 p.m. - Optional weightlifting 




Plenty to be done 
-------------------------------------------------------------------------------- 
By Jim Donnan 
Special to ESPN.com 

In my days as a head coach I delegated various aspects of the offensive game plan to each member of my staff. Here is a look at how weekly preparation was organized and the different aspects handled by the coaches. 
  

Game Plan Organization 
1. Opponent breakdown 
2. Emphasis - Cut-ups 

A. Situations 
 1. Fronts/stunts/dogs/blitz 
 2. Formations 
 3. Red Zone 
 4. Goal line 
 5. Short yardage 
 6. Coverages 
 7. Special Plays 
 8. Down and distance 
   a. P and 10 
   b. All 1st downs 
   c. 3rd and medium (3-6 yds.) 
   d. 3rd and long (7 or longer) 

3. Handouts to players 
4. Staff weekly organizational chart 
 A. Team schedule 
 B. Staff schedule 
 C. Game plan 
 D. Bulletin board 

5. Self-scouting 
 A. Down and distance 
 B. Formation hit chart 
 C. Field position chart 

6. Go-for-two chart/Kill-clock chart 
7. Pass check list 
8. Run check list 
9. Specific situations game plan 
 A. Overall game plan organization 
 B. Fronts/games/stunts 
 C. Coverage 
 D. Red Zone 
 E. Goal line 
 F. Short yardage 
 G. Screens 
 H. Base runs 
 I. Base pass 
 J. Blitz pick-up 
 K. Two-play huddle 
 L. Play action 
 M. No backs 
 N. Options 
 O. Two-minute offense 
 P. Two-point plays 
 Q. Victory offense 
 R. Slow and fast safety 
 S. Freeze play 
 T. Special plays 
 U. Shifts and motions 
 V. Must-runs 

In addition to game-planning responsibilities, each coach was in charge of one or more more of the following areas for practices 

Practice Organization 
1. Position 
 A. Offensive line 
 B. Tight ends 
 C. Running backs 
 D. Wide receivers 
 E. Quarterbacks 

2. Practice schedule 
3. Scripts 
 A. Inside 
 B. Inside skelly 
 C. Skelly 
 D. Team pass 
 E. Team 
 F. Blitz pick-up 

4. Distribution of practice schedules and scripts 
5. Equipment 
6. Practice areas 
7. Filming of practice 
8. Meeting rooms 
9. Scout team 
10. Center-quarterback exchange 
11. Team take-off 
12. PAT and go-for-two 
13. Gauntlet 
14. Inside drill 
15. One-on-one WR/DB 
16. Inside skelly 
17. Skelly 

The staff duties for game week begin on right away on the Sunday following a game. As you can see, actual practice time makes up a small fraction of the game preparation. 
  

Coaches Duties 
A. Sunday 
 1. Grade film 
 2. Run game stats 
 3. pass game stats 
 4. Game summary 
 5. Turn in grades 
 6. Staff meeting 
 7. Review tape as a staff 
 8. Injuries 
 9. Self-scouting 
 10. Breakdown of opponents last game 
 11. Formulate scouting report 
    a. Base fronts 
    b. Coverages 
    c. Stunts/dogs/blitzes 
    d. Down and distance hit chart 
    e. Field position hit chart 
    f. Personnel 
    g. Cover page 

B. Monday 
1. Complete scouting report 
2. Copy scouting report for distribution 
3. Concerns vs. 
   a. Base runs 
   b. base protections 

4. Formations - Shifts and motions 
5. Lits runs by formation 
6. List passes by formations 
7. Goal line package 
8. New ideas 
9. Individual meeting 
10. Goals meeting 
11. Review Saturday game tapes (players) 
12. Practice 
13. Scouting report distribution 
14. Kicking game responsibility 

C. Tuesday 
1. Options 
2. Two-play huddle 
3. Red zone 
4. Play action 
5. Sprint package 
6. No backs 
7. First down 
8. Screens 
9. New ideas 
10. Review Monday 
11. Individual meeting 
12. Special teams 
13. Practice 

D. Wednesday 
1. Complete goal line package 
2. Short yardage upfield 
3. Special plays 
4. No huddle 
5. Third down 
6. Must-runs 
7. Special motions or shifts 
8. Fourth down 
9. Two-point play 
10. Review Monday and Tuesday 
11. Individual meetings 
12. Special teams 
13. Practice 
14. Begin tape breakdown of next opponent 
15. Recruiting 

E. Thursday 
1. Pre-game plan ready 
2. Wristbands 
3. Review 
 a. Short yardage/goal line 
 b. Red Zone 
 c. Third and long 
 d. Two-minute offense 
 e. Blitz pick-up 
 f. Down-and-distance tendency 
 g. Two-play checks 
 h. Two-point play 
 i. Special plays 

4. Begin tests and tips 
5. Individual meeting 
6. Practice 

F. Friday 
1. Give tests and tips 
2. Final adjustments 
3. Final game plan 
4. Game objectives 
5. Emphasis 
a. Game plan 
b. Special situations 
c. Special teams 
d. Offensive substitutions 
e. Review anything new 
f. Overtime 
g. Victory offense 
  




EXAMPLE GAMEPLAN CALL SHEET 
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Planning and Preparation 
First of all, I’m delighted to be here, because I do have some experience coaching in the state of Texas. I coached at Rice for a few years. I know this room is not comprised only of Texas coaches, but there is nothing like Texas football. 

We had a quarterfinal championship game going on at Rice Stadium one year while I was there. I think it was Yates and 
Willowridge. And, of course, there was a double-header. One game was played at the Astrodome, and one game was played atRice Stadium. The Astrodome game fin-ished first and there were, roughly, 20 to 30,000 people in Rice Stadium and another 10,000 in the parking lot, trying to get into the stadium. It doesn’t get any better than that. 

I’m delighted to be here and delighted to share just a little bit with you this evening. Now, I realize that I don’t know all there 
is to know. And that’s important, because I think, for a football coach, once you realize that you don’t have all the answers, then you can really start to bring a lot of other people into the process. And that is what’s important to me. 

Now, I was fortunate enough when I started playing college football at Michigan State that I had one of the legendary 
coaches in Duffy Daugherty. Duffy said something that I think is important. “It’s bad luck not to have good players.” I think all of us can appreciate that. 

Everyone talks about the X’s and O’s, but there is no question that, if you’ve got great players, you enhance your chances. 
But I took it just a little bit further than Duffy took it. Because I am a big believer in teams; and I said, “It’s bad luck not to have good coaches.” And, especially, in the job that I have as head coach, you can’t do it all. You can’t slow the team down by hav-ing everyone wait on you. So, in our sys-tem, we have got to have good coaches. 

I thought I would share something that our program relies on every week. We call it our “checklist.” It’s something that I think we need and, maybe, you even need, to use every week as part of your preparation. 

I guess the first thing to ask myself is, “what is a checklist?” And, for me, that gets kind of easy, because I’ve been fortunate to be married now going on 22 years. The way I describe a checklist is, it’s called “honey-do’s!” 

Now, some of you are familiar with honey-do’s. It’s getting to the point now where even single guys get honey-do’s. 
That didn’t used to be the case, you know, only married guys got honey-do’s. But, when I come home, my wife says, “honey, do this.” And she’s kind of adamant about it and kind of routine in the list that she gives me. 

Well, I think, for us, our checklist is really just honey-do’s, things that we want to check off every week to make sure we’re 
prepared and make sure we’re doing all the things, in terms of proper preparation for our football team. 

Why is the checklist important? I believe in our system, that it’s important because it gives us consistency, so that, every week we don’t let anything slip through the cracks, that all of the situations that you talk about, all of the things that you know 
might happen in the ballgame, you’re pre-pared for. So, it’s important, in terms of us having the consistency that we need each week, in terms of our preparation. What I’m going to start with is just our basic offensive checklist that we use each 
week. 

The first thing is that we try to make sure that we create a theme. Now, you can have multiple things. You can have total-team things, or you can have defensive/offensive special teams. 

But we went back to a period of time that was pretty good for us in our 1999 run for the Rose Bowl. We gave our team a 
thought process that we thought would carry us through the week. 

I think we were sitting 3-0 in the Pac-10, at one point and everything became more focused. We only had five games left to go in the conference, and if we could win five games, there was no question we would be 
the conference champion and represent the conference in the Rose Bowl. 

So we came away with little things. We said, “the ring is the thing.” Because, if our guys could focus on accomplishing that 
championship ring and envision that, internalize it, then we would have a better chance. 

So each and every week, one of the major things that we like to do with our foot-ball team is try to create a theme, try to get 
something that we could focus on. 

We always like to sit down each week and make sure that we are working toward our strengths. I’m fortunate enough that, of my 24 years in football, I spent three years of that with the Minnesota Vikings and Denny Green and Brian Billick. 

One of the things that was big there was knowing what you do well. So, we focused a great deal of our energies on making 
sure, every week, that we clearly under-stood what we were good at and that we never took that out of our game plan. 

Identify and Attack Personnel: For us this is huge. Because, just like we identify that we have a strength, so does your opponent have a weakness. There is something that they don’t do well. 

We try to make sure that, as a coaching staff, every week, we find that one point or two or three, some weeks, if we’re lucky. We try to make sure that we focus and attack those points. 

We try to make sure, like everyone does, that we study, study, study our ten-dencies. We self-scout. But, if you notice there, I added not just “self-scout” but “self-scout through the eyes of your opponent.” And that is drastically different than how you see yourself. 

It is really how someone else views you. 

How does your opponent look at it? 
What does he believe are your strengths? 
What does he consider your weaknesses? 
Make sure you understand yourself through his eyes and not just yourself, alone. 

Right now, everyone has changed again, but there is a big push, and still very much so, for blitzing, pressure defense, 
zone blitz, the combination of the two. 

We like to make sure that, in our game plan, as we prepare for the week, that we have blitz-breakers in there, that we under-stand the zone-blitz concept and we have things in place to defeat those. So, every week, those things are looked at. 

Develop a Plan to Defeat 8- and 9-man fronts: Right now, that is, for us, a big deal: Where is the drop-down safety? 
Where do they have him? 

You can imagine, most of us who run the zone scheme, get used to sending that full-back, backing the backside out of your I-for-mation. But, yet, that’s not where the drop-down safety is. Maybe he’s on the front side. 

How does your scheme handle taking care of that guy? How can we get your extra guy to where you need to be? 

So, in our plan, we try to make sure that we have guys that will position themselves, in terms of our preparation, to handle eight-and nine-man fronts. 

Develop a Plan for Things You Can’t Practice: Now, I heard coach Paterno talk earlier, and I think, somewhere in there he said, “make sure you don’t do things that you don’t practice.” I think that’s important, and I really agree with him. 

But, at the same time, under the present rules that we live with in college, we’ve got, roughly, 20 hours that we can practice. So it is difficult to cover everything that you need to cover. 

So, we try to make sure that, in our plan, we have a plan for things that we can’t practice. Case in point would be, as we 
went through the season this year, it had always been a part of our program, to practice backed up. You’re down on the three-yard line, and you go through your offensive style of coming out of that area. 

Well, as we went through the season, we didn’t have a lot of back-up situations. So, what we did was take back-ups out of practice, which meant now we’re not practicing it, because we had very few opportunities to use it in a football game. But you still have to have a plan for your it. 

So, we wanted to make sure that things of that nature that we don’t have the opportunity to practice all the time, that we didn’t forget them during the course of the week, that, during our mental preparation, we prepared ourselves for that. 

Develop an Opening Game Script: That is out of the Bill Walsh school and the West Coast Offense and the teaching progression that he had, most people now go to a 12-to-20 play script to start the ball game. 

This would be very similar to what he we used for one of our ballgames. I listed nine plays and that was one of our latter ball-games of the year. 

And you can notice that the mode is probably top-heavy for us, even, with the run. Because part of our theme, and 
against this particular team, was to establish the physicality of our football team in early this ballgame. 

So, we had a huge focus in the ball-game on our run portion. And off that, we had a huge portion developed to our play-action passes coming out of that. 

So, for us, it was critical to have that progression, 12-play script, match our theme for the week. 

The next situation that we wanted to make sure that we had prepared for was our second and short. I list second and 
short as a waste down. That’s the down, that second and one, maybe second and two, that you feel like you can afford to take a risk or take a chance. 

Well, I say it depends on the game. Second and shorts are not always a risk situation for us. It depends on who we play, 
the conditions of the game, field position, and on how we respond to it. 

But, as we went through our practice sessions, we like to have that situation some weeks classified as a waste down. 

Now, the other part of that is important, because Coach Paterno really hit on some things that I think really fit with what I’m 
hoping on giving to you today. He said, or he might have even said “Bear” Bryant said it, “keep your game plan small.” 

For us, in the course of a game, we will rarely see more than three, maybe four, at the max, second and short situations. So, 
the question then becomes, “how many calls do you need in your game plan for that situation?” 

So I said, “limit the number of calls.” And I put “four” here, because we’ll probably have on our game plan only two runs and, maybe, two passes in that situation, other than a special, where we might want to go, in looking at it from a waste-down situation. 

The next situation we want to make sure is on our checklist is third and long. That was a very difficult situation for us, simply 
because it is very easy in that situation to always be locked in to the pass. 

So one of the reminders that we give ourselves is to not always pass. You try to reduce that percentage down to where you force the team to defend some phase of your running game, not just know that they can bring in a nickel-and-dime and not 
have to worry about any aspects of the run game. 

Third and Medium: We want to make sure that we have those plays, those formations that we think are appropriate to 
that situation, hoping to give us an advantage on third and medium. 

Sudden Changes: From an offensive standpoint, what we try to prepare for in Sudden Changes is more than just the situation, itself. It’s really the attitude, because, really, there are two opposing attitudes that we feel like we’ve got to deal 
with. 

One is the defense. Up or down? How do they come on the field? What is their tendency? What is their mode of operation? 
Will they come after you? Will they wait till the second down and come after you? Will they play soft? Will they be cautious? 
How do they play? 

So we try to make sure that, in our thought process of sudden change, we try to account for all those situations, in terms of attitude and mind-set. 

Backed Up: As I mentioned before, we took that out of our game plan, in terms of practice, but we never leave that situation unprepared and not have a written plan for it in our paper trail in preparing for the football game. 

Short Yardage: If you notice there, I put back in “Second Down” simply because you don’t want to get it as a waste down, 
earlier. But there are times that we will look at it only, depending on the game, the team we’re playing, the situation, to get the first down and keep the chains moving, and not use it as a waste down. 

But we want to make sure that we’ve got our short yardage offense in place and that we’re well-drilled on it, and that our guys understand exactly what we’re doing in that situation. 

Goal Line: I listened to Les Steckel talk a little bit at this convention a couple of years ago. And I picked up something from 
him I think he had applied to red zone as well. He gave himself a situation when there was no time on the clock, or what I 
call must-win, must-make-a-play situation. One of the things that we’ve done in our goal-line package throughout the season at some point is add one play with no time on the clock. This lets your guys know that the play has to get to the end zone, and not just running your normal goal-line offense or goal-line mentality. 

Four-Minute Offense: This is another one of those situations for us that we don’t practice a great deal. We’ve kind of taken it out because of time allotment. But we always stress to our young men all of the intangibles that have to be executed there. Protect the football if you’re on offense. Stay in bounds. Get the ball out-side the hash so we can burn up as much clock as possible with the placement of the ball by the officials. Little things of that nature that give you a chance to take as much time off the clock as possible and put yourself in that win-win situation. 

Two-Minute Offense: The execution and the mechanics of it. This is something in our system that, for us, is bigger than just 
two-minute executions. We have always used the two-minute as a tempo-setter for our practice. On days that we’re struggling, our guys are not working very well, aren’t moving around very well, I will often change the practice schedule right then and there and go into two-minute. First of all, your defensive linemen, as soon as they hear “two-minute,” what do they think? “Rush the passer! Get up the field! Get going!” Your receivers, what do they think as soon as they hear two-minute? “Okay. Boom! Let’s go. Let’s get off the ball. We’ve got to make plays down the field and step out of bounds, etc.” 

So, for us, we love practicing two-minute, because, one, you need it to win football games but also because it gives us an increase in our tempo and can change our whole practice process. 

Red Zone Offense: Whatever yard mark you decide, the 20, 25, etc., we want to make sure that we’ve got a great plan for 
our Red Zone offense. In looking at the stats from the NFL a couple of years ago, I think they took the top five teams that year that were going to the playoffs. They took the bottom five teams that didn’t make the playoffs, and they compared their Red Zones. 

It was amazing that the number of opportunities in the Red Zone were basically the same. What was the difference? The difference was, when in the Red Zone, the teams in the upper playoff category scored a touchdown. The teams in the lower division that did not make the playoffs did not score touchdowns. 

So, when I say what’s “important,” it’s important not just to get in the Red Zone, but to score touchdowns. And we want to make sure that we’re doing everything, in terms of our planning, to put us in that position. 

Fourth Down Calls: In our system, our coordinators have become accustomed to not having fourth and short calls. How 
many times have you been in, say, the plus-30 area and it’s a little too far up for your field goal. Yet, you don’t want to punt, 
because you know your punter probably puts it in the end zone, and you’re right back to the 20? 

In our system we make sure that, throughout the week, we have some fourth and six, fourth and seven, fourth and eight 
calls that we practice. We do that so when we get in those situations in a game, we have a plan. 

So we try to make sure, in our system, that we’ve got fourth down calls that are outside of that fourth and short area that 
you normally give a call. 

Again, kind of borrowing from Les Steckel, we make sure that, in our plans and in our preparation that we prepare for what we call “must-win plays.” These are plays where you’ve got one play in the game and you’ve got to score from that position. We try to make sure that we’ve got, from the plus-40, plus-30, plus-20, plus-10, etc., plays that we are prepared to score with. And our players have the mind-set that is exactly the play that is called for in that situation. 

Two-Point Plays: I think everybody has a few of these. There is nothing new there, but it’s something that you have to have to make sure you execute and your kids are on the same page with you. 

Our “Specials”: I think some people call them trick plays. I learned something, when I went to Stanford, with Denny Green 
in 1989 about creating the right call process and creating the right mentality. 

He never called a gadget play, a trick play; he never put that title on ‘em. He said, “Any play we run in our system is designed 
to gain four yards. That’s it.” Now, what was so important about that to me was that it created a mind-set on our players’part, that, if the play didn’t gain four yards or it had a loss, nothing was lost. How many times do you see teams that, 
when they try a special play, it doesn’t go right and, all of a sudden, there’s an emotional fall? 

But, if you tell your team that we’re inter-ested in gaining four yards from every play in your system, then, to them, when you 
haven’t made a play in that area, nothing is lost; it’s just another play. They stay on the same emotional level that they play with all the time. 

So, we try to make sure that we have that play in there, but we also talk to them along the lines of: ‘This is just a play in our 
system.’ 

Base Running Plays: Nothing new there but the things that we put in every week to counter the normal, average fronts, 
under, over, bare, etc. We always like to make sure that we’ve got a few draws in our system. And, then, we like to make sure that we list what we call our best runs. And, to us, that’s important, because, sometimes, during the course of a ballgame, there comes a time when you have to get back to what you do best. 

Sometimes, as coaches, we can try a lot of things; you can get off in a lot of areas; and you can get away from what is really 
important. So, we like to make sure that, in our game plan, we list somewhere “our best runs.” 

Base Passing Plays: Our quick passes; what we call our “action passes.” For us, the action pass is play action, but it’s play-action with a focus being on our backs. These are the ones that we’ll probably use in a short-yardage situation, where we fake it to one back and there’s another back in the flat, or do something to get the ball to the back. 

Play-Action Passes: We try to make sure that we’re coming off the run action and we try to feature the wide receivers. 

Movement Passes: Dashes are popular, sprint-outs are popular, boots are popular in this area. So we try to make sure that 
we have that category included in our game plan. 

Pass Specials: Fake reverses, throw the pass, halfback pass, things of that nature. Each week, we’ve got those included 
in our game plan and we’re prepared to use them. 

I’ve always heard some coaches use the theory that, if we can get our special play up first, that we want to do that. We 
want to make sure that we show our spe-cial play, our reverse, our halfback pass, first. 

Well, what we try to think of is not “first,” but “what is the right time?” What gives it the best chance to be successful? 

Screens: These are our blitz-breakers. We were fortunate, I think, in the years at Stanford, that we used what you’d call the 
“jailhouse screen,” or the “wide-receiver screen,” and we used those in many cases to eliminate the blitz pressure. When you 
get the pressure, the receiver comes down, finds the blocker, you kick out the guards and center to meet up on the safeties, and you have success. In a span of about three or four years, we had about five touchdowns off that play in blitz situations. 

Best Pass: Know that pass, one that your quarterback throws well and your receiver runs best. This year we were blessed that one of our best passes was just a simple lob pass. We had a young man from Seattle who was 6’7”, depending on who you talked to, 235-240 pounds and ran pretty well. He played on the Stanford basketball team. What we would do when we got in trouble: We lob the ball to him. The quarterback could throw it, he could catch it, and you’ve got a chance to win and be successful. 

So, we wanted to make sure that we always had somewhere in our package our “best pass.” 

That coincides with your best player: Make sure that you get the ball in your best player’s hands. 

We had a difficult start in this year’s Seattle Bowl. The team didn’t have a lot of energy, they weren’t moving very well. Our 
opponent was doing a great job against us. We stopped just for a second and thought to ourselves, “one of our better players had not had his hands on the ball, and we’re going into the mid-point of the second quarter.” 

What we did immediately to start getting the energy and get our team moving was find that player’s best pass and get him the 
ball. It seemed to be just an easy, simple throw. We threw just a three-quick-step hitch to one of our wide receivers. He takes it, boom, scoots for 15 yards. Now he’s in the game, and we start getting some energy and come back with just 
a little one-step, quick screen to him, one-man screen. Boom, he takes off, another 12 yards! 

Make sure you don’t forget in your game plan to have plays for your best player. 




Defensively : We’ve done the same thing. So, you can almost take the chart that we’ve given you and just flip it as we go 
through it. 

Create a Theme for the Week: Work to your strength, identify, defend and attack personnel. If they have a guard that’s weak, how you can get your best player on them and attack their personnel. 

Study Yourself-Scout Through the Eyes of the Opponent: The same thing that we talked about on offense, we want to 
know how their offense views our defense. What is it that they see that we don’t see? 

Develop a Plan to Defeat Their Favorite Runs and Passes: A case in point is, most teams, at times, have had problems defending the counter. 

Try to Define, Try to Defend, Try to Identify: What is the best way to play the counter? Do you have your defensive player 
take it on, inside shoulder, have the play continue downhill, and you have him cross-facing, force it to bubble. 

But one of the things that we like to make sure of, when we’re preparing for those favorite plays, is that we understand 
the nature of the play. What does the back like to do best? What’s the team like? Do they like for this particular runner to be a downhill runner? If he wants to be a downhill runner, then you want to force him to bubble. Maybe he doesn’t bubble well. Force him to do some-thing that he doesn’t do. If he likes to bubble and bounce, then we’ll take it straight on, make him a downhill runner, keep him inside where we can defend him. But we want to make sure that we develop a plan to defeat their favorite runs and favorite passes. 

Have Adjustments vs. Unique Formation and Personnel Groups: So much of that falls on the shoulders of your secondary coach. He’s got to make sure he’s got all the adjustments in place that don’t leave any open gaps or a man running free. The defense has to adjust to formations, to make sure we have all our gap 
responsibilities taken care of. Awareness to the Style of Offense: Do we need special things in because this team is different? 

What do they bring to the table a little bit different? 

Suppose we’re playing the option team. How does that affect us? How does it affect our practice plan? In the past we’ve had an extra period of practice where we can work on the option. Take in the first offense, let them run the option. 
But make sure that we’ve got a plan in the works on the style of offense that we’re going to face. 

Defend Their Best Players: I think that goes without saying. Who is it that you have to take away? Whether it’s in the 
passing game or the running game, how do you do it? Defend their best players. 

Second and Short: What is their philosophy? Will this offense waste this down anytime they have second and short? Will 
they be conservative? How do we play it? Have a plan for it. 

Third Down and Long: What do they like to go to? What are their personnel substitutions? How do we match up? What gives us the best chance? 
Third Down and Medium and Third Down and Short: How do we want to play it? What is our plan? 

Sudden Change: On defense, we say, “It’s all attitude.” How Do We Walk on the Field? Be Aggressive. Stop and Take Away a Great Momentum for Them. 

Backed Up: Have a plan for that. 

Short Yardage again. 

Goal-line Defense. 

Four-minute Defense: Get your guys to understand that we need the ball back. Let’s strip it. But, at the same time, don’t give ‘em a score. We were playing Washington this year, up in Seattle. They go up, we come down. Time’s running out on the clock. We need to take it away. Unfortunately, in our aggressiveness, we gave them a final score, which now eliminated any chance we could of winning the football game. So you want to make sure your players understand that situation, you have to take away from, the offense. 

Two-Minute Defense: I put “Prevent” there because, usually, the rule of thumb is that the prevent defense can prevent you 
from winning. 

What is your plan there? Will you be aggressive? Will you be more like your base defense? How much time is on the clock? What can you take away? 

Red Zone Defense: Do we get aggressive when we get in the Red Zone? How will we change. What do we do? Give it 
plenty of thought to make sure you’re prepared. 

Fourth Down Defense: We added that one. We think fourth and five, fourth and six, fourth and 10. An offense will try to take advantage of that situation because they don’t want to do different things. Or it could be they exhausted all their 
chances and they’re trying to make that last-ditch effort. 

Identifying Must-Win Plays: Again, going back to what I picked up from Les Steckel, make sure the defense is thinking like the offense does. The plays they need to win the game, and the plays we have to defend. 

Two-Point Play. 

Special Plays: With some teams there are certain plays you know they have in their game plan every week. They may 
change the personnel and how they do it. They may run the reverse with a different guy. But it’s going to be there. How do you play it? 
Have your guys prepare: 
• Base Runs. 
• Draws. 
• Best Run or Runs. 
• Base Passes. 
• Quick Passes. 
• Action Passes. 
• Play-Action Movement. 
•Special Screens. 

Protection-Breakers: A couple of key points that we like to make sure every week that we think about, in terrms of special 
teams. 

Kickoff : We were watching a high school all-star game played here, I think it was last weekend, and they used a semi-pooch kick, I think. It was kicked along the right side, and would’ve been caught by what we would identify as our four, where the kicker just pooched it right over the front line about 15, 20 yards back. The player runs down the field, catches it. Great play! 

We want to make sure that we have a lot of kicks in and things that we think we can execute. 

Alignment: We want to make sure that we understand the alignment of the return team. That allows us to determine what 
those kicks might be. Where do we want to place it? 

Blocking Scheme: How would they block it in a zone-blocking scheme, in a man-blocking scheme? Do they like to wedge? 

We need to know those things and make sure we understand them, for our special teams kickoff coverage to be effective. 
That brings us to our coverage. What will we do? Will we loop a guy? Will we take a guy out? Will we work to our quick side? Work to our strong side? 

Specials On Return Coverage: What type of coverage? What blocking scheme will we need for that coverage? Is there a 
special guy who we have to defend? Is there someone we have to put two guys on? 

What Type of Kick: I’ve got a lot of bad memories in Seattle, but I can remember being there. We were winning the game, 
they scored to tie the game. They had a tremendous kicker. We practiced all week, because we knew one of the kicks that they love was a high pooch back to our fullback. Our fullback calls for a fair-catch and drops it! 

All the practice that we’ve done preparing for the different types of kicks we would get still didn’t help us in that situation. But 
you still have to prepare for them. You have to have them in place. Make sure your special is based on what they give you. Is this a team that we could run a reverse on? Is this a team that we can run a special scheme on, something different that allows us to have the advantage? 

Punts. 

Their Rush: Where do they come from? Are they a rush team? Do they like to hold up? 

Our Protection: Are there special things we can do? Can we take our up-back and have him block to a special guy, release him, different things. 

Coverage: Specials that we can run. Can we run the trap? Can we have our kicker keep it? Can we go to pass on it? 

Punt Return: Very much the same. Their protection: How can we attack it? 

The rush. 

Our returns. 

Any specials we can use. 

Field Goal/Extra Point: Very much the same. 

Protection: Their Rush, Specials. 

In closing, I think Coach Paterno, in all his years of coaching has done something I can at least try to continue to do, and that 
is to be very thankful for the opportunity to be a coach. 

I really look at the time that we’re coaching here as the greatest opportunity to coach. I am a little bit different than a lot of 
people because I think I can see opportunity in everything. 

And I kind of reflect back to the events of September 11th, which was a very tragic day in this country. But I looked at 
it just a little bit different. I thought that day was a great opportunity for this country to assume a better and bigger role in 
world leadership. 

As a football coach, I look at it as an opportunity to create the young men that will be the kind of leaders that we need to 
lead us through the very difficult situation, the very difficult times of that kind of crisis. 

I think there is nothing like the game of football. Absolutely nothing like it. I think nothing else can capture the American imagination, the American heart. 

Nothing does it better. So, I am honored to be a coach. 

Even though, for many of you, this checklist may be redundant, but isn’t it the repetition of doing things over and over and 
over that makes a great player and makes a great team? 

So, I’m thankful for the opportunity, and I hope my checklist, the checklist that we use every week, will help all of you as it 
helps us. Thank you. 
  

Inside Three-Step Passing Game — Y Stick 



Diagram 1: Strong Right Y Stick 
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Diagram 2: Pro Strong Right Zone Adjustment Y Stick 
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Diagram 3: Pro Strong Right Man Adjustment Y Stick 
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On behalf of the University of Colorado, Head Coach Gary Barnett, and our entire offensive staff, it is a honor to contribute 
to this year's  AFCA Summer Manual. We hope you will find the following article to be beneficial. 

Facts About Y Stick 
One of our offensive staples is our inside three step passing game. In our offense, the play call is Y Stick. The Stick play has been one of our most consistent and efficient plays. In the 2001 season, we attempted Stick 29 times completing twenty-four for 83 percent completion rate. We use Y Stick on all down and distance situations including both normal downs (First & 
10, 2 & 4/6), and obvious downs (2 & 7+, 3 & 3/6). The Y Stick play is also a part of our red zone offense (+20 and in). Therefore, it has a universal effect on our offense. We run the Stick concept from multiple personnel groups, formations and motions. The final advantage of the Y Stick are the vast concept variations that can come from the base concept with only a protection or tag change up. 

By nature, the Stick concept is designed to be a very high percentage pass play. It is a half ball read that attacks the defensive 
under coverage with horizontal bracketing. The passing clock is quick (three and firm), which both attacks the perimeter with 
speed and aids protection. The Stick con-cept is also an all-purpose play, meaning it works versus all types of coverage including both man and zone. It also holds up very well versus defensive pressure. 

The Concept 
The offensive formation is used to set the horizontal stretch on the defense. The out-side receiver to the field or strength (2) takes a wide split (16 yards). The outside receiver to the boundary or weakside takes a normal split (6-8 yards). On the snap of the ball, the number one receiver playside Z (flanker) runs a go route. He must take an outside release. We call this release a protection release. His job versus two-deep jam coverage is to protect the flat route and pull the half field safety deep. Versus any cushion corner technique he must stem inside to get outside separation and run to establish vertical stretch on the playside deep coverage. 

No. 1 playside should also understand he is the alert. The alert in all of our pass concepts is the potential deep ball based upon either coverage technique or coverage con-cept. The quarterback has the green light to take the alert any time the situation arises over his primary read. Versus bump or press coverage with middle open man coverage (C-0) or middle closed man coverage (C-1), the receiver must create a win with hisrelease, route technique and separation. We want our Quarterback to take the challenge versus one on one with no safety help. 

No. 2 to playside is the Y (tight end). On the snap of the football, the tight end must wall off the C gap. We allow him to take the best possible release predicated by the defensive player aligned on him. On the release, the tight end must get vertical to wall of the C gap. By walling off the C gap, the tight end creates outside leverage on the inside linebacker and inside leverage on the outside linebacker. The tight end should run his route six yards deep. At six yards, the tight end uses a rollover speed break to gain separation off the inside linebacker. If the tight end gets a zone drop from the inside linebacker, he will separate and settle in the seam between defenders. If the tight end gets a man drop from the inside linebacker, he will separate and run away. Another key coaching point is to get the tight end’s head and eyes back to the quarterback because of the three step drop. 

No. 3 to the playside is the flat route. The flat control is run by the formation adjuster. In our base example it is the fullback. It is important that the flat route stay flat. We emphasize width over depth because this creates outside leverage on the outside 
backer which spaces our bracketing on the zone movement key and creates leverage on man coverage. The flat route receiver must get his head around quick. Not only is he No. 1 in the quarterback’s progression, but he also acts as the hot receiver in our strongside scat protection. No. 1 backside is the X (split end). On the snap of the ball, the split end inside 
releases working inside toward the ball. The split end must cross the face off the first inside linebacker weak and leverage 
the inside shoulder of the playside line-backer. If the inside linebackers are zone droppers, the split end must zone adjust by 
sitting down with his numbers to the quar-terback. If the inside linebackers move laterally in a man drop technique, the receiver pushes into the defender and strikes away. 

No. 2 toward the backside is the tail-back. The tailback is the check releases back in our scat protection. The back checks his protection key and runs a wide swing route. He must gain both depth and width on his route. We emphasize both depth and width to create leverage on the weakside under coverage. 

Our quarterback has five basic coaching points on every pass concept. The coaching points are designed to give our quarterbacks a knowledge of our entire offense. We have found by concept teaching with multiple variations this kept things simple and sound for the quarterback allowing him to be the decision maker. The quarterback’s five coaching points are as follows: 
Concept Package: Half ball horizontal read - Read outside/in 
Passing Clock: Three and firm 
Zone Movement Key: Playside curl-flat defender 
Progression :  (Alert) – Go vs. 1/1/ 
                        Bump technique (Primary) – Flat/Stick 
                        (Check down) – Spot 
Protection Rule: 1 or 2 = Hot (Flat route) 

The quarterback begins by identifying the defensive alignment: is it a man or zone shell. Next, we want our quarterback to check his alert route: is the one-on-one challenge available. Versus a man shell with no one on one challenge, the quarterback should anticipate throwing hot and react to his hot key. Versus no hot read, the quarterback simply plays his progression Flat, Stick to Spot. Versus zone shell, the quarterback comes to the line of scrimmage, identifies his zone movement key by defensive structure and makes him wrong with timing and the receiver’s spacing. Below are simple illustration of the quarterback’s reads. The zone move-ment key is identified with a square. 

As mentioned earlier, one of the great benefits of the Stick concept is its multiplicity. We will run stick from all of our personnel groups by using multiple formations and motions to change up the look. The only thing that stops you is your creativity. Below are just a few of our Stick variations by personnel group. 

Diagram 4: Pro Strong Right Flat Route 
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Diagram 5: Pro Strong Right Zone Adjustment Strike 
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Diagram 6: Pro Strong Right Man Adjustment Strike 
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Diagram 7: Pro Strong Right Check Wide 
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Other Diagrams 
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The grand scheme 
Broncos staff, coaches and players devote incredible hours and resources into providing a winning game plan 
By Adam Schefter 
Denver Post Sports Writer 



Two Denver coaches, offensive assistant Pat McPherson and defensive assistant Steve Watson, spend weeks breaking down every formation and personnel grouping from every situation of every play of the past six games every opponent has played. 

For each play, the two assistant coaches detail an astounding 30 categories, to better understand the opponent's tendencies. Assistant coaches secretary Dixie Greer enters the information into Denver's computer database and gets results only a true mastermind could spit out. 

A look at 284 of San Francisco's defensive plays shows that, on second downs between 1 and 6 yards, the 49ers play zone defense 52 percent of the time and man-to-man 48 percent of the time. On third downs between 5 and 7 yards, the 49ers play zone 66 percent of the time and man 34 percent. 

On and on it goes. Every situation San Francisco's defense has been in is spelled out over 100 pages. Shanahan is told how mind-boggling this is. 

"Oh," he said matter of factly, holding open his playbook, "I haven't gotten started yet." 

Not a simple plan 

Within each game plan is a look at the advance work done, the video produced and the brain power Shanahan, offensive coordinator Gary Kubiak, defensive coordinator Ray Rhodes and their army of assistants expend. 

It is hardly a simple plan. Denver quarterback Brian Griese said the game plan the Broncos prepared for their season opener against the St. Louis Rams was the most complex he ever witnessed. 

Tight end Shannon Sharpe said he did not remember the Broncos' game plans being this complicated when he left Denver after the 1999 season. 

Anyone looking at a Broncos game plan could be easily overwhelmed. 

"You wouldn't understand one thing," Broncos wide receiver Scottie Montgomery said, laughing. "You could give someone 10 minutes to look it over and tell them to go out on the field and line up in the right spot, and they could never do it. Never. They'd have no clue. But that's how it is." 

Section II - Runs (45 pages)Developing the plan 
A Denver Broncos game plan is the product of many hours, resources and information: 

Video games: Video department produces 750 30-minute tapes - 350 hours of coverage - of Denver's upcoming opponent's past six games. 

Tendencies: Every formation and personnel grouping for an opponent's past six games is fed into a computer to determine tendencies. 

The plays: Computer database provides diagrams of Denver's chosen plays. It has about 1,000 running plays and 5,000 passing plays on file. For any given game, the quarterbacks must know more than 200 pass possibilities. 

The book: A blue binder, divided into 10 detailed sections including 264 pages. 

Paper chase: 50,000 sheets of paper per week, 800,000 sheets of per season. 

Itinerary: Road games include a minute-by-minute itinerary of the trip, including seat assignments and team bed check. 

Cliff's notes: Broncos coach Mike Shanahan transfers the most pertinent information to an oversized color-coded flipcard he carries on the sideline. 
  

Denver's attack kicks off with its running game, an amalgamation of each coach's ideas. The largest say, of course, belongs to Shanahan and Kubiak, who study film all day Monday, into Tuesday and begin conjuring up concepts they unveil Sunday. 

"When I leave the office Monday night," Kubiak said, "I have a pretty good idea in my mind of what I think we should do. I go home, get a night's sleep, come in Tuesday morning and go over my notes so I know I wasn't just tired in what I was seeing the night before. Then by about noon on Tuesday, I'll take a draft of things that I feel good about to (Shanahan)." 

The Broncos' head coach has been through the same process as Kubiak. Together they compile a list of about 25 running plays with more than 100 ways to implement them. 

Broncos offensive line coach Rick Dennison enters the rushing plays into the team's computer database, which has about 1,000 running plays on file. It spits out computerized drawings of each play against six defenses San Francisco could run against it. 

Each becomes a part of the game plan for Denver's players to learn. 

For the San Francisco game, Denver listed 44 running plays: 21 with two backs, 13 with one back, five in the nickel package, seven in short yardage, three in the goal-line set. Forty of the plays were run out of a specific formation, and four could be run with two formations. 

It must have worked. Against the 49ers, Denver rushed for a season-high 201 yards. 

The publishing house 

The Broncos' headquarters is as much a publishing house as a training facility. 

The Broncos go through 10 cases of copying paper per week - 50,000 sheets of paper - to make up 18 game plans for the coaches and 53 for the players. With each coach and player given a new game plan for every Sunday, the Broncos go through 800,000 sheets of paper per season. 

The two hardest workers at the Broncos' training complex might be the copying machines, which are forced to retire from the team every two seasons. 

The machines work overtime, running into the night on Monday and Tuesday, and as early as 4:30 a.m. Wednesday, when Greer starts copying game plans for each player to have when he reports to the 9 a.m. team meeting. Section III - Passes (22 pages) 

Whereas Dennison prints out drawings of running plays, tight ends coach Brian Pariani does it for passing plays. The Broncos' database has about 5,000 passing plays on file. 

For the San Francisco game, Denver listed 64 passing plays, which could be used out of four or five formations depending on how the defense adjusted. For any given game, Griese has to know more than 200 pass possibilities. 
  

Denver Broncos video assistants Mike Mascenik, left, and Steve Boxer prepare a huge amount to tape for each game. At left are the tapes for the Broncos game against Buffalo on Sept. 22. 

"The game is so meticulous now," said Kubiak, a backup quarterback in Denver from 1983-91. "When I was a player and (Shanahan) was my offensive coordinator, the plays came to us and they were hand drawn. They were good, but different. Nowadays, there are computerized drawings. Every detail, every note. It's just amazing how the game is studied on a daily basis compared to when I played." 

Evidence comes from the Broncos' video department, which produces 750 30-minute tapes - 375 hours of coverage - of Denver's upcoming opponent each week. Want to see every third-and-2 play San Francisco's offense has run its past six games? Want to see every second-and-9 defense San Francisco has run its past six games? 

Denver's video department has it all on file. And after each game, the 750 tapes are returned to the department before a new batch of 750 is made up. 

"Until she passed away a couple of years ago, my grandmother (Theo Judd) would write one form letter every Christmas to send out to the family," said Denver's director of football technology, Kent Erickson. "And each year, she would write in the letter, "Kent's still recording the Broncos' games.' 

"My family would laugh about it and say to me, "Oh, so when are you going to get a real job?' " 

Erickson's department produces the video that is the genesis of every play call. Two weeks ago, on the top bookshelf in Shanahan's office were 75 tapes of every offensive and defensive play San Francisco likely would run. It was no different for games against Buffalo, Baltimore or San Diego. 

"Coaches," Erickson said, "are tape-watching machines." 

Bit by bit 

"There are a lot of things that complicate a game plan, but the key is not to make it complicated," Shanahan said. "We've got a lot of different things to put in, but we've got guys that are smart enough to handle it." 

Sections IV and V - Nickel runs and nickel passes (five pages, four pages) - Detailed, diagrammed first-, second-, and third-down plays. 

Section VI - Short-yardage/Goal-line (13 pages) - Detailed, diagrammed third-and-1, third-and-2 and inside-the-5-yard-line plays. 

Section VII - Red zone (14 pages) - Detailed, diagrammed plays the Broncos would run inside their 25-, 20-, 15-, 10-, and 5-yard lines. 

Section VIII - Two-minute (one page) - A description of what is expected out of the no-huddle offense. 

Section IX - Third-down situations (four pages) - Detailed, diagrammed descriptions of third-down scenarios, as well as plays versus zone blitz, base blitz and nickel blitz. 

Like any house, a game plan is constructed in increments, coaches always a day ahead of the players. 

By Tuesday night, after intensive video review, the Broncos decide on the base game plan that is presented to players at Wednesday morning's team meeting and practiced that afternoon. 

By Wednesday night, coaches decide upon the nickel, short-yardage, goal-line and two-minute offense packages that are presented to players at Thursday morning's team meeting and practiced that afternoon. 

By Thursday night, coaches decide upon the red-zone plays that are presented to players at Friday morning's team meeting and practiced that afternoon. 

"You never want them to gather too much on any one day," Kubiak said. 

"True," Shanahan agreed. "It's a daily process, and you want them to isolate on one part of the game plan each day and Friday, even though the emphasis is red zone, we use it to review all aspects of the game plan." 

Saturday is used to implement the first 15 plays of the game, as well as go through all audible situations and review Friday's practice. 

Sunday morning the players drop their game plans into an oversized bin inside the locker room. Sunday afternoon, the plan is put into action. 

The condensed version 

Positioned where they are, it would seem as if the Broncos' special teams are an afterthought. Though they are placed in the back of Denver's game plan, they hardly are treated in such a manner, even if they played that way Monday night in Baltimore. 

Denver devotes one more page of coverage to its special teams than its running game. 

Section X - Special teams (46 pages) 
With more finely tuned computerized drawings, the game plan includes diagrams of kickoff coverages, kickoff returns, punt protection, punt return and rush, field-goal and extra-point protection and field-goal and extra-point rush. 

By the time each week's game plan is complete, there is one slight complication. It is way too bulky for Shanahan to use on the sideline. 

So each week, after the game plan is installed, Shanahan sits in his office and transfers the most pertinent information from the Broncos' Bible onto an oversized color-coded flipcard he carries on the sideline. This is his version of Cliff's Notes. 

Under such categories as "Mike's Reminders," "Must Calls" and "Last Six Plays," the flipcard contains every imaginable situation that could arise Sunday. What to do on third-and-1, what to do on first-and-20, what to do versus max blitzes, what to do versus zone blitzes. What to do versus anything. 

If the defense abandons its customary look - as opposing defenses did four times during Shanahan's last season as the San Francisco 49ers' offensive coordinator in 1994 - no problem. Shanahan looks down at his sheet and finds out what offensive plays would work against the new defense. 

The flipcard is as word-intensive as it is time-consuming. It takes Shanahan 15 laborious hours to fill it out. Its words are smaller than those found on an eye-exam chart. But its importance is bigger than almost any player. 

The flipcard is a condensed form of 264 pages of pure football science. 
------------- 

Tucked inside a thick blue binder, divided into 10 detailed sections, are 264 pages of pure football science. 
It is written in a language some would think English, but most would mistake for foreign. 

"13 strong - 1 Lt Slot 'U' (HB) LT/Double Wing Lt (Motion)." 

"Fox 300 Solid Omaha (Nebraska)/Thunder (Train) - I Lt." 

"Key Cross/Spread 'Z' Dig ZEB - Empty SG." 

These are passages from the Broncos' Bible. 

Different Sunday verses are read each week when the Bible is revamped, but plenty more have been saved for today's game versus San Diego. 

How Denver formulates its game plan, such as the one it will use today, represents a foray into an ordinarily roped-off area. 

For the first time, outsiders are invited in. Private spots are made public. They are allowed to see a detailed account of X's, O's and why all this is needed for Sunday. 

Straight from the blue binder with a white sticker plastered to the front reading "Coach Shanahan, S.F. 9/15/02," comes a sneak peek inside a typical Broncos game plan. 

Section I - Scouting report (110 pages) 
The game plan's first pages include travel instructions the Broncos could not leave home without. 

Included is a minute-to-minute itinerary of the Broncos' trip to San Francisco - from the 9 a.m. treatments at Broncos headquarters in Englewood to the 11:15 p.m. bed check at the Hyatt Regency in San Francisco. 

Following the itinerary are United flight 9011's seat assignments. In Row 1 are Shanahan, Broncos owner Pat Bowlen and wife Annabel Bowlen. In Row 16 - not the extra leg-room section, sadly - are defensive linemen Chester McGlockton and Trevor Pryce, and offensive linemen Matt Lepsis and Tom Nalen. 

Each coach, player and team official is assigned a seat. As Shanahan prefers, little is left to chance. 

But if the travel plans are thorough, they pale in comparison to the advance scouting work done on the 49ers. 

Coaches insist they like to take them one game at a time? Nonsense. 

An offense by any other name ... 
-------------------------------------------------------------------------------- 
By Len Pasquarelli 
ESPN.com 

Were the history of the West Coast offense to be penned in Biblical style, it would certainly be heavy into "begats," an archaic verb but one appropriate to describe the lineage of a popular design used by a preponderance of NFL coaches and coordinators. 

You know: Sid Gillman begat Francis Schmidt, who begat John Roach, who begat Bill Walsh, who begat, well, a burgeoning family tree of West Coast devotees larger than the NFL equivalent of a sequoia. The only problem is, among all the begats is a bit of befuddlement, since the so-called West Coast style of offense was hatched an awful long way from the Pacific Ocean. 

Right in the heart of Middle America. 

It was Gillman, the Hall of Fame offensive innovator and renowned father of the modern passing game, who put down a foundation for the multifaceted attack out West. But it was Walsh, while an assistant coach with the Cincinnati Bengals in the early '70s and desperate to concoct an aerial game that would dovetail with the talents of quarterback Virgil Carter, who took the blueprint to the next level. 

The octogenarian Gillman, a keen student of the modern game but recently in failing health, once termed as "brilliant stuff" the basic mechanics of the West Coast offense as outlined by Walsh. Modesty forbade Gillman, who by phone would carry on hours-long tutorials for reporters he knew well, from accepting his just due for its origins. But he often allowed himself a good laugh over the fact the offense, in its best-known incarnation, was popularized while Walsh was a West Coast expatriate. 
  

So why isn't the irony of the West Coast offense, a pass-oriented design born in region more noted for three yards and a cloud of dust, ever emphasized? And why isn't the paradigm used by nearly half the teams in the NFL known as, say, "The Queen City Offense," or "The Cincinnati Offense," or the "Down By the Ohio River Offense" more than 30 years after its debut? 

"Probably not sexy enough," said Walsh, the prolific progenitor of a band of disciples who tutor a passing game based largely on timing and precision. "There's not the same pizzazz to it. But it really is a misnomer, even after all these years, to call it the West Coast offense." 

Credit the much-overused moniker to former NFL quarterback Bernie Kosar, a history buff of sorts and enough of a student of the game to realize that the rudiments of the basic design merged concepts of masterful offensive visionaries like Gillman, Walsh, Don Coryell, Joe Gibbs, Norv Turner and Ernie Zampese. Yeah, you guessed it -- all guys with geographic ties to the West Coast. 

Blame the conceptual germ of the West Coast offense, however, on the dire need of Walsh to overhaul a Bengals offense that sorely required makeover when quarterback Greg Cook suffered what amounted to a career-ending arm injury in 1969. 

Under the marvelously gifted Cook, who might long ago have been inducted into the Hall of Fame had his promising career not been cut tragically short, the Bengals were the consummate upfield team. Remember, Walsh had been on the Oakland Raiders staff with Al Davis and bought heavily into the ideal of the vertical passing game. 

Cook averaged a gaudy 17.5 yards per completion in 1969. Bengals tight ends Bob Trumpy and Chip Myers averaged more than 20 yards per catch. Even a modestly talented wide receiver like Eric Crabtree averaged 21.4 yards in the bombs away attack that Walsh stewarded. Then came the injury to Cook and the end of verticality in the Cincinnati offense. 
  

Forced to retool for Carter, who lacked Cook's superior arm strength, Walsh went horizontal. Three decades later, the West Coast offense has gone a bit ecumenical, with the glitzy name now a catch-all for any passing attack that is based on timing, multiple looks, variable formations and excruciatingly precise route adjustments by the receivers. 

The initial Walsh concept was for a standard pro-set offense -- two backs in split alignment, two wide receivers and a tight end -- designed to get the ball quickly from the quarterback to the skill-position players. The idea was to release all five of the eligible receivers at the same time, relying on three- and five-step drops by the quarterback to compensate for most blocking breakdowns, and to throw the ball crisply and on the break. 

Perhaps the most revolutionary twists: Despite being groomed by Davis in a vertical passing game, Walsh decided to stretch secondaries horizontally as well, forcing slower linebackers and safeties into coverages. He believed in throwing on any down, with the simple four-yard pass replacing many of the rushing plays, and he understood that if bigger receivers were able to break just one tackle, one of those four-yard passes could become a 20-yard gain. 

Precision timing, with receivers running hard into and out of their cuts, was a key. From multiple formations, there were myriad possibilities, multiplied even more by motioning players before the snap. 

"Those things were kind of the linchpins," Walsh said. "We demanded that everyone be a good receiver and that everyone have great discipline. I think those are still the foundations of the offense." 

Certainly those elements are the common denominators of any offense that is today dubbed a West Coast attack. But in the 30-plus years since Walsh devised the purest form of the West Coast offense, it has undergone many changes by coaches who adopted the basics and then tweaked them. 

Indeed, the West Coast offense that Walsh created has seen more spinoffs than "Happy Days," which spawned an entire subset of sitcoms. Even in a league where coaches insist there is nothing new under the sun, the West Coast scheme is arguably the most bastardized offense of the modern game, a blueprint smudged by years of alteration. 

"The very term 'West Coast' is kind of a rip-off, because there aren't a lot of (coaches) out there doing it the way Bill Walsh did it, to tell the truth," said Tampa Bay coach Jon Gruden. "I mean, every reporter who sees some offense that looks like the West Coast hangs that handle on it, and it's not accurate. There are times, like when we used three tight ends, that we are about as far removed from a West Coast offense as it's possible to be. But yet I'm still lumped in as a West Coast offense coach." 

The reason so many coaches and teams are misrepresented as West Coast in nature is because of their connections, no matter how convoluted, to Walsh. It is flattering, of course, to the Hall of Fame coach to be credited for much of the success of coaches and offensive coordinators who have taken some of his concepts and incorporated them into their own designs. 

But in a sense, noted one coach, it's kind of like an NFL version of the "Six Degrees Kevin Bacon" game. Any coach who so much as shook hands with Walsh at some point, it seems, is immediately labeled (or, more often, miscast) as one of his legion of protégés. Detroit Lions coach Marty Mornhinweg, for instance, has never worked for Walsh. But one would think the two are bosom buddies, given some of the links made between the men, by the media or fans or even players. 

"You know, I worked with Steve (Mariucci) and with Mike (Holmgren) ... and, of course, Mike worked with Bill, so that's close enough, I guess," said Mornhinweg. "People will try to make the connection (to Walsh) any way they can, I guess." 

Over the years, though, coaches have made more disconnections to the West Coast offense. Observers who feel compelled to have a label for everything, or to pigeonhole designs, keep attaching the West Coast catch-all to any sort of offense that even remotely resembles it. In an era in which the horizontal- and timing-based passing game is so pervasive, it's a convenient marriage. 

Except that the original West Coast offense is, at the very least, estranged from what it has begat. 

Joe Gibbs years ago added the multiple tight ends and one-back formations, both anathema to the West Coast offense. He also put in a lot of "bunch" formations. Coryell began to flex the tight end, especially when he had Kellen Winslow at his disposal. Mike Shanahan in Denver uses many of the same traps, pulls and counters that the original West Coast offense featured but has tinkered a lot with the passing side of things. 

Gruden prefers an I-formation or a one-back set to the standard split backfield that Walsh used and also relies on zone-blocking. In the classic West Coast offense, the blocking was primarily man-to-man, and the staple rushing play was the sweep. 

"Really, how often now do you see split backs?" Holmgren said. "There is a lot more power stuff, strength-of-formation things, going on now. The West Coast offense, before all the motion and shifting, was more balanced." 

Still, in a poll of coaches and personnel directors, Holmgren was frequently cited as one of the guys who adheres most closely to the West Coast primer as authored by Walsh and who best understands its principles. Norv Turner, Zampese, Brian Billick and Mike Martz were also named quite often. That was a bit of a surprise to Martz, who relies more on zone-blocking and the power running game than he feels Walsh did. 

"But I did learn a lot from Ernie (Zampese)," Martz said, "and he knows the West Coast stuff inside out. I think what's happened is what always happens in the game. Guys pick and choose from things they like, and incorporate it into what they want to do, then give it their own spin. Yeah, I agree that the term West Coast, as it applies to the beginning of the offense, is overused. But the West Coast principles, especially, you know, in the passing game ... heck, everyone is using them." 

Those principles, more than anything else, might be the legacy of the West Coast offense. Teams still are seeking mismatches on linebackers and strong safeties, just as Walsh did, and still demanding that minute details be followed. Former NFL quarterback Hugh Millen recalled recently how Turner, in his days as the Dallas offensive coordinator, used to criticize wide receivers if they went even a few inches beyond the seven-yard break required on many of the timing routes. 

"No sloppiness, no rounded-off routes allowed, trust me," Millen said. "It came down to running everything full speed, in and out of breaks, and being at the precise spot you were supposed to be." 

There are certain principles that remain consistent in the passing game: middle triangles, weakside triangles, strongside triangles, weakside floods, high-lows. There is a similarity in route distribution and maybe in the theory of progression in how quarterbacks make their reads. But not many of the new offenses are a precise mirror image of the old West Coast offense. Then again, as time has demonstrated, the NFL is nothing if not about evolution. 

And if Walsh understands that much of what he sees anymore isn't quite the design he drew up on the blackboard in the old Bengals training facility, the fact so many coaches hang their hat on his West Coast hook is meant to be a tribute to his genius. 

"There are a lot of sound plays that can be built on and used creatively for the personnel of each coach," Gruden said. "But to say we're all running the same West Coast offense is like saying we're all politicians, so we have the same views." 

Len Pasquarelli is a senior writer for ESPN.com. 



It's all about the feet  - Steve Young 
The best way to define the West Coast offense may be to start with what it isn't. 

The traditional passing game, which NFL teams ran for years, is based on deep drops, quarterbacks bouncing and waiting for receivers to come open, one-on-one matchups and throwing the ball downfield. 

In contrast, the West Coast offense as it originated with Bill Walsh is any play or set of plays that tie the quarterback's feet to the receiver's route so there is a sense of timing. 

The offense cannot be taught or run based solely on a playbook. If a coach has no history in the West Coast and wants to teach it based on a playbook, he wouldn't get it. Timing and choreography, not plays, are what make the West Coast offense. 

My definition might include a number of teams that aren't generally thought of as West Coast offense teams. In fact, most of the league uses some of the West Coast philosophy and perhaps even the Walsh tree of plays. For the most part, the system and the plays are intersecting, but they don't need to be. The quick slant is considered a staple West Coast play -- dropping three steps, planting and throwing on time and in rhythm with the receiver. But there are tons of ways to design West Coast plays, even if they didn't originate with Walsh. 

Two weeks ago I visited the Patriots and met with quarterback Tom Brady. When I asked him about his drops and his reads, he said everything is about finding space, zone routes, man-zone reads, short drops and timing. Brady's footwork tells him when to throw the ball. So, while offensive coordinator Charlie Weis has no West Coast history or ties to Walsh and the 49ers system in his coaching background, the Patriots essentially are running the West Coast offense. 

Meanwhile, based on how Kurt Warner and the other Rams quarterbacks throw the ball, Mike Martz does not run a West Coast offense in St. Louis. He uses a more traditional passing game in which the routes are not tied to the quarterback's feet. 

Bucs coach Jon Gruden, who worked under Mike Holmgren in Green Bay, will say, "We're not running the West Coast offense. I'm running my offense." Well, that's fine, Jon. And sure, he and other coaches may feel they don't run the West Coast, because they don't run Walsh's plays from 1980. 

But I disagree. Although Gruden may run different plays and have different names for certain aspects of his offense, his plays are designed with the quarterback's footwork in mind. And that is the West Coast offense. 

-- Steve Young 

Defenses forced to constantly counterpunch 
-------------------------------------------------------------------------------- 
By John Clayton 
ESPN.com 

Defending the original West Coast offense was hard enough. Defending what the West Coast offense has become has turned into quite a headache for defensive coordinators. 

Too many hybrids have developed. Bucs coach Jon Gruden produced a complex running attack out of the I-formation. Eagles coach Andy Reid anchored a power running attack around a physical offensive line. There are shotgun formations that didn't exist in the early days. The mobile quarterback has created a different set of problems. Formations from the four-receiver run-and-shoot have been incorporated. 

The West Coast offense has gone global, and defenses have been forced to expand their playbooks to stop it. 

"You have to create special packages now to stop the run," Titans coach Jeff Fisher said. "It keeps making you mix a balance of defenses to go at their strong side. You have to do something unless you have great cornerbacks. The West Coast offense just keeps evolving." 

 “ Pressure. You have to get pressure. At first, teams didn't do that all the time. ” 
  — Saints coach Jim Haslett 

Answers to the West Coast offense are varied, but they come down to one simple but tough principle. 

"Pressure," Saints coach Jim Haslett said. "You have to get pressure. At first, teams didn't do that all the time. The West Coast offense adapts. The principle that Bill Walsh used was throwing quick and getting the football out quickly. Coaches use so many formations. Teams go empty in the backfield. They go into shotgun. They use two and three tight ends." 

But defenses adapt, too. The simple zone pass coverage approach was too simple, because it didn't supply the pressure. Dropping seven defenders directly into coverages left only four to rush the passer. Walsh countered with smaller, quicker offensive lines to block at the legs of the pass rushers while his quarterbacks threw timing routes. That combination allowed Joe Montana -- and most good quarterbacks in this system -- to destroy simple zone approaches. 

So everybody tried blitzing. Smart quarterbacks took those aggressive schemes apart. 
  

Bengals coach Dick LeBeau was one of the first coaches to figure out how to slow down the West Coast offense. 
While complexity worked for Walsh, defenses had to come up with their own complex answers. Credit current Bengals coach Dick LeBeau for doing that with the zone-blitz scheme he developed as a Steelers defensive assistant from 1992-96. Offering the best of both worlds, the zone blitz allowed defenses to apply pressure by sending a fifth or sixth defender at the quarterback but still defend the secondary by using safer zone coverages than more traditional schemes. The key was getting a defensive lineman to drop into a short zone. 

"There is a normal evolution of a defense, and with those defenses, you have to have checks and balances," LeBeau said. "The West Coast offense is here to stay, and so is the Fire Zone. It's an attack defense. It allows you to get some good pressure on a passing game." 

In many ways, the 3-4 schemes that LeBeau and others worked in a decade or two ago were perfect breeding grounds for zone blitzes. Having four linebackers added a certain degree of unpredictability, because offensive lines didn't know which linebacker would be attacking the quarterback. Second, teams lining up in a 3-4 formation usually employed bigger, more physical cornerbacks. Often, they played off the line of scrimmage. 

In the Fire Zone, LeBeau sent different people at the quarterback on any given down. He blitzed cornerbacks. He blitzed safeties. He blitzed middle linebackers. The more he experimented, the more options he found to drive quarterbacks crazy. Unlike the defenses that Walsh had faced previously, LeBeau's zone blitz approach created the pressure but didn't have the breakdowns in coverage, because defenders tried to keep plays in front of them. 

"You try to apply the pressure to the blocking area that the opponent is weak and try to get to the quarterback with that extra guy," LeBeau said. 

After a few years, the hybrid offensive models developed from the personalities of the head coaches who learned the system from Walsh. Many of the old disciplines were tossed aside. Walsh, for instance, didn't like adding a fourth receiver, because he loved having a tight end on the field. And Walsh didn't use the shotgun, because Montana didn't like it. 

Now, anything goes. 

"Now, you are seeing more spread formations and quicker throws," LeBeau said. "You're seeing five-receiver sets. You're seeing one running back and four receivers." 

So the more that the offenses spread the field, the more defenses can try to overload one side of a blocking scheme and sneak in a blitzing defense. To throw five receivers into a route means having only five blockers to protect the quarterback. 

From LeBeau's zone blitzing concept, defenses are trying to get one or two extra defenders on one side of the blocking scheme. That extra unblocked defender forces the quarterback to go to his checkdown receiver or face the possiblity of getting sacked. 

"Now, there is more five-man pressure against the West Coast offense, because the formations are more spread," said Foge Fazio, Cleveland Browns defensive coordinator. "You take the zone blitz and get those five-man pressures going. You have to make sure that when you do that, you clog the throwing lanes. You get some man coverages underneath. You can get some double coverages in there against the team's best receiver." 

The key is making sure the quarterback doesn't have time. 

 “ Listen, we had to come up with something. The zone blitz was designed because defenses have to find a safe way to pressure against offenses that had more than 40 throws a game. You can't let a team throw the ball 40 times a game without getting pressure on the quarterback. ” 
  — Bengals coach Dick Lebeau 

"Defense is a matter of counterpunching," LeBeau said. "A defensive coordinator can only react to what an offensive guy is going to do. Listen, we had to come up with something. The zone blitz was designed because defenses have to find a safe way to pressure against offenses that had more than 40 throws a game. You can't let a team throw the ball 40 times a game without getting pressure on the quarterback." 

Some defensive coaches believe the best thing to do is go overboard in applying the pressure. Attack. Attack. Attack. The more a quarterback is attacked, the more chances he is going to be hit. A battered quarterback is an inaccurate quarterback. 

Unfortunately, a lot of teams don't have the cornerbacks who can handle the type of man coverage required to allow a sixth or seventh defender to make quick rushes. Zones might be the ultimate answer to the West Coast offense, but man coverage gives the cornerback the best chance to knock a receiver's timing off with a chuck at the line of scrimmage. 

Nevertheless, the trend toward aggressive, attacking defenses led to more quarterbacks lining up in the shotgun formation. 

"The shotgun gives the quarterback a split second extra to see the defenses," LeBeau said. "I know Joe Montana didn't use it, but Joe didn't like the shotgun." 

Whatever their approach, defensive coordinators have been forced to keep the playbook simple enough that players can learn it quickly. Free agency and the salary cap are causing roster turnovers of 25 to 50 percent a year. If the scheme is so tough that new, young players can't learn it, it must be changed. 

Tony Dungy's "Cover 2" approach is the best base defense in the salary-cap era, because it limits the big plays by using zone principles while giving Dungy the opportunity to work in his zone blitzes. 

But even "Cover 2" coaches are having their troubles against West Coast offenses this year. With offenses spreading the field with receivers, defenses are forced to spread out to cover them. That makes the blitzing defender run a little farther to get to the quarterback. 

Spreading the field also creates more space in the middle, and the influx of great tight ends are giving quarterbacks the perfect weapon -- big targets where the holes in the zone might be found. 

As always, defenses will find a way to counterpunch, and the chess match will continue. 

John Clayton is a senior writer for ESPN.com. 

Developing Your Two-Minute Offense 
By Alex Wood 
QB Coach, Minnesota Vikings 
FROM: American Football Monthly 



Using your two-minute offense as efficiently as possible can really make your offensive unit much more explosive. 

Think about what it does to an opponent when you have demonstrated consistently the ability to score from anywhere on the field by driving the ball and using the clock with great management skills. 

As we all know, two-minute is a form of hurry-up no huddle procedure that can keep a defense on its heels. On offense, 
we are attacking somewhat oblivious to the defense because we are playing against the clock. 

What this type of procedure does is keep your opponents very basic and they too are playing the clock and trying to 
keep you out of the end zone, hoping you are inefficient and will mismanage the situation. 

Taking all these things into consideration, what it all comes down to is good sound game and clock management with execution. It is critical as a coach to make sure you have a system in place that will help you achieve this goal. 

Teaching the quarterback your two-minute philosophy is a good starting point. It's important that the rest of the offensive unit 
understand as well. 

Situation is an important element that must be constantly on the mind of your quarterback and, hopefully, the entire unit. But 
make no mistake, your quarterback is running the operation. 

The coach and quarterback must understand all situations. 

Examples: 

(1)Before the half 

(2) End of the game 

(3) Time on the clock 

(4) How many time outs 

What is the objective before half? Score! Touchdown or field goal to gain some momentum for 
second half, or continue to build a lead. 

What do you need to know to close out the game? 

1) How many points do we need to win? 

2) Touchdown or field goal ? 

3) How many time outs do we have and how do we use them, etc. If we use them all, how do we control the clock? 

Example: Plays to control the clock, when you have no timeouts left. Call plays that will work the sidelines. Plays that will 
allow your receivers to make the catch, advance the ball, and get out of bounds to stop the clock. 
(See diagrams 1, 2, & 3) 

These are simply examples: The plays that you use should be base plays that your players are familiar with and can execute with confidence. Then code the selected plays so your QB can communicate them at the LOS effectively. 

Implementation of System 

Two-Minute Goals & Objectives 

I.Beat the clock and score 

II.Score either a touchdown or field goal 

III. Get momentum going in at half 

IV.Win the game in the fourth quarter 

Situation 

I.Coach your quarterback on situations 

II.Script and practice each situation 

III. Be sure everyone on the offensive unit understands situation football 

IV.Win the game with the two-minute drill 

Two-Minute Practice Checklist 

The following situations should be implemented into your two-minute drill during the pre-season and regular season. 

Only script two or three per session, don't try to attempt too many. 

Simulate: 

1.Two-play combo 

2.Measurement for a first down 

3.Incomplete pass 

4.First down (chain advancement) College/HS 

5.Third & long (8 + yards) play selection 

6.Situation code-calls 

7.Clock - call (spike ball) 

8.Fourth down (no time-outs) 

9.Administration of a penalty 

10.Sack (use a timeout immediately to stop the clock) 

11.Live ball out of bounds 

12.Time out by official/injury time out 

13.Team time out 

Be sure everyone knows when they can huddle as these situations occur. 

Procedure 

If two-minute starts from the huddle on (first down only) we use a two-play huddle call. 

1.Formations = Dbl Rt 

2.Protection = Scat Rt 

3.Play = Double Pump/Double Dodge 

The second play can be run from a right or left formation. (See diagrams 4A & 4B) 

After the first play has been run and the situation dictates to continue with the second call, the Quarterback immediately must 
start to call direction Right/Right. 

This will get everyone lined up to run the second huddle call, the Quarterback can give a L.O.S. reminder with a code call of the play, if necessary. 

Example: Dodge/Dodge 
(Remember use plays from your base offense and code names that fit your system). (See diagram 5) 

If you want to start your two-minute procedure after a play and the clock is running, we use a code word that the quarterback will call and echo until he gets everyone's attention (Bingo, Bingo, Bingo) Then a direction call Right/Right -Left/Left this will start the two-minute drill. 

Two-Minute Rules 

Snap Count 

Our snap count rule in two-minute is using our "go" snap count. 

Example: "Set-Go" 

On first down, we use a two-play combo call. (Call two plays in huddle) These plays can be any combination: Run-Run, 
Pass-Run, Pass-Pass, etc. 

Run both plays unless clock stops. (Be sure your QB knows what situations will stop the clock). (See diagrams 6A & 6B) 

Have an automatic play call when you achieve a first down. Change this call from week to week (First down call) Oscar 
(Objective is to conserve time and set the tempo). (See diagram 7) 

Have a coded play call for 3rd & short situation (Tank call) (See diagram 8) 

Other code call situations. 
Try to address as many situations as possible with code calls. Remember to use as much of your normal terminology as 
possible without compromising your effectiveness. Try to keep your system compact and efficient. 

Code call 3rd and long (Steeler) (See diagram 9) 

Code call to spike ball (Clock Clock)(Never use this on fourth down).(See diagrams 10 & 11) 

Get all players lined up in legal formation 

Last Play of Game (Victory,Victory) (See diagram 12) 

Two-Minute Reminders 

• Use your timeouts in the first half; don't take them to the locker room. 

• If your quarterback gets sacked, instruct him to call timeout immediately. STOP THE CLOCK! 

• Remind your QB & offensive unit not to panic!!! 

• Efficiency and execution are the keys. 

• The pressure is on the defense. 

• Remind ball carriers and receivers to get yardage and get out of bounds. 

• Flip-flop young receivers; avoid alignment errors. 

DRILL 

Practice Two-Minute Drill 

Equipment Needed: 3 coaches, 2 chain operators, 1 set of chains, 1 football, 1 stopwatch 

Preparing a Two-Minute Script 

Procedure: You will need referees or designate coaches to run the drill. Either will work. 

A. Coach to spot the ball and wind the clock, enforce timeouts, etc. 

B. Coach to provide info situation and run clock (stopwatch) 

C. Coach to check alignments 

First, determine how you want your two-minute drill to start, with a huddle play call or following a play from scrimmage with the clock running. Be sure to change up how you start the drill to get your team used to both situations. 

Be sure to coach your QB on what information he needs to know before he steps into the huddle to call the play. Ask him 
each time what is the situation: 

This is what he needs to know: 
1. How much time is left 

2. How many timeouts available 

3. What do we need to win 

a. touchdown 

b. field goal 

If the situation is just before halftime, your QB still needs to know this information and our objective is to score! 

Remember, you don't need to script these man situations in one practice. My objective here is to present a thorough example. 
Practice time is always a factor as you plan. 

Maintain a checklist so you can insert as many as you need per practice to be sure you hit as many situations as possible, if not all of them before you play your first game. 

We would practice two-minute twice a week Wednesday for a 7-minute period (allowing time for setup) and Thursday for a 
5-minute period when playing on Saturday. Try to have hit them all at least by your third game of the year. Usually your offensive coordinator is responsible to maintain a two-minute situation checklist. 

Another reason you only want to script a few for each opportunity you will have to practice this system is that you want to make it as realistic as possible so you will have to let the drill go so it will naturally create these situations. You want your QB 
and the players on the offensive unit to get the feel for the sense of urgency, hustle, and cerebral execution. 

Remind your team not to panic, efficiency, and execution will prevail. This is the coaches opportunity to evaluate performance in a simulated pressure situation before you play the actual game. 

Efficiency in the Scoring Zone 
By Brian Rock, 
Offensive Coordinator, Western Michigan 
FROM: American Football Monthly 



From the time we watched our first game, we all understood the fundamental role of the offense in the game of football. The 
purpose of the offense is not to control the clock, nor is it to create field position or give the defense a rest. Although these 
are all important by-products of an effective offense, they are not the primary focus. The role of the offense is to score points, period. It is with that basic premise in mind that we communicate and develop our philosophy for the area between the opponents' 25-yard line and their 5-yard line, the area we refer to as the "Scoring Zone". We use this reference in an effort to 
communicate to our team what we intend to do when the ball reaches this point. 

Goals 
When developing a scoring zone philosophy or plan, we must first set parameters or goals of what we are trying to accomplish. This allows players and coaches to understand the importance of efficiency in this area. It also gives us a tool to measure ourselves. When setting efficiency goals for the scoring zone, we want to first be realistic. We want to set standards that are attainable but not underachieving. Meeting a goal serves no purpose if it does not help us win. Secondly, we must set a standard that not only challenges our unit, but also communications the level of performance that we expect from our offense. Lastly, we must take into account the effectiveness of our kicking game and kicker. Can we expect at least a field 
goal when we reach the 25-yard line? Going into each season we will adjust our scoring zone performance expectations slightly. For the 2000 season, we entered each game with the following objective. 

1. 80% in the Scoring Zone (TD or FG) 
2. 67% TD's 

Through the MAC championship game, we were able to score 41 of 48 times in the scoring zone for 85%. We were able to score TD's 71% of the time, or 34 of the 48 times in the scoring zone. In this respect, we were efficient and successful in this area. For the 2001 season, these performance expectations may be slightly altered in the effort to raise the bar. 

Philosophy 
When developing a scoring zone philosophy, we first look at the personality of our offense. We do not want to drastically alter from our attacking style of offense. Our offensive philosophy is based on a two-pronged attack. We want to be balanced and unpredictable, blending the run with the pass from a variety of looks using different combinations of personnel, formations, shifting, and motion. 

With this in mind, we set forth to develop our scoring zone package in an effort to keep pressure on opposing defenses. We want to stay consistent in our approach with our unit while remaining unpredictable to our opponents. We try to keep the following considerations in mind when developing our scoring zone plan. 

A. What is the opponents' defensive philosophy in this area? Through film study we can determine if the defense is zone 
oriented or based on increased pressure. 

B. While trying to attack the defense, do not make calls that jeopardize the field position. That is, avoid negative plays. 

C. Try to avoid 3rd and long situations. Our advantage is the run/pass threat. 3rd and long reduces the threat, and defenses 
will have special coverages or blitzes for these situations. 

D. Utilize a wider variety of motion, shifting, personnel grouping and formations to create indecision on the part of the defense. 

E. Coach this aspect of the game to convey a great sense of urgency to your offense. This can be done in the classroom and, 
more importantly, by committing practice time to this important facet of the game. The more you are able to put players in this 
situation in practice, the more poise and production they will display on the field. 

Pre-Scoring Zone 
As coaches, we all realize that efficiency in the scoring zone is vitally important to winning any game. However, one area that many game plans over-look is the part of the field leading up to the scoring zone. Spending time to plan for this area will increase your opportunities in the scoring zone. At Western Michigan, the priority for us once we cross the 50-yard line is to use a combination of plays that will increase our chances of crossing the 25-yard line. When choosing 
plays for this area, we try to keep 2 basic ideas in mind: 

1. Utilize plays that have the highest degree of success in the 10- 15 yard range. 

2. Do not become conservative on your approach, but avoid plays that might put your team into a position of having to convert a 3rd and long (i.e.the use of deceptive such as reverses etc.), and avoid protections that have the quarterback sit deep in the pocket making multiple reads. This is a great place to use the quick passing game and protections that move the 
pocket. 

This is also an area you must determine how far out to extend your 4th down territory. Oftentimes this is influenced by your kicking ability and weather/field conditions. We plan for this during the week and take time to explain our intentions to our offense to not surprise them on game day. We want 4th down attempts interpreted as further "attack," and not as "panic" on the part of the coaching staff. 

The Plan 
We break down the scoring zone into 3 separate areas. 

A. +24-+15 

B. +14-+10 

C. +9-IN 

In each category, we will have 3-4 specific passes and 2-3 specific runs. The passing package for the 3 combined areas will include: 

A. Drop Back 

B. Play-Action 

C. Sprint-Out 

D. Screens 

We will attack the defense with vertical routes such as corners, streaks and post routes (especially on early downs). As 
mentioned previously, we will increase the use of shifting and use personnel and formation change-ups to ensure one on one 
situations, create personnel mismatches and forces the defense into pre-snap adjustments they may not be accustomed to. 

The run package for the three combined areas will include: 

1. Inside quick-rhythm runs that can be run on quick a cadence 

2. A way to quickly pressure the perimeter of the defense safely. 

3. A misdirection play vs. fast flowing or overpursuing defenses. 

In this area, it is imperative that you control the point of attack and allow the ball carrier to do his job. We must also not allow 
penetration across the front in an effort to avoid negative yardage plays. Extra tight-end sets, wing sets and unbalanced formation can be used to your advantage in this area to create the match-ups desire. The ability to run the ball must be stressed to your unit. This is an area that requires tough, physical blocking and running. The ability to establish the run in the scoring zone significantly increases your chances for success. 

Key Coaching Points 
1. Don't use route combinations or blocking schemes not otherwise practiced. Create the deception and change through 
motion, shifts, and formations. 

2. Find ways to get the ball to playmakers. Take advantage of your special players. Don't ask someone to do something he is 
not capable of. 

3. Strive for simplicity to enhance confidence and your ability to help your team from the sideline. QB reads, blocking assignments and route adjustments can be received more readily if they are simple to begin with. Remember simplicity to your unit may be achieved while creating a drastic change for the defense. (i.e. a base play from a different personnel grouping with a shift) 

4. Commit practice time and meeting time to this as often as possible. At Western Michigan, we practice scoring zone 
one-on-one (WR vs. DB's) ever other practice. We have a scoring period of 7- on-7 on both Wednesday and Thursday. 
We have a team scoring zone period on both Wednesday and Thursday and a-team walk-through on both Thursday 
and Friday. The more we emphasize the importance of an efficient scoring zone plan, the more our players will work to 
ensure success. 

At Western Michigan, we strive to be creative and unpredictable in all areas of offensive football. Some of our greatest challenges have come in this area of the field. Hopefully, some of the ideas I have presented you will find worthwhile. Success in the scoring zone does not happen by chance. When you have a plan, teach your plan, believe in your plan and practice your plan, it will pay the dividends you seek. 

BILL WALSH on the PLAY - PASS 
from American Football Monthly 




INTRODUCTION 
    The Play-Pass is the one fundamentally sound football play that does everything possible to contradict the basic principles of defense. I truly believe it is the single best tool available to take advantage of a disciplined defense. By using the play-pass as an integral pant of your offense you are trying to take advantage of a defensive team that is very anxious very intense and very fired-up to play football. The play-pass is one of the best ways to cool all of that emotion and intensity down because the object of the play-pass is to get the defensive team to commit to a fake run and then throw behind them. Once you get the defensive team distracted and disoriented, they begin to think about options and, therefore, are susceptible to the running game. 

    In highly competitive football, it is very unlikely that you will be able to run the ball so effectively that you will not need to do anything else to move the football. There is no question that having the play-pass, as a part of your offensive arsenal, can allow you to get a key first down or big chunks of yardage. 

    However, the play-pass and the commitment to it require more than just minimal inclusion in your team's offense. It must be practiced, on a regular basis, with painstaking precision, by every member of the offensive unit. The proper use of the play-pass must be planned for and anticipated by a well prepared coaching staff. 

    Ball handling, play-faking, carrying out blocking assignments, running backs taking the proper courses, etc. must constantly be practiced. Actually, the entire offensive team can enjoy and take real pride in the fact that they are doing a good job with their assignments. The players find real satisfaction in this part of the game. They can achieve a real sense of purpose in the fact that they are doing such a good job of faking the run that a defensive player is taken out of position and becomes frustrated. Players will always respond to this kind of coaching-result-oriented teaching, with everyone knowing that their assignment is critical to the overall success of the play. 

    Unfortunately, the necessity for fundamentals of ball handling and play-faking are sometimes overlooked by coaching staffs. These staffs will not take the time to make sure that the entire team understands what they are trying to do with a play-pass (For example, the back-side tackle must understand that he could be the critical factor in the tell-tale recognition by the defense that the play is a play-pass.) The coaches have the responsibility to make certain that everyone understands what the team is attempting to accomplish with any given play and how each individual player's execution factors into the entire equation of that particular play. 

    Preparing to run the play-pass as part of an offensive package requires that it be given a specific period time in practice. One facet of this would be to schedule sessions before practice or after practice with the running backs, the quarterback and a center-you must have a center at all times. The coach will go through the drills. These sessions do not require being performed at full-speed. However, the techniques have to be detailed and repeated so the physical part of running the play will become second nature for each player. Often, after practicing this way and becoming accustomed to the philosophy of the play-pass, a second or third-year player will become very adept at play-pass faking. Whereas, during a game or a pressure situation, the freshman or rookie will revert to other things because he just does not have the poise to sustain the fake-poise is essential. Developing an effective play-passing game requires isolated sessions before and after practice, in spring ball, pre-season and during the season. 

    In preparing the play-pass during the week of a game, there should be a period- a 10-play period on a given day-with nothing but play-passes in which the players really concentrate on their particular assignments for that specific game, as opposed to the overall play-passing scheme. 

    I am convinced that the play-pass can be a valuable weapon for any offense. Coaches utilizing them in their offensive systems and teams for which the play-pass has become a major factor, create con-cern for the opposition more than other offensive designs. Future opponents know they can be fooled and subsequently burned by just playing disciplined and intense defense. The play-pass can fit into any form of offense from Wishbone to Wing-T to Run-and-Shoot. 

Why Does the Play-Pass work? 
· Best single tool in breaking a defense. 
· Regardless of coaching, defensive design and preparation, the well-executed play pass can distort defensive continuity. 
· The pass rush can be compromised and slowed. 
· Linebacker coverage can be negated or they can be forced out of position. 
· Defensive backs can be distracted and lose their relationship with receivers. 
· Defensive caution because of an effective play-pass game can add to the effective-ness of the running game. 
· Specific defenders can be isolated if they are prone to being fooled, or commit to the run before accounting for their coverage responsibility. 
· Zone-blitz concepts are best attacked faking at the dropping linemen. 
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    The defense has a difficult time accounting for the play-pass in terms of both preparation and actual game execution. If your line blocking and backfield faking is well-coordinated and well-executed, the defense must account for that in the running game. So, this is the one action that along with other special plays can disrupt defensive continuity. This is why it is the best single tool in breaking a defense. It can be can be run to gain a first down with a hooking type pass or it can be employed to score from down the field with a pass that goes beyond the secondary defenders. It is extremely difficult to stop a well conceived and executed play-pass unless the defense is concentrating on it. And, when they begin thinking about whether a particular play can be a play-pass or a run, then the running game is enhanced measurably. 

    I do not believe in necessarily establishing a run or establishing a passing game. I believe more in fully dimensional football where you are establishing your offense. Your offensive package will certainly include runs and certainly include drop back or action-passes, where the quarterback moves outside, but it should also include the play-pass. 

    The fully dimensional offense, in addition to the various passes, will probably have traps, draws, and misdirection plays. The play-pass serves its purpose in this one category of offensive football in that you iso-late and then develop the needs that you have and how the play-pass can affect the defense and how it can be coordinated and complement the running game. 

    Simply using a token fake to a back passing by the quarterback will not be enough. It takes a concerted effort by all the linemen, backs and the quarterback to establish a play-pass such that there are very few tell-tale indicators to any-one that you are really faking a run. 

    The play-pass can be used at any time. In an obvious passing situation, where there is long yardage or the score demands that you throw the ball, then naturally the play-pass is not a major factor other than the faking of draw. The draw pass is probably the most effective single play-pass because your line-men are allowed to pass protect as they would on a drop back pass and you can still fake the draw to the back. It can be used even when your team is behind and it you need multiple passes to move the ball to get into scoring position. Unless, the defense has softened up so much that they would have plenty of room to watch a play before they have to react to it. If the defense is playing a very soft, loose defense to stop the pass, then the play-pass is not of much value. 

    Linebackers are the players that are most affected by the play-pass because they have keys to read-whether the keys are to read the backs or linemen. Once they make a specific read, they are going to commit themselves to a run. The better job you do of faking, the more you can get a commitment from linebackers into the line of scrimmage. It is important to note that all we are really talking about is to have the linebacker take a couple of steps-that is enough. It is not as though you have to baffle them and they come flying into the line of scrimmage and tackle a phantom ball carrier. What happens is the effective faking may hold them (LB) stationary for a count or may get them to step forward or occasionally fill into the hole. It really is of no consequence how the linebacker is fooled because once he is hesitating and not quite sure, the damage should be done. The receivers, meanwhile, are driving down the field and are working in behind them. The play-pass that holds linebackers and then throws between or behind them, is an excellent source for moving the ball for that critical first down. 

    You are always looking for that overly aggressive linebacker or the inexperienced one. Most importantly, you want the aggressive linebacker to work against because he is going to commit against the run and he is going to want to heat those blockers to the point of attack. More often than not, he is the man that will be out of position. You can take advantage of the very aggressive linebacker with a play-fake to hit toward his responsibilities or his side of the field-to pull him into that line and open up a big hole behind him. 

    With respect to defensive backs, as you look at scouting reports and evaluate tapes, you should focus your attention on the defensive backs looking into the backfield and either losing touch with their receivers or committing themselves to stop the run. These DBs will be your targets. You will find some defensive backs that will feather back and will be looking into the backfield and lose relationship to the receiver because they think the ball naturally was run into the line of scrimmage and basically stopped. So they will level off and the receiver can break in behind them. There are others, especially in the safety position, that are head hunters and they are going to come flying into a play. You are always looking for that weak safety that will attack the line of scrimmage and make the tackle. Often, he is the best player on the defensive team because he is supporting the run so well that he is into the line of scrimmage the minute he sees something or he thinks he sees it; therefore, he is the one you want to get behind. The same analysis applies to the strong safety. 

    As you review and analyze tapes of your upcoming opponents, you are looking for specific defenders to attack. Again, as an example, you are looking for the outside linebacker who fails to get into the flat or is slow getting there because he is fooled, or the inside linebacker who will attack a running play so forcefully that he loses sight of the ball, or a safety who will commit to the run and lose his perspective of the field, or a corner who will look into the backfield and take his eye off his receiver, etc.. 

    In every scouting analysis, you have five checkpoints to look for and develop: (1) the cornerback that you are attacking; (2) the weak safety; (3) the strong safety; (4) outside linebackers; and (5) inside linebackers. In a given week, it may be that none of the five are worthy of attacking. But, in another week, it could be the weak safety, inside linebacker, etc. You have five checkpoints and you may or may not use any grouping of those depending on who you are playing and their respective players' tendencies. 

    Typically your play-pass is a first or second down play. The only play-pass for third down would be the draw fake. You set up the faking of the draw by running draws on first and second down. Thereafter, on third down, when you fake the draw, the defense will have seen it before and they do not immediately think down and distance-they just react. The draw is the one play that if called on first or second down can be developed to the point that the play-pass draw on third down is especially effective. That sequence of plays is the single best combination to run-the draw on first or second down, then fake the draw -on third down to slow up the pass-rush and to pull linebackers forward to get them out of position, and throw the hooking pattern be-hind them for a first down. But as far as the basic running play and the pass that comes off of it, then obviously first and second down are the times to do it. This would be true unless it is third down and three or four yards to go and the other team is still playing run. If they are in a mode to play the running game, then the play-pass is a good call. 

Key Elements of the PIay-pass 
· Must appear as close to the basic running play as possible. 
· Line blocking, at least at the point of attack, must simulate run blocking. 
· The running backs must run the same courses as the run play, and must deliberately hold the fake through the line of scrimmage. 
· The quarterback's mechanics must duplicate those of the basic run. His actions on both the pass and the run should be uniform. 
· Those defenders that are being attacked must be pin-pointed. They could be inside linebacker, outside linebacker, weak safety, strong safety or cornerback, The design of the play should be directed at a specific defender. 
· The more successful and often used running play is the logical action from which to play-pass. 
· Ball handling and faking should be practiced as part of a regular schedule. Often after regular practice is completed. Here an appreciation for the intricacies of the techniques is established. 
· Specific periods should be established during the practice week for team execution. (For example- A 10-play period on Thursday for a Saturday game.) 
· Short yardage and goal-line situations call for aggressive blocking below the pad level of the defensive line. Any easing up makes for easy diagnosis by linebackers and defensive backs. 
· The faking back and the quarterback must know which defender they are going after. Their fakes are then directed to fool that man. There is a difference between fooling a corner and an inside linebacker, etc. 

    It is vitally important that in terms of execution the play-pass appear as close to the running play as possible. Each and every player on offense must execute his specific assignment with the same degree of intensity and with the same mechanics he would use in the running play they are faking. 

    One way to accomplish this goal is to have a drill where you have the offensive team facing a video camera and execute plays at full speed (for example, starting with a skeleton group- center, quarterback and backs). Using the video camera to film the drill, the quarterback hands off the ball-the first repetition. On the next play, he will hand it off again on the same running play, and, finally, on the third play, he will fake it. Approximately ten yards away, the offensive squad will be facing the team running the plays, with each player focusing on the players playing their own respective positions. All of them watch their position closely to see what that handoff looks like and then what the fake looks like. You must force your players to execute these plays exactly the same so that they appear almost identical. As an example, take the motion of the swinging of the quarterback's arms as he hands off the ball and where he (QB) looks, the pad level of the running back and the location of his arms, etc. These all must be replicated with exact certainty. This will force the defense to hesitate momentarily to determine the play being run-that moment is all that is needed. 

    The line coach will not necessarily like the play-pass because his linemen must make contact at the line of scrimmage at least to the side being attacked. On the back side of the play, conceivably you could drop people back; but even in that case it can be immediately noted and read by an alert and well-coached defense. It is not so much that the defender will say, "I saw that tackle do something, therefore, I need to this...", but it is more of a feel they can get for how the play is unfolding-the play just does not look right if you do a poor job in technique and the defenders can sense it. 

    If your opposing team scouts you, as they inevitably will, they can determine that you are a play-pass team. They are going to look for the indicators-such as the tackle drops on his play-pass and he attacks on the run. The more sophisticated defensive coaches and teams will look for indicators of play-passes by any player that will give them a chance to make the initial determination and recognition of the play. 

    The offensive line can be an easy place for defenses to find indicators. One of the easy reads for the defense, is if a lineman's helmet pops up. The helmets and pads of offensive linemen have to stay at the same level as on a run play. The secondary defenders, corners or safeties. will see those helmets pop up or the tackle drop back and they know immediately that it is a pass. (For example, if the corner to the open side of the field is looking through an offensive tackle right to the quarterback and he sees that tackle's helmet pop up and step back-he will not care what the fake is, unless it is a fake draw-he will automatically know that the play is a play-pass.) 

    Obviously, the line blocking at the point attack must simulate a run. It is, also, very important that the offensive linemen block aggressively to the side of the ball that is being attacked. The action to the side of the defender that you are attacking is very critical. (For example, if the defender you are attacking is a cornerback and you want to get your receiver past him on a go pattern. You are certain that he looks back into the backfield and you can assume that he will drop from a 7 yard depth to about a 14-15 yard depth looking into the backfield. If he is a little bit mesmerized or if he relaxes a little bit because he believes a running play, your receiver can get past him and get maybe a step or two that he would not get otherwise. Consequently, you want to make sure that your offensive linemen to that side play very aggressively in their blocks and make certain that the back faking has his shoulder to the side where we are faking so that the corner buys the fake and the quarterback naturally hides the ball from that corner. The whole play may not need to fool anyone else but that specific corner because you are going to throw a pattern right behind that man.) So, you iso-late the man you are after then everything is coordinated to deceive that player. Whatever that man looks at during a running play must be exactly replicated to look like the run from his vantage point. 

    The running back must run the same courses and must deliberately hold the fake through the line of scrimmage. Again, as with every position, it is critical that the running back know who the play is designed to fool-is it an inside linebacker, is it an outside linebacker-they must have an idea of who they are trying to fool and the ultimate objective of each aspect of the play. 

    In most cases, the running back has a fake to make and a linebacker to pick up. So, as he is running through the line of scrimmage, he must keep his head up and his pads down, with his elbows to his sides and his right arm tucked as though he is clutching the ball tight against his stomach. While driving into the line, the running back needs to look for his linebacker. If the linebacker drops, typically the running back drives through the line of scrimmage and then continues to a position where he becomes an outlet receiver-this is a perfect example of what we are teaching-each player has a real job to do on every one of these play-passes. 

    With respect to the back that is to remain in the backfield to block for the QB, he must drive on the same course used in his blocking technique, make contact and then ease up and get his legs underneath him to be able to hold his block longer. It is not necessary to move the defender; he simply needs to sustain contact. One of the critical break downs in the play-pass is that blockers pull up short and leave space between them and the men that are supposed to be blocking; everyone can see it, react and thereby negating the effectiveness of the fake. Remember, the play-pass is immediately given away when players do not make contact. This type of detail is what coaches must demand of their players. 

    The quarterback's actions must duplicate that of the run. As I mentioned, we use the drill where we execute the run plays and play fake with the other quarterbacks and backs watching the team running the plays. The drill allows for very real clarity of exactly what we need to do to fool the defense. This type of objective review of each player's techniques creates awareness by each position player of how he should execute his own assignments and what acts or omissions will give away what type of play is being run. 

    Once a team gets into a short yardage situation-third down and two or less on the goal-line, and when the other team has substituted their goal-line defense-the techniques change. Now the blockers must use the same techniques they use in those situations for a run so their contact is made lower and more aggressively. The faking is more intense and we may ask that the back drive into the ground one or two yards past the line of scrimmage as though the ball is underneath him so that the safety man or whomever we are attempting to fool cannot find the ball or dive over the top. More aggressive techniques are used in goal-line and short yardage situations and those techniques generally are used to protect a gap. Gap-type blocking becomes very important. Again, these are techniques that have to be understood. 

Diagram 1 
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Diagram 2 
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Diagram 3 
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Techniques 

Offensive Line 

· The fake draw is the most readily utilized because linemen can employ basic drop back pass protection. And, because the draw play is one wherein the action is delayed the fake draw can hold linebackers longer. 
· Basic man blocked action requires the onside linemen (center-guard-tackle) to employ controlled, quick protection. This is taught as a technique. Contact is made at the line of scrimmage. The defenders cannot be given space. Any space between the defensive and offensive linemen indicates to the defense its a pass. Contact should be sustained but in balance and in control, lunging forward can be disastrous. The ability to move laterally with the defender is critical. 
· The backside linemen utilize short drops, but cannot back out beyond a two yard depth. They must keep their helmets and pads down. 
· Play-passes designed with pulling linemen require the other linemen to get their head across the front of their defender to cut off penetration and possible lateral evasive action of the defenders reading the blocking pattern. The pulling lineman must pull decisively and not pull up early even with concern for pass protection. Contact must be initiated, but with control. This is a technique that must be practiced. 
· Aggressive, controlled blocking with contact initiated by the offense is extremely important. These techniques must be identified, drilled, then practiced as a unit. 

Backfield 

· Running backs should run courses using faking techniques simulating as closely as possible those of the running play. 
· The back must be alert to blitz pick-up and identify responsibility prior to the snap. The back must run a course that can get the RB to the linebacker as soon as possible if he blitzes. 
· Faking technique requires shoulders at waist-high level, arms and hands held exactly as in taking a hand off-except the far hand is placed flat against the stomach so the ball can be inserted in the pocket then pulled out smoothly. 
· After receiving the fake, the back must continue through the line of scrimmage with both elbows inside the frame of his body preferably with the right arm positioned as though he has the ball. The biggest giveaway to play-pass is the running back's arms dangling or swinging away from his body. His shoulders should be below the eye level of the linebackers. This obviously makes it more difficult to find the ball. 
· After the fake, the back then releases as an outlet receiver. 
· In short yardage, the fake takes the form of driving into the ground across the line of scrimmage. In goal line situations, the fake can call for diving over the top. 
· The back not faking the run must drive directly to his blocking assignment and make contact. As contact is made he must come under control to sustain contact. A complete giveaway to the play-pass is the other back pulling up short of his block. This must be drilled and emphasized. To play it safe, backs will tend to move cautiously to be sure of their block. If the man being blocked drops into coverage the back then becomes an outlet receiver or is assigned to help a lineman in protection. 

Quarterback 

· All action of ball is at waist level. As ball is received from center, it is pulled to a position at the navel. As the QB moves moved toward the faking back to the exchange point, the ball stays at that level. When placed in the pocket, it is pushed straight out then pulled straight back. 
·The ball should be extended to the RB so that at one instant it is held directly in front of him, clearly establishing the likelihood of an exchange. The common error, which nullifies the purpose of the play-pass, is the ball never actually being in place for a hand off. 
· As the ball is pulled back. the arm normally used to make the exchange is allowed to swing away from the faking back just as it does when the hand off is made. The best way to analyze this action is to drill the running play exchange then the corresponding play pass. The quarterback's mechanics for both should be as close to identical as possible. Note how the exchange arm always swings away as the running back receives the ball. And most often the quarterbacks head turns to follow the running back; the faking quarterback should have the same swinging of the head as if to follow the play. 
· Faking to the right is simpler and easier to facilitate because the hand off is made with the left hand. It (the left hand) is allowed to swing away during the execution of the fake while the ball remains in the right hand or throwing arm. 
· The fake to the left with a right handed quarterback requires more synchronization. The ball is extended with the right hand, pulled in momentarily to the left hand and hidden, then the right hand after swinging away retrieves the ball. 
· The quarterback should finish each play pass in the normal drop of a right hander (if right handed) This means faking left still brings him back to a normal drop. Actually faking left can be more effective, because the ball is completely hidden, but timing of quick developing pass patterns is less exacting. 
· The quarterback must snap his head back to his primary receiver after completing his fake. At this point, efficient body mechanics become critical. The timing of play passes is even more critical than drop back passes. The defenders you are attempting to fool will only be distracted for a moment. 
· Specific steps are required just as there are with pure drop back action. Usually the third step of the drop is where the fake takes place. Then the necessary two or fours steps are taken. (Five or seven-step drop respectively). Timing is critical. Consequently, a five or seven-step drop is dictated by the type of pass pattern or the quarter- back's physical requirements in smoothly getting the ball off. 
· The quarterback must understand that play pass blocking is not as sound and can break down. He must be prepared for a pass rusher to get off of his blocker and be penetrating early. The quarterback must understand this, concentrate down field, and possibly take a hit just after he throws. 

Receiver 

· Spacing is critical in attacking specific defenders. Linebackers are drawn into the line to throw hooks behind them or to allow crossing receivers to get past them. An aggressive weak safety can be pulled forward to get a post behind him. Therefore, receiver splits, in order to get to that critical area, are extremely important. 
· As receivers drive down field, do not look at defenders. Do not have eye contact unless simulating a block on them. You want them to concentrate on the faking in the backfield. This usually occurs with hooking patterns vs. zone defenses. If simulating a block, stare the defender down approaching from the exact same angle. 




An interview with Bill Walsh on the PLAY-PASS. 

AFQ: When do you typically throw a play-pass? 

BW: Typically the play-pass is thrown between the thirty-yard lines. Play-passes work best when the opposing team is in their base defensive mode and you can anticipate those defenses that you've seen through your scouting preparation. You would prefer play-passes against the zone. although that is not a specific requirement. There are still cases where man-to-man defenders will he fooled and will take their eye off of their assigned coverage and the receiver can come out wide open. So, if you do have a man-to-man coverage, you have a chance to make a big play. But, typically you are looking to beat a zone defense because the hooking receivers can get open behind and between the linebackers. 

AFQ: What is the progression of the QB's reads? 

BW: The quarterback will have a primary, an alternate and, finally, an outlet. So,  he must look for the primary, next the alternate, and then the outlet. These are the mechanics that you use on either a play-pass or a drop back. The QB rarely looks short and then throw deep as an alternate. Usually, you look deep and end up throwing to an alternate that is hooking or the outlet, who is within five yards of the line. The outlet is always within five yards of the line of scrimmage because you can then simply dump the ball to them. 

AFQ: Do you account for the fact that the play may breakdown initially? 

BW: Not often. To me a play-pass is a play that develops between the offensive tackles. An action pass is one where the quarterback comes outside with the ball. In an action pass. you would have an outlet receiver pretty fast like a bootleg or wag. But inside the tackles, you are counting on your play-faking to accomplish certain things and for the play to develop. Rarely is there somebody who the QB can throw to real quickly unless you are throwing a three-step drop slant and then you are going to get the ball off. 

    If a quarterback is forced to scramble, which often happens in a play-pass because the pass-protection can break down, the quarterback begins moving laterally. so all receivers must move laterally with him and on a slight angle back toward the line of scrimmage to make certain that the defenders cannot get underneath them to bat the ball down or intercept it. But this has to be part of play-pass practice work-a scramble drill. in which the quarterback comes out one way or the other and the receivers all understand that and react accordingly. But, the one thing you do not want is the quarterback to start scrambling or moving unnecessarily because you still want 10 be in position to throw an accurate pass and you do not want to have to throw it on the run and outside the pocket. 

AFQ: What is the biggest potential obstacle to a successful play-pass? 

BW: Play-passing gives up or concedes the ability to effectively deal with wide stunts and some blitzes. What you are looking for is a very base defense to run play-passes against. You are taking a calculated risk when you run a play-pass that the defense could be running some sort of stunt or something that you cannot block effectively. The quarter-back must understand this and be prepared to get rid of the ball or take a hit if necessary. 

Y Stick and Double Stick 
By John Anderson 



“Y Stick” and “Double Stick” are part of the quick rhythm short passing game utilized in the West Coast Offense. The purpose of this article is to display the routes concepts, and also to display the variations used by different coaches as to how to use this route concept. Some of the built in routes and options give a broader base for the use of this concept as we will see later.

We want to attack the underneath coverage concepts of the defense, particularly the first and second defender inside the cornerback to the strong side of the formation. The route has some built in options in the case the defense takes away the primary routes, and leaves themselves vulnerable in other areas. We also wish to display the flexibility of the concept itself against various defenses.
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(3)22/23 Y Stick – We have several drops and rules packages for (3)22/(3)23 Y stick in this route package, as you will see as its broken down. There is a three step drop, and a five step drop. There is also a two-step drop to the hitch route on the single receiver side.
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22/23 Double Stick – 22/23 Double Stick is normally a five-step drop to the double stick side. There is also the two-step drop to the hitch route on the single receiver side here also. This version of 22 Y Stick includes the fullback in a swing route, making this require more of a five step for the quarterback. The same reads apply here as for the Stick/Flat route combination. This combination is what Coach John Jenkins teaches in California. 
  
  

[image: image99.jpg]ss




(1)Y Stick – We want the Y end (tight end) to get the cleanest possible release. We want him to get into his course quickly, despite any attempted jams. We want him to plant his inside foot and snap his head around quickly at 5-6 yards. If the defender rotates outside and attacks him quickly, we require the Y end to collision, and cut him off using his body to get good position on the defender. We instruct him to utilize his shoulder, rear end, or hips to cut off the defender and then gain separation from the defender, but find the void between the inside and outside defender. If man coverage, he uses his separation techniques and leverage concepts to open himself up for the quarterback. 

The quarterback will probably be throwing the ball, or already have thrown the ball. So we instruct the tight end to look for the ball as soon as he snaps his head around. Once he catches the ball, he is instructed to spin his hips around and get a path going north and south. 

(2) FB Flat - We instruct any receiver running the shoot route that he start with a burst up field for two steps, and throws his 

head hard to the outside. We also want this receiver to get depth on this route as he comes out of his break in that he can get turned up field quicker in this manner. If a blitz situation appears, then this receiver may get the ball immediately, so he must keep alert to this possibility. As he does, he needs to be aware also of the cover two corner squatting on his route as he comes outside, because he cannot accelerate through this area with a squatting cornerback waiting on him. What we want the fullback to do, basically, is get width now! We also want him to be looking for the ball coming out of his break in the case that the quarterback wants to get it out quickly.

(3) Flanker (optional) – We used to instruct the flanker to run the fly route. We instructed him to clear the corner and anyone else who ran with him. But, then we had seen some of Andrew Coverdale, and Dan Robinson’s clinics. We saw that they had used the flanker to attack cover two coverges by getting in behind the corner and outside of the cover two safety. If the cover two cornerback does sit and squat on the shoot route coming outside, then the flanker will bend his fade route slightly back inside, to make himself a better target for the quarterback.

(4) Backside – We have this built in event the defense grossly over over compensates to the “stick” side of the play. Notice

that there is a receiver with the option of a hitch route on any given backside play in this scheme. Below are the types of routes in the scheme:

a.HB check through

b.X hitch/fade

c.E hitch/seam option

d.X Hook

e.Lion (double slant on the back side)

a) HB check through – This is basically a halfback checking his protection responsibilities and releasing into the pass route only after no one shows in his area. He will simply pass through the line of scrimmage, and show his numbers to the quarterback while getting to a depth of about two to three yards. If we are in a slot to the weak side we will already have a hitch there, and will not require the halfback to run a hitch to the weak side.
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b) X Hitch/Fade – One of the factors in our pre-snap read is how the defense will align versus some of our formations. 

If the corner aligns deeper than 7 yards off the split end, then we may have a play with a hitch over to the weak

side. This averages out to about a 4.5 yard gain, but sometimes we may even break one. This two short step hitch in conjunction with a two step QB drop is a good quick hitter. If the corner comes up in bump and run position, then the split end will turn this into a fade route.
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c) E hitch/seam option – This is one of the key components of  “Y Stick” route package. When you see Coach’s Coverdale 

or Robinson in one of their clinics, you will see something like this. Mike Holmgren also has this particular backside combination as a part of his “Y Stick” package.

#1 receiver – This is a “skinny” post, or as some call a slant.

Coach Coverdale tells his receivers to not be afraid to flatten the route more than normal if he needs separation from the cornerback and the underneath coverage doesn’t threaten him while using that angle. If he encounters bump and run coverage, he converts his route to a fade. This could be a man coverage method underneath, or a tight cover two in which he could get behind.

#2 receiver – Coach Robinson teaches this receiver to see the entire secondary, and be ready to act accordingly. This

receiver has this route that exercises an option at two different levels. This receiver has a route that splits down the middle of the field, at a depth of about 20-25 yards, and he will be looking for the ball in the deep hole of cover two defenses (or if the safeties vacate the area). This is done in two different forms, pre-snap and post-snap. If there is a safety in the post third of the secondary, he will cut his route off at three or four yards and get inside of the defender over top of him. If the slot defender clamps down on him, he will be opening up the slant route behind him. So, it comes down to this: If the middle of the field is open, the receiver attacks the post 1/3; and if the middle of the field is closed, the receiver throttles down inside the defender three or four yards.

Mike Holmgren teaches that slot receiver to get a depth of six yards over the offensive guard to his side. He stops and shows his numbers to the quarterback and expects to spin around and expect contact after receiving the ball.

d) X Hook – The split end hook on the back side is a game planned decision given to take advantage of defenses who over compensate to the trips side.

e) Lion – “Lion” is a double slant on the backside from the slot.


  

22/23 Y Stick Nod – The “Nod” is a kind of out and up for the stick route. It gives us an option against defense stacking up the short zones and sacrificing the deep areas. This is primarily a red zone alternative to help loosen up the zone defenses as we get inside the twenty yard line. 

    We also feature “Nod” with the double stick play, and refer to it as “Double Stick Nod”. This will result in both of the stick routes being and “out and up” type of feature. 
  

Double Stick – (from Train, Zebra, Flush) – 

    Instead of having the option of the “Shoot” route and the “Stick” route, we have the two receivers both run “stick” routes inside of the fade route on the outside. 
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Quarterback techniques and reads – The basic drop for the split end hitch is the basic two step drop. For the right handed quarterback, he drops first with his left foot, then with his right and throwing outside immediately. This is in the case that the split end has a seven yard plus cushion, and gives the split end priority over the stick/flat combination. 

 

When throwing the Stick/Flat combination there are two schools of thought, and both have to do with the talent factor of your quarterback. Most coaches teach the three quick steps and throw. The quarterback is taught to read the first defender inside the cornerback, and makes his decision based on the reactions of this defender.

    As the third foot hits the ground, the ball has to be on its way to the flat route. This is a very fast rhythm pass, and the quarterback can not hesitate. He must look off the flat route when coming back inside to the stick route, because this many times will force a defender to chase the flat route and open up the stick route. You as a coach must take every opportunity to instill in your quarterback that he cannot, should not, MUST NOT take a sack in any three step passing play!


  

Quarterback priorities for the Stick/Flat read: 

-Key the strong safety or the defender who has flat area responsibility. 

-Check pre-snap reads and check leverage. 

-Check the flat area first, then come inside to the stick. There are many  times looking off the flat route first will open up the stick by forcing the defender to turn his hips. 

-When playing against cover 2, looking first to the strong side fade and seeing that the cover 2 corner either sits, or turns his hips and runs with the fade route. 

-Come inside to the hitch/seam (in spread formations), or HB check in two back formations if Stick/Flat is covered. 
  
  

Quarterback priorities for the sideline-swing read: 

Key the strong safety or the defender who has flat area responsibility. 

Check pre-snap reads and check leverage. 

Look for the swing route first, and then the stick. Many times looking at the swing route first will open up the sideline fade route. 

When playing against cover 2, check the seam area behind the strong side corner first at the fade route. 

Come inside to the hitch/seam (in spread formations), or HB check in two back formations if Stick/Flat is covered. 
  

If the quarterback sees that the defense has slid over to the strong side and taking away the lanes, then the quarterback can go to his back side options with his two step drop. He must stand tall in the pocket and make his throw quickly and surely to the hitch or fade to the split end. 

When the quarterback does make his decision to throw, he wants to get the ball out in front of the flat route by 12 inches in front of the numbers. 

When throwing the stick route, he wants to put the ball to the outside upper corner of the tight ends numbers. When throwing the fade, we want him to throw it over the outside shoulder of the wide receiver, 22 to 25 yards deep. 

When throwing to the backside, the quarterback drills the hitch between the numbers of the wide receiver. When throwing the slant, the ball needs to be thrown 12 inches out in front the numbers of the wide receiver. 

The read is very similar when throwing to the double stick, but the majority of the passes will go to the inside stick route. When throwing the stick- nod route, it’s a pump fade and throw to the stick and up. 
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Protection schemes – Most five and six man protection schemes will work in this route package. 
  

Double read by call side Guard versus 3-4 front, Alert for “tuf” call. 

First linebacker to call side versus even and over shift fronts (“stay”, “slide”,“snuggle”, “L.A.”/”Raider”, “L/R” 

NAVAJO. Navajo open protection; alert for gap situation. 

Possible “gap” or “Lucky/Ringo” calls. 

“Open” away from call versus three man line. 
  

Fullback – free release to side of tight end and run appropriate route. 

Half back – Block “Whip” – alert for “bag”, ”open” and “gap” calls. (versus three man line you have the “Plugger” linebacker. 

*In 322 (323), the line never “opens” away from the call due to the  three-stop drop. Halfback has “Whip”. 

    This is aggressive pass protection. We teach to get the hands of the defenders down, and hold their ground. They are instructed to fire out and get a good first punch on the pass rushers. 
  

Practical Application – 

    San Francisco can field multiple receiver formations and stretch the field. The 49ers place wide receiver Jerry Rice in the slot to the weak side, and wide receiver J.J. Stokes (83) outside of Rice. Wide receiver John Taylor (82), is lined up on the strong side wide, with tight end Brent Jones (84) inside. Fullback William Floyd (40) is lined up behind the right tackle and will go in motion behind the tight end. 

    The Indianapolis Colts will line up in a 3-2-6 personnel package, and will only rush three linemen. The Colts plan to cover this formation with eight defenders ( two linebackers, six defensive backs). 

    At the snap, the Colts take away the stick route combination to the strong side of the formation, while using linebacker Trev Alberts (51) as a “spy” on quarterback Steve Young (8). The stick combination being covered sends Young to scan the slot side of the formation where the Colts have a three on two advantage in coverage with the double coverage being on Rice. Defensive backs Jay Belser (29) and Ray Buchanan (34) show a pre-snap double coverage look on Rice. But, at the snap, Buchanan releases Rice inside into Belser. Buchanan drops off to give inside help to the cornerback. But, Belser looses Rice as he turns back away on this sort of “whip” route. Young and Rice have this timed out perfectly, and the result is six points for the 49ers. 
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    In the formation show below, it is actually similar with the exception of the personnel and tight alignment of the two tight ends. Tight end Ted Popson (85) is aligned off the line of scrimmage, and on a wing off tight end Brent Jones (84). The rest of the formation is the same. Wide receivers Jerry Rice is on the line of scrimmage, with Terrell Owens (81) to the outside, and fullback William Floyd aligned behind the right tackle. 

    The Atlanta Falcons align in the “43” alignment and show a “two deep” zone coverage in their pre-snap alignment. 

    The Falcons will rush linebacker David Brandon (54) from the outside, and will drop a defensive tackle into coverage in to the short hook zone area. By using film study, the Falcons know that by the use of this formation, this is a high probability pass formation used by the 49ers, and they also know that the stick combination is also a high possibility. 
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    At the snap, the Falcons will rotate the strong side of their defense to jump the stick combination, and try to bring Brandon on the backside to add pressure to the quarterback. The 49ers use Rice to run and continue across the formation, instead of the normal stop route. Many defensive backs cannot cover Rice, much less a defensive tackle. This is a short throw for Young, and a easy catch for Rice for him to turn up field quickly. Young has read the defense and seen the stick combination, and checks down to Rice coming across his vision, 
  

    Miami Dolphins offensive coordinator Gary Stephens used several west coast offense principle in his pass attack. The Dolphins for years had featured quarterback Dan Marino and tried to put a number of excellent pass receivers around him. 

    In this formation, the Dolphins show their two wide receivers to the left in a slot formation, and the running backs are split. Tight end Keith Jackson is on the right side. This in our terminology is “Red Right Slot”. 

    The Pittsburgh Steelers counter in their 3-4 defense with linebacker Greg Lloyd playing inside technique over wide receiver Mark Ingram, with cornerback Rod Woodson on the tight end side. This is a strong indicator of zone coverage. As the Dolphins run wide receiver Mark Ingram in motion from his slot position, the Steelers adjust by rotating the secondary to meet the motion, another zone indicator, 
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    At the snap, the Dolphins will run the stick combination the same basic way that is used in the west coast offense. The Dolphins get the match-up they want, Levon Kirkland (99) covering Keith Jackson (88) on the stick route. Kirkland is more concerned with Jackson crossing into his zone and easily gives the outside away to the stick route. This is the area where linebacker Kevin Greene (91) would normally be awaiting anything coming outside, but he is drawn outside very quickly by fullback Tony Paige on the flat route. Ingram runs the cornerback, Rod Woodson, off deep giving plenty of room for quarterback Steve DeBerg to throw the stick route. Marino and DeBerg both have quick feet and drop quickly, and make quick decisions. DeBerg made his decision decisively as Jackson was going into his break and makes a perfect pass, at the outside upper corner of the numbers on Jackson’s jersey, resulting in a nine yard gain and a easy second and one situation. 
  
  

    Below is an example of the “Double Stick” route combination. 

    The Packers will spread the field against the zone coverage scheme of the Cincinnati Bengals. The Packers will line up three receivers to the wide side of the field and try to run the double stick route combination against the Bengals linebackers, James Francis (50) and Tom Tumulty (53). The flanker in this formation runs the fade route against the pre-snap read of the Bengals two deep zone. If the corner sits and waits for the slot back, quarterback Brett Favre will try to thread the needle on the fade route behind corner Ashley Ambrose (33). If the corner turns and runs with the fade route, then Favre reads the double sticks reads on the underneath coverage. Linebacker James Francis will turn his hips and run with the slot receiver, leaving an opening for the stick route coming inside of him. Tight end Mark Chmura (89) will find the opening between the linebackers and make the catch for a seven yard gain. 
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    Linebacker Tom Tumulty will try to wall off Chmura from coming inside, but leaves Chmura the opening for the stick route. 

    On the backside, the Packers will call the “X Hook” route, but also can use the hitch/fade option also. 

    In the protection scheme, the Packers will slide their protection to the right, and leave the running back to pick up the first man coming off the backside of the protection scheme. This is Rip/Liz protection in our scheme, or a gap protection scheme to pick up blitzes and stunts from this type of defense. 
  
  

    Below, lets see a red zone variation of the stick/double stick combination. Green Bay will line up in the same formation, on Tampa’s five yard line. 

    Tampa will initially show a two deep look, but then begins to rotate before the snap toward the strong side. Down near the goal line, defensive coordinators will use more of a attack scheme, like blitzing more often. 
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    At the snap, the Packers send both of the outside wide receivers to the corner by way of fade routes. The slot receiver, Derrick Mayes (80), and tight end Mark Chmura will run one of the man coverage adjustments off of the stick route, the “Nod”. 

    The Buccaneers will slant their defensive linemen to the backside of the protection scheme of the Packers, and rush two linebackers off the strong side. This leaves only five in man coverage on the five Packer receivers. This plays to the strength of the Green Bay Packers. Both Mayes and Chmura will execute the stick route technique, but as they break into their cuts for the stick route, they turn upfield with a good head and shoulder fake. Tampa strong safety John Lynch (47) will gain on Mayes and do an excellent job of coverage. Linebacker Derrick Brooks has to run over from his weak side linebacker position to cover Chmura in this coverage scheme. Initially, Brooks does get into position, but with Chmura’s “nod” up field, Brooks is caught out of position due to his momentum and inability to regain inside position on Chmura. Favre reads this defense perfectly and throws a dart to Chmura, before the weak safety Charles Mincy (22) can get over to stop the play. 
  

    In conclusion, we have demonstrated the quick release nature of this play and the adjustments that are utilized in this concept. I'm sure you can add a few in there also. There isn’t any one way to run this concept as we have already shown, due to the numerous variations that have been displayed. We have displayed variations off the stick route concept, and also the flexibility of the backside routes have also been displayed. In the practical application section, we have displayed the flexibility of the concept versus various defenses as well. 

The Lead Draw – Fox 2/3 Draw 
By John Anderson 



    In any passing offense, you must have the ability to negate any strong pass rush. There are three solid ways to do that: a strong running game, screens, and draws. And the purpose of this article is to explain how to use the draw play to negate the pass rush, but also to give added value and a threat to the passing game. 

    The idea behind the Lead Draw is very simple: pull up the defensive linemen upfield in their pass rushes and use their aggressiveness against them so that you can slip the draw play to a back.. We want to take the defensive ends up field and kick them out, and push the defensive tackles to one side. This will allow us to use our fullback to isolate a inside linebacker, and possibly break a play. In the process, we want to cut off  the pursuit of the rest of the linebackers. Depending on the front, by pushing the defensive tackles in the 43 defense to one side, or the nose tackle in the 34 defense, we create a cavity for the fullback to have room to push the inside linebacker to one side or the other. The ball carrier will read this as his key block on where to go with the ball from here. 
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     As we draw up the blocking schemes versus the different fronts, you will see a great similarity between the way we block the 34 defense and the 43 under defense. The rules are almost identical due to the proximity of the  defensive tackle and the weak side outside linebacker. This play is ideal against the 34 defense, and the 43 under defense in that it attacks the cavity over the play side guard. This puts the ball into the “B” gap, while against the 43 over defense, or a straight 43, the ball needs to come back inside to the “A” gap. Now you can run it to the  “B” gap versus the straight 43, but you will have to be confident that your play side guard will handle the defensive tackle. 
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    In our system “Fox Two” is directed at our right side, while “Fox Three” is directed at the left side. This is consistent with our even numbers being on the right side of the formation, and the odd numbered holes on the left side of the formation. 
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    This is Fox Three against a slightly over shifted defensive front  that we used to see often. We direct the play right up in between  the defensive tackles. You will see in the cases against “Over” defenses, that the blocking will possibly flip over to take advantage of the alignment. 
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Blocking for the Lead Draw – 

    We found out from watching film of the 49ers, and ironically, some old Baltimore Colts film that this play really hasn’t changed too much over the years. 

    We start with the “Zero” or the “One” technique. We want to scoop that technique and move him to the backside away from the play to create the alley for our fullback to isolate the play side inside linebacker. This begins the creation of a tandem or “co-op” assignment to scoop the  defensive tackle and scrape off to the backside linebacker. 
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    We do not want to allow the 0/1 technique to be left without a double team until the last possible moment. By using the “co-op” technique, known by many other names, we can control the 0/1 technique until the very second that the backside linebacker commits to which side or the other. If the 0/1 technique drives for the weak side “A” gap, then the guard will peel off and cut off the linebackers pursuit. If the 0/1 technique drives into the strong side “A” gap, then the guard will finish the 
scoop, and the center will scrape off and cut off the pursuit of the linebacker. This is done by “feel” as to how the defensive tackle applies pressure. 
    If we see the defensive tackles in “two” techniques (head up on our guards), then we tell the onside guard to take his opponent to the outside, and the center to hinge back on the backside tackle. We will then take the play back inside the “A” gap. This is what  we classify as a even front. On even fronts, we change the rule to take the ball into the onside “A” gap vice the onside “B” gap. 
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    But, we drill this tandem to only commit at the last possible moment so that they don’t disengage too early from the defensive tackle. 
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    The backside guard and tackle are given the assignment to “area” block the two online defenders in the 34 and 43 Under defensive alignments. When the defense tries to execute a stunt against this play, it becomes harder to execute. We had times where the outside linebacker executed a stunt underneath, and made the tackle for a  minimal gain. This was because the backside guard was either slow to recognize the stunt, or never saw it. We do our best to teach the guard to recognize the stunt from the outside linebacker and that he must work together with the tackle to impede the progress of the stunt to ensure the success of the play. 

[image: image118.jpg]o, % o, o
2 5\/5 ] g%IgD\

Fullback technique in the Lead Draw (Fox 2/3)




    The fullback makes a move to the outside, as we are trying to sell the defense that we are showing our best running play, the power over end play. So by selling this action, or selling pass, we can place the fullback in a more favorable position to block the linebacker. If the linebacker reads the draw and plugs the hole effectively, we are in trouble. 
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    The fullback is instructed to meet the linebacker as deep as possible, keeping in mind that the linebacker is taught to read the play and meet the fullback at the line of scrimmage and plug the hole. The linebacker is also taught to not give a side. This simply means to meet the fullback in the hole and play off the block and cause hesitation for the running back. So the fullback must make contact as far downfield as he can, and turn the linebacker one way or the other. The ball carrier is taught to read this block. 

Play action from Fox 2/3 – 

    The play action off of Fox 2/3 is very important in the offensive structure, due to the fact that it pairs well with our draw package and helps to constitute a run threat that slows the linebackers read as to run/pass. Off this play action, we can hit several pass patterns effectively. Like “X and Y Hook”, the “Double square out”, or the “Double Fly” Routes. Most of the 24 pass patterns can be run from the Fox 2/3 play action. 
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    The blocking for the play action is very much the same as in the draw. But, we give the halfback a duel role in this pass blocking responsibilities. We want him to check for a pass rusher both inside, and outside the offensive tackle with a priority to any pass rusher coming from the gap between the fullback and the offensive tackle. 

    Many West Coast offense teams enjoy the success of the Fox 2/3 play action scheme because it gives them a full flow play action to one side, and puts a lot of receivers into the pass pattern. This is especially beneficial if you have a game breaker in your lineup. I personally liked running “Fox 2 – Bingo”. This sent the flanker on a post route over top of the tight end running a hook at 12 yards. 
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    This may or may not be a ideal way to diagram this play, but the idea I wanted to get across, was the tight end being able to get open underneath and be a threat to the linebackers. When you can do this it forces the defense to change, for example, forcing the strong safety to possibly jump the tight end, This would leave a possibility to leave the back door open. The use of play action could also force this reaction out of the Cover Two strong safety. If we could see a indication that the free safety could be caused to hesitate, we could plan this to throw the seam, or fade route behind him as well. 

    This pass play helped us to take advantage of teams that elected to use Cover Two or Cover Three invert to the weak side. Many times we had teams try to double cover our split end, and we had to devise ways to break that coverage. “Bingo” in conjunction with the play action put the strong safety in a quandary by hooking up the tight end in front of him and sending the flanker on a post. If the strong safety tries to jump the hook route, the flanker zips behind him. If the strong safety drops back to protect his zone from the post route, the tight end should be open in front of him. This play also works well against man coverage, or man – free. 
  

     In conclusion, we have seen how the lead draw works with different defensive formations, and gone over some of the little 
nuances of the draw play, and showing how to use it to negate a fierce pass rush. The draw play in any form can open up some big plays for teams with a good passing attack. It was also my purpose to demonstrate pairing up this play with play action, and to give a small example of how you could possibly use different patterns. 

