The Unofficial Web Site Of The 
WEST COAST OFFENSE
INTRODUCTION AND DEFINITION 

The West Coast Offense is used by many successfully football teams today. For example, the Super Bowl Champions, Denver Broncos and the previous year's Super Bowl Champions, Green Bay Packers. Can this offensive system be implemented and effective on the high school level? YES! The material organized and presented here demonstrates the philosophy of the West Coast Offense and actual play schematics that can be implemented and used on the high school level. In fact, this web site is designed for the coach to get a basic knowledge of the philosophy and play schematics of the West Coast Offense. 

The purpose of this web site is to provide a concise and organized overview of the West Coast Offense. Included in this site will be history, philosophy, basic offensive organization, base play schematics, and frequent updates. The material presented here is not original material written by the web site authors. The material here is from a variety of references. Our goal is to present this material in a concise, user-friendly manner to football coaches through out the U.S. in order to help coaches improve their respective teams. 

DEFINITION: 
The term 'West Coast Offense' has a two-fold meaning: 
  

1.  it describes an ball control offensive system that uses the timed, short passing game AND
2.  it also describes the entire offensive structure from play schematics, preparation, installation, implementation, game planning, execution, and attention to every detail of this offensive system.
The prime example of this definition is of course, the San Francisco 49ers. Bill Walsh the offensive and organizational mastermind meshed this two part definition together into the most proficient and prolific offense of the modern football era. 

Bill Walsh has stated the following, The term 'West Coast Offense' "... is an umbrella term for precision-timed passing, variable formations, and the exploitation of each player's skills." 

In 'Finding A Winning Edge', Coach Walsh has also said, " The 'West Coast Offense' still amounts to nothing more than the total attention to detail and an appreciation for every facet of offensive football and refinement of those things that are needed to provide an environment that allows people to perform at maximum levels of self-actualization." 

Therefore, Bill Walsh's West Coast Offense is not just a split back, short pass throwing offense, it's much more.... 

  WEST COAST OFFENSE OVERVIEW 

  Short pass plays replace the running game to control the ball. 

  Bill Walsh originated with the San Francisco 49ers. 

  Long process for QB to pick-up all the reads and adjustments. 

  Release all five receivers into the pattern. 

  QB has progression read up to five receivers. 

  Take what the defensive gives you. 

  Make the defense adjust to you. 
  

 The West Coast Offense features short pass plays to replace the running game while still controlling the ball. The quarterback takes a three or five-step drop, reads the defense and has his progression of receivers to look to. Ideally, all five receivers will release in the pattern giving the QB plenty of passing options. 


The 49er West Coast offense relies on short passes turning into big plays with the ability of the skill players. Steve Young has the patience to continue to throw the short pass if that is what the defense is giving him. Eventually, the big play will come either with a long pass or a short pass with a missed tackle resulting in a touchdown. 
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Arizona's West Coast offense uses the theory of reading the progression from deepest to shortest. The Cardinals flood one side of the field and let QB Plummer read the defense from deepest to shortest. If the big play is there, Plummer will take it. If not, Plummer continues down the ladder until a receiver comes open. Plummer also has a knack for creating things on his own when the play breaks down. 
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HISTORY AND EVOLUTION
The Walsh offense owes much to the past. As a Raiders' assistant in 1966, Walsh learned under Al Davis and John Rauch, who was the Raider's head coach. Raiders football was based on the theories of Sid Gillman. Al Davis had taken Gillman one step further. This system became the basis of Walsh's offense. 

Gillman brought refinement to the game. Every technique and skill was isolated. In the Raiders organization, Walsh had no barriers to restrict creativity. It was a fully dimensional approach. For example, a system was developed for offensive line blocking that used almost all conceivable blocking combinations. It took time to learn it, but when the linemen mastered it they were well equipped to handle any situation. 

The pass offense included an almost unlimited variety of pass patterns as well as a system of calling them. Coach Walsh used backs and tightends more than anybody in the NFL in his passing game. 

In 1968, Coach Walsh joined Paul Brown in his new franchise in Cincinnati.  While in Cleveland, Paul Brown implemented a highly organized structure and format that transformed the game to the modern era. In Cincinnati, Coach Walsh was the wide receiver coach and became responsible for the passing game.  Coach Walsh used much of what he learned with the Raiders to create the Cincinnati passing attack. 

In Cincinnati, the Bengals had Virgil Carter, who was an athletic quarterback, but did not have a strong arm. Walsh devised a system of short, quick, timed throws. Walsh and Brown's objective was to make 25 first downs per game and control the ball with short passes and selective 
runs. 

With the short yardage completions, the Bengals would control the ball and keep their opponent's offense off the field. It was a case of partially neutralizing an opponent's superiority  with a nickel and dime offense. Even with improved talent the basic philosophy remained the same: Timed passes and precise patterns which were practiced extensively. 

Much of the practice time Coach Walsh used to practice situational offense. He isolated every different situation that might occur in a game.  An example of this situational approach:  you might see six short yardage plays in a game, eight plays when the offense is backed up in their own end zone, six plays with third down and twenty yards to go, etc.  In training camp Coach Walsh and his teams practiced and prepared for all these contingencies.  Over some time, Walsh's teams became very proficient at dealing with each particular situation. 

Coach Walsh had predicated his offense on controlling the ball through an opportunistic running game and timed high percentage short passes.  As the opponents geared themselves up to stop it, Walsh's teams would have opportunities for the big strike down the field.  "Nickel and dime offense"?  It Works! 

Coach Walsh was disappointed when he wasn't offered the head coaching position in Cincinnati after Paul Brown retired. So, Coach Walsh moved on to the San Diego Chargers for the 1976 season where he served as Offense Coordinator and worked closely with Dan Fouts. Coach Walsh greatly improved Fouts mechanics and fundamentals making him into a outstanding quarterback. 

In 1977 Coach Walsh moved on to Stanford as Head Coach. After two successful seasons at Stanford, Coach Walsh took on the great challenge of turning around the San Francisco 49ers. A search for a General Manager for the 49ers proved fruitless and Coach Walsh added the title of General Manager.  Coach Walsh put together a great administrative staff to assist him, including John Ralston and John McVay. Coach Walsh became the one authority figure in the organization and took great steps to correct the past disorganization and conflicts. With hard work the San Francisco 49ers won 3 Super Bowls over a ten year period. The principles and organization that Coach Bill Walsh brought to the game of football defines the modern football era. 

Several professional and college teams use a version of the 'West Coast Offense' today. The success of these teams is tremendous. The future looks bright for these teams as they continue to refine and enhance the 'West Coast Offense'. 

Professional Teams using the 'West Coast Offense' or a variation of: 
1. San Francisco 49ers 
2. Green Bay Packers 
3. Denver Broncos 
4. Philadelphia Eagles 
5. Seattle Seahawks 
6. Oakland Raiders 
7. New Orleans Saints 
8. Arizona Cardinals 
9. Baltimore Ravens 
10. Minnesota Vikings 

College Teams using the 'West Coast Offense' or a variation of: 
1.  USC 
2.  BYU 
3.  CAL 
4.  Stanford 
5.  West Virginia 
6.  Texas 

....and others..... 

Bill Walsh Bio: 

· Born 1932(?) in Los Angles, CA. 

· Played college football: 

            San Mateo Community College 
            San Jose State 

· Served in the Army during the Korean Conflict. 

· Graduate Study at San Jose State. Was an assistant to HC Bob Brozan. 

· At the age of 24, received his 1st Head Coaching job at Washington High School, Freemont, California, where he stayed 3 years. 

· Marv Levy hired Walsh on to the Cal Berkeley coaching staff where he stayed 3 years. 

· John Ralston hired Walsh on the Stanford coaching staff. His duties included: chief recruiter, administrative assistant, freshman coach and Defensive Backs coach. He stayed here 3 years. 

· Hired on to the Oakland Raiders coaching staff in 1966. Learned the theories of Sid Gillman's ingenious offense from Al Davis and John Rauch. 

· Paul Brown, head coach of the Cincinnati Bengals, hired him as an assistant in 1968. Here Walsh learned a great deal of organizational strategy. 

· In 1976, Walsh became the Offensive Coordinator for the San Diego Chargers. 

· After one season with the Chargers, Walsh became the Head Coach of Stanford. 

· In 1979, Walsh was hired by Eddie DeBartolo as the Head Coach of the San Francisco 49ers. During Walsh's tenure, the 49ers won 6 NFC Western Division tiles and 3 NFL Championships. Walsh was Head Coach and General Manager until he retired from professional football in 1989. Complied a career record of 102-62-1 and a playoff record of 10-4. 

· Walsh was an analyst for NBC Sports from 1989-91. 

· Walsh returned to Stanford as Head Coach in 1992-1994. 

· In 1993, Coach Walsh was elected to the Pro Football Hall of Fame. 

· In 1999, Walsh named General Manager of the San Francisco 49ers. 

PRACTICE PLANNING AND GAME PLANNING
Walsh was a planning mastermind. He planned his training camps down to the minute. Each year Walsh would revise and refine the schedule with his assistants to fit the needs of his teams. Walsh had four basic strategies of team development: 
  

1. The teaching of individual fundamentals and skills. 
2. The choreographing of actions of groups, such as defensive backs or offensive linemen. 
3. The development of TEAM EXECUTION, such as the offensive unit. 
4. The implementation of SITUATIONAL FOOTBALL, as related to the specific game circumstances.
For example, the 49ers practice goal line offense, short yardage, 2 minute offense, etc.  The players learned to appreciate this regime because they could be confident that what they learned on the practice field, they could apply in a game. Every logical situation that might occur in a game was isolated and the strategy and tactics were accordingly devised. These situations were given practice priorities with a specified number of minutes. 

It's vitally important that players take the field to learn something each session rather than have only their courage tested. This approach should be reflective all the way down to the YOUTH football level ( Pop Warner ). There are only so many times when a coach should test a players courage or willingness to totally sacrifice. The player should be taking the field to learn, and usually to practice something specific that has been discussed beforehand. 

There are at least 4 major benefits from precisely scheduling training camp and practices during the regular season: 
  

1. NO wasted time on the practice field. 
2. The learning process is accelerated. 

· Players could view the practice schedule the night before, so they knew those areas that  would be emphasized. Each category was specifically reviewed. When you take the field you want the best possible learning environment.
3. The game can be approached on a broad base, rather than piecemeal. 

· Every phase of football is worked concurrently. All facets are emphasized.
4. Initially, the Head Coach can coach the coaches. 

· Teach the coaches how to instruct the skills and fundamentals to the players.
There is NOT a reason a coach can't become more effective each year, if he can retain enthusiasm for his work!! 

Teams which attempt to adopt the 'West Coast Offense' and duplicate its success solely by copying the play schematics and blocking schemes are taking a fragmented approach to installing such a system. In order to fully understand the West Coast Offense, a number of factors concerning the parameters of the system must be considered, including: 
  

1.  The type of offense needed. 
2.  The amount of offense required. 
3.  The requirements for installing and implementing this system. 
4.  The practical application of the West Coast Offense on gameday. 
    What to address against a particular opponent: 

· Who will be the key personnel at the point of attack? 
· When is the best time to run a particular play or play sequence? 
· Where on the field will a particular play or play sequence have the best chance for success? 
· Why will a particular play or play sequence be productive versus this particular opponent or specific defense? 
· How often may a particular play or play sequence be repeated with relative assurance of its success and how should it be adjusted if it is to be repeated? 
· How do the environmental conditions affect the potential quality of the play?
A TEAM MUST KNOW WHAT TO DO IN ANY GIVEN SITUATION.
  

IDENTIFYING AND IMPLEMENTING ESSENTIAL SKILLS 

A critical part of the game planning process is to identify the skills each player needs to perform the tasks involved in a particular play. After identifying the skills needed by the player, a team must have a process in place for ensuring that their players develop these skills so that each play is productive. Taking steps to develop these skills in every player occurs in two stages: isolating the skills and teaching the skills. 

1. Isolate the skills.  The first step in the game planning process should be to analyze the tasks involved in the assignment of each player. Next, a decision must be made regarding whether or not the players have the ability to master the necessary skills. If it is determined that the ability of the players does not mesh with the skills required for a specific task, then this part of the offensive game plan must be discarded or altered to fit the level of talent. The more specific a players preparation for a particular game, the better their performance. 

2. Teach the skills.  Collectively, teaching players the skills they need involves an evolutional process of promoting, enhancing, practicing and refining each facet of the capacity being developed. In this regard, the rudimentary teaching progression of " Hear it - See it - Do it " is applicable as it ever was.
Success on the field does not occur by accident. Simply put, PREPARATION PRECEDES PERFORMANCE. The most brilliantly designed scheme and game plan is virtually worthless unless a well orchestrated method is presenting, installing and practicing that scheme and plan exists.
GAME PLANNING
One of the most difficult tasks as a head coach is making judgments and decisions under severely stressful situations. The better prepared the head coach is, the more capable he will be of acting under pressure. 
Because preparation is based on probability rather than certainty, as head coach, you must account for every situation and contingency that can reasonably be anticipated. Anticipating the factors which may cause you to experience severe stress during a game can be helpful in several ways, including: 

· Reduces the likelihood that you will have to do too much guessing under the stress of the game. 
· Enhances your ability to make adjustments during the game. 
· Provides players with a preview of what to expect in critical situations. 
· Takes tremendous pressure off the signal caller. 
· Gives confidence to the players and the staff in knowing that you are prepared in all possible circumstances. 
· Allows you to believe and stay with your game plan.
Practicing for every reasonable situation and contingency means that you are upholding your primary responsibility to the team - REDUCING THE LEVEL OF UNCERTAINLY BY THOROUGHLY PREPARING THE TEAM. 

Situational Offense 

The term situational offense refers to the specific situations which have to be addressed, in varying degrees, during a game. Each of these involves very specific conditions (e.g. down, distance, field position, etc.) At least 9 different categories of situational offense exist: 

1. Normal down and distance in the open field. 

· This situation offers the head coach the most latitude to establish his preferred style and tempo of play. 50% of the offensive play calls during a game will occur within the parameters of normal down and distance in the open field. On first and second down, the normal down and distance situation in the open field should be attacked with three main objectives in mind: 

A. get a first down or a series of first downs.
          B. position the offense in a favorable third 
             down situation. 

     C. score or run an explosive play.
    Getting a first down on first and second down is a hallmark of a good offense. On 1st and 10 the offense should be focused on positioning themselves in a favorable ( convertible ) down and distance situation. 
Stats demonstrate that ONLY 25-35% of 1ST downs are generated on 3RD down conversions. The remaining 65-75% of 1ST downs are generated on 1ST and 2ND down. THEREFORE, a team's 3RD down conversion ratio is typically NOT a primary factor in winning games. To ensure a favorable 3RD down situation, your play selection should emphasize calls with a high probability of at least 4+ yards on both 1ST and 2ND down. 
     A teams third objective in normal down and distance in the open field should be to strike with an explosive play ( i.e. a play which results in a gain of 20 yards or more ). 1ST and 2ND down are normally the best downs for calling for an explosive play because of the multiple concerns that the defense must prepare for on these downs. 

2. Backed-up. 

· Teams in  the NFL are not backed up on their goal line as much as high school or college teams are. Regardless of the level, you must have an adequate backed up package prepared. The goal of this situation is obvious: Get a first down. The plays you should choose when backed up should be base calls which the offense will be very familiar with and have confidence in. Keep in mind that this situation can turn into a real positive for your offense. It can stun a defense when they let the offense out of this situation. Among the priorities you should consider when backed-up are: 

A.  Moving the ball at least to the 5 yard line. 
B.  Selecting core plays which are low risk. 
C.  Limit ball handling to key players to reduce chance of fumbling. 
D.  Consider using a double tight end formation to cut off defensive penetration. 
E.  Selecting pass plays to emphasize ball control. 
F.  Selecting ball control passes which are thrown to the outside. 
G.  Consider throwing the ball deep to change the momentum and keep your defense off the field. 
H.  Throwing passes only to the strong hand side of the QB. 
I.  Avoiding plays which both guards pull. 
J.  Attacking the defense between the ends. 
K.  Deciding if taking a safety is an acceptable option.
3.  Third down. 

· 3RD down is one of the less complicated situations to prepare for because most defenses have specific tendencies with regard to this situation. 
· The percentage of successful 3RD down conversions  increases as   the distance to convert decreases: 

 3RD and Long (7+ yds)        =      20-25% 
 3RD and Medium (2-6 yds)     =      45-50% 
 3RD and Short (1 yd or less) =      75-85% 
 

· These percentages underline the importance of maintaining a 1ST/ 2ND down 4+ yard efficiency that enhances your chances of keeping your 3RD down calls in at least the 50% region.
4.  Forth down. 

· The average NFL team rarely attempts to convert on a 4TH down situation, but it is imperative that a team prepares for it. A team should plan for three distant types of 4TH down situations: 

 4TH and inches 
 4TH and short 
 4TH and long
· Several factors should be considered when deciding whether or not a team should attempt  4TH down conversion. For example, the caliber of the opponent, if you are playing home or away and the defensive style of your opponent.
5.  Red Zone. 

· Along with 3RD down, the Red Zone is clearly the most critical situation the offense will be in during the course of the game. 
· One can carry approximately 10 plays ( 5 runs and 5 passes) for 1ST and 2ND down in the Red Zone. One can carry 2 plays for 3RD and Long and 3RD and Medium. The 3RD and 1 play can carry over from the open field category of your game plan. 
· When establishing priorities of your Red Zone package, the following steps should be considered: 

A.  Run the ball if possible. 
B.  Use motion to isolate the desired match - ups. 
C.  Run plays that are designed to beat the blitz and man to man coverage. 
D.  Pass the ball to the underneath routes. 
E.  Run plays that do not risk losing yardage, the offense should not be taken out of field goal range. 
F.  Group your plays in ten yard divisions ( i.e. 20 yard line, 10 yard line ). Defenses tend to base Red Zone strategy according to the location of the ball with regard to ten yard divisions. Keep in mind that the Red Zone is an excellent area of the field to run different plays from formations that were previously shown in the open field. 
G.  Anticipate the blitz. Run a package to take advantage of the blitz when your team is somewhere between the 15- and 25- yard lines. Throw the ball in the end zone. Use Motion to isolate the desired matchup on your best receiver. 
H.  Select running plays, because the defense tends to stay in a base front when the offense is positioned between the 10- and 15- yard lines. Alert the QB to audible if the defense jumps into a goal line front.
6.  First and Goal. 

· Stats show that a team will have two 1ST and goal opportunities in a game. A 1ST and goal package should have 2-3 running plays and 1-2 passing plays from that formation. 
· Consider throwing the ball in this situation, particularly in awkward situations ( i.e. 1ST and goal from the 9 yard line ). Since virtually every pass thrown to the goal line involves a throw into the end zone, the QB must be very focused on what he expects to see before he throws the ball. 
· Be careful not to turn the ball over in 1ST and goal situations, it can be very demoralizing to your team.
7.  Goal Line. 

· This offensive package concerns situations where the offense is within the 3 yards of its opponents goal line. The average team may see this situations 3 times in a game. 
· Run running plays in only 1 direction, either to the right or left. This will eliminate some of the guess work that may occur during the pressure situations of a game and will help focus a teams weekly preparation. 
· Because it is extremely difficult to run the ball at times in this situation, a team should plan to have passes as 50% of its goal line offense. 
· A team should plan and prepare for what play it will call ( run or pass ) when it only needs to gain inches.
8.  2 Point Play. 

· Most NFL teams average only one or two 2 point conversion attempts a year. It may be sensible to combine the 2 point play package with the 3RD down inside the opponent's 10 yard line package. Combining these two elements into a three to four play package can encompass 1ST and Goal calls and 2 Point conversion plays.
9.  Blitz. 

· Most teams carry one or two blitz beaters in their game plan. Blitz beaters are specific plays and protections that can be called or audibled to in order to take advantage of a defensive blitz. 
· One of the best ways to hurt a defense that is blitzing is to use the 'HOT' option off a basic pass play. The 'HOT' option involves a situation where the QB has the choice of dropping the ball off to a designated receiver for which the defense cannot account when blitzing. 
· Develop a viable offensive package to counter the blitz that is more a part of your base offense. If the offense would practice this more on a regular basis, the team's chance of success to beat the blitz would increases substantially. 
· Treat a blitzing defense as an opportunity rather than a foreboding event. This situation is an excellent chance for a big gain. 

Contingency Offense
The contingency component of a team's offense is designed to deal with those situations which are TIME related. Contingency offensive situations may not even arise in a game. There are 2 basic contingency offensive situations: Four Minute and Two Minute offense. 

1. Four Minute offense. 

· The primary goal of the four minute offense is to take as much time off the clock as possible, while enabling a team to protect its lead. The four minute offense involves 4 objectives: 

A.  Moving the ball on the ground. 
B.  Making first downs. 
C.  Keeping the clock running. 
D.  Protecting the football.
  
· Considerations when building a four minute offensive package include: 

· Using tight formations. 
· Using a consistent short snap count to avoid illegal procedure. 
· Using basic timing patterns in must pass situations. 
· Using play passes. 
· Avoid reverses. 
· Avoid special and untested plays. 
· Remind players to keep a slow pace. 
· Avoid unnecessary shuffling of personnel into the game. 
· Alerting punter to punt ball as high as possible and informing the punt team to cover but not down the ball outside of the red zone. 
· Alerting the punt returner to either fair catch or avoid the ball. 
· deciding to take a safety if appropriate when punting from a backed up situation. 
· Being prepared to attack goal line defense as the clock winds down. 
· Knowing when to call the 'Victory' formation and have the QB down the ball.
  
  
1. Two Minute offense. 

· The two minute offense is designed to enable a team to accomplish specific objectives within the limited amount of time available, usually to score points to tie or win the game. 
· Among the steps a head coach should take with regard to the two minute offense are the following: 

· Be aware of the two minute warning, if possible, let the clock run down to the warning. 
· Plan plays which may be used for conditions that may develop. 
· Gather the offense on the sideline whenever possible; keep everyone else away from the area. 
· Make a decision to return a punt or to fair catch before the return team takes the field. 
· Keep messengers ready to run messages into the game. 
· Be sure that your key personnel are on the field. 
· Have the ball snapped on set, unless otherwise indicated in the huddle. 
· Have plays called at the line of scrimmage in order to increase the pressure on the defense. 
· Call a rushing play that is designed for a second down situation against a nickel package. 
· Avoid calling special plays or new plays. 
· Alert the field goal team to be ready if called upon.
  

Reactive Offense
Defenses often develop plans to counter a team's offensive tendencies. Accordingly, a team should include plays in its offensive attack that offset its own tendencies or to take advantage of a defense's probable predisposition to act a certain way in particular situation. 

Collectively, these special plays are commonly referred as a team's ' reactive offense '. As the head coach, you should ensure that your team is properly prepared to react in all conventional reactive situations including: 

1. A first down call after getting a first down rushing. 
2. A first down call after getting a first down passing. 
3. A first down call after the completion of an explosive pass. 
4. A first down call after an explosive run. 
5. A first down call after a positive penalty ( i.e. 1ST and 5 ). 
6. A second down call after a sack. 
7. The next first down call to start a series after your team lost the ball on a fumble or interception. 
8. A first down call to start a series after your opponent's loss of possession due to a turn over. 

 Establishing Openers ( or Scripting )
An integral part of many team's offensive game plan is to script 'OPENERS'. Openers are a prepared list of plays ( i.e. 10 - 15 plays ) that a team plans to use to start ( open ) the game. 

Players tend to like the use of openers because the procedure enables them to know ahead of time what they will be doing on their first one or two series. Scripting openers offers several advantages, including: 

1. Allows the head coach to make decisions in a detached and thoughtful manner. 
2. Allows the head coach to determine an appropriate balance between running plays and passing plays on first down. 
3. Allows the head coach to be more creative in his team's personnel groupings early in the game by having the offensive sequence planned ahead of time. 
4. Enables the head coach to be able to quickly determine how the defense will react to specific formations and personnel groupings. 
5. Allows the head coach to give his assistant coaches an opportunity to check for defensive factors which might affect the effectiveness of a particular play or offensive sequence. 
6. Allows the players especially the quarterback, to get into an appropriate rhythm. 
7. Allows the head coach to script specific 'Special' plays and increases the likelihood that they will actually be employed in the game. 
8. Multiplies the confidence of a team when a scripted sequence results in a score. 
9. Increases the versatility of the offense without having to run a large or unmanageable number of plays or having to use and excessive number of formations.
Coach Billick has stated, "60 minutes is not enough time for the best team to always win - it is just long enough for the team that plays best to win." This underlines the physical parameters of time and preparation that may offset physical limitations. 

You must ask yourself the question, How much offense should I have? You should consider three levels: 

1. Yearly 
2. Weekly 
3. Game Day
The more you overlap the amount of total offense you can carry vs. the amount that can be effectively practiced, the more effective the offense you can actually run on game day. 

Of course, it is impossible to predict the exact amount of offense you will use in any given game. You must carry a selective amount of overage that has to be built in for 'what if's'. You should try to keep your overage to about 25-30% of the total snaps that you can predict. 

From your base offense in the open field package, you can build (script) your openers. The key elements in establishing your base offense are: 

1. Size and scope of the package you need. 
2. Determine if there is a recognizable difference between 1ST and 2ND and Long. 
3. Establish an opening sequence and be specific with regard to what you want to run and why - then STICK BY IT. 
4. Keep your open sequence interactive with regard to personnel and formations. 
5. Keep your opening priorities in mind: 

· Get a 1ST down 
· Keep yourself in a convertible 3RD down distance. 
· Create an explosive play.
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TABLE 1
Table 1 reflects a 6 year breakdown of the Minnesota Vikings in the OPEN FIELD. 1ST down in the open field requires about 45% of your total calls. 2ND down requires 35%, and 3RD and 4TH downs take up the remaining 20%. 

Table 1 also reflects that the 1ST down in the open field package will consist of about 20-25 calls a game. 2ND and Long (7+ yds) in the open field constitutes about 11-12 calls a game. And 2ND and Medium (2-6 yds) in the open field has only about 5-6 calls per game. 2ND and 1 in the open field usually only comes up once a game. Third down in the open field occurs about 10 times a game. 
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TABLE 2
You will notice that we have identified very specific parameters in Table 1 and we have isolated how much offense is required in each situational offensive category. Now we can think in terms of focusing our needs by run/pass ratio. 

Table 2 diagrams a run/pass ratio by situation. For example, we know we face about 20 1ST downs in the OPEN FIELD in a whole game. We can cut that number in half to start with 10 opening, 1ST down open field, first half calls. 
Table 2 shows a team who likes a 50/50 run/pass ratio on 1ST down. With this in mind, you should break your 1ST down OPENERS into 5 runs and 5 passes. 

Table 2 also demonstrates a team who likes a 30/70 run/pass ratio on 2ND and Long. With this in mind, you should script 5 plays of the first half with 3 passes and 2 runs. 

Table 2 also shows a team that would like to keep a 2/1 run/pass ratio on 2ND and Medium, so we script 3 plays for the first half: 2 runs and 1 pass. 

This team has decided that we want our opening passes to be 2 dropbacks, 1 quick, and 2 play actions. As we carry  this thinking out over all the OPEN FIELD situations, we end up with our total opening play ratio: 

· Runs:               12 
· Passes:             16 

· Dropback:       8 
· Quicks:         3 
· Play action:    5
As an example of our opening 12 runs, two of them will be short yardage situations and may in fact be the same play. Likewise, the run we have scheduled for 3RD and Long may be the same run we intended for 3RD and Medium. That being the case, you are left with 10 opening runs. 

Those 10 runs do not have to be 10 different plays. They are more likely to be 3 or 4 different runs out of 2 or 3 formations. 

It would stand to reason that we would want to build the 5 play action passes off those runs and formations. 

Of the 3 quicks we choose to throw, we may want to link them to 2 of the formations from which we are throwing our 8 dropback passes, or 1 or 2 of the run formations, and so on... 

How much carryover you wish to have from your 1ST down and 2ND down plays to your 3RD down calls is certainly up to you. You may want to draw from your base passes and just simply change the formations, or you may want to have a complete new set of plays. 

Once you have established the priority of your opening plays, you can expand on that package to the point of even doubling those initial 30 plays to have a base OPEN FIELD package of 60 plays, with your average 50 open field calls coming from that package. This certainly fits within the limits of about 20% overage in your preparation. 

This same approach can be applied to your RED ZONE package where the 25% of your remaining plays will be called. Examine Table 3. This area has the same predictable parameters as does its open field counterparts. So you can see how you can determine your Red Zone package and so on... 
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TABLE 3
Installing the Offense: 

TABLE 4 summarizes the amount of offense we have determined we need by situation. 
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TABLE 4
The column labeled SCRIPT represents the upper limit of plays needed for a particular situation, keeping our 25 - 30% overage factor in mind. The column labeled REPEAT represents plays that will come from other parts of the game plan. As such, these plays don't necessarily have to be separately scripted plays. You MUST, however, MAKE SURE THAT THESE SITUATIONS ARE COVERED and everyone is aware of what is going to be run. 

We are by NO means suggesting you have to have 90 different play combinations. Much of what you will call will be repeated or changed subtly by formation and/or personnel. These 91 Total Plays fall within the 20 - 30% overage outlined earlier. 

As large as this number may seem, many teams will unknowingly carry a much higher percentage of overage, thus making the practice ratio of game plan to actual plays called even higher. 

The size and complexity of any game plan and the way you install it is NOT the issue. What IS at issue is if you as a coach have taken the time to be as detailed and specific in your game plan preparation as is needed to give your players the best chance to succeed. 

Warren Moon stated in Brian Billick's , Developing an Offensive Game Plan, "The more detailed and specific a game plan can be laid out for a player, the more he can perform with confidence and efficiency." This long discussion of game planning and preparation and teaching is truly the heart and soul of Bill Walsh's 'WEST COAST OFFENSE'. 

For more information concerning the West Coast Offense, please refer to the Reference page. 

Laying out the Game Plan
The layout of a game plan is somewhat dependent upon the personal learning style of the head coach. Personal preference and sight lines play a part in the format for the development of the game plan. All game plans share several basic functional features, including: 

1.  A game plan is the result of the combined thoughts of the coaching staff. 
2.  A game plan is an interactive tool for both players and coaches. 
3.  A game plan must be flexible to facilitate minor strategy adjustments. 
4.  A game plan facilitates the breaking of tendencies without straying from the plan. 
5.  A game plan provides for alternative strategies that allow the coordinator to stay within the scheme. 
6.  A game plan addresses certain special situations and allows for creativity within the scheme. 
7.  A game plan provides for a situational response. 
8.  A game plan allows for a counter to a specific strategy of the opposition. 
9.  A game plan allows for specific strategies that consider field position.
Many formats exist, but regardless of the format used the offensive game plan should address a number of factors including a PRACTICED strategy for dealing with the situational, contingency, and reactive aspects of the offensive package. 

As a general rule, coaches place pertinent information concerning their game plan on either a one or two page chart which they carry with them during a game in order to have immediate access to the information. Notice the two page sample game plan call sheet: 

On the front page: 

· Base runs and passes - a listing of base running plays and passes grouped by type, personnel and/or formation. 

· 3RD Down - from the OPEN FIELD, a package tailored to the following down and distance situations: 3RD and short (2-4yds), 3RD and medium (5-7yds), and 3RD and long (8-11yds). Also, included is a 3RD down package versus nickel blitz and nickel zone defenses. 

· Play action passes - a list of play action and action passes. 

· Red Zone - plays that are normally run once a team reaches the +20 yard line. 

· Goal line and two point play - a list of available goal line and two point plays. 

· Short yardage - details available plays to use in short yardage situations, including down and distances of 3RD and 1 and 4TH and 1 yard or less.
On the back page: 

· Attacking fronts - lists plays to use versus a specified defensive front.
· Base blitz - outline run plays and pass plays with audible capability that are designed for unexpected blitz situations.
· Two minute and Four minute offense - details targeted plays from two minute and four minute offense package.
· Last 4 Plays - lists the last 4 plays of a half or game
· Best Player - lists the plays which highlight the teams best offensive player and includes the specific situational criteria to which the plays are applied.
· Base coverages - categorizes the plays with regard to type, personnel, and formation versus the basic coverages available to the defense.
· Attacking coverages - lists the plays designed to exploit a particular coverage.
· Backed up - targets plays which are to be used when the offense is backed up against their own goal line.
· Must call - details a specific list of plays which are expected to produce big results against a particular defensive scheme.
· Reminders - lists personal notes with regard to opponent's tendencies, personnel, etc.
· Nickel runs- best running plays versus a defense having 6 defenders in the box.
· Screens and Specials - a list of available screens and special plays. 
· Second half considerations - possible opening second half plays.
I have provided four examples of game plan call sheets.
     1.  2 page Sample Call Sheet   
     2.  1 page Sample Call Sheet 
        3.  1 long page Sample Call Sheet 
        4.  2 page Sample Pro Call Sheet 
               Front Page 
               Back Page 
        5.  Front Side Pro Call Sheet 
               Ravens Super Bowl Call Sheet
GAME PLAN CALL SHEET 




OPENERS                                      SHORT YARDAGE                               GOAL LINE 
1.                                                    Runs                                                     (3 Yard Line) 
2.                                                    1.                                                          1. 
3.                                                    2.                                                          2. 
4.                                                    3.                                                          3. 
5.                                                    4.                                                          4. 
6.                                                    Passes                                                  Passes 
7.                                                    1.                                                          1. 
8.                                                    2.                                                          2. 
9.                                                    3.                                                          3. 
10.                                                  4.                                                          4. 
11. 
12. 
13. 
14. 
15. 

BASE  RUNS                                 3RD & 3                                               +5 YARD LINE 
1.                                                    Runs                                                      Runs 
2.                                                    1.                                                           1. 
3.                                                    2.                                                           2. 
4.                                                    3.                                                           3. 
5.                                                    4.                                                           4. 
6.                                                    Passes                                                   Passes 
7.                                                    1.                                                           1. 
8.                                                    2.                                                           2. 
9.                                                    3.                                                           3. 
10.                                                  4.                                                           4. 

BASE PASSES                              3RD & 6                                               +10 YARD LINE 
1.                                                    Runs                                                     Runs 
2.                                                    1.                                                          1. 
3.                                                    2.                                                          2. 
4.                                                    3.                                                          3. 
5.                                                    4.                                                          4. 
6.                                                    Passes                                                  Passes 
7.                                                    1.                                                          1. 
8.                                                    2.                                                          2. 
9.                                                    3.                                                          3. 
10.                                                  4.                                                          4. 
11. 
12. 
13.                                                 LONG YARDAGE                                  +20 YARD LINE 
14.                                                  1.                                                           1. 
15.                                                  2.                                                           2. 
16.                                                  3.                                                           3. 
17.                                                  4.                                                           4. 
18.                                                  5.                                                           5. 
19.                                                  6.                                                           6. 
20. 

PLAY ACTION                                 ACTION                                                  ATTACKING BLITZ 
1.                                                    1.                                                           1. 
2.                                                    2.                                                           2. 
3.                                                    3.                                                           3. 
4.                                                    4.                                                           4. 
5.                                                    5.                                                           5. 
                                                                                                                     6. 

NICKEL                                         AUDIBLES                                               2 MINUTE OFFENSE 
Runs                                              1.                                                          (3 Play Sequences) 
1.                                                   2.                                                            1. 
2.                                                   3.                                                            2. 
3.                                                   4.                                                            3. 
4.                                                   5. 
Passes                                           6.                                                            1. 
1.                                                                                                                  2. 
2.                                                                                                                  3. 
3. 
4.                                                                                                                  1. 
                                                                                                                     2. 
PREVENT                                     4 MINUTE OFFENSE                                 3. 
1.                                                   Runs 
2.                                                   1.                                                                 
3.                                                   2.                                                         2ND HALF CONSIDERATIONS 
4.                                                   3.                                                            1. 
                                                      4.                                                            2. 
LAST 6 PLAYS                               Passes                                                    3. 
1.                                                   1.                                                            4. 
2.                                                   2.                                                            5. 
3.                                                   3.                                                            6. 
4.                                                   4.                                                            7. 
5.                                                                                                                  8. 
6. 

ATTACKING STUNTS                      BACKED UP                                           SCREENS 
1.                                                   Runs                                                        1. 
2.                                                   1.                                                             2. 
3.                                                   2.                                                             3. 
4.                                                   3.                                                             4. 
                                                      4. 
                                                      Passes 
ATTACKING FRONTS                      1.                                                            SPECIALS 
1.                                                   2.                                                              1. 
2.                                                   3.                                                              2. 
3.                                                   4.                                                              3. 
4.                                                                                                                    4. 
  

ATTACKING COVERAGES                                                                             NOTES 
1. 
2. 
3. 
4. 
5. 
6. 
  

WEST COAST OFFENSE ORIENTATION & TERMINOLOGY 

After many requests for information concerning terminolgy, I'm posting the terminology of a NFL team that uses the West Coast offense. Remember, the terminology varies slightly from team to team. The info below is an example of how a team may describe their play calls. 



WEST COAST OFFENSE ORIENTATION & TERMINOLOGY
START FROM SCRATCH WHEN LEARNING IT. DON'T TRY TO COMPARE IT TO ANY OTHER OFFENSE. IT GETS TOO HARD. MEMORIZATION IS THE KEY. UNDERSTANDING THE 
CONCEPTS BEHIND OUR BASIC RUN AND PASS SCHEMES IS ESSENTIAL. 
  

WE CALL PLAYS IN THE FOLLOWING SERIES: 
  

A) TEENS:  ALL  RUNS. AN OFF SET BACK  IS GOING TO GET THE  BALL GOING 
ACROSS THE  BALL GENERALLY FROM  RED (SPLIT BACKS), BLUE  (NEAR BACKS), 
OR BROWN (FAR BACKS) FROM A 5 YARD DEPTH. FOR EXAMPLE: 16 POWER, 18 
BOB, 19 "W". 
  

B) 20'S: ALL PASSES WITH SPLIT FLOW PROTECTION. 
20-21- HB RELEASE WK, WK GUARD DOUBLE READ, FB PROTECTS STR. (6 MAN PRO) 
320-321- HB RELEASE WK, WK GUARD DOUBLE READ, FB PROTECTS STR. (6 MAN PRO) 
22-23- FB RELEASE STR, STR GUARD DOUBLE READ, HB PROTECTS WK (6 MAN PRO) 
322-323- FB RELEASE WK, STR GUARD DBL READ, HB PROTECTS WK.  (6 MAN PRO) 
24-25- SOLID PRO, NO HOTS, BOTH BACKS PROTECT. (7 MAN PRO). 
324-325- SOLID 7 MAN PROTECTION, AGGRESSIVE TECH FOR 3 STEP THROWS. 
24- 25 BINGO- SOLID 7 MAN PRO, BACK AND UNCOVERED GUARD SWITCH. 
28-29 - MAXIMUM PROTECTION FOR STRONGSIDE OVERLOAD. TE  BLOCKS. (8 MAN PRO) 

**COULD CALL "SCAT" AFTER 20-21, 22-22, OR 322-323 TO FREE RELEASE THE BLOCKING BACK. DOUBLE READ ON BOTH SIDES. GIVES US A TRUE 5 MAN PROTECTION. 
EX: 322 SCAT "Y" STICK,  23 SCAT RAIDER,  ETC. 
  

C) 30'S: ALL RUNS. THIS IS OUR TRAP AND TOSS SERIES PROM A 5 YARD DEPTH, AND USUALLY FROM AN OFF SET POSITION. TRAPS. PULLS, TOSSES.... 
  

D) 40'S: ALL RUNS. THIS IS OUR DRAW SERIES. REALLY ABOUT 4-5 PLAYS: 
FB 40-41, NICKEL 4041, EAGLE 40-41, HB 42-43 LAG... THE QB FRONTS OUT ON ALL DRAWS. 
  

E)  50'S: ALL PASSES (SLIDE PROTECTION). FB DOUBLE READS, AND HB FREE 
RELEASES. THESE TWO BACK SLIDE PROTECTIONS NORMALLY FROM SPLIT BACKS. 
50-51: WE WILL SUBSTITUTE THIS FOR 20-21 PROTECTION VS TEAMS WITH A FORCE AT THE WEAK SIDE LINE BACKER (WILL). TE IS HOT. 6 MAN PROTECTION. 
58-59: 7 MAN SLIDE PROTECTION WITH TE AND FB PROTECTING STRONG. WE ARE GAP 
SECURE  FOR ANY STUNT DOGS ... GREAT FIRE ZONE PROTECTION. 
  

F) 60'S: ALL RUNS. THE BALL CARRIER IS BEHIND THE QB AT A 5 YARD DEPTH. EX: 62-63, 66 T - 67 T, 68 HAND OFF  - 69 HAND OFF. 
  

G) 70'S: ALL PASSES. CAN BE ONE BACK OR TWO BACK PROTECTION; BACK(S) FLOW WEAK. 
70-71: BACKS SCAT WEAK, TE IS SOLID, WK GUARD DBL READS, FB IS HOT (6 MAN PRO). 
70-71 SWAP: BACKS SCAT WEAK, TE (OFF LOS) AND STR GUARD SWITCH (6 MAN). 
72-73: HB SCAT WK, FB PROTECTS WK, STR GUARD DBL READS, TE IS HOT (6 MAN PRO). 
72-73 BURST: SAME  EXCEPT FB AND WK OG SWITCH, AND FB “BURSTS” STR (6 MAN). 
74-75: HB SCAT WK, FB PROTECTS  WK, TE- IS SOLID (7 MAN PRO). 
74-75 BAG: HB SCAT WK, FB & WK GUARD SWITCH, TE IS SOLID (7 MAN PRO). 
74-75 SWAP. HB SCAT WK, FB PROTECTS WK, TE (OFF LOS) & STR GUARD SWITCH. 
78-79: BACKS PROTECT WK-BROWN SET, TE PROTECTS STR (8 MAN PRO). FOR FS BLITZ. 

** CAN ADD (3) TO CHANGE TO QB DROP TO 3 STEPS AND UTILIZE AGGRESSIVE TECHNIQUE WHILE KEEPING ASSIGNMENTS THE SAME. (I.E.., 370-371, 372-373, 374-375.) 

**ALSO, WE CAN ADD "SCAT" TO 72-73 TO GIVE US A TRUE FIVE MAN PROTECTION. EX: "72 SCAT HANK”. 

H) 80'S: OPEN: THIS SERIES IS SELDOM USED: ONLY FOR SPECIAL PLAYS. 
  

J) 90 'S: ALL RUNS. GENERALLY BOTH BACKS WILL MOVE IN THE SAME DIRECTION, WITH THE BALL CARRIER AT 7 YARDS DIRECTLY BEHIND THE QUARTERBACK. A BROAD HIGHLY USED CATEGORY. 
-90-91 "0" 
-92-93 WEAK 
-94-95 
-96-97 POWER 
  

2-3 JET PROTECTION: THIS IS OUR #1 PASS PROTECTION. THIS IS A SIX MAN SLIDE 
PROTECTION - THE QB CAN CHANGE 2 JET TO 3 JET (AND VICE VERSA) WITHOUT 
MAKING AN AUDIBLE -  IF THE BACK'S CHECKDOWN IS  A THRU … ALERT FOR  “TOM” 
CALLS. 
  
  

PLAY PASSES 

FOX 2 PROTECTION: 7 MAN SLIDE PROTECTION FAKING FOX 2 RUN; FB HAS ILB,  HB 
HAS OLB. CONSIDER IT- PASS FB AT 2- AGGRESSIVE TECHNIQUE. CAN DO IT FROM 
BROWN OR BLUE- OR FROM GREEN VS ZONE BLITZING TEAMS TO BETTER SITUATE OUR 
BACKS. 

H2-H3 PROTECTION: 7 MAN SLIDE PROTECTION FAKING H2-H3 RUN. FB HAS OLB, TAILBACK HAS ILB. CONSIDER IT- PASS HB AT 2. WE LIKE THIS PROTECTION FOR DEEPER 7 STEP TYPE THROWS FOR MAXIMUM PROTECTION. 

FIRE 2 - FIRE 3 PROTECTION: 6 MAN SLIDE PROTECTION FROM A STRONG SET. 
FAKING BACK HAS DOUBLE READ; FB AND TE ARE HOT FAKING BACK MUST BE READY 
TO ABORT THE FAKE VS BLITZ. 
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Bill Walsh Coaching Lineage: 

View the Walsh Coaching Tree!! 

NFL Head Coaches: 

· Brian Billick           Balitimore Ravens 
· Pete Carroll            New England Patriots 
· Bruce Coslet            Cincinnati Bengals 
· Tony Dungy              Tampa Bay Bucs 
· Dennis Green            Minnesota Vikings 
· John Gruden             Oakland Raiders 
· Mike Holmgren           Seattle Seahawks 
· Steve Marriucci         San Francisco 49ers 
· Ray Rhodes              Green Bay Packers 
· Mike Shanahan           Denver Broncos 
· George Seifert          Carolina Panthers 
· Dick Vermeil            Saint Louis Rams 
· Mike White              former Oakland Raiders 
· Andy Reid               Philadelphia Eagles 
· Sam Wyche               former Cincinnati Bengals and Tampa 
                          Bay Bucs 
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NFL Coordinators: 

· Ken Anderson      Bengals   Offensive Coordinator 
· Ron Dowhower      Eagles    Offensive Coordinator 
· Matt Cavanaugh    Bears     Offensive Coordinator 
· Gary Kubiack      Broncos   Offensive Coordinator 
· Sherm Lewis       Packers   Offensive Coordinator 
· Marty Mornhinweg  49ers     Offensive Coordinator 
· Ray Sherman       Vikings   Offensive Coordinator 
· Marc Trestman     Cardinals Offensive Coordinator
College Head Coaches: 

· Paul Hackett        University of Southern California 
· Tom Holmoe          University of California Berkeley 
· Terry Shea          Rutgers 
· Tyrone Willingham   Stanford

These coaches have either worked or played directly with Bill Walsh or worked with one of his former assistants listed above. This list is NOT all encompassing. There are several other coaches who run the West Coast Offense not affiliated with Bill Walsh, for example Hue Jackson, OC USC, and Greg Davis, OC University of Texas. 

Implementing and Practicing an Offensive Game Plan 
by Brian Billick, Head Coach of the Baltimore Ravens 

No aspect of the coaching structure has a bigger or more lasting effect on the players and their performance than the methodology used in installing and practicing your system. When I think of [San Francisco 49ers General Manager] Bill Walsh and the success of the "West Coast Offense," I think less of the actual X's and O's than I do of the comprehensive approach Coach Walsh took to creating a structure. 

That structure was based on specific teaching methods that carried a team systematically from installation in training camp, to weekly installation of the game plans and practices, to the actual implementation on game day. Sun Tzu, the ancient Chinese Warrior and philosopher, summed it up best more than two thousand years ago: "Win the war, then fight the war." 

It is this systematic approach that I learned from people like Bill Walsh and [Minnesota Vikings Head Coach] Dennis Green that I am attempting to convey in this material. Regardless of the style of play you advocate, the overall structure of preparing your team through the practice structure and game plan remains the same. 

To begin you must look at what you can realistically expect to practice in each situation and how best to proportion each period. To do this you must first understand that there are very specific limits to the number of plays you can expect to efficiently practice in a given week. 

The best way to examine this is to evaluate three key factors: 

· Length of your practice 

· How are practices divided between periods (individual, group, skell and team) 

· What aspect of the offense is practiced in each period 

You would expect that the overall practice time is divided up proportionately by the amount of offense used per situation. This proportion may not reflect the exact relationship to game calls due the increase in emphasis of certain situations (i.e., Red Zone and 3rd Downs versus base open field offense). If you do not identify each group/team period as a specific situation, I strongly suggest you do so. This will help you to isolate exactly how much time you are spending in each area and it helps the coaches and players focus on what is being called by situation. 

Whatever your particular practice structure consists of, it should be easy for you to look at that structure and determine how much time is being spent in group or team situations and how they have been broken down situationally. 

I am not advocating that there is only one way to set up a practice structure or that it should have a specific ratio. It is your job as a coach to determine what best suites your needs and how much attention any offensive situational segment should get. What I am advocating is that you give substantial thought to what that ratio specifically is and how are you going to utilize each minute. 

Our practice week breaks down situationally as follows: 

Regular Weekly Schedule 

	DAY
	PERIOD
	BASE
	3rd & LONG
	3rd & MED
	SY
	BU
	RED ZONE
	GOAL LINE
	2-PT.
	TOTAL

	WED.
	W.T. 
INSIDE 
TEAM 
SKELL 
TEAM
	10 
6 
8 
6 
6
	3 

4
	3 

4
	 
	 
	 
	 
	 
	16 
6 
8 
10 
10

	THU.
	W.T. 
TEAM 
SKELL 
TEAM
	4 

4 
4
	  


4
	  


4
	3 
2
	3
	4 
6 
4 
4
	4 
3
	2 
2
	20 
13 
12 
12

	FRI.
	TEAM 
SKELL
	  


3
	 
	  


4
	2
	 
	5 
4
	2
	2
	11 
11

	TOTALS 
%
	 
	51 
40%
	11 
9%
	15 
12%
	7 
5%
	3 
2%
	27 
21%
	9 
7%
	6 
5%
	129


These numbers represent any scripted period against a live defense. What is not shown here are individual and group periods where we will service ourselves. W.T. is a walk thru period we do in shorts. The small number of snaps on Friday is due to the fact that we will use a team period to run a live two-minute drill and a separate team period to run a semi-live "Move the Ball" where the head coach will start us on the 30 yard line and give us 8-10 situations we must react to. 

I want to emphasize again that these ratios and formats are examples of the way we have laid out our work week. Your priorities, time line and emphasis may be entirely different. The important point I hope to make is the interactive way the total offensive package is proportioned from game plan to practice structure to actual game calls. 

Initially, these numbers may seem substantially low to you. Keep in mind that we have only 53 players with which to work each week and do not have the numbers that some college and high schools programs may have to provide entire scout teams to be sent off with their respective counterparts to practice for two full hours. 

When I was growing up, the mentality and numbers allowed coaches to take large blocks of time and separated the team into complete offensive and defensive practices, accompanied by complete scout teams. There is a certain comfort zone that all coaches can easily fall into in preparing their team. By simply loading up the game plan with a superfluous number of plays or by practicing in a manner where they simply run through a number of plays, a coach can fool himself into thinking he has covered everything he can and it is now up to the players. 

With the reduced scholarships, and time limitation in college today, the numbers available to you have considerably diminished. More and more college teams are adapting their formats to those similar to the professional plans. 

We will use this same method of practice ratios in our training camp preparation. Our camp is basically broken into a week of preparation culminating in a scrimmage and mock game. The next week will usually involve a scrimmage with another team ending the week with our first preseason game. 

Most college and high school teams will have a two-week training camp period and those numbers could easily be adjusted to reflect the totals you want to accomplish. You might note the total number of plays you are able to focus on in this format. In the Regular Weekly Schedule we are able to run about 130 plays, or roughly twice the NFL average of 62 plays per game. The Train Camp Practice Allotment shows that we will get about 500 snaps in our first 20 practices (not counting live scrimmage work). This represents about half a season worth of preparation based on the NFL average of 1000 plays per year. 
  

	TRAINING CAMP PRACTICE ALLOTMENT
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	1997
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	DAY
	#
	TYPE
	BASE
	2ND LONG
	3RD LONG
	3RD MED
	SHORT 
YARDAGE
	GOAL 
LINE
	RED 
ZONE
	2 
PT
	BU
	LIVE

	 
	 
	 
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	TEAM
	 
	SKEL
	 
	 
	 

	MON
	1
	SHELL
	15
	 
	14
	11
	 
	6
	 
	 
	 
	5
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	MON
	2
	SHELL
	 
	 
	6
	5
	 
	 
	10
	 
	5
	4
	 
	4
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	TUES
	3
	PADS
	9
	 
	10
	5
	 
	4
	5
	 
	 
	 
	 
	6
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	BLITZ/2 PLAY

	TUES
	4
	SHORTS: SPECIAL TEAMS PRACTICE
	 

	WED
	5
	PADS
	 
	 
	10
	 
	 
	4
	 
	 
	4
	 
	 
	2
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	2 MIN/MB

	WED
	6
	SHORTS
	4
	 
	4
	 
	 
	 
	 
	 
	 
	6
	 
	4
	 
	 
	 
	 
	 
	 
	10
	 
	8
	 
	 
	BLITZ

	THUR
	7
	PADS
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	4
	 
	 
	5
	 
	 
	 
	 
	12
	2
	5
	MB RZ

	THUR
	8
	SHORTS: SPECIAL TEAMS PRACTICE
	 

	FRI
	9
	SHORTS
	 
	 
	10
	 
	 
	4
	 
	 
	4
	 
	 
	2
	4
	 
	 
	6
	 
	 
	4
	 
	 
	2
	 
	2 MIN/MB RZ

	FRI
	10
	PADS: SCRIMMAGE
	 

	SAT
	11
	SHORTS: MOCK GAME
	 

	MON
	12
	SHORTS
	4
	 
	10
	4
	 
	 
	 
	 
	 
	4
	 
	5
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	2 PLAY/NO HUD

	MON
	13
	PADS
	9
	 
	8
	5
	 
	 
	4
	 
	 
	4
	 
	8
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	TUES
	14
	SHELL
	6
	 
	10
	 
	 
	4
	 
	 
	 
	5
	 
	 
	 
	 
	 
	 
	 
	 
	10
	 
	10
	 
	 
	SAINTS

	TUES
	15
	PADS
	 
	 
	10
	 
	 
	 
	 
	 
	 
	 
	 
	5
	 
	 
	 
	 
	 
	 
	15
	 
	 
	 
	 
	SAINTS

	WED
	16
	PADS
	6
	 
	8
	 
	 
	4
	 
	 
	4
	4
	 
	 
	4
	 
	 
	5
	 
	 
	6
	 
	 
	 
	 
	4 MIN (MB)

	WED
	17
	SHELLS: SPECIAL TEAMS PRACTICE
	 

	THUR
	18
	PADS
	 
	 
	5
	4
	 
	 
	4
	 
	 
	4
	 
	5
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	2 MIN

	THUR
	19
	SHORTS
	15
	 
	6
	 
	 
	 
	 
	 
	 
	4
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	FRI
	20
	PADS
	6
	 
	5
	 
	 
	 
	 
	 
	 
	4
	 
	4
	3
	 
	 
	4
	 
	 
	4
	 
	3
	2
	 
	2 MIN

	 
	 
	 
	74
	 
	116
	34
	 
	26
	23
	 
	17
	44
	 
	45
	15
	 
	0
	20
	 
	0
	49
	 
	33
	6
	5
	 

	TOTALS
	507
	 
	190
	 
	 
	60
	 
	 
	40
	 
	 
	89
	 
	 
	15
	 
	 
	20
	 
	 
	82
	 
	 
	 
	 
	 


Game Plan Board 

Establishing a specific process of laying out your game plan and practice preparation is the next logical step in the installation progression. We use a Game Plan Board as we progress through our situational discussions. This makes it very easy to make changes, compare plays and formations and, in general, gives everyone a reference point with which to check the game plan at any given time. 

As we pointed out earlier, whatever the parameters you set, it is important to recognize that there is a finite limit to the amount of time you can effectively practice. 
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We also layout all our scripting on a board that reflects the total scripted snaps by each situation. By laying out the scripts on this board we can, at a glance, check the total number of times we are running a given play, from what formations and against what defenses. This, like the Game Plan Board, also gives each coach a reference point during the week as to what is being scripted, and when. This way coaches can look at the entire week in one glance and use it for drawing their cards, or preparing their meetings based on what and where the different parts of the offense are being installed. 

Because of the limitations of the number of live snaps that can actually get done during the course of a week, we will often prioritize what we think needs to be done versus a live defense and what can be run in a group or individual period. As an example, if there is a route progression that we have run a great deal and the players are fairly proficient at, I may not script that route in one of our live periods, figuring we are familiar enough with it that I can brush it up in an individual or group period. This would save the live snaps for something new or something that may need the extra work. 

Coaching Assignments 

How you utilize your staff during your preparation and installation of your game plan can be a major asset. It has been well documented that small interactive groups are a much better way to communicate and teach. The time and scope involved with establishing and implementing a game plan makes it very difficult for one individual to effectively do everything. We have an excellent group of coaches with the Ravens, each with a wide variety of experiences and capabilities. It would be foolish to not utilize those capabilities by excluding them from the creation and implementation of our game plans. 

I recognize that you will probably not have as many coaches to work with as we have in the NFL, but delegating responsibilities can be a very effective way of analyzing and formulating the best possible game plan. Many tasks are divided among two people, so that if your numbers dictate, you could consolidate a number of these functions. 

	OFFENSIVE COACHES ASSIGNMENT CHART (1997)

	POSITION
	OFF. COORDINATOR
	QUARTERBACKS
	WIDE RECEIVERS
	RUNNING BACKS
	TIGHT ENDS
	OFF. LINE

	GAME ANALYSIS
	ALL 
SITUATIONS 
	NICKLE PASS 
BLITZ
	RED ZONE PASS
	GEN. RUN 
SY-GL 
RED ZONE RUN 
4 MINUTE
	COMPUTER REPORTS: 
SELF SCOUT 
OPP.ANALYSIS
	GEN. RUN 
SY-GL 
RED ZONE RUN 
4 MINUTE

	SCOUT 
REPORT
	GAME PLAN OUTLINE 
ROUTE SHEETS
	COVERAGES
	PERSONNEL 
COVER SHEET
	FRONTS 
RUN SHEETS 
PRO. SHEETS
	TENDENCIES
	STUNTS 
BLITZ

	WEEK
	SCRIPTS
	TEAM CARDS 
BLITZ PERIOD 
BLITZ TAPE
	COVERAGES 
SCOUT TEAM COV. 
7 ON 7 CARDS
	COMPILE CARDS 
GROUP RUN CARDS 
9-7 CARDS
	WALK THRU CARDS 
SPEC. CAT CARDS 
SCOUT FRONTS
	TEAM CARDS 
BLITZ CARDS

	
	
	
	
	SHORT YEARDAGE - GOAL LINE - 2 PT TAPE

	GAME
	PLAY CALLING
	SECONDARY
	SUBSTITUTION 
DB MATCH-UP
	CALL CHART 
BACKFIELD
	FRONTS
	P.O.A.

	LOCATION
	FIELD
	BOOTH
	FIELD
	FIELD
	BOTH
	FIELD

	HALF-TIME
	CO-ORDINATE HALF 
LIST 2ND HALF CALLS 
ADDRESS OFF.
	COMPILE PASS REC. 
ISOLATE COVERAGE 
MEET WITH QB
	MEET WITH WR
	SITUATION CHART 
COMPILE RUN REC. 
MEET WITH RB
	MEET WITH TE
	ISOLATE FRONT 
MEET WITH OL


The size and complexity of any game plan and the way you install it is not the issue. What is at issue is if you as a coach have taken the time to be as detailed and specific in your game plan preparation as is needed to give your players the best chance to succeed. 

Summary 

The key elements in establishing your installation are: 

1. Consolidate each situation and determine the size of each package. 

2. Be very aware of how much overage you have in each area. The ratio of what you need versus what can be practiced is vital. 

3. Structure you game plan discussions and layout so that everyone is on the same page as to what is being done. 

4. Do not be afraid to delegate responsibilities for different aspects of the game plan. 

5. Make sure at weeks end you have practiced what you had intended to practice and have covered all that you have needed to. 

6. Make sure each coach knows what he is responsible for during the game. 



Brian Billick is in his first season as an NFL head coach. He arrived in Baltimore as the architect of the 1998 Minnesota Vikings offense that shattered the NFL record for most points scored in a single season (556), breaking the old mark (541) set by the 1983 Washington Redskins. 

In his five full seasons with the Vikings, Billick guided the Vikings into the top five in the NFL in yards per game, passing yards per game, completions and third down conversions. Under his guidance, the Vikings recorded their top three offensive seasons (1998, 1995, 1994) and five of the top 10 offensive seasons in team history 

Billick joined the Vikings in 1992 as tight ends coach and was named offensive coordinator three games into the 1993 season. 

Billick has also coached at Stanford, Utah State, San Diego State, and Brigham Young University. He began his coaching career in 1977 at the University of Redlands while helping coach a local high school team at the same time. 

Coach Billick resides in Owings Mills, MD. 

A Method For Game Planning 
BILL WALSH 
San Francisco 49ers


(MID 80's LECTURE TRANSCRIPT) 
    Planning for a football game today is somewhat different than the original concept of the game in which the quarterback was the field general and saw weaknesses during the game and called his plays accordingly. Obviously the game is much more complex today. I was fortunate to be involved with some of the great football coaches and programs. I have been afforded the experience that allowed us to conceive an offense, a defense, and a system of football that is basically a matter of rehearsing what we do prior to the game. 

    What we do is call the plays. When I was with Paul Brown and the Cincinnati Bengals, his trademark was sending in messenger guards. He had great success. Paul Brown was the man that changed the game from one that was a rugged, slugging it out type of play, to a more sophisticated method.  The advancing of teaching techniques, coaching techniques, the use of teaching aids, the use of film, the black board, etc. All were originated and developed by Paul Brown just after World War II. Part of his concept was a strategy in which virtually everything was spelled out. It was a system in which the plays were called from the sideline. He was criticized for it at the time, but today it is virtually done by everyone. One of the problems you have today is that you don't have trained quarterbacks who can call plays because it has always been the coach who called the plays. At Cincinnati we had a young quarterback, by the name of Greg Cook, who had a short career, but may have been the greatest single talent to play the game. It became my responsibility to call the plays from the press box. Paul would always ask, "What are your openers?"  He wanted to know how we were going to start the game.  He was thinking about two or three plays that he would start the game with; an off tackle play, a pass, etc. So we began to develop our franchise. When I left in 1975, we had a 11-3 record and the number one offense in professional football. A lot of it was related to disciplining a quarterback. At that time it was Ken Anderson. It was disciplining an offense to know what to expect when we called a play. Consequently we could call a play with the assurance that we could get something done. 

    My next employment was with the San Diego Chargers and I was fortunate enough to have someone like Dan Fouts to work with. Now the list of opening plays began to number 10 and 12.  In other words, we began to plan the opening sequences of the game. From there I went to Stanford and the list went to 20. We would have our first 20 plays to be called. Now with San Francisco we finally stopped with 25. What we have finally done is rehearse the opening part of the game, almost the entire first half, by planning the game before it even starts. 

    Now why would you do such a thing? I know this, your ability to think concisely, your ability to make good judgments is much easier on Thursday night than during the heat of the game. So we prefer to make our decisions related to the game almost clinically, before the game is ever played. We've scouted our opponent, we have looked at films, we know our opponent well. If you coach at the high school level, often you are in the same league with the same coaches and you know them like a book. With out question you can make more objective decisions during the week as to what you would do in the game than you can spontaneously as the game is being played. To be honest with you, you are in a state of stress, sometimes you are in a state of desperation and you are asked to make very calculated decisions. It is rarely done in warfare and certainly not in football; so your decisions made during the week are the ones that make sense. In the final analysis, after a lot of time and thought and a lot of planning, and some practice, I will isolate myself prior to the game and put together the first 25 plays for the game. They are related to certain things. 

What are the reasons for pre-planning your offense before the game? 
1.    ESTABLISH FORMATIONS to see the adjustments the opponent will make. You can't wait to find out when you are on their five yard line. Early in the game you are going to show certain formations to see what adjustments are. The coach in the press box knows what formations are coming up, so he knows what to watch for concerning adjustments. 

2.   BASE OFFENSE. You have to establish in your own mind how you are going to handle a base offense. In other words, you want to have certain plays to start the game in which you take on your opponent physically, man to man, and the coach upstairs as well as the coach on the field, is observing that. You get a better feel which way to run and what kinds of plays work best. Part of your plays are where you attack your opponent physically and find out where your matchups are. You want to find that out early  in the game,  so that some time later you have an idea of just what you want to do. 

3.   SET UP CERTAIN THINGS.  In our case we will run a given play so that later we can run the play pass that can win the game for us. Occasionally we will play an opponent in which we will run  the play pass first, faking the run and  throwing; so that later we can run the running play itself.  In our case we want to set up the play pass. 

4.   SPECIALS. One of the interesting things about Paul Brown Football is that he would always be terribly upset if someone would run a reverse before we did, or a run pass before we did. He would grab the phone and scream in my ear, "They did it before we did!" This was very distressing because it sounded so dated. But you know something, over the years, I found that Paul was 100% right. If you run your reverse first, and you can make 5 yards or more, the other guy won't run his. If you have a special play of any kind, get it into the game quickly. How many of you have had a ball game and you have practiced two or three things that you thought for sure would work.  The game is over and you didn't try them or you are so far out of it, it doesn't matter whether you try them or not. Paul was right.  Set up your special plays early and run them early. Get them done, it affects your opposition. 

    This approach to the game has a good track record. When I was at Stanford, I was told by our student manager that in seven straight games, we scored on our first drive. This year in virtually every game, we scored early. Against the Raiders, a game we lost, in 17 plays we had two touchdowns. Our problem was later on. The point is that in every game, we will move the ball early. A year ago we moved the ball throughout the game. Last year, we just moved it early. Planning can make the difference. Those first twenty five plays can make the difference. 

5.   ESTABLISH SEQUENCE. If you have running plays with any sequence to them at all, you will want to start the sequence so you can establish something to work from. If you can do this at home, or in your office, think and visualize yourself how you would like to see the game develop. Write down your plays and the corresponding formations. Believe me, it takes tremendous pressure off of you. If you feel confident going into the game, it makes you that much more confident. If you have the feeling that a lot of us have had before a game, that you are going to lose the thing, you are out gunned, etc., it certainly takes a lot of pressure off the out-gunned coach to know that you have done everything you could before going into the game. If you want to sleep at night before the game, have your first 25 plays established in your own mind the night before that. You can walk into the stadium and you can start the game without that stress factor. You will start the game and you will remind yourself that you are looking at certain things because a pattern has been set up. 

6.   ISOLATE THE SECOND HALF. In our particular case we have already gone into the second half, not in the detail that we did at the start of the game.  In our particular level, every game is a tight one. If you win a game by a big score, you never expected to. If you lose by a big score, you never expected to. There is just never a game that you can count on. You might as well plan part of the second half. You hold certain things back that you think will be effective in the second half. Some are related to your original plan, others are related to your opposition in regard to what adjustments you think they might make. I will tell you this, I think we can do a better job with halftime adjustments on Thursday than we can at halftime the day of the game. It's that simple. 
  

SITUATIONAL FOOTBALL 

    The question comes up how can you have 25 starting plays when you don't know what the down and distance will be or where you' 11  be on the field, etc. Let's get into the other part of the plan because that's the difference. We have 25 plays we have basically decided upon. We have talked to the line coach, who may handle the running end of it. Basically you look for a formula to win  in  those 25  plays. Let's talk about things we seldom practice but they win or lose a game. 

1.   BACKED UP OFFENSE. You won't worry about it until you are backed up, but one of the things we do as part of our plan, the offense will run any where from your own one foot line out as far as your own 8-10 yard  line. What are you going to do when you look down at the far end of the field, you have the ball, your players seem like they are a mile away from you and you have to drive out. The defense certainly has a feeling about that. They feel if they have you in the hole, the defensive charges are going to be lower and harder, you know the Opposition is going to be blitzing. You know that who ever is supporting sweep plays is going to be up near the line of scrimmage. You know that the linebackers are ready to plug as quickly as they can because, obviously they have you in a jam. There are certain factors such as that that you look for when you scout the Opposition. In our case, we have probably four runs and two passes for the backed up offense. The passes, you hate to think of throwing, but you may be behind and have to throw. You do certain types of passes from that situation.  Things that you can do the best with very little chance of interception. 

    We know when we are backed up, we can't fumble the ball. Certainly when we are backed up, we can't take a loss. We know that when we are backed up, a penalty against us is far more damaging, and we know when we are backed up we have to have room for out punter to punt the ball with a certain amount of poise.  If he doesn't have the room, the ball is snapped very quickly to him, it's a bad punt, the return is good and it means 7 points for the Opposition. So backed up offense means something to us in our game plan, but also it means something when we practice. This all comes from experience, men. It wasn't ordained to me or any one else. It came through 25 years of coaching and some bad experiences with it. 

    Generally when you practice this kind of work it has to be contact. It does not have to be scrimmaging where there is tackling, but there has to be full speed blocking where everybody gets a feel. You take your offense to the goal line, put the ball on the six inch line, offense huddle up in the end zone, defense huddle up and wait. Now the offensive coaches and the defensive coaches will discuss backed up football. The defensive coach will talk about the advantage they have and how to maintain it and what you must not allow the opponent to do. The offensive coach talks about the things I just mentioned. Now, the team has been spoken to, here are the plays we will be running, probably all year, we are going to fight our way out of here. And so you will practice it. You may be able to get that done twice or three times during the first two weeks of practice. What you are going to do is to back up your team to the six inch line, move the ball out to the two yard line, move the ball out to the four yard line, and in each case, talk about the things you are going to do and how to practice them. The defense, of course, is doing the correlating thing. Each week in practice when you play a given opponent, you have four plays, line up your team on its own one yard line and you run four plays to remind everybody if the backed up offense and what the problems will be. 

    Most often the problem comes just inside the tight end. The linebackers or ends as you may call them, come underneath the tight ends. Often we will go to two tight ends, as part of that offense. But we practice it. Believe it or not, when your team is on the field and somebody punts the ball out of bounds, of some other disaster occurs and your offensive team runs out there, you can hear them talking about the backed up offense, what they have to do. When that starts to happen, your team is prepared to play football. You are doing the best job you can do, a thorough job. 

2.     3RD AND 3 OFFENSE.  The next thing we talk about is the 3rd and 3 offense. Naturally this is in your game plan. 3rd and 3 is a tough situation.   We will practice it. We will allow certain amounts of time in our training  camp for 3rd and 3 football. We set up the down markers, we line up the defense, offense, we have lectured it to our team as part of our situation football.  Most often you are going to go to your best back with your best  running play and you are not going to fool anybody at that point. You are going to depend heavily on that running back to get the extra yard or two with his ability, figuring that the block for the first two yards of it. 3rd and 3 to us may mean a pass in our style of football. We may throw 3 to 1 over running the ball because of some of the defenses we face. 3rd and 3 means something and you practice it. The first two weeks of practice you will hit on that. You will say, one of the toughest situations we have, men, is when it is 3rd down and approximately 3 yards to go. The opposition is not  in their short yardage defense at that point, but they are going to come after you and it is a critical  down. Occasionally the defense isn't quite as aware as the offense of how important it is. In our 3rd and 3 offense we will probably have four runs. They may be the same as your backed up offense, and in our case, we will have two or three passes. You will practice those each week. You will say it is 3rd and 3 as part of your situation practice.  We are going to have four plays, defense get ready. It will be live, not tackling.  We are going to block it and we are going to make it. The runner will have the feeling of what he is after. He will come out of the huddle and see those 3 yards are the difference in this ball game, we win it or we lose it. He will learn how to control the ball, not take any silly chances, stopping, dodging. He has to bust up in there, use his blocking and get his three. 

3.   3RD AND  SHORT. 3rd and short can mean anywhere from 1-6 inches all the way to 2 yards. In this situation the 6 inch play may be different than the 2 yard play. Often there are plays that are somewhat different than your other plays. Most teams will stay in their same defense but they will have a way to play it. Everybody will pinch down, linebackers scraping, corners at the line of scrimmage, safety at the line, whatever. As we list our short yardage plays, we will list the play and we might list the formation, a 16 Power for example, may be the play that we use from 1 inch to 1 1/2 yards. Often 6 inches to go, we are going to quarterback sneak. Often 2 yards to go is too much for a sneak, who are we kidding, we are going to run an off tackle power with double team blocking. I really don't worry much about the play because everyone runs a slightly different offense. I do know, that you as a coach better anticipate the degree of  what we call the short yardage situation. Again, you talk to your team during the two week period before your first game, you are probably only going to get about 10 minutes of it, and you are going to practice it. You are going to line up your team, you're going to have your down markers, you are going to show right now, we've got 2 yards to go and it is 3rd down. Here are the things we do, here's what to expect from the Opposition. We are going to move it right up to the tip of the ball on that yard marker. Meanwhile, the defensive coach is doing the same thing. Talking about it. Each week you are going to get four short yardage plays. To be honest with you, it would be more than that for us. 

4.     SHORT YARDAGE PASSES. One, naturally, is the one you try to score a touchdown on. The short yardage situation is the only time you are sure what the coverage is. Teams won't play around with it. If you are sure of the pass coverage, the time you might be able to score is on 3rd down and one yard to go and your team knows it. This is where we have them, they know the coverage, we know who is going to be blitzing and how to block it. We will also have a play, most often with the quarterback rolling out, running or passing to make the yard or two as one of our passes. So we have a TD play and we want it every week and we practice it every week. You may not use it for 7 weeks and you will win a game with it the eighth week. 

OPPONENT'S 20 YARD LINE (PLUS 20) 
    By and large, if you have gotten to your opponent's 20 yard line with one or two first downs, the opposing head coach is desperate. The defensive coach is trembling because the head 
Coach is walking toward him. The head coach says, "Blitz, stop them now. Blitz, they are killing us."  The defensive coach doesn't have time to explain that they have only made one first down and it was the silly offense that got them there. Most people get desperate, some people panic. Teams go to a man to man coverage, teams will blitz. So, on the plus 20 yard line, we are going to throw the ball and make a touchdown. Now we have a better idea of what the pass coverages are. We know the man to man coverage is far more likely than a pure zone coverage. We know that teams are more likely to blitz 50 we are looking to throw for a touchdown. I don't recommend that unless you have a skilled quarterback One week it may be the 18 yard line or the 25 yard line, but that part of our football is special. We will have four passes that would be scoring passes. You might go the entire game and not use them because that situation doesn't come up. You move the ball from the 45 down to the 2, you are never there. You have passes and you are looking to break man to man coverage. You may have some special runs because a blitzing defense, if you trap it just right, you can score against it. Again, the first two weeks of football practice, you show your team. You show your team what you think is best in this situation. We will use the same ones all year, but we are going to practice them. You talk about it for ten minutes, you practice it offensively and defensively. During the week of practice before a game, there is situational football. You move the ball to the plus 15 or plus 18, wherever that breaking point is for you and your opponent and you run those passes. Now when your team comes out of the huddle on the 18 yard line, the guys are saying, "Look  out for the blitz, here's our chance to score." The receiver is saying, "Throw the ball out front of me, don't make me stop for it."  Whatever it is, you have those plays. In our case, most of our touchdown passes will come from this area. If they want to zone you, we have outlet people who we would throw to against the zone. We know that it gets tougher and tougher to score as you go in closer. 

PLUS 8 TO THE PLUS 3 OR 4. 
    This is when your opponent hasn't got into his goal line defense. Often you will go to your backed up football. There are certain base block run plays against the three man line that you are going to run right at that point. You are looking to see if they have substituted their goal line defense. If they haven't substituted their goal line defense, you are looking for your 8 yard line or your close offense. You have certain plays that you would run. Again, going back to your two weeks practice before your opening game, you talk about it. "Men, there is a point from that 10 yard line in that they are going to stay  in their basic defense. They are going to blitz us and we are going to have certain plays that we are going to run." We know that people can get underneath the blocker and make the stops. We know that we don't want to lose yardage. 

GOAL LINE OFFENSE. 
    In this phase they have substituted their goal line defense. I suppose there are teams that don't substitute, but by and large, let's assume they do. They use 6 linemen and  the gap charge. Often you have to make a change in the blocking patterns that you'll use to face up to that goal line defense. Like our short yardage offense, when we talk about our  goal line offense, we are talking  about what we need. Certainly there is certain situation where we need inches. So we would start our list with those plays where we need inches to score. We would move our list down to let's say the six plays we might run if we are sitting with 3rd down and 3 on the 3 yard line and they are still in their goal line defense. You will see varied charges. When we get to the six inch line or the 1 foot line, we are going to see everyone in the gap, coming straight ahead. When we are on the 3 yard line with 3 yards to go, often there is an out charge. There is a substitute man coming in for one of the linebackers. There is a free safety back in the game, those kind of things happen. We have to account for those situations. You can't account for these situations if you haven't planned to do it because you will look down at that far end of the field and you will just see a bunch of bodies and rear ends facing you. You can't tell where you are. You have to have a method you have worked with and your coach in the press box has to tell you just where you are. We talk to our quarterback about signaling distance. He will put up his hands and you think it is something that it is not.  He will signal and it looks like we need 3 yards and later you will see the film and we only needed 1 yard. You have ways to talk to him about what that means to you and then you have that part of your football developed. The first two weeks of practice you have to have some goal line football. Every week you have a certain number of plays. You place the ball on the 3 yard line, the 2 yard line, the 1 yard line, the 6 inch line, and the 1 inch line. Bring it out to the 3 and it is 3rd and 3 on the 3. Here's what we are going to run. Practice it that way and often these plays run together. Your players have so much more confidence, coming out of the huddle knowing what they have been in those situations before. Obviously, line splits make a difference. Hopefully there is an extra blocker on the weakside, the tight end or some big wide rear ended guy, to help protect his gap. But whatever you have, if you have planned it and fail, you can't blame yourself for losing your poise. You can't blame yourself for panicking if you have planned these things and they fail. You may really search yourself for the kinds of decisions you made on Thursday night, but you certainly can't make the decision during the game. As a coach, one of the things you are always fighting during the game is the stress factor, breaking your will. The stress factor will affect your thinking. I have been in  situations where I could not even begin to think what to do. From that point on, I knew that I had better rehearse everything. 

END OF THE GAME (LAST 3 PLAYS). 
    To save your own sanity, you'd better practice the last three plays of the game. I don't worry so much what they are. Don't get yourself in a position to try to think of something to do with just a few seconds left because you will always wonder why you didn't do something else. Through experience we said that we were going to have 3 plays. Often they are the kind of plays with a very low percentage. I have seen the Atlanta Falcons win their division in three consecutive games, I think it was, throwing the ball way down the field on their so-called planned play with a tipped pass. I won't talk about those plays in detail, but certainly one would be catching the ball and lateralling it. Our team has practiced those last three plays and when it gets down to that point, they go in the game knowing just what they are going to do. I say, "Good luck" and amazingly enough, a couple of those have worked. We walked off the field with our heads up. "My God, we almost pulled it out." Rather than throwing the ball up in the air and having it intercepted and humiliating you. 

3RD AND 8 YARDS TO GO (OR MORE). 
    You have plays that you are going to call for that kind of situation. A lot of high school teams will run the ball on 3rd and 8. If they can run it, they should run it because it is certainly the best way to attack somebody.  3rd down and 8 should mean something to you. Number one, the best single pass in Football is the hook. It's not an out. Percentages throwing an accurate out drop considerably compared to a hooking pass. Obviously, a receiver can adjust to a hook. The receiver can see the ball leave the quarterback's hands and the receiver can adjust to coverages. You will need some type of a hook pass  that  gets you 8 yards on 3rd  and 8. You hear the sportscaster comment that the receiver did not run the distance he needed to make a first down. You have to school your team on the fact that half of the yardage you make forward passing is  after  the catch. If we have 3rd down and 15 yards to go, it does not mean we are going to run a 15 yard pass pattern. We will generally throw the ball 10 and get up into the 20's. We remind our team, it is 2nd and 20, 3rd and 25, we are going to run a basic pattern, get all we can out of the completion and run for  the  rest  of  it. We are constantly reminding our receivers what their stats are running after the catch. Dwight Clark might be 4.2; Fred Soloman might be 9.3. This is one way you measure a receivers performance and his contribution to the ball club. 3rd down and 8 does not mean you have to throw an 8 yard pass. 

LONG YARDAGE - LAST THREE PLAYS. 
    What are you going to do when you have 15 yards to go on a given down? You count on your best receiver catching the ball and then have running room to make the yardage. In each of these situations, you will practice them. 

TIME FACTOR. 
    The next thing you talk about is the time factor in a game. There is a dramatic difference for example, between the end of the first half and the end of the second half. Obviously at the end of the game if you are behind, you are not going to be very cautious. You have to do certain things. Some of the gross errors are made at the end of the first half. 

    So often teams leave the field after attempting to drive and score with time outs remaining. I suggest, if you have a so called two minute offense, you first decide whether you are going to score or run the clock out. You can run the clock out in a way that your principal and students won't notice. You have to call certain sweep type plays, but you are looking at the clock and you want to get the heck out of there. We know, we may try to go for it with a two minute offense, but the minute I see the odds start to turn the other way, I signal to our quarterback and now we watch the clock run. We want to get out of there. Let's say that we feel we can get into position to score and we have been a reasonably effective team in doing that. We are a team that uses our time outs. We want to use our time outs even if it is at the wrong time as far as the clock is concerned. What we really need to do is discuss strategy with the quarterback. We will give the quarterback two or maybe three plays to call. We will talk about what the defense is doing, what defense they are in, remind him what our game plan was. We are not going to be able to send plays in at that point. So we will set our strategy at the expense of the clock. We know that with a minute and 20 seconds left in the half, call your time outs if the clock is running because if that clock is running with a minute and 20 seconds, if you have any kind of play, by the time you run the next play you have probably run 20-25 seconds off the clock. You do that twice and it is now third down and you are really in trouble, because the other team is going to get the ball back. I say use your time outs and don't wait too long. 

    Almost the first day of practice you install your basic running game. It might be a 16 Power or a 17 Power, whatever it is, you simply talk to your team in a meeting and tell them that we are going to call two plays. The quarterback is going to call the formation, the plays are going to be on a certain snap count, for us it is on set which is the second sound, and the quarterback is going to say "two plays" 16 Power twice. You come up to the line of scrimmage and you run 16 power on set. You don't jump around, you take your time and run it again. If you will do that in your early camp once or twice a day, just a couple of plays, you have established a system in which you can call your plays. Most two minute offensive plays are not elaborate plays. You can repeat the same one three or four times. It could be a very simple hooking type pass or an out. The point is, all you need is the facility to do it.  You simply say, two plays and name them. The next thing you might do is call your formation Red Right, check with me, you come to the line of scrimmage and say 16. Now you can run two plays. Remember if you huddle up it could cost you at least 25 seconds. The two minute offense is related to one, being able to call two plays in the huddle; two, to use your time outs; three, know when you are not going to make it. Those are the key things. 

FOUR MINUTE OFFENSE. 
    Four minute offense does not mean you are trying to score. In the two minute offense you want to score points. Four minute offense, you want to use the clock and control the ball. This was brought home in 1972 when I was with the Cincinnati Bengals. With four minutes left in the game, we had an 11 point lead and had the ball. We lost the game. We know this, we can use 35 seconds on the clock by simply not going out of bounds, not throwing an incompletion and not being penalized. But 35 seconds is 4 forward passes that your opponent can get if you don't use it up. In a four minute offense, every play can use 35 seconds. All we really have to do is make a first down and we are going to win that thing. You must practice the four minute offense. It has to be live, you don't tackle people necessarily because you can blow the whistle when you think the man would have been stopped. You have to talk to your team about it. You are going to win the game and here is how you are going to do it. You are going to have the lead with four minutes to go and you are going to have a first down. You will win if you can maintain control. You know you have 35 seconds if you don't go out of bounds.  You know the clock will stop on a penalty. You know that a fumble is disastrous, that if you can just squeak out a first down by good play calling and aggressive blocking, you will win. 

    Always feel that when you go into a game, the other team has a one point edge on you. As a coach even if they have a 40 point edge on you, don't think  about that. You figure every time you play, you are a one point underdog. They are one point better than you are. You will be a little more alert about it. If you think the opponent is one point better, you have to control the ball. We have plays that we are going to run. We are looking at the clock and unfortunately, we may have to throw a pass to get that first down, which we have had to do and have been successful. But we have practiced it and our quarterback knows the fears he can have with a mistake. Your four minute offense can win you the game. If you will talk about it, you will be surprised. If you practice it each week, four of five plays. You can say,  here we are, on our 30 yard line, four minutes to go, let's see what we can do. Let's see if we can get a first down and how we will use the clock. Throughout much of this situational football, there is pressure on the offense. 

SNAP COUNT. 
    One of the big mistakes you can make is to play around with the snap count. Any time we are backed up, we are going to snap the ball on set. Any time we are sitting there in short yardage, we are not going to play around with the snap count. We have seen teams try to draw teams offside and one of their own linemen moves and then it is 3rd down and 6 to go. We are going to snap the ball on the regular count that makes sense. Paul Brown has a certain snap count for every play and Paul was right because with certain plays it makes a dramatic difference in the way you use your cadence. The first thing you remind yourself, don't outsmart yourself. Give the offense every chance to come off the ball together. Further down the list you might say, let's disrupt the defense by getting them off balance. Your snap count is very important to you. 

    If you are talking about offensive football, the running game is the most vital part of the game, but when you talk about your running game, what you are saying is you have to be able to run when you are backed up. You have to be able to run on 3rd and 3, you have to be able to run on short yardage. You have to be able to run through tough situations. In the professional level, the forward pass dominates the rest of the game. But if you can't run in tough situations, your chances of success are minimal. 

    So what do we do? We take a sheet and list our first 25 plays. We keep a sheet and on one side of it are listed 25 plays that we are going to run. We have one square accounting for the second half of the football game and we have a block where we write in our adjustments at half time. I will show you two charts at the end of this talk. 

    You start the game with the first 25 plays, but now it is 3rd and 3. You turn the sheet over and go to the 3rd and 3 list. You have listed the plays in the order that you would call them on 3rd and 3. You take it; turn the sheet over and go to your next play. Trouble; long yardage, you turn the sheet over and go to the long yardage category. Punt; get the ball back. You have your first 25 plays listed, but of course, somewhere in here you are going to be backed up.  You have the ball on your 1 yard line; so don't fight it.  Turn over the sheet and look at your BACKED UP OFFENSIVE PLAYS. You make a first down, turn the sheet over and now we are on play number 5. It works; go to number 6. It works; go to number 7; we are in pretty good shape. Oh, you got to the 20 yard line. You have another choice now. You can stay with your original list which might have been a basic run; or you can decide to try to get into the end zone with a pass.  Say you don't quite make it and you are on the 8 yard line. You are on the 6 inch line.  You look at these categories.  You score a touchdown.  By the time you get back to the sheet, you are behind 21-7, but don 't worry about it. You have a lot of plays on your list to call.  So continue to go through your list. 

    This is a way to pre-plan the game. We feel pretty solid about this. Write on the plan the opponent and the date so that you don't end up using last years plan. This is a format that establishes how you practice. 

    The next thing is when do you practice these things. Obviously we have more time to practice than you do. But I will fake a plan for the high school coaches. If I remember right, you play on Friday night. On Saturdays you are cutting the grass, if I remember right. That is not a bad life. On Sunday you should go to church with your wife. 




MON. - Review, etc.  Install plays. 
TUE. - We will not cover the 
   situations that much. 
WED. - 6 plays (4 minutes) 
   6 plays (3rd & 3) 
   6 plays (short yardage) 
   6 plays (goal line) 
THU. - Last 3 plays 
   6 plays (long yardage) 
   6 plays (3rd & 8) 
FRI. - GAME 




    When we plan our practice we don't talk about how much time we are going to practice. We figure that one play is one minute. So we go by the number of plays. In a given practice we will have 5 plays of short yardage, and 6 of long yardage. We will say "get 12 plays in 10 minutes" of drills. Each day you will have one segment of your game plan that you will practice. There is obviously time when you are going to cover your base offense and your base defense. But, you plan on certain days for these things to be done. You can live with this much easier than second guessing yourself. 

    On the other side of the sheet is where the difference is. This is where we categorize all of the things we have talked about. Thank you very much. 
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WHAT CONSTITUTES A GOOD COACH 
-He possesses thorough knowledge of fundamental techniques. 

-He is a teacher. The most important characteristic of a successful coach is his ability to teach. Games are not won by what a coach thinks he knows; they are won by what his players have learned. 

-He is prepared-at meetings, practices, games. 

-He is inquisitive, constantly improving his knowledge and teaching methods. 

-He has a positive attitude. 

-He is a tireless worker willing to devote time to all phases of the program. 

-He has a winning attitude and knows what it takes to win. He recognizes a winner by judging a player's performance. 

-He pays attention to details. Persistence and perseverance regarding the details makes for a winning program. 

-He is willing to assume responsibility for thinking out an assignment and for creatively solving problems. 

-He is loyal, honest, and dedicated to the head coach, his fellow coaches and the staff, the school, and the players. 

-He does not over-coach. This can take the initiative and instinct out of a player, causing him to be overly cautious. 

-He is enthusiastic. 

-He is demanding. A good football team is built on good habits and discipline. 

-He is self-disciplined. The following will not be tolerated: 
    -Drinking during work 
    -Drinking with players or in the same establishment as players 
    -Use of drugs 
    -Receiving a ticket for Driving Under the Influence of alcohol or drugs 
    -Dating a member of the athletic department staff or a student 
    -Cheating or breaking any NCAA rules 
    -Cursing 
    -Abusive behavior toward any player 
    -Gambling 
    -Dealing with agents 
    -Abuse of expense accounts, telephones, internet accounts 
    -Sexual harassment 



HIRING AND DEVELOPING A TOP-NOTCH STAFF 
-Building a successful program starts with hiring a great staff. 
-Hire guys who love to coach. 
-Develop great communication among staff members. 
-Develop unity as a staff. Team unity will follow. 
-Develop well-defined job descriptions for each staff member. 
-Assign each coach tasks taking into consideration his areas of strengths and areas of concern. 
-Earn the complete trust of your team, staff, and their wives. Get everyone-coaches, their families, staff administration, players-to buy into the program and be positive. 



BUILDING A UNIFIED STAFF 
-Get to know coaches and their families away from football. Involve the wives with the games and with the team and staff. Reward coaches accomplishments. 

-Give coaches enough time to be with their families: be organized. Offer financial seminars for coaches. 

-Be loyal to your coaches. 

-Plan a preseason staff trip. 

-Evaluate coaches semi-annually or annually. Praise coaches publicly, criticize them privately. Always be honest. 

-Set short and long-term goals-professional and personal. Be aware of public relations: 
    - Staff should attend booster clubs. 
    - Staff should be visible in the community and at faculty meetings and school functions. 
    - Coaches must have positive attitudes. Anticipate problems and head them off. 

-Demonstrate strong character, act with integrity at all times, and always be a role model for your players. 

-Emphasize the team, not individuals; use "we" instead of "I." 

-Promote unity among offensive, defensive, and special teams coaches. 



STAFF MEETINGS 
-Be on time. Don't waste other people's time. 

-Always bring a calendar, paper and pencil to meetings. 

-Keep meetings as short and simple as possible. 

-Don't discuss things that don't affect the entire staff. Save one-to-one conversations for later. 

-Keep a daily, weekly, yearly schedule in front of your staff. This helps them schedule work and family time. 

-Encourage coaches to look ahead. Complete all assignments before the due date. 

-Be a good listener, but encourage coaches to answer only if they've researched the question. 



HOW WE COACH 
-Practice winning every day; demand the best from each player on and off the field. 

-Keep your poise on and off the field. Don't argue with coaches or players on the field. 

-Be responsible for your player's progress. If one player is performing poorly, re-evaluate him. If your players are playing poorly, reevaluate yourself. 

-Be clear on what is important to winning. Not everything can carry the same weight. 

-Always treat your players as you would treat your sons. 

-Practice simplicity regarding the technical aspects of the game. 

-Encourage them to be self-confident; walk with a swagger. 

-Never grab your player or his facemask. Never kick him or curse him. 

-Never verbally attack your players. Encourage them to do their best. Never encourage a hurt player to practice; defer to the team doctor and the trainer. 

-Minimize distractions. 

-Play as many players as possible without jeopardizing team's success. Have players learn assignments early in the week; too much coaching the day of the game shows a lack of confidence in yourself and in the players. 

-We control our own destiny. We must build better men and be better coaches than our opponents. 



FIRST PLAYERS' MEETING 
-Emphasize trust: of themselves, their teammates, and coaches. 

-Demand clear and honest communication with teammates and coaches. 

-Show them how winning will benefit them. 

-Let them know you want them to have fun. 

-Show them how they can be part of something special. 



GRADING PLAYERS 
-Be consistent, thorough and fair. 

-Grade technique, effort and production separately; give priority to production. 

-Allow adequate time for grading; make sure you're alert when grading. 

-Share evaluation and comments with players before watching film. Don't share actual grade with player. 

-Move players up and down depth chart based on daily performance. 

-Play the guys who love to play and who take great pride in their performance. 



EARNING PLAYERS TRUST 
-Be trustworthy. 

-Respect must be reciprocal between coach and player. 

-Be committed to excellence. 

-Be a good listener. Talk to them about things other than football. 

-Make being a member of the team special: 
    -Do community service as a team. 
    -Attend to details: give them travel shirts, pocket itineraries. 
    -Take the team to a movie the night before a game. 
    -Give jackets, t-shirts, hats, rings, or highlight films. 
    -Have pre-game and victory meals. 
    -Make all players learn the words to the fight song. 

-Give them educational advantages: 
    -Offer study hall, tutors, and rewards for honor roll. 
    -Check their class attendance, know their schedule and course load. 
    -Communicate with their professors (through the academic counselor only). 

-Offer seminars: 
     -Major Exploration Night, Career Night 
     -Faculty Guest Coach Program 
     -Agent Seminar 
     -Drug and Alcohol Awareness 
     -Sexual Health Seminar 

-Emphasize fair discipline. 

-Discipline breeds success; harassment breeds contempt. 

-Establish leadership committee: the team controls the team, the coaches run the program. 

-Have clear team rules: 
    -Represent their team with honor at all times. 
    -Establish hair and dress code. 
    -Be on time. 
    -Use proper language. 
    -Attend class and keep up grades. 
    -Player calls parent if he breaks a rule. Coach determines punishment in cooperation with parents. 

-Treat every case individually; keep these matters private. 

-Don't punish team for individual discipline problems. 

-Treat each player as you would want your son to be treated. 

-Have players repeat conversations back to you; make sure he understands what you've told him. 



PLAYER MEETINGS AND PRE-PRACTICE 
-Be on time for all meetings, stretching, and practice. Meetings will never last more than forty-five minutes. Demand that players sit up and pay attention. Coaches should pay attention to lighting, room temperature, angle to the board. 

-Ask players questions to see how much they're understanding and retaining. 

-Use pre-practice to emphasize different parts of kicking game daily. 

-Use ninja team as the kicking opponents. 



PRACTICE PREPARATION 
-Mottos: "Practice Winning Every Day." "Do Whatever It Takes." 

-Post daily practice schedule. We practice either 24,21, or 18 periods of four or five minutes. 

-Be consistent. If you schedule 2 1/2 hours for practice, stay on the field for 2 1/2 hours. This is part of building trust. 

-Don't waste time and energy. Do drills that are safe and will help you win. Chart injuries. 

-Keep a good practice tempo. Keep all players involved and working as much as possible. 

-Teach in meetings, pre-practice, and individual periods, not at practice. Each player should know his assignments so he can have quality repetitions during practice. 

-Always practice at full speed, but have a "fit, wrap, and strip" mentality. Only take people to the ground on 24 goal line plays. 

-Injuries are more likely with pile-ups. 

-Use a lot of fundamental drills. 



WEEKLY PRACTICE SCHEDULE 
SUNDAY: 
-Watch game film 
-No individual awards, only team goals 
-Show highlight film of plays that made a difference 
-Trainers Check 
-Coaches go home on Sunday nights 

MONDAY: 
-Players are off 
-Coaches work from 7:00 A.M.-5:30 P.M. 
-Offensive coaches might stay until 9:30 P.M. 
-Defensive coaches go home 
(Offense takes more preparation time than defense.) 

TUESDAY: 
-Staff schedule same as Monday 
-2 1/2 hour practice - full pads 
-45 minute meeting 

WEDNESDAY: 
-Staff schedule same as Tuesday 
-2 hour practice - shells 
-45 minute meeting 

THURSDAY: 
-Staff arrives at 7:00A.M. 
-2 hour practice - shorts 
-45 minute meeting 
-Staff goes home after practice 

FRIDAY: 
-30 minute practice is optional. Be brief but organized. 
We want fresh players and coaches for the game. 



HOW TO PREPARE TEAM FOR A GAME OR A SEASON 
-Be honest about season or upcoming game. 

-Have a theme for the season and for each week. 

-Set and break down the season's/game's goals. 

-Do little things to help motivate team: t-shirts, dedicate games to someone they love, invite former players to talk, rely on tradition. 

-Emphasize that they must be good every day in order to become great. 

-Have players visualize themselves winning the game. They should actually see the celebration and press conferences. 

-Handling Big Wins: Act as if you expected to win. Let the team enjoy the victory. We have a victory meal after all wins. Have three distinct things to say to the media. Be prepared; don't ramble. On Sunday review the game, then drop it and move forward. Don't mention it again. 

-Handling Tough Losses: Be brief after the game, but be honest. Study film as a team, review checklist of objectives. Discover why we lost and how we can improve. Then, drop that game and move forward. Teach players how to turn negatives into positives. 

-Plan to win and expect to win. Keep it simple. Don't coach in pregame. Be confident and positive. Make all decisions possible during the week e.g. what play to run on 3rd and 4, etc. 

-Make all players and coaches feel important. Let them know exactly what you expect of them. 



HOW WE WIN 
-Have a burning desire to win. 

-Each practice should be intense. Get better every day. 

-Play with confidence. Field a team that expects to win every game. 

-Keep your poise after a bad break. Be strong enough to change momentum. 

-On offense, score every time we're inside the 20. Get points on every drive. 

-On defense, lead the nation in scoring defense. Don't allow long passes or runs for touchdowns. 

-Kicking game must he organized and fundamentally sound. Allow no more than 20 yards per kickoff return. Allow no more than 2.5 yards on punt returns. 

-Kicks, punts, and snaps must be consistently good. Don't quick kick or punt if snap is juggled on 1st, 2nd, or 3rd down. Be excellent fundamentally: blocking, tackling, kicking, punting, catching, throwing. 

-Don't beat ourselves. Force turnovers, don't commit them. Make the big play, don't give it up. Play great field position football and great goal line football. Have a great kicking game. 

-Know our assignments. Make no mental mistakes. 

-Eliminate penalties. 

-Be in top-notch physical condition. 

-Physically dominate your opponent. 

-Pursue your opponent relentlessly and gang tackle aggressively. 

-Play guys who get results. Potential means "ain't done it yet." 

-Take away your opponents best plays and players. Take away their strengths. 

Summary: 
- Eliminate mistakes 
- Have superior mental toughness 
- Have superior physical preparedness 
- Win the explosive plays 
- Win on the goal line 

