2008
ALABAMA FOOTBALL

DOMINATE YOUR OPPONENT EVERYDAY
COMMITMENT, EFFORT, TOUGHNESS

BE RESPONSIBLE FOR OWN SELF DETERMINATION
DISCIPLINE - FOCUS -FINISH - EXECUTION

POSITIVELY AFFECT TEAMMATES EVERYDAY

B IV

TRUST TEAM: TOGETHER EVERYONE ACHIEVES MORE RESPECT

EXCELLENCE: THE QUALITY OF A PERSON'S LIFE IS IN DIRECT PROPORTION TO THEIR
COMMITMENT TO EXCELLENCE, REGARDLESS OF THEIR CHOSEN FIELD OF ENDEAVOR.

PLAYERS TO WIN

The coaches are here to help you perform to the best of your ability. We will work with the players and
coach you for the next play. We will be positive, but we will confront you and demand that you do

things correctly. You must be responsible for doing things correctly and also be accountable for what
you do.

A TEAM must have discipline to do its job consistently and effectively. Know what to do, how to do it
and why it is important to do it that way. Pay attention to detail. Play smarter, do not beat yourself,
make opponents beat us physically. Always be prepared and take pride in perfect execution. We must
be tougher and more physical than our opponents. Mental and physical toughness will create an
aggressive, intimidating style of play. It begins up front on defense and on the offensive line. We must
control the LOS. We must stop the run and run the football affectively and with consistency. Special
Teams is an area where we set the tempo with toughness. We must give relentless effort for
60-minutes in every game regardless of circumstances in the game. We will not be out-hit or out-
hustled in any game we play.




CONFIDENCE: We must believe we can. Playing the best in the most critical times in a game comes
from believing in one's self - that you are prepared and deserve success. Focus on being a Relentless
Competitor, play the play and do not be affected by the scoreboard. Make your opponent feel that you
will never quit coming after him and that your relentless attitude will force him to quit. When you are
successful, do not be affected - remember what got you there. When you have failure, do not be
frustrated - learn from mistakes and be a Relentless Competitor to win on the next play. Great teams
expect to dominate opponents for 60 minutes.

TOGETHERNESS: Comes from everyone working together toward the same goal. That goal is more
important than any individual success or accolade. Respect the goals, principles and values of your
team and teammates, and the chemistry will create success for all and a feeling of accomplishment
shared by many that will be fun and the most self gratifying you will ever experience.

OFFENSE

Control “Tempo” of Game - Score Points

1. Must run ball effectively - Physical on L.O.S. - Establish toughness (Red Area, End of Game,
GL/SY)

No turnovers - Protect football - Must have positive turnover ratio (+7 in 7 wins, -3 in 6 losses)
3rd down conversions (45%)

Make 7 big plays or 9 explosive plays per game

(Big Plays: 15+ Run, 20+ Pass; Explosive Plays: 12+ Run, 16+ Pass)

Must execute balance in offense (Pass Efficiency)

Must pick-up-blitz - Protect QB to be an effective passing team

Score TDs in Red Area (70%), always score 100% of the time

Eliminate penalties, 1/30 plays is our goal. Must eliminate all undisciplined type penalties.
Win 4t Quarter
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DEFENSE

Prevent Score. Relentless, Aggressive, Physical Style - Key to success.

Defend MOF Run/Pass

Stop the Run - Dominate LOS - Create positive D/D situations

Must get turnovers - Positive Turnover Ratio (+3)

Prevent Big Plays - No mental errors or missed tackles will eliminate Big Plays

3rd down efficiency (70%) - get off the field on third down

Pressure QB - Push pocket in middle, affect rhythm of QB

Execute critical situations - Red Area, GL/SY, 2 Minute

Poise in adjustments - Execute as a unit. Poise will eliminate penalties (1/30 plays)
Win 4t Quarter
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SPECIAL TEAMS

Relentless Effort and Toughness with Execution will Dominate!

1. Control vertical field position

2. Specialists - Kicker, Punter, Snapper, Returners, must execute. Possession of ball is most
important. No turnovers on Special Teams.

3. Put tremendous pressure on their specialist to create turnovers

4. Capitalize on mistakes and lack of preparation in the kicking game

5. Big plays in kicking game will result in points, blocked kicks, turnovers and +50 possessions



COACHES TO WIN

. GOAL: The standard for this program is to be a team and to always have a winning season. We
must get the players to reach their full potential, especially in the intangible areas of effort,
toughness and execution. Long term - it is very important that we win all home games, finish in
the Top 25, go to a New Year's Day Bowl Game and, finally, win the SEC Championship.
a. Recruit character/quality players with talent that complement our system.
b. Teach and develop players to reach full potential. Must establish strong work ethic if
we will ever develop players to full potential.
c. Be prepared, pay attention to detail, be prepared to make good decisions on game-
day.
d. Be positive, coach for next play, and establish goals with players so it is important to
them. We must develop attitudes - work, self-esteem, confidence.
e. Be ateam - togetherness, get along, do your part, don’t make excuses. Solve
problems - don’t create them.

. BE LOYAL to each other on staff - no negative statements to outsiders about others or the
program. Keep situations confined to us.

. RECRUIT good talent - key to success.

a. Evaluate - go through the process. It eliminates mistakes.

b. Know prospects - character as a person/player; have accurate information.

c. Develop relationships - maximum attention to make people feel important at
Alabama. Must get them to Alabama early.

d. Find walk-ons that can play - numbers help improve our ability to prepare.

e. You must recruit everyday to be a good recruiter.

. GOOD TEACHER

a. Teaching and drill progression - organized and precise, specific in presentation,
simple to understand. Make practice fun, challenging for players.

b. Be productive in your work, prompt in getting things done. Pay attention to details,
stay fresh as a teacher. Everyone is responsibie for a better way.

. PLAYER RELATIONS

a. Interest in players as people and students. Loyal - don’t swear at or use abusive
language with players. Keep hands off.

b. Fairand honest - can’t always treat everyone the same.

c. Establish goals for players - desire to achieve comes from knowing what you want.
Effort comes from willingness to work and persevere. Self-gratification and
confidence comes from positive reinforcement for accomplishment.

d. Must coach - mental/physical toughness into players.

e. Demand players do things correctly - confront them if they don't. This is a part of
discipline. Make them conform to their responsibilities as members of the team.

. COACHES MUST BE A TEAM - make all decisions based on winning, not offense/defense.
When we lose, we all lose and when we win, we all win. Kicking game success will come from
each coach approaching his part with the same intensity as his position. The kicking game is
our responsibility as a group. Sell it - it must be important to the players.
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4THOUARTER
THE PAIN OF COMMITMENT

COMMITMENT CAN BE PAINFUL. INDEED IT IS THE POSSIBILITY OF
PAIN THAT COMMITMENT FINDS MEANING AND POWER. OF WHAT
VALUE COULD COMMITMENT BE IF IT DID NOT HAVE ITS PRICE?

CHOOSE YOUR COMMITMENTS
EXPECT PAINFUL TIMES
BE READY TO MAKE SACRIFICES
BE READY TO SEE IT THROUGH

BUILD SOMETHING GREAT!

DISCIPLINE EFFORT

DO WHAT YOU'RE ITTAKES NO ATHLETIC
SUPPOSED TO DO, WHEN ABILITY TO GIVE EFFORT.
YOU’RE SUPPOSEDTO DO IT'S AN ATTITUDE.
IT, EXACTLY LIKE IT IS BE RELENTLESS AND
SUPPOSED TO BE DONE. COMPETE FOR 60
AND DO IT THAT WAY ALL MINUTES.

THE TIME.

TOUGHNESS

THE ABILITY TO CONSISTENTLY PERFORM AT YOUR VERY BEST
TALENT AND SKILL REGARDLESS OF COMPETITIVE CIRCUM-
STANCES. WHEN THINGS GET TOUGH, THE TOUGH GET GOING.

BAMA PRIDE




10 HUNT
10 STALK
10 INTIMIDATE

To8E RELENTLESS
Touave A KILLER INSTINCT

rocreate A NIGH TMARE

BAMA "WAR DADDIES" ©



CRITICAL STATISTICS - 2007

2007 ALABAMA GOALS
POINTS
Offense 27.1 pts per game 30 pts. per game
Rank in SEC 7th (42.46 Florida)
Rank Nationally 64th (43.88 Hawaii)
Defense 22.0 pts per game 13 pts. or less per game
Rank in SEC 4th (16.92 Auburn)
Rank Nationally 27th (12.77 Ohio St.)
RUSHING AVERAGE
Offense 3.96 yds per rush 4.0 per rush
Rank in SEC 8th (5.96 Arkansas)
Rank Nationally 60th (6.25 West Virginia)
Defense 3.43 yds per rush
Rank in SEC 4th (3.04 Florida) 3.3 or less per rush
Rank Nationally 28th (2.05 Oregon St.)
3rd DOWN EFFICIENCY
Offense 75/198=37.9%
Rank in SEC 10th (53.4% Florida) 45%
Rank Nationally 79th (53.4% Florida)
Defense 82/203=40.4%
Rank in SEC 9th (33.3% Arkansas) 30% or less conversion
Rank Nationally 73rd (26.5% Troy)
TURNOVER RATIO +4 (+.31 per game)
Rank in SEC 5th (+20 [+1.43] LSU) No Turnovers on Offense
Rank Nationally 34th (+21 [+1.62] Kansas) +3 on defense

BIG PLAYS (15+ Run, 20+ Pass)

Offense 52 (33 passes, 19 runs) [4.00] 7 per game
Defense 56 (37 passes, 19 runs) [4.31] 0 per game
PASS EFFICIENCY
Offense 115.85 rating 145+ pass efficiency rating
Rank in SEC 8th (170.17 Florida)
Rank Nationally 86th (170.64 Oklahoma)
Defense 6.72 yds/attempt 3.0 yds or less per attempt
Rank in SEC 7th (5.51 Arkansas)
Rank Nationally 37th (4.78 Ohio Statc)
RED AREA EFFICIENCY
Offense 29/53 TD's= 55% 70% TD's
43/53 Scores = 81% 100 % scoring
Defense 12/38 No TD's= 32% 60 % no TD's
PENALTIES 1 0f34.2 1 of 30 plays
59/453 yds (2020) plays
Rank in SEC Ist
Rank Nationally 4th (48/375 yds Army)
4TH QTR
Won 6/ Lost 5/ Tied 2 WIN THE 4TH QTR




TURNOVERS 2007

TURNOVERS:

16 Gained in 7 Wins (+7)
8 Gained in 6 Losses (-3)

TURNOVER MARGIN - CRITICAL TO SUCCESS

(+4) (+0.31/game)

Kansas (+21) (+1.62/game)

9 Turnovers in 7 Wins (1.28/win)
11 Turnovers in 6 Loss (1.83/loss)

2007 ALABAMA TURNOVER SUMMARY

TURNOVERS LOST

TURNOVERS GAINED

GAME | TEAM|TURNOVER|RESULT| POINTS
WCAR | DEF FUM MFG 0
WCAR | DEF FUM TD 7
VAN DEF INT INT 0
ARK DEF INT D 7
ARK DEF FUM PUNT 0
ARK DEF FUM FG 3
UGA DEF INT PUNT 0
UGA DEF INT ™D 7
FSU DEF INT PUNT 0
HOU DEF FUM TD 7
HOU DEF INT INT 0
HOU DEF INT HALF 0
MISS DEF INT MFG 0
MISS DEF INT PUNT 0
MISS DEF INT FG 3
TENN DEF INT FG 3
TENN DEF INT HALF 0
LSU DEF INT PUNT 0
LSU DEF INT FG 0
LSU DEF INT D 7
MSU DEF INT FG 0
AU DEF INT INT 0
CU DEF FUM FG 3
cu DEF FUM FG 3

(%,
(&)

TOTAL POINTS = 50 (2,08 PTS PER TURNOVER)
27 Points off 17 INT ( 1.59 PTS PER INT)

23 Points off 7 FUM ( 3.28 PTS PER FUMBLE)

PENALTIES
59 penalties / 453 yards on 2,020 plays
1 out of every 34.2 plays a penalty occurred

GAME | TEAM |TURNOVER|RESULT|POINTS
VAN OFF INT |DOWNS| o
ARK OFF INT FG 3
ARK OFF FUM D 7
ARK OFF INT TD 7
UGA OFF FUM MFG 0
FsU OFF FUM TD 7
HOU OFF INT INT 0
MISS OFF FUM MFG 0
MISS OFF INT INT 0
LSU OFF INT D 7
LSU OFF FUM TD 7
MSU OFF INT TD 7
MSU OFF INT TD 7
ULM OFF INT PUNT 0
ULM OFF INT TD 7
ULM OFF FUM PUNT 0
ULM OFF FUM PUNT 0

AU OFF INT HALF 0
cu OFF INT TD 7
cu OFF FUM PUNT 0

66

TOTAL POINTS = 66 (3.3 PTS PER TURNOVER)

45 Points off 12 INT (3.756 PTS PER INT)
21 Points of 8 FUM (2.63 PTS PER FUMBLE)




2007 Alabama Explosive Plays

ALABAMA OPPONENTS

|DATE OPPONENT 12+ runs 16+ passes TOTAL |12+ runs 16+ passes TOTAL| DIFFERENTIAL | WIL
vs. WESTERN CAROLINA 10 3 13 1 3 4 9 w

«d |at Vanderbiit 7 4 11 1 4 5 6 w
9/15 |vs. ARKANSAS 4 6 10 7 3 10 0 W
9/22 |vs. GEORGIA 3 4 7 2 5 7 0 L
9/29 |vs. FLORIDA STATE 1 6 7 2 4 6 1 L
10/6 |vs. HOUSTON 1 5 6 4 5 9 -3 W
10/13 |at Ole Miss 4 3 7 2 7 9 -2 w
10/20 |vs. TENNESSEE 1 9 10 3 5 8 2 W
11/3 |vs. LSU 0 4 4 2 10 12 -8 L
11/10 |at Mississippi State 4 2 6 1 3 4 2 L
11/17 |vs. UL-MONROE 4 8 12 2 4 6 6 L
11/24 |at Auburn 0 3 3 4 2 6 -3 L
12/30 |COLORADO 2 7 9 3 7 10 -1 W
TOTAL 41 64 105 34 62 96 9 7-6

In 7 wins Alabama was +11 in explosive plays (Off had 66 explosives, Def gave up 55)

In 6 losses Alabama was -2 in explosive plays (Off had 39 explosives, Def gave up 41)

Offense Avg. Per
Defense Avg. Per

Runs Passes
Game 8.08 3.15 4.92
Game 7.38 2.62 4.77




RED AREA REPORT 2007
OFFENSE - EFFICIENCY

- 47 OPPORTUNITIES TO SCORE OUT OF 53 ATTEMPTS (89%)
- 43 SCORES OUT OF 53 ATTEMPTS (81% SCORING)
- 29 TD’S OUT OF 53 ATTEMPTS (55% TD’S)

10 NO SCORES IN THE RED AREA

1. 2 INTERCEPTIONS
(1 VS.MISS. ST., 1 VS. AUBURN)

2.2 FUMBLES
(1 VS. OLE MISS, 1 VS. ULM)

3.4 MISSED FIELD GOALS
(1 VS. WESTERN CAROLINA, 1 VS. ARKANSAS, 1 VS. OLE MISS, 1 VS. ULM)

4.2 TURNOVERS ON DOWNS
(1 VS. OLE MISS, 1 VS. ULM)

HIDDEN SCORES

6 TURNOVERS (2 INT, 2 FUM, 2 TOD) = 18 POSSIBLE POINTS MINIMUM

IF WE WOULD HAVE NOT COMMITTED 6 TURNOVERS, OUR EFFICIENCY FOR
WOULD HAVE BEEN:

49 SCORES OUT OF 53 ATTEMPTS (93% SCORING)




2007 ALABAMA SPECIAL TEAMS COMPOSITE

2007 AVG. 2007 SECRANK  ALABAMA GOALS

NET PUNT 33.14 yds 8th in SEC 38+ YDS
(Florida 38.68 yds)

PUNTING AVERAGE 38.08 yds 12th in SEC 42+ YDS
(LSU 44.08 yds)

PUNT COVERAGE 6.57 yds 5th in SEC <5.5YDS
(Florida 4.4 yds)
PUNT RETURNS 13.7 yds 2nd in SEC 10+ YDS

(Florida 15.08 yds)

KO COVERAGE 17.94 yds 1st in SEC <18 YDS
(2nd Ole Miss 19.91 yds)

KO DRIVE START 27 YL T-2nd in SEC DSA <25 YL
(Kentucky 26 YL)
KO RETURNS 21.13 yds 8th in SEC 23.5+YDS

(Tennessee 24.37 yds)

KOR DRIVE START 29 YL T-8th in SEC DSA 30+ YL
(Ark, FL, Vandy 33 YL)

FG PERCENTAGE 73.5% 6th in SEC 82%+
(LSU 78.8%)
PAT PERCENTAGE 100% T-1st in SEC 100%

(LSU, S.Car 100%)
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2008 TEAM POLICIES

GENERAL CONDUCT POLICY

Do not do anything to hurt the team! Do not engage in any activity that could reflect back on you, your

family or the University of Alabama in a derogatory manner. Any conduct that brings negative publicity

or that embarrasses the organization is conduct detrimental to the team. Felony infractions will lead to
suspension. You must represent the University of Alabama in a class manner.

Personal behavior is a matter of self-discipline and self-pride. You cannot win with players who do not
have these qualities because they cannot take pride in the team. We will eliminate these players as
fast as we can without hurting the team.

TEAM RULES

1. Be on time for all team functions, including all required meals. Do not voice any complaints to

any other University personnel. Any complaints you have should be directed to Coach Saban
or a member of our coaching staff.

2. Proper dress will be posted for all team functions. You will represent the team in a class fashion.
Individual differences are respected but not when representing the team. Earrings are
prohibited at all team functions. Hair must be neat and acceptable in appearance. Hats off in
business areas. Be courteous, using “please” and “thank you.” Polite and appropriate
manners should be used with all staff members. (Team Functions = Travel, Team Meals,
Meetings, Practice or any other Public Representation)

3. The dorm/apartment is our home. Respect others’ space. Keep noise levels down. No
overnight guests in dorm/apartment rooms. No alcohol or drugs in dorms/apartments. Be on
time for all bed checks.

4. Meetings are scheduled, organized, and detailed to help you become better football players.
Form a “Buddy System” to insure punctuality.

5. LOCKER ROOM POLICY:

a.
b.

e
d.
e.

Keep your location clean and neat - keep tape off the floor.

You are responsible for your equipment - all equipment has a specific place in the
locker. Care for it.

Lock-up or check all valuables with Tank Conerly.
Stealing from a teammate is a capital offense.
No visitors in the Locker Room.

6. EQUIPMENT POLICY:

a.

b.

Wear the equipment announced as uniform of the day. Dress as a team - everyone’s
uniform is the same (including hair cover-ups).

Do not alter your equipment. Make sure it fits properly and is in good condition. It is
designed to protect you.

Do not wear cleats in the Locker Room.

Keep locker organized according to chart.



7. TRAINING ROOM POLICY:

a.

b.

The Training Room is not a lounge - it is for taping, treatment or therapy and
rehabilitation. Otherwise, stay out of the area.

Any trainer or doctor's appointment, treatment or rehab appointments missed are the
same as missing practice or a meeting and will be dealt with accordingly.

Injured players must be on time for scheduled events, meetings and practice. Alabama
gear worn at practice.

8. WEIGH-IN WILL BE HELD WEEKLY:

a.
b.
C.

Prescribed weights are for your own good.
Have weight discipline.
Special diet and exercise will be provided for those without weight discipline.

9. MEDIA RELATIONS:

a.

b.

@™o Qoo

All interviews must be scheduled through the Sports Information Office. No reporters
should come to your dorm/apartment!

Don't overload your ass with your mouth. Do not criticize teammates, coaches or the
University of Alabama in public.

Do not lie, do not make predictions, do not make excuses.

Be positive - “best | can do, best we can do.” Never be representative of “poor me’s.”
Show respect for opponents.

Do not tell the world what we are doing (including those that post on the Internet).
Cooperate with the media, be on time. This is a direct link between you and the fans.
Present yourself in a style and manner you are accustomed to being treated and
received.

10. GAME DAY PROFESSIONALISM: Never Talk to Opposing Players

a. Poor examples of game day professionalism would be fighting, poor language, loss of
poise or immature display of enthusiasm. All demonstrations of Crimson Tide
enthusiasm will be team things. We do not need “hot dogs” or “trash talkers.” Fighting,
stupid personal fouls and poor game day discipline are real indicators of a losing
attitude. We are going to be winners!

b. You should always use a professional attitude when communicating with the officials.
The head coach will manage officials’ mistakes in the games.

11. ACADEMICS:

a. You are here to get an education. We are interested in you getting that education and
will provide the best possible academic support to help you.

b. Class attendance, study hall and any other academically related meetings are mandatory
requirements.

c. If you are not accountable for your academic responsibilities, you will accumulate
negative points that will lead to punishment, loss of complimentary game tickets and
eventual game suspensions.

d. Summer School Policy for Drops - you will be responsible for repaying your room and
board money to the Athletic Department.

12. HOUSING:

a. If you are removed from University housing for disciplinary reasons, you will not received
the room portion of your scholarship for off-campus housing.

b. Any discipline problems in the Bryant Hall Apartments will lead to housing in the
dormitory or loss of room scholarship.

c. Anyone on probation for academic irresponsibility or for off-field discipline problems will

not be allowed to move off-campus.



13. TRAINING TABLE: (Mandatory)
a. Thisis a privilege. Be respectful — bus your own trays, take off hats and be courteous
and polite to those that make it comfortable for you.
b. Don't be wasteful of food.

14. AGENTS:

a. Any individual shall be ineligible for participation in intercollegiate sport if he ever has
agreed (orally or in writing) to be represented by an agent for the purpose of marketing
his ability in that sport.

b. Any individual shall be ineligible if he (including relatives or friends) accepts
transportation or other benefits from:

1. Any Person who represents any individual in the marketing of his athletic ability.
The receipt of such expenses constitute compensation based on athletic skill
and is an extra benefit not available to the student body in general.

2. An Agent, even if the agent has indicated that he or she has no interest in
representing the student-athlete in the marketing of his athletic ability or
reputation and does not represent individuals in the student’s sport.

c. Understand that it is not illegal for you to receive written information from an agent or to
speak with an agent as long as no agreement about representation is met.

d. Not abiding by the above can cause your team to forfeit games in which you have
completed, as well as cause you to be suspended or dismissed from the team for losing
your eligibility.

e. Itis our policy during the season that any player with collegiate eligibility remaining
cannot be contacted by an agent or runner without notification of the head coach or
athietic director. This includes the player’'s family as well.

f. A player is considered ineligible for the NFL Draft until 3 seasons have past following his
high school graduation date but not before the official Junior Declare Date set by the
NFL. Players ineligible for the Draft, as well as any person that has an established
relationship with that player, may not have any form of communication with an agent or
anyone associated with an agent other than unspecified promotional brochures
containing general information.

g. The University of Alabama has a career-counseling panel that Coach Bo Davis oversees.
If you have any questions regarding contact with agents of insurance player benefits, you
should contact Coach Davis.

15. GAMBLING:
a. Student-Athletes shall not knowingly:

1. Provide information to individuals involved in organized gambling activities
concerning intercollegiate athletic competition.

2. Solicit a bet on any intercollegiate team.

3. Accept a bet on any team representing the institution.

4. Participate in any gambling activity that involves intercollegiate athletics or
professional athletics through a bookmaker, a parlay card, or any other method
employed by organized gambling.

b. Violation of any of the above not only could result in team suspension or dismissal but is
also subject to fines and/or imprisonment by local or federal authorities.

16. DRUG POLICY:
a. Noonel know has been more successful because they were using drugs. It will not be
tolerated in this program.
b. This policy is designed to first help you with any problems with drug through education.
However, if you continue to have a problem, your consequences will include suspension
and eventual loss of scholarship.



CAMP OBJECTIVES

. HARD CORE FOUNDATION OF DISCIPLINE

a. Carry out details to win

b. Don't question coaches on field. JUST DO IT! Questions as to why you are asked to do
something will be covered in meetings.

c. Familiarity breeds relaxation in command - we will work hard not to allow this to happen.

d. Disciplined players can do what they're supposed to do, when they're supposed to do it, the way
it's supposed to be done. Undisciplined players won't last in this program.

. DEVELOP MENTAL AND PHYSICAL TOUGHNESS - Hard Work

a. Talking about toughness will not get it done! You must experience it.

b. Hard work is a habit - we won't let you down. You will feel good about yourself if you know you
have worked hard to be your best. At some point, you feel that you deserve success.

c. Don't allow mental fatigue to precede physical fatigue.

d. An opportunity is worth what your preparation allows you to make of it. The price for success
must always be paid in advance.

. IMPROVE BASIC FUNDAMENTALS

a. No one is too good to improve. Fundamental improvement happens if you recognize you need it.
b. A man profits by a mistake directly proportional to how much it bothers him.

: UND.ERSTAND ALL TECHNICAL ASPECTS OF SYSTEMS ON OFFENSE. DEFENSE & SPECIAL TEAMS

. COME TOGETHER AS A TEAM - Develop a belief in one another

a. Selfish players will kill the team.

b. Everyone must give up their “ego” and put the good of the team first.

c. Having respect for one another will be the first step in coming together.
d. Remember - what you do affects and is a reflection the entire team.

. DEVELOP HONESTY & TRUST BETWEEN COACHES & PLAYERS

a. ltis part of business not to trust the people in charge. There is no reason for that to exist here.
b. We expect you to be honest. There is no need to lie. Be responsible for your actions.

. BEST CONDITIONED TEAM vs. CLEMSON IN OPENER

a. The trademark or our team is to compete for 60 minutes.
b. The 4t Quarter Program and our conditioning regiment are designed for success in the
4th Quarter enabling us to win the 4t Quarter.

. GIVE EVERYONE AN OPPORTUNITY TO CONTRIBUTE TO TEAM

a. We will always play the best players and find time for all productive football players.

. DEVELOP PRIDE IN OUR TEAM & BEING A PART OF THE CRIMSON TIDE

a. Pride is developed by investing your time and efforts in something you really believe in.
b. Take pride in being an Alabama football player. Indirectly, each member is a representative of
the other members.

and off the field.

10.BEST WINNING ATTITUDE AS A TEAM

a. We will win or lose together. There is no place for finger pointing.



COACHES
WEEKLY WORK SCHEDULE

SUNDAY
11:00 am Staff Grade Film
2:00 pm Defense Review/Offense Review
3:00 pm Staff - Grades, Production Charts, Goal Boards, Player of the Week,
Scout Team Player of the Week, Kicking Game Review
5:30 pm Dinner (Brought in)
6:30 pm Work on next opponent (Special Teams)
9:00 pm Secure
MONDAY
7:00 am Film with players
8:00 am Work on next opponent
10:00 am Game Plan - Special Teams staff (Scouting Report)
11:00 am Staff to plan practice - Base Defense, Goalline, Short Yardage, Red Area
2:00 pm Player Meetings (All Special Teams)
6:00 pm Work on next opponent - Review Practice, Base Package, Blitz,

10:00 pm

GL/2nd & Long/Short Yardage

Secure



TUESDAY

7:30 am Work on nexf opponent
10:30 am Staff to plan practice
2:00 pm Player Meetings (Punt/Punt Return)
2:15 pm Meetings
3:25 pm Walk-thru
3:35 pm Flex (Base/Blitz/GL/2" & Long)

6:00 pm Meet - Practice film/3r Down plan/Red Area/KO, KO Return

WEDNESDAY

7:30 am Work on next opponent - 39 Down/Red Area/KO, KO Return
10:30 am Staff to plan practice

2:00 pm Player Meetings (KO/KO Return)

2:15 pm Meetings (3 Down/Short Yardage/Red Area)

3:25 pm Walk-thru

3:35 pm Flex

7:00 pm Recruiting Calls



THURSDAY

7:30 am Review Practice Film
Two Minute/2-Point Play plan
10:30 am Academic Meeting
11:00 am Staff to plan practice
2:00 pm Special Teams - FG/FG Block, Total Special Team
2:05 pm Total Special Teams (Practice film review)
2:15 pm Meeting
Travel Dress List
4:35 pm Walk-thru Special Teams Depth
Final Game Plan Adjustments
4:45 pm Practice
Recruiting calls at night
FRIDAY
TBA Review practice film

Recruiting Meeting
Pian talk with team

Script for Walk-thru



PLAYERS
WEEKLY WORK SCHEDULE

SUNDAY - PLAYERS DAY OFF

TBA Meet with Trainers
TBA Flex & Stride
TBA Optional Fitlm (No Coaches)
TBA Optional Weights (1st Workout)
MONDAY
7:00 am Team Meeting (Juice & Donuts)
7:30am/12:30 Mandatory Weights (1st Workout)
2:00 pm Special Teams (All)
Film & Scouting Report
2:30 pm Team - Awards/What we need to do to win
a. Scouting Report/Personnel
b. Game Plan
c. Base Adjustments
d. Goalline/Short Yardage/Red Area
3:35 pm Walk-thru (Shells)
3:45 pm (10) Flex
3:55 pm (5) Individual
4:00 pm (10) Corrections
4:10 pm (7) Force/P.P. Period
4:20 pm (7) 7-on-7 Base
4:30 pm (7) Red Area 7-on-7
4:40 pm (15) Team
4:55 pm (5) Goalline/Short Yardage
5:00 pm (25) Kicking Game
5:25 pm Conditioning/Specialty
TUESDAY
2:00 pm Special Teams (Signal Caillers) - Punt/Punt Return
2:15 pm Meeting
3:25 pm Walk-thru
3:35 pm (10) Flex
3:45 pm (14) Individual
3:59 pm (12) 9-on-7/1-on-1
4:11 pm (8) Force Drill
4:21 pm (18) 7-on-7
4:41 pm (7) Blitz
4:48 pm (7) Punt
4:55 pm (38) Team - Include GL/SY
5:33 pm (7) PuntReturn
5:40 pm Conditioning
5:45 pm Specialty



WEDNESDAY

2:00 pm Special Teams - KO/KO Return
2:15 pm Meeting
3:25 pm Walk-thru
3:35 pm (10) Flex
3:45 pm (14) Individual
3:59 pm (12) 9-on-7 (Include Sub Runs)/1-on-1
4:11 pm (8) Red Area 7-on-7
4:21 pm (18) 7-on-7 (Include 39 Down)
4:41 pm (7) Blitz (Sub)
4.48 pm (7) K.O. Cover
4:55 pm (38) Team - Include Red Area/3' Down
5:33 pm (7) K.O.Return
5:40 pm Specialty
THURSDAY
7:30 am Mandatory Weights (2 Workout)
2:00 pm Special Teams - FG/FG Biock (All Teams)
2:30 pm Position Meeting
3:35 pm Walk-thru
3:45 pm (10) Flex
3:55 pm (5) Individual
4:00 pm (10) Blitz Review
4:10 pm (15) Red Area/GL Review/2-Point Plays
4:25 pm (10) 2-Minute
4:35 pm (20) Move the Field - Include Short Yardage
4:55 pm (25) Kicking Game Review
5:20 pm One Reel
5:45 pm Secure
FRIDAY
TBA Non-Travel Squad: Mandatory Weights
TBA Team Meeting (20 minutes)
TBA Special Team Call-Outs
TBA Special Team Film
TBA Individual Meetings (50 minutes)
PRACTICE:
TBA (20) Offense/Defense Review
TBA (15) Substitution Review
FRIDAY EVENING
TBA One Reel Meeting (20 minutes)
TBA Position Meeting (10 minutes)
TBA Tips/Test Sheets
SATURDAY
TBA Chair Drill (20 minutes)
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ALABAMA CRIMSON TIDE

2008 DEFENSIVE GOALS

. WIN

POINTS ALLOWED
> HOLD OPPONENT TO 13 OR LESS.

RUNS
» HOLD OPPONENT TO 3.3 YARDS PER RUSH.

PASSES

» HOLD OPPONENT TO 5.0 YARDS PER PASS
» EFFECT QUARTERBACK (SACK, PRESSURE, DISGUISE, HURRIES,
BATTED BALLS).

TURNOVERS
> 3 TURNOVERS PER GAME.

BI1G PLAY

» NO 15 YARD RUNS.
> NO 20 YARD PASSES.

RED AREA

> 60% NO TOUCHDOWNS.

THIRD DOWN
> 30% OR LESS OFFENSE CONVERTS.



PHILOSOPHY OF THE
ALABAMA CRIMSON TIDE DEFENSE

The University of Alabama philosophy on first and second down is to stop the run and play good zone pass
defense. We will also play man-to-man and blitz in this situation. On third down, we will primarily play man-
to-man and mix-in some zone and blitzes. We will rush 4 or more players versus the pass about 90% of the
time.

In all situations, we will defend the inside or middle of the field first — defend inside to outside. Against the run,
we will not allow the ball to be run inside. We want to force the ball outside. Against the pass, we will not allow
the ball to be thrown deep down the middle or inside. We want to force the ball to be thrown short and/or
outside.

The trademark of the Alabama Defense is aggressiveness and physical play. We will be physically strong at the
Jine of scrimmage and will hustle and pursue relentlessly. We will be hard and sure tacklers. The Crimson Tide
will be successful on defense if we give 100% physical effort, play with tremendous physical toughness and do
not make mental mistakes. To eliminate mental errors, we must fully understand the concept of the defense and
be disciplined to play the defense called. We must have mental discipline to eliminate mistakes and penalties.
We will not allow big plays against us.

The Alabama Defense must perform efficiently inside our 20 yard line (red area) and on the goal line. We
annot allow our opponents to run the ball into the end zone. We will have a good run defense with tight pass
coverage. We will prevent touchdowns and force field goal attempts by playing good team defense.

Defensively, we must adapt to every situation that presents itself and execute successfully. This requires good
communication, team work, and often personnel substitution. Defensive situations that occur regularly are: 31
down, 4% down, two-minute, short yardage, conserving time, protecting a lead, opponent backed up, and no
huddle. We will prepare for and handle these crucial situations. We also must have the attitude to react to
sudden change whenever it presents itself. We must put the fire out — control momentum of the game on
defense.

Finally, our job is to take the ball away from the opponents’ offense and score or set up good field position for
the offense. We must knock the ball loose, force mistakes and cause turnovers. Turnovers and making big plays
win games. We will be alert and aggressive and take advantage of every opportunity to come up with the ball.

The Alabama defense will play for 60 minutes in every game regardless of the score or situation. The trademark
of our defense will be effort, toughness and no mental mistakes regardless of score or situation in any game.




HUDDLE

(BALL)

<
& @ @ @ @

o & @ & &

IN HUDDLE:

1. Form huddle quickly....Don’t be the last man.

2. Keep a constant huddle...Lt and Rt form huddle on ball. The shape and hands-on-knees appearance is
the responsibility of each individual.

3. The signal caller does the talking...All others listen! Make the call only when all eleven players are in
the defensive huddle. Talk straight out...not up in the air or down at the ground...see all of your men.

4, Free Safety (LS) will call the down and distance, Strong Safety (RS) will make hash call. Ex: “2™ & 8”,
Right hash — Mike will alert the defense to the offensive personnel. Mike will call the defense.
Ex: “Regular people...Under O Zone Alert Bump”!

S. After the call, Mike will say, “READY”...then pause...All clap hands, which is the signal to break and
concentrate on offensive huddle. Watch opponents break huddle.

6. Mike make front call, will call out backfield set, SS (RS) determine secondary strength.
- If you do not hear or do not understand the defensive signal, alert the signal caller and the call will

then be repeated.

- Good defense starts with a good huddle. Get in the huddle quickly.
- Get the call. Break the huddle and see the offense come out.
- Beready to play. Think about your assignment and anticipate the situation.

C.P.: SAFETIES...Check the coverage call with the secondary as you break the huddle.

3



In Huddle:

A. Free Safety:

B. Strong Safety:

C. Mike:

Before Snap:

A. Mike:

B. Strong Safety:

C. Free Safety:

D. Sam / Will / Jack:

E. Corners:

After Snap:

A. Defensive Team:

B.LB's/DB's:

DEFENSIVE COMMUNICATION

Down & the Distance
Offensive Personnel

Defensive Signal

Make call to set front / any adjustments.
(Tite / Closed / Raph-Larry)

Call strength of formation / any adjustments
Call force to alignment (Hand Signals)

Call coverage & repeat strength
Call force to your alignment (Hand Signals)
Any adjustment calls to motion or shifting

Acknowledge & repeat front & force calls

Acknowledge & repeat force calls
Communicate any split variation by WR's

Run / Pass / Screen / Draw / Boot Calls

Pass Routes (In / Out / Under / Cross / Etc...)




AT THE LINE:

WATCH THE OFFENSIVE HUDDLE AND PICK OUT THE STRENGTH OF THE FORMATION
AS OPPONENTS LEAVE THE HUDDLE. THE PASSING STRENGTH IS THE 2 RECEIVER
SIDE, NOT THE TE. IT IS EVERYONE'S OWN RESPONSIBILITY TO RECOGNIZE AND
KNOW THE SITUATION.

CALLS:
1. SAFETIES AND MIKE --- FIRST CALL THE STRENGTH (RIGHT OR LEFT)

2. MIKE--- CALL COMPLETE FORMATION WHEN IT IS SET
3. SAFETIES--- MAKE THE FORCE CALL TO THE OLBER. "SKY. CLOUD, BACKER")

4. LBERS & DBS--- THEN MAKE ANY OTHER CALLS/ALERTS BY SITUATION, FRONT
OR COVERAGE.

VS MOVEMENT - NO CHANGE OF STRENGTH OR COVERAGE ADJUSTMENTS:
1. MIKE/SAFETY--- CALL "PLAYIT"

VS CHANGE OF STRENGTH MOVEMENT:

1. MIKE/SAFETY--- CALL "CHECK RIGHT OR LEFT" TO RECALL STRENGTH OR PLAY IT TO
CONFIRM COVERAGE FIRST.

2. SAFETIES--- RECALL FORCES

F H
Z O O
O "SKy* O "BACKER" «
Y
oJoloX Jele O
S ET T E W
Y]
ss SPLIT LEFT
LC RC
STRONG LEFT "SKY" FS  STRONG LEFT "BACKER"
F H
2 O O
0 > O > X
oJoloX Jele @)
S E T T E W
M

CHECK "RIGHT" SKY

L SS /
\ FS RC

"LIZ SKY"
CHECK

"RIP SK5™



AT THE LINE:
Watch the offensive huddle & pick out the strength of the formation as opponents leave the huddle. The
passing strength is the 2 receiver side, not the TE. It is everyone’s own responsibility to recognize &
know the situation.

CALLS:
. SAFETIES & MIKE --- First call the strength (RIGHT or LEFT)

2. MIKE --- Call complete formation when it is set (ex: “Give it to me” to set front).

3. SAFETIES --- Make the force call to the OLBer. “Sky, Cloud, Backer, Bronco”.
The OLBer will acknowledge the call by hand movement.

4. LBers & DBs --- Then make any other calls/alerts by situation, front or coverage.

VS. MOVEMENT — NO CHANGE or STRENGTH or COVERAGE ADJUSTMENT:

1. MIKE/SAFETY --- Call “PLAY IT”.

7s CHANGE OF STRENGTH MOVEMENT:

1. MIKE/SAFETY --- Call “Check Right or Left” to recall strength or play it to confirm coverage first.

@, O
Z Y Q X
O OO0O0nOoo O

S E T T E W
M
SS
_ SPLITLEFT  FS RC
LC STRONG LEFT “SKY” STRONG LEFT “BACKER”

2. SAFETIES --- Recall forces.

v S E T T E W
SS M e v SKY
C CHECK “RIGHT” FS§ .. RC
L e e
CLOUD PLAY IT “RITA”

STRONG RIGHT CLOUD
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RESPONSIBILITIES & DEFINITIONS

MIKE LINEBACKER
» QB at L.O.S. & in the gun.
» Study QB’s cadence rhythm and demeanor.
» Study audibles — use of hand signals, etc...
» When QB is in gun, how does he use his cadence?
o Ex: Silent Count, Hand Clap or Leg Pump.
o Ex: Does he Double Clap or Leg Pump?

SAM LINEBACKER

> Study backfield sets & 5™ personnel group.

» SAM takes backfield sets (I, Near, Far) & discusses tendencies of
each set for run or pass. (ex: 1 back with QB under — all run or
bubble pass).

» The 5" personnel grouping — talk about down and distance and
what they use grouping for & give their favorite runs & passes out
of set.

o Ex: Black is their short yardage & goal line grouping.

WILL LINEBACKER

» Study Yellow Calls & RB depth.

» Study OL to see who pulls & how they adjust stance to pull.
o Ex: Having little pressure in stance with hand in dirt.
o Look for OL to not stagger feet as much in his stance.

» Studying depth of RB’s as they adjust their distance from L.O.S.

for certain runs or passes.

o Ex: RB cheats to 6 yards for K-Passes.




LEFT DEFENSIVE TACKLE
> Study opponent’s offense for screens and sets used.
» See how OL depth in pass set is different.

RIGHT DEFENSIVE TACKLE
> Study OL for BIRD & RABBIT keys.
» See how OL aligns with splits & stances so we can 1.D. for
Run/Pass.
o EX: Look for OL having more pressure on hand in dirt.
o Splits widen for inside runs & normally tighten for outside
runs & passes.
» Which OL gives it away — Run or Pass?

RIGHT DEFENSIVE END/JACK
» Studies short yardage and goal line.
> Defines personnel groupings used & what their favorite
formations, runs, and passes are out of each.
> Know if short yardage is 3" -1 & 3 -2, or 3 -1, 3" -2, & 3" -3.
> What do they do on 4™ -2?

LEFT DEFENSIVE END
» Study line splits of the OT’s & TE’s.
o Ex: Use their spacing to determine what runs & passes take
place by OT/TE alignments.

STRONG SAFETY
> Studies team’s favorite motion & shifts & the tendencies or most
prominent plays that occur with these motions and shifts.
> Studies 4™ personnel grouping & discusses situations grouping is
used for, along with the favorite runs and passes out of the set.




FREE SAFETY
> Studies 1* favorite personnel grouping and discusses situations the
grouping is used for, along with the favorite runs & passes of the
set.

LEFT CORNER
> Studies 2™ favorite personnel grouping and discusses situations the
grouping is used for along with the favorite runs & passes out of
the set.

RIGHT CORNER
> Studies 3™ favorite personnel grouping and discusses situations the
grouping is used for along with the favorite runs & passes out of
the set.
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REGULAR
PONY
SILVER
BLUE
GOLD

PONY GOLD

OFFENSIVE PERSONNEL

RED
ORANGE
PURPLE
WHITE
GREEN
GRAY
TAN
BLACK
'BROWN
YELLOW

MAROON

2 WR, 2 BACKS, 1 TE IN THE GAME

2 WR, 2 TAILBACKS, 1 TE IN THE GAME
- 2 WR, 1 BACK, 2 TE IN THE GAME

3 WR, 1 BACK, 1 TE IN THE GAME

3 WR, 2 BACKS IN THE GAME

3 WR, 2 TAILBACKS IN THE GAME

4 WR, 1 BACK IN THE GAME

4 WR, 1 TE IN THE GAME

5 WR IN THE GAME

3 WR, 2 TE IN THE GAME

1 WR, 2 BACKS, 2 TE IN THE GAME

1 WR, 1 BACK, 3 TE IN THE GAME

0 WR, 1 BACK, 4 TE IN THE GAME

0 WR, 2 BACKS, 3 TE IN THE GAME

1 WR, 3 BACKS, 1 TE IN THE GAME

2 WR, 3 BACKS IN THE GAME

0 WR, 3 BACKS, 2 TE IN THE GAME



PLAYER IDENTIFICATION AND PERSONNEL GROUPINGS

@ 2.
5 ®
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®00000 ® | Y  ©008000
REGULAR=1TE/2RB/2ZWR SILVERDOT=2TE/1RB/2WR
@ 4,
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® 00000 000000 2 ®
GREEN=2TE/2RB/1WR BLUE=1TE/1RB/3WR
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®
® O O O ©,
® 00800 ® ® 00800 ®
GOLD=2RB/3WR RED= 1RB/4WR
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® ®
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® 2008006 ©0008000
GRAY=3TE/1RB/1WR BLACK=3TE/2RB
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PLAYER IDENTIFICATION AND PERSONNEL GROUPINGS - CONT'D

10.

@
® O ©) T ® 0 O ®
) OO0 ® | @ ele! JolelC)
PURPLE =0 TE/0RB/5 WR ORANGE =1 TE / 0 RB/4 WR
| O] ® ®
O ® O
© 0 vele] 10]e]0) ® ole] lele ®
WHITE =2 TE / 0 RB /3 WR YELLOW =0 TE /3 RB/2 WR
13. @
© ®
0O
® OCO@00®

BROWN=1TE/3RB/1WR




BACKFIELD IDENTIFICATION

1. Hf" 2. "SPLIT"
S ® ®
5 o
000800 @000
3. "] NEAR" ® 4. "] FAR" ®
® ®
e O
@O0800 ®00800
5. "HALE" 6. "FULL"
® @ ® ®
0 O
®O0800 @O0800
7. "GUN NEAR" 8. "GUN FAR"
® © ®
®00800

olele] l0]e



REGULAR PRO FORMATIONS PAGE 1
L ILT O x 2. ILTZCRACK (O H 3.ILTZCLOSE  (OH
z OF OF OF
o ¥ O X ! z
o Y O X Y O
CooeoC O 000800 O “co0eco ©
7 Aligns 2-6 yards away from TE Z Aligns as a wing on the hip of TE
4, IRT X TITE On 5. IRT NASTY On 6. INEAR RT SQUECEDZ;[E
F
QO F , OF , O ,
X o Y O X O y O X O Y O
OO0 0OO0O O 00000 - O OOGOOO
X Aligns in the core & creates a 3 man surface Both X & Z have tight splits X aligns 2-7 yards away from tackle
7.1 FARRT H 8. IFARRT Z CLOSE . 9.1 FAR RT NASTY SWAP
O F © g OH
O , O O
X o v O] x o v & X O 20
O oJe) Jolole O 00@00,0 O 00@0O0
10. SPLITLT 11. SPLIT SWITCH LT 12. FULL LT
F H H ¥ K g
, O o O O ) O
O Y O X Y O x | O Y O X
00000 O 90l0] 1010 O OO0 O
F aligns to the passing strength H aligns to the passing strength )
13.1LT FLIP Y WIDE 14.1LT Y WIDE 15.1LT Y WIDER
HO
H H
Z O : F8 z F8
O v O X zZ 5 O X1y 0O O X
O 00@00 O | O oJeX Yoo O| O ofeY JoYo O
16. HALF LT 17. BONELT 18. GUN SPLIT H WIDER YOOM
H
F H Y O F
z © 0 o = 0 00 0 [
S e x |z O x | x 2 O
CQOO®0O0 O O GO0 100 O O Ooeoo O




REGULAR SLOT FORMATIONS PAGE 2
19. SPLIT SLOT LT 20. SPLIT SWITCH SLOT LT 21. FULL SLOT LT
H F F H H F
, O O , O O , 9 0C
x O O Y X0 O Y x O O Y
O eleX Jolole O oleX Jolele O 008000
22. IFARSLOTLT 23. 1 FAR SLOT LT F OUTSIDE 24.1SLOTLT
CHj - | On
F Y
., O . z © O OF
X O O v x O O X O y
O OO0®OO0 @, 0JOX 1010 O QO®O00
25. ISLOT FLIP LT 26.1SLOT NASTY LT 27.ISLOT LT Y FLEX
OH H
X OF , 8? . 8F
O 4 O Y xO O v x O O Y
O 008000 O 00000 O OJ0X JOI0) O
X & Z have tight splits TE flexed out 4 yards or more
——28. 1SLOT LT Z OFF 29. I SLOT STACK LT 30. INEAR SLOT LT
H
@) On O ¥
’ Or N Or . O
X O O Y O O y x O O ¥y
O OJ0) 1010 O oJo) 100l O ojol loloe,

Z aligns in the "C-Area"

31. HALF SLOT LT

O O=

>

ON
eO O=
O=




REGULAR 2 x 2 PRO FORMATIONS ("D WORDS) PAGE 3
1.DOTLT 2. BEUCE LT 3.DOSLT
H/F H/F OWF
z © X 7 o H/F (Y) O H/F
Y O 2% X z OX
© OOOQOO%F o) © OOOOOOO O O OO0 O
4.DOUBLE LT S.DOUBLE LT Y OFF 6. DOUBLE LT H OUTSIDE
| OwWr OHF CFD
H/F , Z H
6 Y O O X| z g) O oyl o v O X O
OOOOO'O Ol O OOCe0O0O O COOeO0 O
7.DOUBLE LT Z CLOSE 8. DOUBLE LT NASTY SWAP 9, DOUBLE LT NASTY
O WF OH O HWF
y4 H/F Z F Z X
Y O O X Y O X O Y O H/FD)
OOOO.OO O © OOO.OOOO COO0eO0O0O
X & F=Nasty splits
10. DOLPHIN LT 11. GUN NEAR DOLPHIN LT 12. DOLPHIN SWAP LT —
OwF F 3
Y H/F % o O H % © X
z O O O Xl z O O X | z O O O H
O 0J0X JOXO) O} O o) IO Ol O 00X JOJO; O




REGULAR 2 X 2 SLOT FORMATIONS ("F" WORDS) PAGE 4
1. FLANK LT 2. FLANK FLIP LT 3. FLANK STACK LT
O WF O W O WF
4 H/F X Wk X H/F
x O O Y z O YO z O Y
O coeocon” |00 00e000 °5  ocoeood
4. FLANK NASTY LT 5. FLEX LT 6. FLEX NASTY LT
X (Z) O Y(H)/F X O ' %F Xé O Y %F
O O0O@O00 O OO®OO00 0008000
Y Normal
+ FLEX OS LT 8. FLEX DOLPHIN LT 9. FLEX DOLPHIN SWAP LT
OHWF QHF O WF
z Y Z y H/F
X O O O WF X O O wr| X O Y
D 00800 O O oJoX 1010 © O] O O0Ce00O ~ O

2 Two Man Stacks




REGULAR 3 x 1 FORMATION ("T" WORDS)

PAGE 5

1. TRIPS BUNCH LT

2. TRIPS BUNCH LT Y FLEX

3. TRIPS BUNCH LT H OUTSIDE

z Y X HF
OurEQ O X 20 O Y Xz - O
0 ooe0o O O 00800 ol Eooceco o
H,Z, & Y form the Bunch in some manner X, Z, & Y form the Bunch in some manner
4. TRIPS LT 5. TRAIN LT 6. TRAIN LT H WIDER
O wr QHF OF
Z  wr 7 HF H 7
ONNG) 4 O X OO Y O x | OO v. o | X
CQOO0e00O O COO@OO O COO0O@O0 O
7. TRAIN LT H OUTSIDE 8. TRAIN LT Y FLEX H WIDER 9. TRAIN LT Y WIDE SWAP H WIDER
OF OF Or
X 7z H Z X H Z
OO Y O Hl OO v O O vy O O X
0]0J0X OO O O 0000 O O OO0 O
10. DOT TREY LT 11. TREY LT 12. TREY BUNCH LT
OHWF OWF }(U)F
X Z
O e O Y X 6 %F O Y ~ Z?)/F O Y
ooleX Jolole O OOCeO00 O 00000




REGULAR EMPTY FORMATIONS

PAGE 6

1. EMPTY HWIDE F OUT 2. EMPTY H WIDER F OUT 3. EMPTY H WIDER ¥ OUTSIDE
: 7z H
A (F) O Y ?j CZ) X CF) O Y Elj (r) X O y OO
O~ 008000 O 008000 O 00®000
4. EMPTY SPREAD 5. EMPTY DOUBLE Y OFF H OUTSIDE F WIDER| 6. EMPTY DOLPHIN H WIDER
H F K H
O x O Q Y F ()5 6 O 7 é{) X O O YO O 7
O 008000 O 0O®00 O O ~ 00800 o
7. EMPTY DOLPHIN SWAP H WIDE 8. EMPTY FLANK F OUT 9, EMPTY FLANK F OUTSIDE
F HY H 7z F H Z F
X O % O O O x QY O O X0
©8 ocoeoco bPC %S00 e00 5 000800 = O
_ 10. EMPTY FLANK FLIP H WIDER 11. EMPTY FLEX H OUT 12. EMPTY FLEX HV OU;[‘SIDE
X H F H Z E X Z F
O z O YO Olx 00 O Y O u O O v O
O 00000 O 00 @000 5 °C° coeo000
13. EMPTY FLEX H WIDER 14. EMPTY TRIPS H OUT 15. EMPTY TRIPS H OUTSIDE
s o v &0z I O o & oY O x O
X Y X
5 ©00e000 O Ospoeo0o0 O O00O@00 O
16. EMPTY TRIPS BUNCH H WIDER 17. EMPTY TRAIN HOUT 18. EMPTY TRAIN F WIDER H OUTSIDE
N CZ) YCF) O X (ZD 5 Y O H é (F) (Z) Y O X I({)
-~ Y0 0e00 O 000 ®00 O 000800 O
18




SILVER FORMATIONS PAGE 1
1. DOT LEFT 2. DEUCE LT 3.DOUBLE LT
z " X o of
O Y O v O (Z) Y O (U) X - Y -
O o
COO®000 eleleY Jelo O 000e00 O
4. DOUBLE LT SWAP 5. DOSLT H 6. DOLPHIN LT -
OH @) O
z U Y U Y U
O v O x O z O O. Ox |z O O O x
000e00 O O 0000 O O oJeoX Jole) O
7. DOLPHIN LT SWAP 8. FLEX RT - 9. FLANK LT .
Omn O O
Y X U Z z U
z 0 O O vulO Y O o x| x O O YO
O OJOX 10JO O OJOJOX 100, Ol O OJOX 10I0l0)
10. FLANK LT FLIP 11. FLANK LT NASTY 12. TRIPS LT
H H
O OH O
X ' U Z U Z U
O z ® Y0 X O O YO O Oy O X
O oJoX Jelele O 00000 oleoJox JeJe O
13. TRIPS LT BUNCH 14. TREY RT 15. DOT TREY RT
z v U V4 z X
O vO O X Y O O O x Y O v O O
O 0000 O OIeJOX JoJe) O GI0J0X JOI0le)
16. TREY RT U OUT 17. TRAINLT 18. TRAIN RT U WIDER
o . o O L
y O O X O O Y O X 1x O Y O O
eele] ‘ee O CO0O@00 O |0 00000
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SILVER FORMATIONS

PAGE 2

19. EMPTY DOT H HIP

20. EMPTY DOUBLE H WIDER

21. EMPTY DOUBLE H HIP

X n
Hy O - ol ~ % U Z " U
O OO0 v O O O Y O X
olejel jojee 000®00 S Booeoo © o
22. EMPTY DOLPHIN H WIDER 23. EMPTY FLANK H WIDER 24. EMPTY FLANK H OFF
z Y U H .
g OO O O x| O 5 Y O (Z) X 8 ¥ O C% (Z) X
O OO®OO0 O eJoIeX 00, O COO®O0 O
25. EMPTY FLEX H HIP 26. EMPTY TRIPS H OUTSIDE 27. EMPTY FLEX BUNCH
HY O 7 é U o X X % O 5
X Y O H OZ Y
“ Booeoco © O Scooeo00 o| 07 008000
28. EMPTY TRAIN H OUTSIDE 29. EMPTY TREY BUNCH H WIDER 30. EMPTY QUADS
H
7z U H
58 v 0O x O] OxO o v Ol&s o .
OO0 O O OO0O®O 00 O OO8e00 O

1z




BLUE FORMATIONS

PAGE 1

1. GUN SPLIT 2. GUN SPLIT SWITCH 3. FLEX RT
, H Y On
z 6 O O g g) O O R z
x O . e R [O v O o
O OO®0O0 o| © oJeX YeoJe O eleleX Yolo D
4. FLEX DOS RT 5. FLEX DOLPHIN RT 6. TRIPS LT
On OH O
Y 4 Y Z R 7
rR O O O x R O O O x |0 oY O X
O OO0 O. O 0000 O CO0O@e00 O
7. TRIPS BUNCH RT 8. TRAIN LT 9. TRAIN LT Y FLEX
OH OH OH
Y R R z Y
X O 0z0 | O y O x | g OO O X
O OO0 O COO0O@00 O 10 oJoX JOl0 O
10. TREY LT 11. TREY RT BUNCH 12. EMPTY FLEX RT H WIDE
OH OH
Z R R X R H Z
*0O O Y Y O OzO OO0 v O O x
O OXOX 10)00 CO0OeO00O O CO0Oe0OO O
13. EMPTY FLEX H WIDER 14. EMPTY FLEX H HIP 15. EMPTY FLEX DOLPHIN H WIDER
H Rr 5 Z - R 7 R H
OO v @) X X O O Yo O |X O O y OO
CO0Oe0O0O Ol O COe000 O OO0 O
16. EMPTY TRAIN H HIP 17. EMPTY TRAIN Y FLEX H OUTSIDE 18. EMPTY TREY H WIDE
R 7 O
H 'z R X H R
O 0O O umlO
X O Y Y Y O O 0
o ocoeooo’ ©F° O 0000 Ol 000800 O
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GOLD PAGE 1
1. IRT OH 2.IFARLT H 3, INEARLT H
Ov y y O F p O
. :3 O O é 7 Q O O X 7 5 O O X
0CO®00 O 0O®00 oo coeoo O
4, SPLIT RT H F 5, SPLIT SWITCH RT 6. GUNSPLITLT .
F H F
O Oy O O v ) Y o © O
X O O z| x O O z|z O X
O oJeX Jole) Ol O O0®00 0|0 oJo) JeJe O
7 DOLPHIN LT 8. GUN FAR TRAIN RT 9, GUN EMPTY DOLPHIN LT F WIDE
O H/F HE (O O
Y H/F O HF v vy F H
z O O O x| x OO0zl 200 O X
Q ©oJOX 1010 ol O oJoX 10Je) OO oJOX 1OI0) O
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PAGE 1

RED FORMATIONS
1. DOLPHIN LT 5 2. GUN NEAR DOLPHIN RT 3. GUNNEAR DOSRT
Y T O " Y H
6 ° ocoeoco 3 x . © o & 20
O ele] Yolo O 000 e00°0
4. TRAIN LT g 5. GUN FAR TRAINRT 6. GUN NEAR TRAINRT
H H
.Y T N O T Y © O T Y
z OO O x| x O O z|X O O z
O 0000 0Ol o o)X Yole 0|0 oJoX Yele) O
7. GUN EMPTY TRAINLT HOUT 8. GUN EMPTY DOLPHIN LT H WIDE 9. GUNSPLITLT
O H T
vy T H T H O Y Y 00 O
-z 5 O O x| XxX0O O z{z O X
O oJeX Jole ol O oJeX Yole 0|0 oJoX Jole) O
10. GUN SPLIT SWITCH LT
T H
OO O
Y
z QO X
O oJol JoIo e
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GREEN FORMATIONS PAGE 1
1. SPLIT LT X TITE " 2. IRT X TITE 3. IFAR RIGHTXTOITE
F H H
b4 O O 8F 7 5 y4
¢ Y O X O O
X O Y X O _ Y
COO8000 0008000 0O0®000
4. SPLIT SLOT LT 5. I NEAR SLOT RT Z OFF 6.I FAR SLOT NASTY RT
F H OH QOH
‘ F
. O O FO 5 ) O O x
z O O X y O Y 20
O OO0O®eo00 GJOJ0X 1010, O QOO0 0 O
7. 1SLOT NASTY LT X SQUEEZE 8. I PAIRS RT 9. LT X TITE F HIP
H
e 20 O
rO z Z F
v (WR)
zZ 5 O X X O vy O O Y O X0
O0O0Oe00,0 O QOO0 O00O@000
10. LT X TITE F HIP Z CLOSE 11. LT X TITE H OUTSIDE 12. FAR PAIRS LT F WIDER
Oun OF H
7 F Z H F 7 O
oY O ' 4@) O Y O X Olo oY O X
Q00000 QOO0 00 QOO0 O
13. DOLPHIN RT 14. FLEX RT 15. TRIPS RT
g’F H/F H/F
(TE) O (TE) ©
(= H/F Y HE zZ 151, S/
O Oz X O O Y O X O Y O
@, OJOX JOI0; O O OO0O®O000 G010 10100
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GRAY FORMATIONS PAGE 1
1.1LT X TITE 2.ISLOT RT Z OFF 3. INEAR SLOT RT
OH On v OH
Z Qv Qu O
. O 2 Y O (Z) X Y O 6
CO00O@000 00000 O 000 @00 o
4. 1PAIRSLT 5. DOT LT 6. DOT LT X CLOSE
HO OH an) OH
vQ X ()T(E)
(Z) Y O X % O U O Y O 70
OCO0@00 O OJOI0X 1OJ0e OJOI0X JOJele)
7.DOS LT 8. DOLPHIN LT 9. FLANK RT
H
HO on O _
(WR) U (VZVR) X U Z
25 O O X Oy O U O Y O o %X’
OMOICX JOIOEG) O OO0 O oJoreX Jole D)
10. FLANK RT Z OFF 11. TRIPS LT 12. TRIPS BUNCH LT ELEPHANT WINGS
OH ) OH . 5
Z
oy o0 & %0 Oy O ooy O X
QO0OeOO QO COOCeO00 0J0N0X JOJe) O
13. DOT TREY RT 14. TREY RT
H/F H/F
O O
P . P
Y O U Y O O X
dooeoon © © 000 e0d” o
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PURPLE FORMATIONS

PAGE 1
1. GUN EMPTY TRAIN LT 2. EMPTY QUADS LT 3. GUN NEAR DOLPHIN LT
Y R O T (R) ©
T
Z N O O Y T R v |
( Z O O O O X 7 O O X
CO®00  Oo oleX Jole olo~ 00800 ®
ORANGE FORMATIONS
1. GUN EMPTY QUADS RT 2. GUN EMPTY TRAIN RT 3. GUN EMPTY TREY LT
@) ‘ O
Q TY 7 T Y Z Yy T 7
X v 000l x O | UOO(X)OO O U0
O oJo)X Jolele O CQO®Oo000 OQO0O®O000
4. GUN EMPTY TRAIN U FLEX RT
O
T Y Z
x O v OO
O QOeo0O O
WHITE FORMATIONS
1. EMPTY TRIPS BUNCH PAIRS LT 2. EMPTY RT Y U OFF 3. EMPTY TRAIN LT Y OFF
(TE)
X8 v 5 o &5 8,028 8 o 0
X 7
OLC 5o e000C S 0O®00 6l o 00800 ~ O
4. EMPTY TRAIN LT
(%E) (te) R Z
Y O O X
O OJOI JOXO; O
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BLACK FORMATIONS PAGE 1
1.ILT X TITE Z CLOSE 2.INEARLT X TITE Z CLOSE 3. IFARLT X TITE Z CLOSE
OH r OH OH
oF O OF
(Zj O - O X CZ) Y O X
Y X Oy
ololeX Yelele 000 @000 0CO0O@000
4. DOSLT S.BONE LT H 6. DEUCE RT H OUTSIDE
O WF z O F
zZ H/F O O OF
Oy O xO Y O X H CZ> O Y 6
OloXOX JOI0Ie) QOO0 00 O 000000
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BACKFIELD FLOW PRINCIPLES

2.
FLOW FLOW &h\

®
®  Sooeco o oele] Jele ®

C.P.: BACKS TO PASSING STRENGTH C.P.: BACKS TO PASSING STRENGTH

3. a.

O

©)
® @OO%OQ O) o]ole] 10l ®

.P.: BACKS AWAY FROM PASSING STRENGTH C.P.: BACKS AWAY FROM PASSING STRENGTH

/g\ /§\

O ®
© olele] l0]e ® olele] 160, ®

C.P.: BACKS DIVIDED | C.P.: BACKS DIVIDED

7. 8.
LOAD

mcre O 7 SC N
® 0 oo0s © O Hooce00 ©
) @00800 © | . : @O0080 5

5 3

4

C.P.: REMAINING BACK TO PASSING STRENGTH C.P.: REMAINING BACK AWAY FRO“QTFK\;\?(';%

20




BASE RUNS

1. POWER O 2. TOSS Oﬁ\,
RS Oyo\
w M
OFFSIDE GUARD PULLS UBLOCK ON 5 TECH

3. TOSS G 4. LEAD DRAW
__‘ O
O

%%%@ o

O

E
" AL
G - FRONTSIDE GUARD PULL
5. ZONE CUT 6. COUNTER OT
ETI|T |E s EN TS T.7E'S
~
w M W\/ M
SPLIT FLOW PLAY OFFSIDE GUARD (0) & TACKLE (T) PULL
7. LEAD ' - 8. LEAD AWAY

E T T(%s ES)T@T?C)EQS

w M

21 ACTION STARTS STRONG COMES BACK



INTERIOR LINE BLOCKS

1‘. DOUBLE TEAM () 2 FOLD
OO0 OO0
ST w 00QHoo,
M M
OO
200799, 29N,
M M
OO0 OOOLOO
S E T TQé W S@ T EW
M M
oood
ST TR SfeE
" M
9. SLIP 10. SCOOP OFFSIDE BLOCK (CUT OFF)
038500 oog ole)
S E /T T E W S ET T E
M Y




COMBINATION BLOCKS

1. TREY - TE AND T DOUBLE TEAM END AND 2. TEAM - WING AND TE DOUBLE OLB (6 TECH)

LOOK TO SLIDE OFF ON ILB

O
QOOOOO0 OOoLOoO
SET T EW SET T E W
T M M

3. LEAD FAN 4. TRAP

ojelo/nlele O O

M

5. COUNTER OT - BACKSIDE GUARD DEEP PULL 6."U" - TE BLOCKS DOWN ON DE, TACKLE PULLS
AND KICK OUT, BACKSIDE TACKLE AND BLOCKS OLB
SEALS INSIDE
| QoOo O OSOO
S('E 1T E E T T EW
W M
LM
7. TESS - TACKLE ON SUPPORT 8.1 TRAP

O
Nelufele
SETTEW

M
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PASS STRUCTURE

1. K-Pass
-Quick series; 3 step drop by the QB
Example: K92 = 3 step drop by QB & 6 man protection (including the H)

2. 100/ 300 Series
-any type of play action. Backs will either have a free release or blocking assignment. QB sets up in
the tackle box.
A. 144/145 = 2 back flow playaction, FB blocks Mike
B. 146/147 = 2 back flow playaction, FB blocks OLB or releases strong
C. 344/345 = 2 back web playaction, FB blocks Mike
D. 346/347 = 2 back web playaction, FB blocks OLB or releases weak
E. 102/103 = 2 back split playaction
F. 134/135 = 1 back playaction with H in the "ace" or "dot" position
G. 122/123 = 1 back playaction with the H in the offset position and crosses the formation
H. 112/113 = 1 back playaction with the H in the offset position and fakes a same side run.

3. 800/ 900 Series
A. 800/900 Sprint = QB will sprint quickly outside the tackle box either right or left and will throw
quickly while on the run.

B. 800/900 Dash = QB drops back and then turns either right or left and tries to get outside of contain
quickly. Can be run or pass.

Example: 1. 800 Sprint/ Dash = QB sprints/dashes to the right
2. 900 Sprint / Dash = QB sprints/dashes to the left

Naked / Boot
-Back will fake play called. Line blocks play called. QB fakes play called & breaks contain away from
fake. QB gets outside of the tackie box. Can be run or pass.
-Boot = OG pulls with QB
-Naked = No puiling guard

Examples: 144 Naked, 344 Naked, 102 Naked, 147 Cross Naked, 345 Cross Naked

5. Dropback Protection (50, 60, 70, 80, 90 series)
A. 50/51 = 7 man protection (2 backs & O-line)
B. 58/59 = 8 man protection (2 backs, 1 TE & O-line)
C. 70/71 = 7 man protection (1 back, 1 TE & O-line)
D. 72/73 = 6 man protection (1 TE & O-line; back free releases)
E. 74/75 = 7 man protection (2 TE & O-line; back free releases)
F.80/81 = 7 man protection with a "Y,Y Wing" (2 TE & O-line; back free releases)
G. 88/89 = 8 man protection with a "Y,Y Wing" (2 TE, 1 back & O-line)
H. 92/93 = 6 man protection (1 back & O-Line)
|. 94/95 = 5 man protection (O-line; back free releases)
J. 95 = 5 man protection in Empty (O-line)

Summary:

5 man protection: Last digit ends with a4 or 5

6 man protection: Last digit ends with a 2 or 3

7 man protection: Last digit ends witha 0,1,4, or5
8 man protection: Last digit ends with a 8 or 9

. 60 Series
-Any protection that begins with a "6" indicates full slide protection.

Example: 60 = 7 man protection (0 TE, 2 backs)

24




PROTECTIONS: 2 BACKS

50/ 51
7 Man Protection-Both backs stay in to block; TE releases

50 = H blocks to the right
51 = H blocks to the left

O
ele lele,
50

o

58/59

8 Man Protection-Both backs stay in to block
58 = H blocks to the right

59 = H blocks to the left

@)
?OOOO

58

70/71 :

7 Man Protection-1 Back and TE stay in to block
-1 Back free releases

70 = Back blocks to the right

71 = Back blocks to the left

5 °2 5
slele! fole

Al

92/93
6 Man Protection-1 Back stays in to block
-1 Back free releases; TE releases
92 = Back blocks to the right
93 = Back blocks to the left

5 ° oS
00800

93

94/95
5 Man Protection-No backs stay in to block
-2 Back free releases; TE releases
94 = Back blocks to the right
95 = Back blocks to the left

?OOQOO
94

25




PROTECTIONS: SILVER PERSONNEL / 1 BACK

50 / 51

7 Man Protection-Both H & U stay in to block
= H blocks to the right

. = H blocks to the left

£ oR

70/71

70 = H blocks to the right
71 = H blocks to the left

7 Man Protection-1 TE & Back stay in to block; 1 TE releasgs

1

50 71
; Trips Formation
70/71 _ _ 70/71 ‘
7 Man Proteot|on—1| TE & Back stay in to block; 1 TE 7 Man Protection-1 TE & Back stay in to block; 1 TE releasd
releases

70 = H blocks to the right
71 = H blocks to the left

goofoo? f

Dot Formation

70 = H blocks to the right
71 = H blocks to the left

O
POO®O0O
71

Trey Formation

[7]

74/75
7 Man Protection-2 TE stay in to block; Back releases

O,
9009009 ?

Dot Formation

80/81
7 Man Protection-2 TE stay in to block; Back releases

80 = H releases to the right
81 = H releases to the left

81

Flank Formation

92/93

6 Man Protection-1Back stays in to block; 2 TE release
92 = H blocks to the right

93 = H blocks to the left

?OOEOO? f

Dot Formation

94/95

5 Man Protection- 2 TE & Back release
94= H release to the right

95= H release to the left

7
?ooioo? f &

Dot Formation
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PROTECTIONS: 1 BACK

70/ 171

7 Man Protection-Both H & TE stay in to block
70 = H blocks to the right

71 = H blocks to the left

OOQOO
? 71

S - Flex / Double Formation
*Same rules apply for 3 x 1 formations*

72/73

6 Man Protection-1 TE stays in to block; H releases
70 = H releases to the right

71 = H releases to the left

?OOQOO

73

Flex / Double Formation
*Same rules apply for 3 x 1 formations*

92/93 -

6 Man Protection-Back stays in to block; 1 TE
releases

92 = H blocks to the right

93 = H blocks to the left

?OO&OO

Flex / Double Formation
*Same rules apply for 3 x 1 formations™

94/95 '

5 Man Protection-Back stays in to block; 1 TE
releases

94 = H blocks to the right

95 = H blocks to the left O\v
O
?OOQOO
95

Flex / Double Formation
*Same rules apply for 3 x 1 formations*

27




PROTECTIONS: EMPTY FORMATIONS

72173
5 Man Protection- Empty Formation 6 Man Protection- Empty Formation
¢~ All Empty Formations with 5 OL blocking 72= TE aligns on the right
73 = TE aligns on the left

©

72

O O
?OOOOO (f QOOQOO
95
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PROTECTIONS: PLAY ACTION

144 /145

-Flow playaction: FB blocks Mike; H blocks OLB
144 = Backs flow to the right

145 = Backs flow to the left

0000
144

146/147

-Flow playaction: FB blocks OLB or releases strong
146 = Backs flow to the right

147 = Backs flow to the left

344 / 345

-Web playaction: FB blocks Mike; H blocks OLB
344 = Backs web to the right

345 = Backs web to the left

e/e] 100,
? 345

346 /347

-Web playaction: FB blocks OLB or releases strong
346 = Backs web to the right

347 = Backs web to the left

OO@O
347

102 /103
-Any type of split playaction

102 = H splits to the right

103 = H splits to the left
OO0

102

134 /135

-1 Back playaction off of inside running plays to the H
134 = H travels to the right

135 = H travels to the left

OOe00O

134

138/139

-1 Back playaction off of outside running plays to the H
138 = H travels to the right

139 = H travels to the left

| ?ocooo
138

122/123

-1 Back playaction out of the gun: H travels across the
formation.

122 = H travels to the right

123 = H travels to the left

OO0 0O ®

122

**112 / 113 if playaction same side run**




NUMBERING & CALLING PASS OFFENSES

base pattern is assigned a number. The number describes the pattern .

Z6 ® ®
@ O
olele, 1ol ®

16-18

The play can be altered to take advantage of an individual or coverage by adding a combination pattern or
individual pattern to a number.

Z6 ® ®
®@ Y6 O X9
00 10O,

12-14

16-18

Our objective is to describe a play with a number, or a number with a word. Patterns & route combinations must
be called weak to strong.

® ®

@ CAB o X9
OOe00O

12-14

16-18

X9/CAB

2@



INDIVIDUAL ROUTES BY "X" AND "'Z"

INSIDE O O
@ OUTSIDE
©oJoleX Yolo )
/ 80-0 (HITCH) 2 SNAG] 0 (OVER) :
f i »
_ —
AN 80-1 (QK-OUT) ™
80-2 (SLANT) 1(SMASH) B
4 i
! i
7 4 (HOOK) - > 3(0UT) 7

\ 5 (COMEBACK)
\ ; I "
> 6 (SQUARE IN)\FASTG (OVER) \ _

7 (CORNER)
8 (POST) —

9 (TAKE OFF)

1. "K-0 HITCH" RELEASE OFF LINE 5 YARDS AND STOP, LOOKING QUICKLY FOR BALL

2. "K-1 QUICK OUT" RELEASE OFF LINE 6 TO 8 YARDS, THEN CUT SHARPLY OUTSIDE

3. "K-2 SLANT" RELEASE OFF LINE 6 TO 8 YARDS, THEN SLANT INSIDE AT 45 DEGREE ANGLE
4. "0 CROSS" RELEASE OFF LINE TO DEPTH OF 2 YARDS, THEN CONTINUE ACROSS FIELD
5. "1 SMASH" SLOW RELEASE 4 TO 6 YARDS, THEN BREAK TO CLEARED OUT AREA
6. "2 SNAG" RELEASE OFF LINE TO DEPTH OF 2 YARDS, START ACROSS FIELD AND
THEN WHIP BACK TO THE OUTSIDE
7.3 ouT" RELEASE OFF LINE TO DEPTH OF 12 YARDS, THEN CUT SHARPLY OUTSIDE
8. "4 HOOK" RELEASE OFF LINE TO DEPTH OF 14 YARDS, STEP BACK TO QB FOR BALL

9. "5 COMEBACK" RELEASE OFF LINE TO DEPTH OF 16 YARDS, THEN COMEBACK TO THE
OUTSIDE AT A 45 DEGREE ANGLE FOR BALL

10. "6 SQUARE IN" RELEASE OFF LINE TO DEPTH OF 16 YARDS, THEN CUT SHARPLY ACROSS
FIELD WITHOUT GAINING GROUND

11. "FAST 6 OVER" RELEASE OFF LINE AND CROSS THE FIELD GAINING GROUND TO A DEPTH

OF 15TO 18 YARDS
12. "7 CORNER" RELEASE OFF LINE 8 TO 10 YARDS, BREAK IN ON POST MOVE, THEN BREAK
OUT AND UPFIELD '
13. "§ POST" RELEASE OFF LINE 12 TO 14 YARDS, THEN SLANT INSIDE AT A 45 DEGREE ANGLE

14. "9 TAKE OFF" BEAT THE MAN OR DEFENSE DEEP; METHOD OR MOVE WILL VARY
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BACKFIELD ROUTE TREE

%

O O@O%D

L1

g

15

N\

15

5 OPTION CHECK | | OPTION 5
- < X > < Ny V- —> T > ARROW
~  ARROW RIM HIDE _
— 10 10
_ SNAKE ]
_ \ _

FLAG

N\

POST

20

L1

LT

SWING/
4

P

I

O\O @O/O\

Lt

P

ANGL

[

P

10

STOP

SNEAK SNEAK

10

[

— 15

SEAM

A-TAKE-OFF

15

[

P

20

a2

20

[




TE /| FLANKER SIDE COMBINATION PATTERNS

1. CAB @ @

2. HAWK @ @

@ @, O
olele! Jeole ® 00 Jole)
12-14
14
16-18
3. SPIN | ® ® 4. Z-DRIVE 6 ® :
@ @) O
jOO.OO © | A 900800
o 8-10 -
12-16 |
Y
14-18
5. SMASH 6. WOLF
® ® ® ®
O ;
_i 00800 ® | ?  o0eoo
56
14 <« 10-12
14
8. SAIL ®
@)
® oo Tole

12-14
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TE /| FLANKER SIDE COMBINATION PATTERNS

9. YOGI @ 10. SCISSORS @ @
, o
? 00800  ® 00800  ®
\ 4 _
11. PANTHER @ @ 12. SLAY @ @
O ®
@Dﬁoo ® Jgoocoo ®
3-7 3-7 3-7
13. DIAGONAL CURL 14. DIAGONAL 7
® o ® o
@ O O
~ ©00800 ® 00800 ®
14
15. DIAGONAL 8 @ 16. DIAGONAL CORNER
® 5 3
?/@OO‘OO ® 00800  ©

.

i
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TE / FLANKER SIDE COMBINATION PATTERNS

17. DIAGONAL 9 ® @ 18. DIAGONAL 6 @ ®
@ O O
- ©00e00 ® CO000
12 _
v &, 14-18 -
19. POLE @ @ 20. F ANGLE
®
® O
©00800 © | © 00RO
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2 OPEN COMBINATION PATTERNS

1. HAWK % 2. CAB %
O O
clele! fole ® @Oijii/? 7)
3. SPIN | % 4. POLE %
O O i
oelel lele j’<@ ©00800 © ©
<< ‘y
5. éﬁlﬁbue st % 6. SCISSORS %
O O ®
0 \0l0] JOle, o0 Jol0
12-15 )j
15
7. DIVIDE 8. CREASE %

3
®oogoi/jiﬁ\

O ®
o0 Jelo T

- 12-16

v

ab



2 OPEN COMBINATION PATTERNS

9. WOLF ' % 10. CRASH %

0O - | O
®00800 Ti ®00000 ? ®

o

11. SMASH % : 12. PANTHER
(Double Slants)

O O
®O0000 »j @OOQOO/U

©

13. SLAY
(Diagonal Slant)

O
OO0 B« @OOO00 &o

14. DIAGONAL CURL %

15. DIAGONAL 8 16. YUKON
Backside of Slot

O
@000 &o

>

/



COMBINATION OR MIRRORED PATTERNS

1. CADILLAC @ ® 2. BASE 3 Y WILLIE @
, O | - O
o Jolo o @ © oo lole
3. BASE 3 HI-LO 4. BASE 4 Y MID-READ
® ® ®
® O ®

clele! Jole ®
«J
; } /4

< 12-15 L 5 12-16

5. BASE OUT-UP Y MID-READ 6. BASE 5Y MID-READ

® ® ® ®
O O
OO0 0O

7.BASE9DBL OUT @ 8. BASE 7Y MID-READ

T jOOgOﬁ ® qoosec »

38
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COMBINATION OR MIRRORED PATTERNS

9. ALL HITCH @

i Kﬂoooo j

5-7

10. DEEP MESH (OVERS) @

200800

11. MESH-DIG-POST

Y4

®

O
OO0

5

¥,

12-16

y e

15-18

12. BASE 9 Y MID-READ
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3 x 1 COMBINATION PATTERNS

1. CHOICE O 2. BUFFALO O
O Q O
000800 ® j>?/peoooe ®
> : >
> 10 g
v f, | i >
3. XSNEAK/ALLY ‘ 4. MESH DIG O

(000800 o 77 oooeoo o
< ; .

5
[ 12-16 >

5. STICK-OUT O 6. STICK OUT & UP O
O O

«/? ?ooooo ® «/9 ele! Jolo O

5-7 . 5.7

7. Y7/DBL INSIDE O 8. SMASH #3 VERTICAL O

O O O
i OO0 O C@ 0000 O
5-7 '

12-15 / NN
Sa
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BUNCH COMBINATION PATTERNS

1. SNAG-7 O 2. SNAG-4 O |

O
3. SPACING O 4. DRIVE-CHASE O
O O
e%oooo o 0000
5. BUNCH-CRASH o 6. BUNCH-CAB O
O O
707 00800 0 O{ ele! Yolo
<« <«

.
~

h,
>

7. BUNCH-HANK 8. MESH-DIG-7 O

o
| 0
/Fcf 00800 o o 00800  ©
\ 4

oo,
=

/

4]



DOS COMBINATION PATTERNS

1. DOUBLE STICK-OUT O

«//fi?o.o?i?\\»

2. SEVENS-SWIRL O

3. SEVENS-WILLIE .

4. SEVENS
/)ﬁoocoo ﬂ?oooooﬁt
5. SEVENS-WHEEL 6. SEVENS-UP
afooooo{T: ﬁoooooﬁi
7. SEVENS-MESH O 8. MESH-DIG-7
0. O O OPUR;
QT OO®0OTO e)gele! Tole
- T -

— —

.
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o~

DETERMINING STRENGTH

REGULAR PEOPLE

STRENGTH IS DETERMINED BY 2 WRs AND THE TE. THE SIDE WHICH HAS 2 OF ANY 3 OF
THESE IS THE STRONG SIDE.

F H F H
O O O O
Z
Y O X X 0 O Y
O OX OO O ® OCOXOOO
STRONG LEFT | STRONG LEFT

SILVER

STRENGTH IS DETERMINED BY 2 WRs AND THE TE. THE SIDE WHICH HAS 2 OF ANY 3 OF
THESE IS THE STRONG SIDE.

H H
O O
U z
Y O O X L BN u O y
@OOXKX OO O OOOKOOO
STRONG LEFT STRONG LEFT

SILVER

STRENGTH DETERMINED BY 1st"Y" OR "Z"

H H

O O

O ®é o
00X 000 & SO00OR 00D

STRONG LEFT STRONG LEFT




DETERM!N!NG STRENGTH continued

3. GREEN

STRENGTH IS DETERMINED BY 1 WR AND THE TE's. THE SIDE WHICH HAS 2 OF THESE 3 IS
THE STRONG SIDE.

F H F H
O O O O
Z Z
@ y O X @® O
OO OOQO @OOX OO
STRONG LEFT o STRONG LEFT
4. BLUE
STRENGTH IS DETERMINED BY WR's. THE SIDE WHICH HAS 2 OF THESE 3 PLAYERS IS THE
STRONG SIDE.
H H
O O
z R R
X ® O v O ¢ @& O X
® OOKOOO OOOK OO O
STRONG LEFT STRONG LEFT
5. GOLD

STRENGTH IS DETERMINED BY THE WR's. THE SIDE WHICH HAS 2 OF THESE 3 PLAYERS
IS THE STRONG SIDE.

o 6
& e
® OOK OO é

STRONG LEFT



DETERMINING STRENGTH continued

6. RED

IF BALANCED, STRENGTH IS DETERMINED BY 4th WR. IF UNBALANCED (30N ONE SIDE),
STRENGTH IS TO THE 3 WR's.

H H
O O
e T
: @ O O «x ; ® O O
@® OO OO 4t O ¢ OO OO
' WR
STRONG LEFT STRONG LEFT
7. GRAY
STRENGTH IS DETERMINED BY THE 1 WR AND THE 3 TE's. THE SIDE WHICH HAS ANY 2 OF
THESE PLAYERS, IS THE STRONG SIDE. '
H
O
z U
® % O x O
@OOX OOO
STRONG LEFT
8. BLACK

STRENGTH IS DETERMINED BY THE TE's. THE SIDE WHICH HAS 2 OF THESE 3 PLAYERS
IS THE STRONG SIDE.

o 6
¢ « O
" YoYol=JeJeXe)

STRONG LEFT

9. ANY 3 RECEIVERS TO 1 SIDE IS THE STRONG SIDE.



DETERMINING STRENGTH  continued

10. Vs REGULAR AND A WIDE RECEIVER CROSSES THE BALL THE STRENGTH WILL BE TO THE
THE SIDE HE IS GOING.

F H H F
O O O O
7 ZAC z ZAC
O TTTTRLIIO Ty . 0Tt O T
OOOKR OO O O OOKOOO

11. Vs REGULAR AND THE FORMATION BEGINS AS A "PRO" FORMATION AND THE "Y" CROSSES
THE BALL, WE WILL CALL STRENGTH TO THE SIDE HE IS GOING.

F H

O O
. Y—— === o~ ~»YAC y
O OOXR OO O

13. Vs RED STRENGTH WILL GO TO A DESIGNATED RECEIVER. IF THE FORMATION BEGINS AS
TRIPS AND A RECEIVER PEELS TO DOUBLE WIDE SLOT, STRENGTH STAYS TO THE

ORIGINAL SIDE.
H H
;AC O T O TAC
___________ Y U S
, O 0 o ; O O O .
O OOR OO S S OOR OO O
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MOTIONS
MOVEMENTS OF "Z*

1. ZAC 2. ZING
@ @ ZING @ @
® ZAC . g O— . O
OOO®00  O® 00800  ®
3.2IG 4.2 OUT
ZIG @ @ @ @
O ——0 e
®00800 ® ®00800 ®
5. ZOOM
R G ®
. ®00800d
MOVEMENTS OF "Y"
1. YAC o o 2. YING ® ®
YaC YING
@ ¢ oo% OO ® @ : oog oo ®
3.YIG ® ® 4.Y OUT ® ®
® ~00800 ® o Cooeoo ®
5. YOOM = Y-MOTION FROM BACKFIELD
© 0 o
® 0OBO0 ®




MOTIONS

MOVEMENTS OF "X"

2. JAC

& ENDS UP IN THE BACKFIELD

& ENDS UP IN THE BACKFIELD

® ® ® ®
©O0800 T 00800 o
MOVEMENTS OF "F"
1.JO 2. JO-JO
@ JO@)
® Jo e~
@  ©OO800 s @ 000800 ®
- Tac 4. DINK
® ®
~—_DINK
oo~ ®
& ©00800 ® ©OO®00 ®




MOTIONS

BLUE PERSONNEL
1.2AC 2. RAC
® ®
z ~ 2AC ?; @ @ O RAC >
® ¥ 008006 ® 0000 ®
RED PERSONNEL: MOVEMENTS OF "T"
1188 2. TAC
® ®
@ TAC @ @ O TAC}
® oo Jole) ® | 9 ele] Jo)e) ®

[




BASE DEFENSE

FRONTS COVERAGE PRESSURE
BASE 1. 3 AUTO 1. BASE STRONG F.Z. OSCAR
BASE T 2. ZONE ALERT BUMP 2. BASE UNDER HAWK A

BASE UNDER 3. 6 ADJUSTED

el Bl ES e

BASE UNDER O | 4. 1 ALERT

| | BASE CALLS
BASE STRONG 3 AUTO

BASE UNDER O ZONE ALERT BUMP (FIST)

BASE UNDER O 6 ADJUSTED (FIST)

BASE UNDER O 1 ALERT

Bl Bad Ed ban

BASE STRONG F.Z. OSCAR

BASE UNDER HAWK A

SUB DEFENSE

FRONTS COVERAGES PRESSURE

[V

FLEX ' 1. 6 BUMP BRONCO 1. N. FLEX TITE STING

2. OKIE 2. ZONE OPEN 2. N. FLEX STRONG F.Z.

3. 1 INVERT

SUB CALLS

N. FLEX (OKIE) 6 BUMP BRONCO

N. FLEX (OKIE) ZONE OPEN

N. FLEX (OKIE) 1 INVERT

N. FLEX TITE STING

Al el e

N. FLEX STRONG F.Z.




"RALPH"
O

N E J
@ore) (19 (ZERO) (H5) GHOST
(6)
M W
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
HS - OT/TE COVERAGE
LE LEFT 2 GAP ELOW BORC BORC RULE
us OT/TE
y FLOW COVERAGE
RE RIGHT 2 GAP BORC BORC COVE
OC/0G A COVERAGE
NT 0 0 FLOW A RULE
OTITE CALL COVERAGE
JACK RIGHT /6 TRIANGLE CALL RULE
BY BLOCKING
SAM LEFT 378 SCHENE & TRIANGLE CALL CALL COVERAGE
DA COVERAGE
BY BLOCKING NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY CALL CALL COVERAGE
COVERAGE BALL
BY BLOCKING NEAR BACK
WILL 30 READ SCHEME & UNDER KEY CALL CALL COVERAGE
COVERAGE BALL

NOTES: 3.4 DEFENSE LOOK
FRONT SET WITH "RALPH OR LARRY" CALL

w

RUN STRONG RUN WEAK
O o O O
2egRep £9oHB.,
ss M‘\/ ss ut W




"RALPH"

“RALPH"




"RALPH"

O

S E N E J
M W
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
CONTAIN
E HEAVY 5 2 GAP/B BALL-OT B/2 GAP B/2 GAP BASED ON
L= CALL
AGGRESIVE BASED ON
N ZERO To BALL BALL - OC BACKSIDE A | BACKSIDE A BASE
—_— FLOW
CONTAIN
E 4i 2 GAP/B BALL-OT B/2GAP B/2 GAP BASED ON
= CALL
BASED ON BASED
COVERAGE OT/TE COVERAGE ED ON
JACK RT COVERAG COVERAGE oT/TE COVERAGE ALl
SAM COVERAG BASED ON
LT COVERAGE COVERAGE OTITE COVERAGE
st AND CALL TRIANGLE CALL
BASED ON
COVERAGE NEAR BACK D
MIKE 20 AND CALL COVERAGE UNDER KEY COVERAGE | COVERAGE | oAt oV
BASED ON NEAR BACK
WILL 20 COVERISE COVERAGE | UNDERKEY | COVERAGE | COVERAGE BASED ON

NOTES: 3.4 DEFENSE LOOK
FRONT SET WITH "RALPH OR LARRY" CALL

RUN STRONG RUN WEAK

O
QQOM
i

M w SS

@)

O
IHO
O

o)

Oy

w

g

S




"RALPH" /Q

MRALPHW

EBRALPHUB




BASE TITE

ge RALPHBE

O

S E N E J
M W
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
CONTAIN
E 4i 2 GAP/B BALL-OT B/2 GAP B/2GAP BASED ON
E CALL
AGGRESIVE BASED ON
N ZERO 70 BALL BALL - OC BACKSIDE A | BACKSIDE A BASE
— FLOW
CONTAIN
E 4i 2 GAPIB BALL-OT B/ 2 GAP B/2 GAP BASED ON
= CALL
BASED ON
COVERAGE BASED On
J ACK RT COVERAGE OT/TE COVERAGE COVERAGE
AL A AND CALL TRIANGLE CALL
SAM BASED ON BASED ON
LT COVERAGE COVERAGE OT/TE COVERAGE
BASED ON
COVERAGE NEAR BACK BASED ON
MIKE 20 AND CALL COVERAGE gXEER KEY COVERAGE COVERAGE CALL
BASED ON NEAR BACK
WILL 20 COVERAGE COVERAGE | UNDERKEY | GOVERAGE | COVERAGE | oAt o

NOTES: 3.4 DEFENSE LOOK
FRONT SET WITH "RALPH OR LARRY" CALL

RUN STRONG
e @)
pe9ToL.
SS M w

RUN WEAK

@)

i
g %O%N

S8

2

w

O




"RALPH"

EBRALPHGE /Q

WRALPHEU




IO\

"RALPH"

BASE FILL




"CLOSED LEFT"

M W
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
TO 5 BY
) C GAP CONTAIN
E CALL TECH C OVERAGE BALL - OT C GAP CONT
E AWAY 3 BY 2 WAY
E CALL TECH COVERAGE BALL - OG B GAP B GAP RUSH
TO TILT BY A GAP "A'TO
NT CALL COVERAGE BALL - OC A GAP BALANCE
RUSH
BALL - OT
AWAY CRASH BY CONTAIN
JACK CALL 6 S VERaGE | NEARBACK C GAP C TRAIL =0t
BY BLOCKING
SAM 9 READ SCHEME & TE D GAP SQUEEZE COVERAGE
BY BLOCKING! NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY B GAP STACK COVERAGE
— COVERAGE BALL
BY BLOCKING| NEAR BACK
WILL 30 READ SCHEME & UNDER KEY A GAP STACK COVERAGE
COVERAGE BALL TO FLOW RULE
NOTES:
==—==  FRONT SET WITH "CLOSED RT OR LT" CALL
RUN STRONG RUN WEAK




VARIATIONS IN BASE UNDER O FRONT,

(Y MOVEMENT)

"YAC"
PLAY AS O
PRO SET O
O
O@ﬂ@@é
J E N E S

«W <«—M

JACK STILL ON

"YAC"- RESET
RELOAD - "CLOSED LEFT"

"Y.TRADE"
RELOAD - "CLOSED LEFT"

(FRONT MOVEMENT)

1/2 CALL

'POP’

'STAB' O



NICKEL

FLE

"TITELT”

O

© O
N E

$ AND MAC ALIGN IN 30's AND PLUS
OR MINUS BASED ON DOWN

SAFETY
"BACKER

O

O

€) (3) (2) (5)
$ M
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
LEFT 6 BALL - TE C GAP CONTAIN
il-:iEi C TRAIL BUSH
2 WAY
LT LEFT 3 BALL - OG B GAP B GAP RUSH
Ato
RT RIGHT 2i BALL - OG A GAP A GAP gﬁléﬁNCE
BALL -OT C GAP CONTAIN

RE RIGHT 5 C TRAIL RUSH

ALIGN BY BLOCKING | NEAR BACK D GAP A GAP COVERAGE
§ TO #4 30 SCHEME & UNDER KEY FLOW RULES

(TE) COVERAGE BALL

ALIGN TO

BY BLOCKING | NEAR BACK
BUBBLE COVERAGE
MAC AWAY 30 SCHEME & UNDER KEY A GAP B GAP COVER
FROM $ COVERAGE
NOTES:

FRONT SET WITH "TITE RT or LT" CALL
SET THE FRONT TO THE TE.
IF NO TIGHT END, S8ET FRONT TO THE STAR.




NICKEL / DIME OKIE

$ AND MAC ALIGN IN 30's AND PLUS

"GIVE IT TO ME RT” O OR MINUS BASED ON DOWN
SAFETY
ﬁ ("a; T E
(TILT) (5) %
$ M
(30) (30)

POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
LE LEFT BALL - TE C TRAIL CONTAIN
=t 6 C GAP RUSH

2 WAY
LT LEFT 3 TECH BALL - OG B GAP B GAP RUSH
A’ TO
RT RIGHT TILT BALL - OC A GAP A GAP BALANC.
—_— RUSH
RIGHT 5 TECH BALL - OT CONTAIN
RE C GAP C TRAIL RUSH
ALIGN BY BLOCKING | NEAR BACK STACK
$ TO#4 30 SCHEME & UNDER KEY C GAP A GAP ROLES -
(TE) COVERAGE BALL FLOW
MAC glﬂlggl_'éo BY BLOCKING | NEAR BACK B GAP COVERAGE
30 SCHEME & UNDER KEY
AWAY COVERAGE EALL FULLBACK A GAP RULES
FROM MONEY
NOTES: SET FRONT WITH "GIVE IT TO ME LT" or "RT" CALL

SET BUBBLE AWAY FROM "Y™
IF NO TIGHT END, SET THE BUBBLE AWAY FROM THE STAR.




A

"BACKER"
"ZONE"

FZ 1/3

JET A JET
SEC FORCE

PRESSURE CONTAIN

RUSH LONG STICK
CONTAIN A GAP

BLITZ B HOOK 3

"LUCKY/LUCKY™
WALLFLAT "ZONE LEFT" FILL

PLUG MOF

WALL/FLAT

"BACKER"
LX) MANEE

MAN
SEC FORCE

ADJUSTMENTS:

1. MIKE MAKE LUCKY/RINGO CALL TO SET
SIDE OF PRESSURE STRONG

2. SAFETIES ROTATE STRONG

3. LUCKY/RINGO CAN CHANGE WITH
CHANGE OF STRENGTH MOTION

4. vs. SLOT= CHECK OSCARLT/RT

5. vs. YAC/Y-TRADE= CHANGE
LUCKY/RINGO AND SAFETY ROTATION

6. vs. BUNCH= SAFETY CALL

7. OSCAR ADJUST vs. ANY #2 OPEN

8. SAM/JACK-ALIGN LT/RT

SLOTLT

BACKER"

RUSH
CONTAIN

FZ 1/3

SEC FORCE PRESSURE

BLITZB

&€&  "LUCKY/LUCKY"
Sars OSCAR LEFT

FORCE

JET
CONTAIN

OOK/3

"BACKER"

WALL/FLAT

FILL HARD 1/3
MOF SEC FORCE




BASE STRONG FIREZONE

ZONE RT

BACKER BACKER
BACKER BACKER
®
C
M A/w
SS FS FS
MAN LT MANLT
DOUBLE LT RINGO TRAIN LT LUCKY 4
BACKER BACKER BACKER SACKER
: ’\@ é g@gg
C
CKMAN LT S FS
OSCAR RT —
STANFORD ~ CHKCHEROKEE (H) TRPSBUNCHLT &)  yexy  ©
®
BACKER BACKER BACKER
@ © O
® O ™
S : . S N E C
C SS Mmoo W J ¢ \ W
f CK SAFETY i s
SONIC LT KFS c
LUCKY CK EMPTY (TRAINLT HOUT) *POSSIBLE CK ZORRO
(YAC) 1 Y OFF RINGO LUCKY 8.
BACKER BAGKER BACKER BACKER
® é\ \ @ |¥ " @Z)ci v
C
/W
SS s S CK MAN
ZONELTTO ~~ > CK MAN LT PR L




JET STAB !

JET \ JET
PRESSURE

RUSH
CONTAIN

"BACKER"

WE WILL PRESS BIRD
BLITZES (WEEK TO WEEK)

RUSH
CONTAIN

PRESSURE \\ PRESSURE |

f
BLITZA |

CLOSED SIDE

INSIDE MAN
BACK MAN

|
!
!

"CLOSED LEFT”
"ABLE RIGHT"

OPEN SIDE

BACK MAN

INSIDE MAN

ADJUSTMENTS
1. MIKE MAKE CLOSED CALL/ABLE LT/RT
CALL
2. CORNERS MATCH UP ON WRS

SS- TE MAN

FS- OPEN BACK/OFFSET BACK

MIKE- BACK BEHIND QB
3. COLT COVERAGE VS. | (WEAK BACK
READ)
4. SSIFS= COMBO VS. | NEAR
5. VS. YAC= SS/FS COMBO
6. BUNCH= 3 WAY

T EMPTY="RUNAT

SLOTLT

/

"BACKER"

RUSH

INSIDE MAN

"CLOSED RIGHT"

IET JET RUSH
PRESSURE PRESSURE CONTAIN
INSIDE MAN M
BLITZ A CLOSED SIDE
BACK MAN

"ABLE LEFT”

OPEN SIDE
BACK MAN

w_ -




BASE UNDER HAWK A: ADJUSTMENTS

SILVER DOT @ CLOSED LT 1, TRIPS LT @ CLOSED LT 2.
/
/ /
/
©) 'Q ® @ @é gg C;
MO VDL O ®
ll e, N ! ¢ c r,S C
W
c | Mowo COMBO | K\
| |
ds Le s$ “FS
ABLE RT ABLE RT
DOUBLE LT ® CLOSED LT 3. TRAIN LT ® closenir 4
/ /
© O ® ® O
@O\ 1+ ® SD MO ®
\ ! |
° {\; | c gs S/ N J
\ ek C L " C
SS S~
ABLE RT FS ABLERT
(HUM WK) NEAR FLEX CLOSED RT 5. TRIPS BUNCH LT @ CLOSEDLT 6.
/
/
b e
I ot o\ ®
E S | ‘o é \E I N J
/ | S m c
- /I ’ h ~ ~
- "ZWAY" ~
SS FS ABLE RT
"CLOSED RT"
EMPTY (TRAINLTHOUT) o 0SEDLT 8.
® oo } ® ® O \ ®
OOII®O . ™ MO ®
s g /N J :! S, E N |
. M w
ss— 7 FS/ ABLE RT FS
ABLE RT

START IN COLT COMBO VS. YAC




BLUE FLEX LEFT

P
D

WEMANHE

* LONG STICK | SROSSFACEA 1 00P SCOOP
FIRE ZONE MAN ~ BLITZ A GAP PRESSURE CONTAIN WALL FLAT
T CONTAIN e s
BLITZ B %
"LUCKY/LUCI
SS "MAN LEFT"
WALL FLAT

"MAN"

FIRE ZONE MAN

ADJUSTMENTS

1. MAC MAKE LUCKY/RINGO
CALL STRONG

2. SAFETIES ROTATE STRONG
3. LUCKY/RINGO CALL CAN
CHANGE WITH C.O.S. MOTION
4. STAR RUNS WITH MOTION &
BLITZES

5. SAFETIES ROTATE TO NEW
STRONG SIDE vs. C.0O.8.
MOTION

weUE TRAINLT

BBMANHB

OO
T

WALL FLAT  LOOP SCOOP
ON

CROSS FACE A

FIRE ZONE MAN ONTAIN PRESSURE
BLITZ
CONTAIN HOOK 3 BLITZB
"LUCKY TO RINGO"

"MAN LT TO MAN RT"

LONG STICK

EEMANEE

FIRE ZONE MAN

WALL FLAT



N/D FLEX STRONG FIRE ZONE: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
® O ® ® © )
E@ 0000 ® . © QOO0 ®
S

(W/F) i C
W A/M (W/F)
£ a3) s @3 ES
RINGO/RINGO "LUCKY/LUCKY" /
MAN RT" "MAN LT"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
® @  C
® ®» OO ®
U (W/E)
c c </iL \ M Z c
(W/F)
(H/3)
S S F
"RINGO TOQ LUCKY" "LUCKY TO RINGO"
"MAN RT TO MAN LT" "MAN LT TO MAN RT"
BLUE (YAQ) TRAIN LT Y OFF BLUE EMPTY TRAINLTH OUT
®
5--0->\ @ ® @ O ®
® OOXIQ0O ® OO0 ©
j C E C
(W/F),
C * (W/F) / M
(W \ - J C \ ®3) (W/F)
F "RINGO/RINGO" S S / S %vgglggoox
-——”MAN RT" ::%%KLY,I{%UCKY” CALL TO END
BLUE TREY LT ® GOLD SPLIT LT
*POSSIBLE JACK
CALL @ @
@ ® O
® OO0 ® ® O
c ; f @ OEIOOE ®
p >
FS l (W3) (W/E)
1t " S f
LUCKY/LUCKY " "
TNANLT / LUCKY/LUCKY

"MANLT"




FIREZONE MAN
SEC FORCE

WALL FLAT RUSHSPILL SLANTB SLANT A SLANT C

HUSKY!l

3 FIREZONE MAN
FORCE CONTAIN ~ PRESSURE PRESSURE PRESSU LR Ar
10 TECH 50 TECH
HOQOK 3 WALL FLAT
ADJUSTMENTS
&= 9e [1] @ o 1. MAC MAKE TITE LT/RT CALL
S \ TETE REGHT F 2. MAC MAKE STING LT/RT CALL
MOF "STING RIGHT" BLITZFORCE 5 10 SMETE oo es aiimz o
FILL CONTAIN " ap
pSASZAR T4 St SPILL/ CONTAIN

vs. BLUE TRAIN = STAR BLITZ TO

SPILL/ CONTAIN

4. DL SLANT AWAY FROM TITE

CALL

5. STAR RUN WITH COS MOTION &
BLITZ vs. TRAIN. STAR PLAY
WALL FLAT vs. FLEX.

6. ADJUST BLITZ vs. YAC

FIREZONE MAN
SEC FORCE

SLANT C SLANT A SLANT B RUSH
PRESSURE PRESSURE PRESSURE CONTAIN
BLITZ = _—
SPILL/CONTAIN Y
50 TECH 10 TECH
HOOK 3 WALL FLAT

"TITE LEFT”
"STING LEFT”

LWALL FLS F

FORCE

FILL

"BACKER"

FIREZONE MAN
SEC FORCE



NICKEL FLEX TITE STING: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
USKY! ki "SKY!" "BACKER"
® @, & @ ® @ O (&
OB ® SOWIS,  ©
E T T E * E T 7T E
WALL
M FLAT $ M
V_;/M HOOK 3 HOOK 3 WALL FLAT
Fg EAT
. ) SS "TITE LT S
TITELT SS "STING LEFT"
"STING LT — =
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
HSKY”
® ® O /T O g
®O ®
T
c E
$ M WALL FLAT
FS  HOOK3 WALLFLAT l Z § WALL FLAT HOOK 3
WALL SS
FLAT SS "TITE LT" FS
"TITELT" TTTN'&'ET/
"STING LT" —
BLUE (YAC) TRAINLT ?FF BLUE EMPTY TRAIN H OUT
"BACKER" "SKY" - Ky
— = L, W
& é\ ® ® ® O e
® O ® KOO ®
E T T E * E T T E
$ M M $
F S "TITE LT" —
“TITE LT CK_TITE RT" WALLELAL S8 "'S'm%ys
"STING LT CK STING RT" WALL FLAT
"SKY" "SKY" ® ®
G "SKY" "BACKER"
/b &) ® O w
£ ? .,.<5% ® DOPROO ®
CJT 2 M $ C ET 1T E
S T a3 WALL M $
ELAT WALL Hooks AL
S "TITE RT" FS FLAT "TITE LT"————
/S "STING RT" SS TSTING ‘IyFS




*PLAYS AS CHK STRONG Vs.
EMPTY, TREY, UNB SLOT

"SKY

GHOST 6 HEAVY 5 0 TECH

HEAVY S

Y Ve Y Y 11
BACKER
POSSIBLE:
1. CRANK
2. CORNER
3. SAFETY
BAIL 1/3 . HEAVY3 0 TECH HEAVY S  GHOST S BAIL 173
_ 9 TECH
SEC FORCE CGAP PRESSURE PRESSURE CONTAIN ~ CURL FLAT SECTFORCE
E— MATCH
M ADJUSTMENTS:
30 TECH E 1. MIKE MAKE RALPH/LARRY CALL STRONG
STRONG HOOK AK HOOK § 22}{5&%{ %%NRILPT%% CALL STRONG
3 - »
5%ﬁm 4. SLOT- CHECK FIST
. . (Y WILLIE) 5. AUTO ANY 2X2 SET WITH 3 OPEN RECEIVERS
LARRY/LARRY 6. RIP/LIZ ANY 1 BACK SET EXCEPT TRIPS
MABLE TRIPS.
“LIZ SKY" F S, 7. MATCH AWAY FROM RIP/LIZ
FORCE 8. YAC= CHANGE RALPH/LARRY AND RIP/LIZ
LIZ FILL 9. Y TRADE= RELOAD FRONT
MOF 10. EMPTY= CHECK ROTATE STRONG (3 MAN
o SIDE)
11. 2 MAN STACK= SAFETY CALL
12. BUNCH= MABLE CALL
we [
CHECK FIST VS. SLOT SET

VS. SLOT BACK OUT MOTION
CHECKRIP/LIZ

"READ"

A

|

AN /
)
J

HEAVY 9 TECH
CONTAIN  PRESSURE PRESSURE CONTAIN  IST TOFLAT
< 30 TECH 30 TECH RE
FORCE STRONG HOOK WEAK HOOK READ 1/3
SEC FORCE FIST BLaL 22
FIST 1/3
2TO 1 READ [} 89
A 'LARRY/LARRY

"FIST LEFT”

FIL
FIST



BASE STRONG 3 AUTO

SILVER DOT ® 1 TRIPS LT 2,
SKY Ky BACKER
BACKER
©) O ® @ O
OOKOOW ©OOKOO ®
C C
. \ S M W J S " W J C
LARRY-LIZ SS
SS FS LARRY - MABLE FS
ALERT AREA
DOUBLE LT 3. TRAIN LT ® 4.
® SKY SKY BACKER
BACKER
MATCH O © @ O (Z/ﬁ O
Ne
©OOKO ® : QQOC)J ®
C S J
MW Es c SS MW e
C
ALERT AREA SS RALPH - RIP LARRY - MABLE FS
STANFORD CK BOSS @ 5 TRIPS BUNCH LT 6.
"LARRY, LARRY" BACKER
"CK R ® SKY
@ O 3 @ G O
® @CDOIIIOG}“] ©® /OOKOO ®
‘ M W
c mow J| X c
SS LARRY FS
MABLE
FS
(YAC)1Y OFF @ 7 EMPTY (TRAINFLIPLT HOS) 8
LARRY TO
BACKER _g; RALPH SKY O BACKER
ORI ® ® O,
@ OOKO ® © OOKOO @
c S c C S J
| MW sS W M
C
ss. LZTORP
~. F LARRY-LIz FS

ALERT AREA




(BASE STRONG 3 AUTO)

- PUSH THE COVERAGE
- WEAK HOOK 3 UP IS 3

MABLE = MAN

=
1 !
|
O |
® ,008000 c @ '
AMST c :
o CROSSER MAN /
W
3UPIS 3

PRESS BAIL
TECHNIQUE
(2to 1 READ)

ES (2 to 1 READ)

FS




RIP/LIZ CALLS

RIP/LIZ CALLS ARE A WAY TO PLAY 3 DEEP ZONE. TO THE SIDE OF A RIP/LIZ CALL THE CORNER
PLAYS ALL OF #1 ON ANY VERTICAL ROUTE - DO NOT TAKE SNEAK. DB ON #2 TAKES ALL OF
#2 ON ANY VERTICAL OR OUTSIDE ROUTE. VS. INSIDE ROUTE COMMUNICATE "UNDER" AND
ZONE OFF. AWAY FROM RIP/LIZ CALL IS A MATCH RIGHT/LEFT CALL. CORNER AND LB/DB TO
MATCH SIDE HAS SAME RULES AS RIP/LIZ. VS. 2 MAN STACK COMMUNICATE "SAFETY" TO
ZONE OFF INTO 3 DEEP PRINCIPLE. RIP/LIZ IS A COMMUNICATION FOR 3 DEEP

PATTERN MATCH - "NOT" ROTATION OF SAFETIES.

O

"Liz" "MATCH RIGHT"

O O | O
O 00000

WORK OFF
RB

/\

C X X

ALL OF #1

‘VERTICAL ALL OF #2

VERTICAL
AND OUT

SAFETY
MOF

C

ALL OF #1
VERTICAL

X X
ALL OF #2

VERTICAL
AND QUT

ALERT AREA WITH #2 OUTSIDE SEAM

1. "LIZ" , "UNDER" ON ROUTE (ZONE) 2."LiZ", "AREA" ON MOTION (ZONE)
/ O "MATCH RIGHT" < O "MATCH RIGHT"
O O--- O
oJol Jelele o 00800
PR X }X A c /X X X X ¢
\{' MOF ' I e MOF
3 SAFETY SAFETY
l ALERT AREA l ALERT AREA




RIP/ LIZ CALLS

4. "RIP"

"MATCH LEFT" O — “MATCH LEFT" O ‘(')Shf&%‘[rYlgN
® O 0 O o
O olel YoleJe) O CO®0 00
c X X X X X X X—
4nsT READ QB  STRONG 41ST READ QB STRONG
CROSSER 3ypis3  HOOK ¢ CROSSER 3UPIS3 HOOK ¢
BODY BODY
POSITION X POSITION X
SAF SAE 143
RIP/LIZ BAIL
SECFOREE
5.
IIL'Z!' " "
O MATCH RIGHT "MATCH RIGHT"
i OCeoo
X W}( X X X X C
c \ \ c AJ / J
SAF
SJF i
7- 11] 'ty § "w
LIZ UNDER 8_ W TC EFT"
"MATCH RIGHT" MATCH L "RIP" "UNDER"
0O®000 ¢
Q\ OO @ QOO
/ X ¢
Q__
/ 1AF F v
9. 10. "RIP"
"z "MATCH RIGHT" "MATCH LEFT"
< O "UNDER" O
©Jol 10I0)
3UP
1S 3
X X X X c

& O

RRSYl



BASE UNDER O ZONE ALERT BUMP rsrsstor

Ll "BACKER"
"BACKER" ‘
& A
A | A
\ \ ‘
OO L PO
E \ \
BAIL 113 9 TECH 5 TECH TILT 3 TECH CRASH 9 MAN
SEC FORCE BUZZFLAT CONTAIN PRESSURE  PRESSURE CONTAIN SECFORCE
M W ADIUSTMENTS:
1. MIKE MAKE CLOSED CALL
%(—:TUE—ISF 40 TECH 2. THE BACKFIELD SET, TILT OR FLOW
8OO LKL CURL FLAT DETERMINES COVERAGE
3UPIS3 -1 = SAFETIES FOX DOWN ON F
: -SAFETIES SPIN TO SKY ON SPLIT END
ve o SIDE BREAKS
S S CLOSED LEFT F S -SAFETIES SPIN TO BUZZ ON TE SIDE
ve 77" BREAKS
DOWN LT LINDA BU FILL 3. TRIPS- SAFETIES SPIN TO 3 BUZZ MABLE
HOOK CURL MOF (SAM WALKS)
SE SIDE BREAKS= RIP/LIZ
FOX | 435 YAG=TINA =RIPILIZ SKY SATETIES
5. SPLIT BACKS = CHECK COVER 7
6. Y TRADE = RELOAD FRONT
7. SLOT= CHECK FIST
8. EMPTY= CHECK ZEBRA
VS. SLOT BACK OQUT MOTION
CHECK RIP/LIZ
1] KYBV
S .‘F ge RE A D'!

e}
!

A
!

\ | |
3
\ / ° _ _ *ALERT
OO MO A,
|
£ N E S
CRASH 6 3 TECH TILT HEAVY S 6 TECH | 5
CONTAIN  PRESSURE PRESSURE CONTAIN IST FLAT '
W M |
C STRONG HOOK WEAK HOOK
FIST READ 1/3
INSIDE 1/3 FORCE . .
'‘CLOSED RIGHT'
"FIST LEFT"
Eo? CHECK 12
FILL VS. ANY TRIANGLE

FORMATION



FIST vs. SLOT

3 TECH CRASH 9
PRESSURE CONTAIN

TILT

9 TECH 5 TECH
PRESSURE

BUZZFLAT CONTAIN

LEFT”

"CLOSED
"RIP SKY"

CURL FLAT
FORCE

"BACKER"

MA
SEC FORCE

1. MIKE MAKE CLOSED CALL
2. THE BACKFIELD SET, TILT OR FLOW
DETERMINES COVERAGE
-I=SAFETIES FOX DOWN ON F
-SAFETIES SPIN TO SKY ON SPLIT ENL
SIDE BREAKS
-SAFETIES SPIN TO BUZZ ON TE SIDE
BREAKS
3. TRIPS- SAFETIES SPIN TO 3 BUZZ MAE
(SAM WALKS)
SE SIDE BREAKS= RIP/LIZ
4. vs. YAC=TINA = RIP/LIZ SKY SAFETIE!
SPIN
5. SPLIT BACKS = CHECK COVER 7
6. Y TRADE = RELOAD FRONT
7. SLOT=CHECK FIST
8. EMPTY= CHECK ZEBRA

| NEAR

TILT 3 TECH

9 TECH s TECH CRASH 9
BUZZ FLAT CONTAIN PRESSURE ~ PRESSURE CONTAIN
BAIL 1/3
SEC FORCE (ROBOT)
10 GAP TECH (Y WILLIE) 40 TECH
?81?]1{8 C3URL CURL FLAT
"CLOSED LEFT" F S
1] e
vt LINDA BUZZ FILL
MOF

HOOK CURL

"BACKER"
CHECK 1/2

VS. ANY TRIANGLE
FORMATION

C

MAN
SEC FORCE

ADJUSTMENTS:



ZONE ALERT BUMP FIST vs. SLOT

SILVER DOT @ 1. TRIPS LT 2.
BACKER SKY BACKER CK1/72 o BACKER
O @ ® &
2 ®» OO0 ©OOKO ®
S J c S J
Cc M W T c M W c
VATCH LT SS\ bs RP LINDABUZZ g§ - ES
DOUBLE LT 3 TRAINLT ® 4.
® SKY BACKER BACKER
BACKER CKTEAR ()
@ O @ @ O
®OOKO ® ©OOKOQ ®
© S oomow S c S 7« MW c
MATCH LT
ss RIP "LINDA BUZZ" SS —FS
STANFORD CK STANFORD 5
@ . TRIPS BUNCH LT 6.
At LT ® BACKER BACKER
@ o ® ® 8\
® olole] 10 ©® OOKOO, ©®
c M W | g M W C
{
% é "LINDA BUZZ" S8 __—Fs
FS
(YAC) 1Y OFF ) TRAIN LT H OUT 8.
BACKER
BACKER g SKY ® ® O Sg)
CHURC SN 5 OOH00 ®
® | OOmO ) 5
\ M—> W-—> / C S M w FS
FOX CK
RIP SS\ Fg  TINA ss RP




- PUSH THE COVERAGE

- WEAK HOOK 3UPIS 3
MABLE = MAN
1. BS UNDER O ZONE ALERT 9
<
2 1 f
30O O :
© QOO0 c @ | OO0
é 41ST C l
VAN CROSSER 3UPIS3 S\ MAN oW
W BUZZ
) PRESS BAIL
TECHNIQUE
S5 (2 to 1 READ) . 2to1 RéVAD)
FS




BASE UNDER O 6 ADJUSTED/ FIST

SPLITLT

“"BACKER" "SKY"

=)
S
O
-
-
O
O

BAIL 173 9TECH 5 TECH TILT 3TECH GHOST 6 BAIL 173
SECFORCE CURL FLAT CONTAIN PRESSURE PRESSURE ~ CONTAIN SEC EORCE

ADJUSTMENTS

30 TECH 30 TECH
STRONG HOOK WEAK HOOK 1. MIKE MAKE CLOSED LT/RT CALL
2. BACKFIELD SET DETERMINES COVERAGE

#4 WEAK= COVER 6
S "CLOSED LEFT" (| FAR/SPLIT)
- - e NO #4 WEAK= 3 BUZZ MABLE

MOF RIP SKY CURL FLAT (Il NEAR)
MOF CURL FLAL 3. TRIPS= 3 BUZZ MABLE (SAM WALKS)
FILL FORCE SE BREAKS= RIP/LIZ

4.VS. YAC- TINA= RIP/LIZ SKY

5. Y TRADE= RELOAD FRONTS

6. EMPTY= CHECK ZEBRA
7. BUNCH= LINDA/RITA BUZZ

2

CHECK FISTVS. SLOT

| SLOTLT VS. SLOT BACK OUT MOTION
CHECK RIP/LIZ

"SKY" "READ"

O
COMROOD
E S

N E

GHOST 6 3 TECH TILT 5 TECH HEAVY 9 TECH
CONTAIN PRESSURE PRESSURE CONTAIN  CURL FLAT

c 5 w M C

FORCE STRONG HOOK WEAK HOOK

"SMASH ALERT"

FIST 1/3
SEC FORCE READ 1/3
TG TREAD READ FORCE

"CLOSED RIGHT"
FS "FIST LEFT"

MOF
FILL




USTED

“HVER DOT

S8

1 TRIPS LT ® 2.
SKY
BACKER BACKER BACKER
® O ® ® ®
®OOKOOW® OOOKOO ®
c S C c S
M w  Fs s " c
MATCH LT LINDA BUZZ
SS RIP MABLE .
DOUBLE LT @ 3. TRAIN LT @ 4
SKY
BACKER o BACKER BACKER
@ ) ©) @» O
- gﬂ)@% ® 100 ®
S
MW Fs c MW C
MATCH LT RIP LINDA BUZZ
SS MABLE ES
STANFORD CK STANFORD TRIPS BUNCH LT @ 6.
"CLOSED LT" % BACKER BACKER
CéR O @ ® Q
® S ® OORKOO  ©®
M W
. SS " W : . C sS C
|
| LINDA BUZZ FS
] C MABLE
(YAC) | Y OFF @ EMPTY (TRAIN LT H OUT) 8
BACKER © e BACKER >
O ®@ © O~ ®
@ QOXOO ®©OOKOO ®
C C
S» M W C S M W
SS RIP FS
MATCH LT \ ES TINA RIP




BASE UNDER O 1 ALERT

FARLT

1] 11 / [1] (11
BACKER i SKY
oy
A/ \
* l / < > 4
' ’O@ﬂ@@
|
C / \ J
BUMP MAN 9 TECH 5 TECH / TILT V3 TECH GHOST 6 BUMP MAN
SEC FORCE MANONTE CONTAIN / PRESSURE | PRESSURE GONTAIN SEC FORCE
M w
W 30 TECH 10 TECH
3 ON 2 FUNNEL 3 ON 2 FUNNEL ADJUSTMENTS:

"CLOSED LEFT"

S

FILL
MOF

"DOWN RIGHT" Mg@

3 ON 2 FUNNEL,

1. MIKE MAKE CLOSED CALL

2. SAFETIES MAKE DOWN RT/LT CALL
3. vs. IBACKS =KEY DOWNONF

4. ROCKET ADJUST vs. all 1 BACK MOTION
5. CORNERS MATCH UP vs. SLOT

6. vs. YAC = SPIN SAFETIES

7.vs. Y TRADE = RELOAD FRONT

8. vs. BUNCH = LOCK AND LEVEL

9. vs. 2 MAN STACK = PUSH 1 BEHIND 2
10. vs. EMPTY = RAZOR

11. SAFETIES=KEY DOWN VS 1

INEARSLOT LT

"BACKER" A

"BACKER"

A /
l / C\ A VA
| \ |
X | 123 [l O Cl Q
I
| \
. | N. E. S
: GHOST 9 3 TECFI Tt 5 TECH 9 TECH
BUMP MAN ' CONTAIN PRESEURE PRESSU CONTAIN ' \ MAN ON TE
SEC FORCE C W M \
OFF MAN W30 TECH 10 TECH
FILL 3 ON 2 FUNNEL 3 ON 2 FUNNEL

"CLOSED RIGHT"

FS

"DOWN RIGHT"

S

FILL
MOF

DOWN RIGHT
3 ON 2 FUNNEL



O 1 ALERT

VER DOT 1, TRIPS LT @ 2.
BACKER / \ Sy SKY CK1/2 / \ BACKER
@ / ® &
§® COXDO ? QOXQ ®
R \ C c
c M W ks
CLOSED LT SS DOWN RT CLOSED LT FS DOWN LT
DOUBLE LT TRAIN LT ® 4.
BACKER BACKER /1 BACKER
/
@ [ ©) ® / %
_ PO0K - ®OORO ®
S
i ¢ s's MW c
CLOSED LT
CLOSED LT FS DOWN RT DOWN LT FS
RD
_____STANFO ”CHK RICKY @) 5 TRIPS BUNCH LT 6.
CLOSED LT BACKER / \ BACKER
"CK R"
@ &
® Clele)x(ele g ©O®© ®
c S c
C M w |
% 5s
5\ "LOCK & LEVEL" FS DOWN LT
FS CLOSED LT
(YAC)1Y OFF @ SKY £ TRAINLT HOUT cKkRAZOR 8.
BACKER @ BACKER BACKER
® O v ® ® O ®
® _(OOHOQ !\ © © ®O0H00 | ©®
J
c \ M> W C ¢ w S M Fs ¢
KEY CK DOWN RT
CLOSED LT sSS DOWN RT




NICKEL/DIME FLEX 6 BUMP BRONCQO 20IIE

STAR
BLUE FLEX LEFT .

"LIZ/ SKY" "MATCH"

O
Od L PO
N

C

C

* 5 TECH 2i TECH 3TECH 6 TECH BAIL 1/3

BAIL 1/3
LiZ
M $ ADJUSTMENTS
1. MAC MAKE TITE LT/RT CALL
STRONG HOOK WEAK HOOK 2. SAFETIES ROTATE OPPOSTIE THE

STAR.
3. STAR ALIGNS STRONG AND PLAY
RIP/LIZ OR SKATE. ADJUST TO ANY

e ] CHANGE OF STRENGTH MOTION.
S TBTE REGHT FS 4. SKATE VS. ALL TRIPS
T RIP SKY" 5. VS. TREY= CHECK BRONCO
MOF RIPMATCH 6. VS. EMPTY= CHECK ZEBRA

BLUE TRAIN LEFT

=@

"SKATE" "RIP SKY"

OO0 OO |
N

C

ZONE 1/3 * 3 TECH 21 TECH 5 TECH MAN
2 TO 1 READ MAN
SKATE $ M
STRONG HOOK WEAK HOOK
PUSH #2 PUSH TO #3
3UPIS3
S "TITE LEFT" F
[ 4] (1]
MOF RITA SKY #4/1ST CROSSER

BODY POSITION ON X




NICKEL/DIME FLEX 6 BUMP/BRONCO: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
"LIZ/SKY" "SKATE" "RIP SKY"
® ® ©
© OOKOO ® O ®
c sy © ¢ c
$ M % * $ Y] f
POSSIBLE AREA S /SS S\ FS %ﬁ%&%ﬁﬁgg
ONX
BLUE (ZAC) TRAIN LT ROTATE AWAY FROM *| BLUE (ZAC) FLEX RT ROTATE AWAY FROM ¥
® C®
"LIZ/SKY" TO "SKATE" SKATETTO LIZ SKY ::iﬁgﬁ;.w
______________ -
® “ O ©) ®
®OORIO0 - tar sive 10 ® ®
C "RITA SKY" C C
$ M ' C
Fx Sé
BLUE (YAC) TRAIN LT Y OFF rotate away Frov *| BLUE EMPTY TRAINLT H OUT
® " "RIP/SKY"
"LIZ/SKY" oY 1O
"SKATE"
@ ® @ ®
® ® ©
i % M o * " LIZ SKY" $ M
FS /S F\ SS
BLUE TREY LT ® GOLD SPLIT LT
nSKY" ;glﬁ&li BRONCO ® O
O " LYZ SKY" "RIP/SKY"
OORO0Q 5 @ .
C
« s © c C
* M $

M
‘Lf/ BRONCO=
S S 3 BUZZ MABLE
"LINDA BUZj/




NICKEL/DIME FLEX ZONE OPEN 355t

BLUE FLEX LEFT $
"BACKER

"LIZ/ SKY"

Od

g N E, ossmrpares €
M $ _%_

%
Liz
BAIL 1/3 10 TECH 90 TECH ADJUSTMENTS
WEAK HOOK MATCH 1, MAC MAKE TITE LT/RT CALL

2. SAFETIES ROTATE DOWN
FS OPPOSITE MONEY

SS  "TITE RIGHT" S Crwise itz oz
STRONG HOOK MOF TRIPS= RITA/LINDA SKY
—  "LIZ BUZZ‘N 3. STAR ALIGNS STRONG AND

ADJUST WITH ANY C.0.S MOTION,
4. SKATE VS. TRIPS
5. EMPTY= CHECK ZEBRA

BLUE TRAIN LEFT

| "RIP/SKY™

"SKATE"

ZONE 1/3 $ M
STRONG HOOK WEAK HOOK MAN
2101 READ PUSH #2 PUSH TO #3
3UPIS3
"TITE LEFT" F

1] IQ[!B
RITA S #4/1ST CROSSER

BODY POSITION ON X

A
5




NICKEL/DIME FLEX ZONE OPEN: ADJUSTMENTS

BLUE FLEX RT BLUE TRAINLT
® O,
"BACKER" PSKATE" “RIP SKY"
"MATCH"
® ® ® @ O
© OOKOO ® ®» OOKOO ®
C $ M %* C C * $ M C
F\ 55 Swr sy FS
"RIP BUZZ"
BLUE (ZAC) TRAIN LT ROTATE AWAY FROM § BLUE (ZAC) FLEX RT ROTATE AWAY FROM §
O) ®
" S " 7z "SKATE" TO "MATCH" "RITA SKY" TO
MATCH" TO "SKATE ,,ﬁifgi%,,TO "RIP RUZZ"
____________________________ B
® = O ® ® ® O
© OOKOO ® ® OOKIOO ®
. C ,
C . 5 M g4 C TS M C
F "RIP BUZZ" Sg S "RITA SKY" S
T0 Io
"RITA SKY" "RIP BUZZ"
BLUE (YAC) TRAIN LT Y OFF g01a1e away rroms| BLUE EMPTY TRAIN LT H OUT
@ "RIP/SKY"!
"MATCH" TO "LINDA SKY" ,EII;I;]%E%Z 1O "LIZ SKY"
—==> ® ® O O
® OO0 ® | ® OOKIOO ®
C .
/——————% ®
C * Cow S
C
10
"LINDA SKATE')
BLUF TREY LT ® GOLD SPLIT LT
"SKY" o TRV 0 ® ®
@ ® @ Lz SKY "MATCH RT
® OO0 ® ® O
— O ® OOKIO0 ®
#4/1ST CROSSER * M $

M
v(
153 CHECK 3 BUZZ

l’ ZS "LINDA BUzz" A S MABLE
MABLE

C C

FS

§s LIz BUZZ" /




NICKEL/DIME FLEX 1 INVERT Z3His,

BLUE FLEX LEFT

BACKER

T
! \

/21 TECH \

=

$

20N1 20N 1

"TITE RIGHT"
"DOWN RIGHT"

"MOF

SKY
\
\
\
@O |
\
\ ' ‘
I, E C
3TECH 6 TECH
BUMP MAN
ADJUSTMENTS

1. MAC MAKE TITE LT/RT CALL

2. SAFETIES MAKE DOWN LT/RT CALL
- DOWN TO #4 (TE IN BLUE)

3.M/$ BOSS AWAY FROM SAFETY

4. M/$= 2 ON 1 FUNNEL ON RB

5. YAC= SPIN SAFETIES

6. EMPTY= CHECK RAZOR

7. BUNCH= LOCK AND LEVEL

8. 2 MAN STACK PUSH #1 BEHIND #2

9. MOTION TO EMPTY= 2ND BACK

RULE, ADJUST AND TAKE YOUR MAN

FS

MANTE

BLUE TRAIN LEFT

BUMP MAN

ule
E

| 6 TECH

/
/
{
{
/
/
{

T

3 TECH,

20N 1

"TITE LEFT"

MAN TE

"DOWN LEFT"

BACKER

00
N E

2ITRCH 5 TECH
\ BUMP MAN

M

20N 1

FS

MOF




NICKEL/DIME FLEX 1 INVERT: ADJUSTMENTS

BLUE FLEX RT

@
"SKY" Iy
I
/0\
7 ® OGKIO0 h
I
BU%P MAN $ M MA?’:;

a

F 1" AL S
vAN e 'DOWN LEFT y

"BACKER"

BLUE TRAIN LT

"SKY" "BACKER"
/

f P ©ocEbo ®

|

|

BUMP MAN  #
AN

PO

@)

=z
w
C
=
T

|

BLUE (ZAC) TRAIN LT

FZ S
MANTE ;oW LEFT" MOF.

"BACKER"

BLUE (ZAC) FLEX RT

w
=
T

=
z

F S
"DOWN LEFT"
MAN TE '”""ﬁ—/MOF

HSKYY

BUMP MAN

SS 'DOWNLEFI" FS
MAN TE MOF

BLUE (YAC) TRAINLT Y OFF

"BACKER"

BUMP MAN

=

W
:
O

=
z

|

BLUE EMPTY TRAIN H OUT

*CHECK RAZOR VS. EMPTY

RAT f

MAN TE
"CHECK RAZOR"

"BACKER"

‘ l

BUMP MAN MAN

BUMP
MAN

* M $
BUMP MAN OfS #2
CHECK TREY LEFT

8S /
MOF

FS ~ /DOWNLT" S gs,
TO F
Mor\_ IO AN H
‘NDOWN RIGHT" MANTE OF
*POSSIBLE :
BLUE TREY LT corners over  [GOLD SPLIT LT #* GAMEPLAN SAFETY'S SPIN
@ WITH NO TREY @ @
TAG
\
HSKY" "BACKER" nSKY"
"READ" \ \ \ SKY
@ ® O \ PN \
® OORQO ® @ O
QOO0
\ ‘ | \ \
C
MAN TE BUMP AN $ BUMP
7 MAN 20N1 20ON1 MAN

S
MAN H

[ "DOWN RIGHT"
MO\E\ |




TREY

* CORNER DOES NOT COME OVER
AND MATCH UP WITH A TAG ON CALL ("TREY"). Q

*SS CAN BE MORE AGGRESSIVE Q
IN TREY BECAUSE OF MOF SAFETY O O
000®00 O
C{ /
$ M\/ 1ST OUTSIDE
1ST INSIDE
S8

F\ LEVERAGE OF
EX. NICKEL FLEX 1 INVERT TREY 1ST BREAK
1. Q\ S 2.
. @
COe 0o OO O OO
Y
Ss l

s ‘

002£z~ ooaif | €§
K?ﬁgjs ﬁ;<71k‘

O O
OOQOO j ele] Yolo

¥

BRI o
A .




BASE DEFENSE

FRONTS COVERAGE PRESSURE
1. BASE UNDER SHADE | 1. WEAK JACK 2 (CORA) | 1. BASE CLOSED F.Z. TED v ZORRO
2. BASE WEAK JACK | 2. DBL 6 ADJ/FIST 2. BASE CLOSED SONIC TED v ZORRO
3. BASE SPLIT 3. DBL 2 ADJ/FIST 3. BASE COBRA v DOT SCORCH
e JAM - G 4. 1 BUCK (ROLL IT) 4, BASE RATTLER ¥ DOT SCORCH
e POP - ROCK 5. P-ZONE BUZZ
BASE CALLS

1. BASE WEAK JACK 2 v STRONG
2. BASE UNDER O DBL 6 ADJ/FIST
3. BASE UNDER O (SPLIT) DBL 2 ADJ/FIST
4. BASE UNDER O 1 BUCK (ROLL IT)
5
6

. BASE P-ZONE BUZZ

ASE CLOSED FIRE ZONE TED (SLAMMER VS.1 ANDINR) v ZORRO
3ASE CLOSED SONIC TED v ZORRO
8. BASE COBRA v DOT SCORCH
9. BASERATTLER v DOT SCORCH

SUB DEFENSE
FRONTS COVERAGES PRESSURE
I. EVEN 1. 2 (BUMP) [. EAGLE BLITZ
2. 48 (POINT) 2. 1 FUNNEL 2. FLEX CAROLINA ADJ

SUB CALLS

"N.EVEN 2 (BUMP)

" N. FLEX 1 FUNNEL

_N. FLEX CAROLINA ADJUSTED
" N. EAGLE BLITZ

N. 48 (POINT) ZONE OPEN

" N. 48 (POINT) 1 FUNNEL

ANl |WwW b —







POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
TO BY
ot C GAP C GAP CONTAIN
LE CALL 5 TECHNIQUE COVERAGE ~osh
AWAY H3 BY o 2 GAP 2 WAY
RE CALL COVERAGE ¢ 2 GAP RUSH
TO SHADE BY A GAP A GAP 'A' TO THE
NT CALL COVERAGE BALL - OC BUBBLE
BALL - OT
JACK AWAY CRASH 6 BY C GAP C TRAIL CONTAIN
—_— CALL COVERAGE | NEARBACK RUSH
BY BLOCKING| TE
SAM 9 READ SCHEME & TRIANGLE D GAP SQUEEZE COVERAGE
2000 TECH : COVERAGE BALL TO FOLD RULE
BY BLOCKING| NEAR BACK
MIKE 30 TECH READ SCHEME & UNDER KEY B GAP %/\Fi"éw ggl\_/ERAGE
—_t COVERAGE BALL
NEAR BACK
WILL 40 TECH READ By BLoes Ol UNDER KEY A GAP STACK COVERAGE
COVERAGE BALL TO FLOW RULE
NOTES: FRONT SET WITH "CLOSED LT/RT" CALL
RUN STRONG RUN WEAK






c 5 N

09\

E ‘j C%OUD
CLOUD (6)  (H5) (ZERO) (HS) GHOST
(6)
M
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
H5 - OT/TE COVERAGE
LE LEFT  GAP FLOW BORC BORC SOt
i !
s OTITE
RE RIGHT 2 GAP FLOW BORG BORGC COVERAGE
RE RULE
OC/OG COVERAGE
NT 0 0 FLOW A A RULE
OTITE COVERAGE
JACK RIGHT 9/6 TRIANGLE CALL CALL RULE
BY BLOCKING
SAM LEFT 9/6 SCHEME & O ANGLE CALL CALL COVERAGE
DA COVERAGE
BY BLOCKING] NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY CALL CALL COVERAGE
LA COVERAGE BALL :
BY BLOCKING| NEAR BACK
REA
WILL 30 P SCHEME & UNDER KEY CALL CALL COVERAGE
COVERAGE BALL RULE
NOTES: 3.4 DEFENSE LOOK
FRONT SET WITH "RALPH OR LARRY" CALL
RUN STRONG RUN WEAK
FS o

O

W







O

“"CLOSED LEFT”

Vi
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
T0 5 BY
) C GAP CONTAIN
E CALL TECH COVERAGE BALL - OT C GAP RUSH
AWAY 3 BY 2 WAY
E CALL TECH COVERAGE BALL - 0G B GAP B GAP RUSH
TO 2i BY A GAP ‘A'TO
NT CALL ' COVERAGE BALL - OG A GAP BALANCE
RUSH
BALL - OT
AWAY CRASH BY C TRAIL CONTAIN
JACK AL o BY Erace | NEARBACK C GAP RUSH
BY BLOCKING
S READ SCHEME & Ie D GAP SQUEEZE COVERAGE
SAM TECH COVERAGE TRIANGLE TO FOLD RULE
BY BLOCKING| NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY B GAP STACK COVERAGE
—_— COVERAGE BALL
1 BY BLOCKING| NEAR BACK
30 READ SCHEME & UNDER KEY A GAP ?TACK W gSXERAGE
COVERAGE BALL O FLO
NOTES:  coNT SET WITH "CLOSED RT OR LT" CALL - CAN CALL SPLIT G.
RUN STRONG RUN WEAK







$ AND MAC: ALIGN IN 30's,

"TITE LT" PLUS OR MINUS AWAY
(3)
%
Wi
(30) (30)
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
LE LEFT o BALL TE C GAP C TRAIL ggg;AIN
BALL
LT LEFT 3 TECH LLOG B GAP B GAP 5o A
RT RIGHT 3 TECH BALL OG B GAP B GAP Bto A
RL LOOSE BALL OT cG C TRAIL CONTAIN
RE RIGHT LOOSE AP conT
BY
I NEAR BACK
$ 08 BLOCKING | UNDER KEY D GAP A GAP COVERAGE
(TE) 30 SCHEME & BALL FLOW RULES
COVERAGE
ALIGN TO
BY NEAR BACK
MAC ;B\\lljv?gLE BLOCKING UNDER KEY A GAP A GAP COVERAGE
— FROM 30 SCHEME & BALL FLOW FLOW RULES
COVERAGE
MONEY
NOTES:

FRONT SET WITH "TITE RT or LT" CALL







STUNTS D

AY 2

JAM

TND TO BUBBLE MAKE HARD INSIDE MOVE TO "B" GAP. NOSE PLAY
GAP VS. RUN, WRAP CONTAIN VS. PASS. A READ STUNT FOR NOSE

G

NOSE ALIGN 2i GAP EXCHANGE A TO B WITH CONTAIN ON PASS. 5 TECHNIQUE O ?@ O] @@ O
AROUND ON FAN OR RUN TO NOSE. J

ROCK

JACK MAKES HARD INSIDE MOVE. END TO REDUCTION PLAYS BLOCK OF
OFFENSE AND WORKS TO CONTAIN VS. PASS.

POP

END AWAY FROM BUBBLE STABS "B" GAP. JACK JABS UPFIELD AND
CONVERTS STUNT VS. PASS. READ STUNT FOR JACK







ADJUSTMENTS

1. MIKE MAKE CLOSED CALL & BAKER LT/RT CALL
2. SAFETIES TAKE ROTATION TO TE
3 TED MEANS PRESSURE WILL STAY ON
TO TE SIDE
4, vs. SLOT= CHECK COVER 2 LT/RT
5. vs. YAC= CHANGE BAKER CALL- CHANGE SAFETY
ROTATION
6. vs. Y TRADE= RE-LLOAD FRONT
7. vs. BUNCH= SAFETY CALL
8. #2 OPEN = JACK ADJUST WITH TED CALL

BACKER”

LT

e P

BAIL FZ 1/3 READ LION C

SEC FORCE TE

ZERO JET GHOST 9 BUMP MAN
PRESSURE ~ CONTAIN WALL FLAT SEC FORCE

:

FILL

BLITZ A

VS. I AND [ NR
RUN SLAMMER

"CLOSED LEFT”
WALP FLAT MBAKER LEFT”
FLO "ZONE LEFT”

TED=SS DOWN TO TE SIDE/
NO WIDTH TO TE= CHECK COVER 2

[SLOTLT

"BACKER"

LONG SCOOP  RUSH
A GAP CONTAIN

CONTAIN PRESSURE

KATHY PLUG 30 TECH BLITZB
FORCE HOOK/3

KATHY 112 "CLOSED RIGHT"
SECFORCE "BAKER RIGHT" st
"CHECK 2 LEFT" PLUG

HARD 1/2
SEC FORCE







S VER DOT o) CLOSEDLT 1. TRIPS LT CLOSEDLT 9o
' BAKER LT BAKER LT
BACKER /. BACKER BACKER BACKER
910 ®
c i L
EE . FS§ s
MAN LT
MAN LT
DOUBLE LT @ CLOSED LT 3. TRAINLT @ CLOSEDLT
BACKER BAKERLT .. ~er SAGKER BAKER LT
@ @ @ O BACKER
N S
c c C J 7 E ;
M/W
MAN MAN LT
vanLT S8 —FS SS . —FS
HUM WK) NEAR FLEX CLOSED RT
( ) ® SAKER RT TRIPS BUNCHLT (5  cLosenLt &
BACKER G\D | SACKER BACKER BAKER LT
® MOt 4 R B © 3 BACKER
® OOKQO (E)j ®
s E £ J J S C
LT f “
CK MAN F\ SS MAN CKSAFETY gg / ES
(YAC) 1Y OFF (W CcLOSED LT EMPTY (TRAIN LT H OUTCLOSED LT g,
(F) BAKERLTCKRT SACKER BAKER LT
. BACKER \ BACKER
__MA BACKER A4
@ OOKK
JVE
: Ji
ZONE LT CK CK MAN
ZONE RT S\ ES CKMAN P







1. MIKE MAKE CLOSED CALL

2. MIKE SONIC LT/RT CALL TO SET
PRESSURE

3. TED ADJUST vs. ANY #2 REMOVED OPEN
5.vs. YAC = CHECK CLOSED FIRE ZONE

6. vs. Y TRADE= RE-LOAD FRONT

7. VS FLANK=CK CLOSED FIRE ZONE

"CLOUD"

"BACKER"

ZERO JET - %
SSURE FORCE
PRESSURE contal 1R |

SCRAPE 30 TECH

FORCE
TRAP HOOK TRAP HOOK
"CLOSED LEFT" DpE IR
“"SONIC LEFT" S SECFORCE
BLITZ KEY 1/2
SPILL/CONTAIN FILL
TED=SS DOWN TO TE SIDE/
| SLOT LT NO WIDTH TO TE= CHECK COVER 2
"BACKER"
"CLOUD" .

ZERO

%E PRESSURE
SEAM
RE-ROUTE 30 TECH
WALL FLAT RUSH
SPILL CONTAIN
> ”CL@SED REGHTM
KATHY 172 vy - bt ot
SEC FORCE, CHOP RIGHT READ

"CHECK 2 LEFT" DEEP 12







T F P B 2 [
[ vty [oner £, 5 S
il S g VR ozt B E Beew B

= CHK SONIC

STANFORD







BASE CLOSED SONIC TED: ADJUSMENTS

CLOSED LT y

YERDOL CHK SALLY

o —®

MAN CALL

TRIPS LT CLOSED LT 5

SONIC LT

o1

DOUBLE LT CLOSED LT 3. TRAIN LT CLOSEDLT 4
BACKER CHK ALY ) ckeR ®  sonc L
O, @ ® O
ﬁ%@& 5 ®
T S N
c M_—W J\ c
MAN
MAN LT FFS S8 o FS /
L_AVE SONIC ON MIKE HAS # 2 MAN
STANFORD 5.
TRIPS BUNCH LT @ CLOSEDLT 6.
5 SONIC LT
® o ® [O/ 49
. OOFIO ®
l S N J
c Ss M —wm w1
\/ /
(YAC) | Y OFF ® gé%lsg%” 7 EMPTY TRAINLTHOUT ¢ osepLt &
® CK CLOSED CKZORRO
FIRE ZONE RT
® ® ®
(2 ® OOOKOO ®
C c

1N 8

W
\«
K







EMPTY CHECK IN BASE CALLS
WE WILL CHECK TO P-ZONE BUZZ

® O O K
A

CHECK ZORRO LT
s LINDABUZZ

/

* VERSUS EMPTY TAKE RITA/LINDA BUZZ CALL TO 3 MAN SIDE

OO







I'TL

VS. 1 BACK "CHECK PLUMBER"= BIRD COVERAGE

ILT

HPEELH

"BACKER" "BACKER"

!
I
I
|
|
I

' LION
\CONTATN

\ BLITZ A

'\ "CLOSED LEFT"
\ "BUCKEYE"

INSIDE MAN

INSIDE MAN
SEC FORCE

SEC FORCE

ADJUSTMENTS

1. MIKE MAKE CLOSED RT/ALT CALL
2.COBRA IS A SELE-ADJUSTING BLITZ TO
BACKFIELD SETS:
1/1 ¥AR=BUCKEYE
I NEAR=HAWKEYE
SPLIT = RENO
1 BACK = CHECK PLUMBER (BIRD COV )

IFRLT

BACKER"

"BACKER"

O
—
v

|

INSIDE MAN

INSIDE MAN
SEC FORCE

SEC FORCE

ADJUSTMENTS:







"PEEL"

ACKER™

\

"PEEL"

"BACKER"

) \ KEY BLITZ F
INSIDE MAN \
SEC FORCE \\ "CLOSED LEFT" SEC FORCE
\ "HAWKEYE"
\ i &
\\ " TE MAN
SPLIT SLOT LT
"BACKER" BACKER"

"PEEL"

READ
LION
INSIDE MAN
PLUG
INSIDE MAN
SEC FORCE
TE MAN
FILL

BLITZ
B GAP WK

BLITZ
D GAP

"CLOSED RIGHT"

"RENQO"






DOUB

LE RIGHT

OFF

INSIDE MAN

SACKER™ "PEEL

:
|
f
FD D JET |
T T CONTAIN : LION
|
|
|
INSIDE MAN BLITZ FAR B GAP BLITZ A :
OFFSET - KEY BLITZ |
B TO BACK |
"CLOSED RIGHT" '
"CHECK PLUMBER"

BIRD COVERAGE e DE MAN

CKER"

INSIDE MAN






DE TO CALL - "LION"
TEAR TO 7 TECHNIQUE
Q SAM READ TE HAT
1. TE OUT UNDERNEATH
2. TE DOWN COME OFF
HIS ASS

C
"CLOSED RIGHT"

"SCORCH RT"
' 88 "ABLE RIGHT"

Sb

CALL VS SILVER PERSONNEL ONLY. CAN BE PACKAGED WITH ANOTHER
PRESSURE TO BE RUN ONLY VS SILVER DOT.

EX. BASE RATTLER CK DOT SCORCH






EMPTY ADJUSTMENTS

'GULAR EXPLODE EMPTY

WILL IS COVER BACKER

w
X
f
:
C
REGULAR BACK MOTION TO EMPTY SAM OR JACK
HANDLE BACK MOTION.
WILL BUFFALO TO H.
(®
| :
|
| | J |
| | |
l
c I c
|

FS







G

VS. | BACKS "CHECK PLUMBER"= BIRD COVERAGE

"BACKER" "BACKER"

CONTAIN LION

KEY BLITZEF INSIDE MAN

INSIDE MAN
SEC FORCE

SEC FORCE

\ "CLOSED LEFT"
\ "BUCKEYE"

ADJUSTMENTS:
. . 1. MIKE MAKE CLOSED RT/LT CALL
N 2.COBRA IS A SELF-ADIUSTING BLITZ TO
J
F}E—IEI‘JLM‘A*E BACKFIELD SETS:
e 11 FAR=BUCKEYE
] NEAR = HAWKEYE
SPLIT = RENO
1 BACK = CHECK PLUMBER (BIRD COV.)

SPLITSLOT LT

"BACKER" . BACKER"

LION

E JET
LION A GAP

INSIDE MAN
PLUG

INSIDE MAN y
SEC FORCE

TE MAN
FILL

"CLOSED RIGHT"
ve RENQFE







SELF ADJUSTING BLITZ TO BACKFIELD SET

"BACKER"

"BACKER"

| FAR LEFT

"BACKER" 7

E

"BACKER"

©

\ J ' N / J !
\ BT FAST ' READ  \LION JET | LION  fFoLD '
CONTAIN LION é C LION CONTAIN AGAP 4 é

OFF OFF QOFF ! BLITZ A c W VA OFF

INSIDE MAN KEYBLITZT INSIDEMAN | INSIDE MAN \ KEY BLITZF TNSIDE MAN

S ss ! S
TEMAN BLITZ MAN TE
\ FILL BGAP \
"CLOSED LEFT" "CLOSED LEFT"
"BUCKEYE" "BUCKEYE"
| NEAR LEFT DOUBLE RIGHT
"BACKER" @ "BACKER" "BACKER" "BACKER"
PEEL
O OO OO |
E ‘ ' | E | ‘
LION  FAST ! ‘ | JET | READ :
LION é ! | LioN CONTAIN| LION C
%DE Man | CEE C ES BI:;\(fVZ B KEY ll fog"sElDE MAN
INSIDE MAN | INSIDE MAN [isinE MAN BLITZ |
WA AT S SS
OFF
TE MAN FILL INSIDE MAN

"CLOSED LEFT"
"HAWKEYE"

"CLOSED RIGHT"
"CHECK PLUMBER"
BIRD COVERAGE







BLUE FLEX LEFT

MAN st  2nd MAN

ROSS FACE JET
A GAP CONTAIN FIREZONE MAN

FIREZONE MAN BOOK LOOP SCOOP
ADJUSTMENTS

% CONTAIN
WALL FLAT %
1. MAC MAKE TITE LT/RT CALL

BLITZB BLITZ A 2. MAC MAKE CAROLINA LT/RT
" o CALL TO THE TE
"THTE RT . 3. SAFETIES MAKE MAN LT/RT OR
HOOK LT/RT CALL TO TE SIDE
"CAROLIE?A RT e TO STAR= HOOK LT/RT
MAN RT

AWAY FROM STAR= MAN LT/RT
WALL FLAT  (WALL/FLAT)

4. STAR RUN WITH CHANGE OF
STRENGTH MOTION

5. VS, EMPTY= SAFETIES ROTATE
DOWN AND PLAY WALL FLAT
AWAY FROM STAR

SLUE TRAIN LEFT

MAN 2nd 1st MAN

LOOP SCOQP BK

FIREZONE MAN CONTAIN A GAP CONTAIN
*
INJOUT 2 & 3 '. M
BLITZ A BLITZB
"TITE LT"
"CAROLINA LT"
"HOOK LT"

HOOK 3
IN/OUT 2 &3






NICKEL/DIME FLEX CAROLINA ADJ: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®

g * C C * S
(W/F) ' ‘
(H/3) (W/F) (W/E) (H/3)
S
S”CAROLINA LT S
"MAN LT" "CAROLINA LT"
- "HOOK LT"

BLUE (ZAC) FLEX RT

'BLUE (ZAC) TRAIN LT

® OGRIOO, ®
$/ ™ % ;’M(W/F) C

ol
=

/IF
WD Z(H/s)
F

FS
"CAROLINA LT"
"CAROLINA LT"

HOOKLE. "HOOK LT TO MAN LT"
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
®
o @
® OO - ® ®
BZ * C *

C (W/F) (H/. T (W/F) C (W) c

F "CAROLINA LT" sS SWITCH CALL

"MAN LT" S8 "CAROLINA LT" S HOOK-HOOK

"CK MAN RT/CK HOOK" CALL TO END

E YLT
BLUE TRE O JPOSSIBLE TAG VS, GOLD SPLIT LT ® ® “POSSIBLE GOLD
; ECK
® ©

@ ®
c * M ™S wn ¢

WE) A
(HB)Y  \CAROLINA RT"

S
"MAN RT"
"CAROLINA RT" - — FS
"MAN RT" A/







LITZ

***ONCE THE PRESSURE IS SET, I'T IS SET!
MOTION DOES NOT EFFECT IT.

BLUE FLEX LEFT

*SPEAR CONCEPT VS. OFFSET BACH

ﬂﬁgwsﬁ

HEAVY

CKER"

|
\ | OFF/INSIDE MAN
\ l
] D J
OEF/INSIDE MAK \ R A RUSH CONTAIN!  ADJUSTMENTS
\ LibosLBL Bo08 | 1.MAC MAKE HEAVY CALL TO A 3 MAN
| o w0 | SURFACE
HEAVY RIGHT 2. MAC MAKE CHARLIE CALL TO A 2 MAN

"CHARLIE LEFT"

ZMAN

SURFACE

3. ONCE BLITZ IS SET LEAVE IT ON

4. STAR/MONEY BLITZ UNLESS ALIGNED
ON SAME SIDE.

5. IF STAR/MONEY ALIGNED TO SAME SIDI
STAR DOES NOT BLITZ ($/FS BLITZ)

6. IF RB BLOCKS OR RELEASES FROM
OFFSET USE SPEAR CONCEPT

IF MONEY AND STAR ARE ON SAME SIDE STAR DOES NOT COME

BLUE TRAIN LEFT

"BACKER"

ﬁES KYI

OFF/INSIDE MAN

OFF/INSIDE MAN RB MAN

CONTAIN

"HEAVY LEFT"
"CHARLIE RIGHT"

PRESSURE RUSH

OFF/INSIDE MAN

BLITZ

CONTAIN






NICKEL/DIME EAGLE BLITZ: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® O | ® ® e
| leeree @ , (el
|
| / N
C M k & A >
“SPEAR" " SPEAR
S SS
"HEAVY LT" "HEAVY LT"
"CHARLIE RT" "CHARLIE RT"
BLUE (ZAC) TRAIN LT (S?I{:VTC'F IT'S SET, IT'S BLUE (ZAC) FLEX RT ONCE IT'S SET, IT'S
\
U N B N iy Al i
® f o ® ® © O \
.| /po0Ro0 ® | | POOROO\, ' @
¢ S5 oW & e 7 j S w2 ¢
— s S F
"HEAVY LT" " "
BLUE (YAC) TRAINLTY OFF ONCE IT'S SET, IT'S BLUE EMPTY TRAIN HOUT
\
\
@/ " Or =77\ @ @ @ O
® OO®QO / \/ @ | ; ;| (Q00KO P ¥
~ - |
: WA b e e
/ Ss
FS S F
HHEAVY LT" "HEAVY LT”
HCHARLIE RT'I ”CHARLIE RT”
BLUE TREY LT @ GOLD SPLIT LT #4 WK= BAKER TRAILLI
NO #4 WK= § CHARLIE
POR CORNER T6 COME // ® ®
® @/ L |
® /) OOKOO \
l | / / @ @ ,Q ')X O @
L |
e M e ! M e

S "HEAVYLT"
"CHARLIE LT"

|
|
F§

"BAKER, TRAILER RT" és [
"CHARLIE LT"

TRAILER






"CLOUD"

"CLOUD"

HEAVY S GHOST 6

6 TECH HEAVY 5 0 TECH
TAG UFARI CONTAIN PRESSURE PRESSURE ~CONTAIN o
SQUAT
?\/IIDDLE HOOK if%TRF]%AL HOOK ADJUSTMENTS:
e S RRILAL BRSS 1 MAKE RALPH/LARRY WEAK
OR AWAY FROM #2 OPEN
2. /1 FAR = TAG CALL
[:2] (4]
RALPH/RALPH 3 INEAR/SPLIT = IN/OUT CALL
pr o 4 SLOT- CHECK CORA
SEC FORCE TAG LT SEC FORCE 5. YAC OR Y TRADE- CHANGE
DEEP 112 DEEP 1/2 RALPH/LARRY

. BUNCH = IN/JOUT CALL

. SAM/JACK- ALIGN LT/RT

.1 BACK = RE-ROUTE SEAM (2X2)
IN/OUT (3X1)

oo -1 N

o P Pl kD T AT, AN
S22 VIS TACK T ZUNE 1T

"CHECK CORA VS. SINGLE WIDTH SLOT

ISLOT LT

"CLOUD"

SEC FORCE

QUTSIDE 1/3

1] READWE
BWG@RAEE

HEAVY 5 0 TECH

HEAVY 3 6 TECH
CONTAIN PRESSURE PRESSURE  CONTAIN
30 TEH 3 TCH
HOOK #3 1ST TO FLAT CORA 173
"RALPH/RALPH"
"CHECK CORA"







“LVER DOT ® 1 TRIPS LT 2.
"ALERT "DOG"
"ESUD WEBB" CL%JD @CLOUD ® O ON FLOW
a6 O OOL - TOOOKOO ®
s M W J © ¢ s M W ¢
c squat squat V/H squat
squat 3101 V/H
' SS RALPH FS ss RALPH FS :
KATHY RT “INJOUT LT" "KATHY RT"
DOUBLE LT @ 3. TRAIN LT ® 4
CLOUD CLOUD CLOUD "DOG"
@ O @& ® O ON FLOW
OOKOO ® ®O0OKR0O ®
C S J J :
M W c c s M W c
squat V/IH 3to1 squat
S8 HARRY ES CK ZONEIT VS.2 MAN SS RALEH FS
” CKZON INJOUT
KATHY LT "RE-ROUTE" SEAM | "INJOUT LT" "KATHY RT"
STANFORD CK BOSS @ 5 TRIPS BUNCH LT @ 6.
"LARRY, LARRY" ® CLOUD "DOG"
"Cé i S ® 6 O ON FLOW
3 K
® ololelnelvgs ® OOHOO, O
squat squat
¢ wew ¢ RALPH
S8 niouT FS
ES "IN/OUT LT "KATHY RT"
(YAC) | Y OFF @ e GEMP DOLPHIN DBL FLIP H OS 8
® CLOUD O CK STRONG
CLOUD @/ " O---> cCLouwd | () (X anrE st (2)
@ OOROO ® © OO0IO® ©
C
C M W C t c Vi W J
squat RALPH TO LARRY squa %%77 LARRY
TAGLTTOTAGRT ¢ Lo o
"KATHY LT" "TAG RT" "LIZ SKY" M ALERT AREA







REGULAR DOLPHIN LT
"RALPH, RALPH"
KATHY KATHY
@ ' ; ®
® O\Ul
E
C S o J
ss
FS
¥
REGULAR DOUBLE RT | |
"RALPH, RALPH"
®
© , % ®
® O o000
N E J
S C
c W M
FS S8







COVERAGE SECTION

'S. WEB FLOW

(NO READ) VS. ALIGNED WEBSTAY N2

FS

STAY IN2

2. VS. BOTH RELEASE
READ IT

O

O

S/ O0e
o
/SS

PLAY 2 VS. BOTH RELEASE

OO
W

FS

3. VS. 1 BLOCKING

ROLL IT VS. 1 GUY BLOCKING
OR 1 BEHIND 2 VS. SPLIT FLOW

"ROLL IT"







(EX. BASE "STRONG" 3 A@"ﬁ“@ BASE WEAK JACK 2 CHK STRONG)

I ULARISLOT UNBALANCED
CHK STRONG CHK R
@
)
sS
C
FS
SILVER DOT TREY CHK STRONG CHK R STOUT
® @
@ O
SS 8
C
o FS
SILVER TREY (UAC) FIST OR READ IT
CHK STRONG CHK R STOUT ON MOTION
O
OXOX XOXOXO)
S E N E 4
SS W M c
C /
FS
/
SILVER GUN EMPTY DOLPHIN H WIDEST CHK STRONG
O
@ @ INDTE 1STTE @
O) ONORIEOXO)] O)
E N E

C M W J c
FS
"LIZ SKY" SS M ALERT AREA






EEB&@KERBE V@SWBE

J

BAIL. 173 9 TECH 5 TECH TILT. 3 TECH GHOST 6 BAIL 1/3
CURL FLAT CONTAIN PRESSURE PRESSURE  CONTAIN SEC EORCE

30 TECH 30 TECH
STRONG HOOK WEAK HOOK
(I FAR/SPLIT)

"CLQSED;@LEFT NO #4 WEAK= 3 BUZZ MABLE
R! P SKY CURL FLAT (Il NEAR)

MOF CURL FLAL 3 TRIPS= 3 BUZZ MABLE (SAM WALKS)
FORCE SE BREAKS= RIP/LIZ

VS. YAC- TINA= RIP/LIZ SKY

'Y TRADE= RELOAD FRONTS
EMPTY= CHECK ZEBRA

' BUNCH= LINDA/RITA BUZZ

ADJUSTMENTS

1. MIKE MAKE CLOSED LT/RT CALL

2. BACKFIELD SET DETERMINES COVERAGE
#4 WEAK= COVER 6

~N oo

CHECK FIST VS. SLOT
[SLOT LT

lWSKYlQ

"SMASH ALERT"

GHOST 6 3 TECH TILT 5 TECH HEAVY 9 TECH
CONTAIN PRESSURE PRESSURE CONTAIN  CURL FLAT

M

30 TECH 30 TECH

FIST 1/3 FORCE STRONG HOOK WEAK HOOK ]
SEC FORCE ﬁLEig 113 .
FIOLREAD "CLOSED RIGHT™ READ FORCE

"FIST LEFT"







J/FIST

"CLOUD" "CLOUD"

SINK 6 TECH HEAVY 5 OTECH  3TECH CRASH 6
SEC FORCE - CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE

30 TECH 30 TECH

MIDDLE READ VERTICAL HOOK ADJUSTMENTS:
1. MIKE MAKE CLOSED CALL
2. BACKFIELD SET DETERMINES COVERAGE
w v #4 WEAK (I FAR/SPLIT) = COVER 2
CLOSED LEFT NO #4 WEAK (Il NEAR) = 3 BUZZ MABLE

3. SLOT = CHECK FIST

DEEP 1/2 DEEP 1/2 4.Y TRADE - CHANGE CLOSED CALL
SEC FORCE SEC FORCE 51 BACK - RE-ROUTE SEAM (2X2)
T = 6.2MANSTACK=ZONEIT

JSLOTLT

"SKY" "READ"
O |

1" " ol : |
SMASH ALERT 3ITECH  O0TECH HEAVY S HEAVY 9 TECH
CONTAIN  PRESSURE PRESSURE CONTAIN CURL FLAT

@ FIST , 30 TECH 30 TECH

-y FORCE STRONG HOOK WEAK HOOK

FIST 1/3 . READ 1/3

SEC FORCE . - READ FORCE
2TO 1 READ CLOSED RIGHT S

"FISTLEFT"







LL IT)

"BACKER"

BUMP MAN 9 TECH 5 TECH TILT 3TECH GHOST 9 BUMP MAN

SEC FORCE 1ST FLAT CONTAIN PRESSURE ~ PRESSURE- CONTAIN SEC FORCE
10 TECH 40 TECH/ ADJUSTMENTS:

4ON3FUNNEL 4 ON 3 FUNNELFUNNEL H pixE MAKE CLOSED CALL

2. SAFETIES MAKE DOWN CALL TO TE
3. ROCKET TE SIDE BREAKS, SAFETY
TAKEIT

"C LQS E B LEFTB F 4 ROLL IT SE SIDE BREAKS, WILL TAKE IT
€8 QQWN LEFTW 5. CORNERS MATCHUP ON SLOT

COVER Y VERTICAL MO 6. vs. YAC =SAFETIES SPIN
PLUG FILL 7.vs. Y TRADE = RELOAD FRONT
0 - 8. vs. BUNCH = LOCK & LEVEL
9. vs. 2 MAN STACK = PUSH 1 BEHIND 2
10. vs. EMPTY = RAZOR
SAM-TE; WILL-F; SAFETY-H, MIKE-RAT

SPLITSLOT LT

A CKER" "BACKER"

O 7

O:) ROPW
g

GHOST9 3 TECH TILT STECH  9TECH

BUMAN CONTAIN PRESSURE PRESSURE CONTAIN  1ST FLAT
SEC FORCE N/ M
40 TECH 10 TECH

4 ON 3 FUNNEL 4 ON 3 FUNNEL

"CLOSED RIGHT™
"DOWN RIGHT"

FILL COVER Y VERTICAL
MOF PLUG







BACKER

T
VERDOT /@ BACKER 1. TRIPSLT _oover B 2.
BACKER P ROCKET BACKER CK A2 BACKER
@ ® @
KO0 - T9o0OR0O, ®
c J c 1S c
ES s MW
CLOSED LT DOWN RT CLOSED LT ES DOWN LT
SS
DOUBLE LT @ BACKER 3. TRAIN LT 4.
ROCKET T BACKER

BACKER R

® © @OQEOE\ ®

C S / \ J | |
/ \ | | S
M w Ffs © C ss nh W
CLOSED LT sS DOWN RT CLOSED LT S DOWN LT
(HUM WK) NEAR FLEX BACKER 5. TRIPS BUNCH LT B.
BACKER ® ®  RockeT BACKER ~ROCKET I BACKER
® [L O . @ ® O X
® = /OOROO® “© OOHCO), @
| § ! / \ C
W |
c © > M>gs 4 c , M W
85
CLOSED RT DOWN RT DOWN LT
FS "LOCK & LEVEL" FS
CLOSED LT
(YAC) | Y OFF (W) SKY 7 TRAIN LT H OUT 8.
CK RAZOR
s oKER —Eg BACKER o BACKER
oo -0 ©c o O la
® . OOROO)! ® ~ POOHOO| ' @
\ | J
\%S My C C W i #S C
CLOSED LT S\\\%F DOWN LT CLOSED LT sS
CK SPIN RT






"BACKER"

9 TECH 5 TECH 0 TECH 5 TECH I—IOST 9
; BUZZFLAT CONTAIN PRESSURE CONTAIN  CURL FLAT
FORCE
BAIL1A3 30 TECH 30 TECH BAIL 13
SEC FORCE MIDDLE HOOK HOOK CURL SEC FORCE
2 TO 1 READ
ADJUSTMENTS:
"CLOSED LEFT” 1 MIKE MAKE CLOSED CALL
“LINDA BUZZ" LA ™%
HOOK/CURL 3. SAM/JACK- 1ST TO FLAT
PLUG 4. NO RIP/LIZ OR FLOW RULES
5 BUZZ SAFETY- HOLD OFF #2 VERTICAL
6 ILBER TO BUZZ-MIDDLE HOOK
| SLOT LT
"BACKER™ “"READ"
. . 0 TECH 5 TECH 6 TECH
%—CZ—E%L ot PRESSURE CONTAIN CURL FLAT
30 TECH 30 TECH
! MIDDLE HOOK HOOK CURL READ 1/3
BAIL 13 =
SEC FORCE o o
" TO1READ CLOSED RIGHT

LINDA BUZZ
PLUG

"LINDA BUZZ"







SILVER DOT ) EIlNO[)SA\EgUgZ 1. TRIPS LT cK A2 Eul&%%gugz 2.
®
2 5000000 %oocgo\ ®
—° K c ¢ 7 R ,
W c
S~ K
j IS M/FS \« Sé iA/FS
A
@ ® O
Jolelelzele J\@ ® @ L0000 @ ®
oMW C, % .
o < ] Fl L or T f
SS— FS S ._Fs
STANFORD @ E#\J%S,&EguLsz 5 TRIPSBUNCHLT (5 Eﬁ\n%iEguLsz 6.
- S ® ® O
® ®QOMOQ 1 . 9 OCHOO, — ©
S T N T |5 /S J’\ .
TR R R
I N s s
(YAC)LY OFF () CLOSEDLT 7 TRAIN LT H OQUT CLOSEDLT 8.
LINDA CK CK TEAR CK ZORRO
@ RITA BUZZ O
i & It @ -/
@ ?QQQQ ® OOOKOO W ®
N
c / A ? J S~ ¢ j’/ ° \ f K — .
s/ ss— S ' SS . —Fs ¥







BLUE FLEX LEFT

"CLOUD" “"CLOUD"

"ALERT SMASH"

|
|
!
!
|
/

"ALERT SMASHY
~ !
|
|

BUMP

BUMP % SQUAT

RE-ROUTE SEAM

ADJUSTMENTS

1. SAFETIES MAKE KATHY LT/RT
CALL VS. ANY 2X2 SET

2. MAC PLAY 3 TO 1 TECHNIQUE VS.
ANY 2X2 SET

3. PLAY INJOUT VS. ANY TRIPS
FORMATION

4. ZONE IT VS. ANY 2 MAN STACKS

5, FLOW PASS RULES

"RE-ROUTE SEAM'E

"KATHY RIGHT" neer 1o

DEEP 172

BLUE TRAIN LEFT

"CLOUD"

|

|

1

|

|

|

|

*
IN/OUT

"CLOUD"

®

Z
=

|

723
ot
>
]

MIDDLE HOOK VERTICAL HOOK

"INJOUT™
DEEP 172 VS‘ TRpS DEP 12







BLUE GUN NEAR FLEX LEFT

"CLOUD" “"CLOUD"™

"ALERT SMASH"

SQUAT

SQUAT

KATHY RIGHT" FS

DEEP /2

DEEP 1/2

BLUE (ZAC) GUN FAR FLEX RIGHT

O "CLOUD"

- =TT o T T T T T T T AT T T T i

"CLOUD"

oo mm m e m—mm e m e m e — —— —— o — o — = —— = »
IN/OUT ﬂ; A\

TO MIDDLE HOOK VERTICAL HOOK

HOOK TO TO3TO 1

VERTICAL HOOK

v MTHY LT







NICKEL/DIME EVEN 2 ZONE (BUMP) : ADJUSTMENTS

MASTER
BLUE FLEX RT BLUE TRAIN LT
" CLOUD" "CLOUD" "CLOUD" "CLOUD"
C M * C C * $ M C
SQUAT VERTICAL  3TQ 1 HOOK SQUAT| sQuAT INOUT INJOUT VERTICAL SQUAT
HOOK #2 & #3 #2 8 #3 HOOK
/ : ¥ S F
DEEP 1/2 "LEACH RIGHT" "IN/QUT LT"
DEEP 1/ DEEP 1/2 ANWMUL L0
"KATHY LEFT" "KATHY RT”—DE—P—;?;\
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
CLOUD’ CLOUD CLOUD “CLOUD"
5 T = U T = N e o A b
® O @ ® @ @)
C $ M * C C ' $ M - C
SQUAT ;I‘g/ggg INOUT  VERTICAL SQUAT | SQUAT VERTICAL 3701 HOOK  SQUAT
#2 & #3 HOOK HOOK RO
FS S F
¢ o in ULEACHRIGHT" PEEP12 peer12 88 youT LEFT DEEP 172
10 10
"IN/OUT LEFT" "LEACH RIGHT"
YAC) TRAINLT Y OF
BLUE (YAC) TRAINL é‘@ F BLUE EMPTY TRAIN H QUT
”CLOUD" ”CLOUD” "CLOUD" ”CLOUD”
Soo800 ® © goooo © @
c M wous (S| S M $ C
SOUAT VERTICAL |N/OUT SQUAT | SQUAT IN/OUT VERTICAL
. HOOK #2843 sz‘z & #3 #2 8. #3 o HOOK SQUAT
————DEE;ﬁ "LEACH RIGHT" \ DEEP 12 DEEP12 FS  win/OUT LEFT" S\ DEEP 112
TO AT RTCTT
R/OUT RIGHT" / KATHY RIGHT
BLUE TREY LT ® GOLD SPLIT LT
*POSSIBLE CHECK
"CLOUD" BRONCO ® O
t I " 1t 1 133
® O "CLOUD" CLOUD CLOUD
* C
M
ng AT INFOUT INJOUT VERTICAL ~ SUAT C * M $ c
2845 p2a#s  HOOK sQuAT  INOUT  INOUT  vERTICAL SQUAT
¥ &d3  #28%  HOOK
S DEEP 112 FS peep 12 HOOK
DEEP 1288 " e FS DEEP R







BLUE FLEX LEFT

BUMP MAN

"TITE RIGHT™
"DOWN LEFT”

DOWN TOQ SE

BUMP MAN

ADJUSTMENTS

7. MAC MAKE TITE LT/RT CALL

2. SAFETIES MAKE DOWN LT/RT CALL
- OPPOSITE $

3.M/$ BOSS AWAY FROM SAFETY

4. M/SAFETY= 2 ON 1 FUNNEL ON RB

5 YAC= DO NOT SPIN SAFETIES

FUNNEL IS SET ($ DOES NOT

TRAVEL)

6. BUNCH= LOCK AND LEVEL

7.2 MAN STACK= PUSH #1 BEHIND #2

8. ALIGNED EMPTY= CHECK RAZOR

9. MOTION TO EMPTY= 2ND BACK RULE

ADJUST OUT
10. VS. Y FLEX= WE CAN CHECK 1
INVERT VS. GOOD TE

LUE TRAIN LEFT

1
|
|
l
|
|
1
ks

S
>
z

|

"TITE LEFT”

"DOWN RIGHT"

BUMP MAN

2 DOWN TO SE






NICKEL/DIME FLEX 1 FUNNEL: ADJ USTMENTS

BLUE FLEX RT

BLUE TRAINLT

o)

@
©
Q
=
&

‘ |

Z

=

|

& \
e ,
BUMP MAN $ M \ *
MANTE 20N 1
F [Tl il S
wor\_ DOWNRIGHT" 5 oy

¢ ! ¢ | /
BUMP MAN BUMP MAN  # $
MAN TE BUMP MAN MANTE 2ON1 \ BUMP
MAN MAN
s%\'nkorw RIGHT" , Ss\ S
S MOF_ "DOWN RIGHT" 20N1
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
/A /A
_______ o Y U
@ h 1O ® ©) / E‘\
\
| @ OQ&QO © OO@/ QO )
BUMP o e Y ‘ “: BUMP

BUMP MAN MAN AN
MAN TE 2 ON 1 -
SS. 'DOWN RIGHT" ES
OF 20ON1

BLUE (YAQ) TRAIN LT Y OFF

*FUNNEL 1S SET I\
$ DOES NOT TRAVEL R

OORIOO0

BUMP MAN I\W
ON

a®

o8}

|

=
z

|

BLUE EMPTY TRAIN H OUT

*CHECK RAZOR VS. EMPTY

\ I

¢ YoM

RAT

P @OO%QO P
&

w
|
=
T

BUMP MAN MAN MAN TE

FS. 'DOWNRIGHT" SS
MO\ MAN H

|

=
>
z

|

BUMP MAN MAN

GOLD SPLIT LT

® ®

(I |
|

® ¥ do%od

o)

\ \

;M $
2 ON MA

w
C
=
]

|

BUMP MAN

<=
=
pd

|

S "DOWNLEFT'  gg
20N 1 / MOE







48 ZONE OP

& 48 1 FUNNEL (POINT)

ZONE OPEN / 1 FUNNEL (POINT)

2.48 ZONE OPEN / 1 FUNNEL (POINT)

O p E N T E
E N T E ¢
l c M $
c i $ 5
§ FS ss
FS Kss (
VS, TREY

O
Q
O OoO0®O00 | Q
| | \
E T N E |
s M ss ¢

4. 48 ZONE OPEN
O

O o O
O0O0®00

E T N E

c Uy
o $ & MAC MINUS
* CORNER MAKE s w Ay FROM CORN
AN "I'M HERE

CALL sSs Fs

N







PrAcTICE  NoTES (d’z} SUNDAY AvewsT T, 0B
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*E

FRONTS COVERAGE PRESSURE
1. 40 1. DBL 8 MEG /4 AUTO 1. 40 SWORD OSCAR
2. 41 2. 9RAT 2. 41 CANNON OSCAR
3. 49 3. 2 SLIDE 3. 40 SPARROW
4. POINT 4. DBL 2/4 4. BASE TITE RUSH 90 SAFETY
5. DBL 6/ 4 (REG)
6. DBL 6 ADJ /4 (SIL)
BASE CALLS
1. BASE UNDER (SHADE) DB. 8 MEG/4 AUTO
2. 40 POINT (SOLID) 9 RAT
3. 402 SLIDE
4 40 DBL 2/4
40 DBL 6 / 4 (REGULAR)
6. 40 DBL 6 ADJ/ 4 (SILVER)
7. 40 SWORD OSCAR
'8. 41 CANNON OSCAR
9. 40 SPARROW
10. BASE TITE RUSH 90 SAFETY
SUB DEFENSE
FRONTS COVERAGES PRESSURE
1. JACK (ALL FZ WITHDB COMING | 1. N. EVEN TEXAS ADJ
TO TREY SIDE)
2. BRONCO 2. N. OKIE RAC TOM 0
3. TREY RULES 3. N. EVEN MOCCA A
SUB CALLS

. OKIE SHORT TRIPLE 88 / 6 BRONCO

OKIE RACTOM 0

. N
2. N. EVEN TEXAS ADJUSTED
3. N

N

. EVEN MOCCA A




“TITE LEFT”

O

S W
(50) (10) (40)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
AWAY CONTAIN
RE CALL 5 TECH BALL - OG CGAP C TRAIL CONT
0
3T CALL 2 on BALL - OG B GAP B GAP 2
'A'TO
NT AWAY 2i BALL - OG A GAP A GAP BALANCE
CALL RUSH
TO 6 TECH BALL - TE C TRAIL CONTAIN
LE CALL - C GAP RUSH
BY BLOCKING| NEAR BACK
SAM TO CALL SCHEME & UNDER KEY D GAP A GAP COVERAGE
DA 50 50 COVERAGE BALL FLOW
BY BLOCKING| NEAR BACK
MIKE TO CALL 10 SCHEME & UNDER KEY A GAP ?Ié\?v" gSXSRAGE
LA 10 COVERAGE BALL
: BY BLOCKING| NEAR BACK
WILL AWAY CALL 20 SCHENE & UNDER KEY 5o vt COVERAGE
40 COVERAGE BALL

NOTES: FRONT SET WITH "TIGHT RT or LT" CALL

VS SILVER DOT

@ "TITELT”

"BOOST RT"




"TITE LEFT"
O
OO O
[
(5)
S Af
(50) (10) W
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
AWAY 5 TECH BALL - OT CONTAIN
RE CALL NEAR BACK C GAP C TRAIL
RUSH
TO 3 TECH 2 WAY
3T CALL BALL - OG B GAP B GAP e
, 'A'TO
NT o TILT BALL - OC A GAP A GAP BALANCE
— RUSH
TO 6 TECH BALL - TE CONTAIN
LE CALL NEAR BACK C GAP C TRAIL conT
BY COVERAGE NEAR BACK
AND
SAM oL 50 BLOCKING UNDER KEY Do AGAP COVERAGE
Pt 1204 SCHEME BALL
BY COVERAGE NEAR BACK
i TO AND
MIKE CALL 10 BLOCKING UNDER KEY AGAP STACK COVERAGE
SCHEME BALL
BY COVERAGE NEAR BACK
WILL AWAY AND B GAP STACK COVERAGE
40 BLOCKING UNDER KEY
CALL SCHEME BALL FLOW FLOW RULE
NOTES: LronT SET WITH "TITE RT or LT CALL
BOOST vs 3 MAN SURFACE TO SE SIDE
VS SILVER DOT
O “TITE LT
"BOOST RT"

O OO

(oL )
E

W

O




VARIATIONS I 41 FRONT
(Y MOVEMENT)

"YAC
BOOST O

0

| r U
l@@@é
T E

W M

s

(FRONT MOVEMERNT)

"YAC”- RESET
TITELT - RELOAD

O
O

é©©§©©‘
E T

N E

W i S

"Y-TRADE"
TITELT - RELOAD O
O
N
& = |
OO@O0
E T
S M W

TOM
s i W
PIRATE O
O
S M W
@)
CUE ®
s M W
JAM




“TITE LEFT™

O

{9) L5 (3) (TILT) (L5)
SS M W
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
AWAY LOOSE 2 GAP CONTAIN
RE CALL 5 BALL - 0G 2 GAP RUSH
10
3T CALL 3 BALL - OC 2 GAP 2 GAP 2
‘A TO
NT AWAY TILT BALL - OC A GAP A GAP BALANCE
NG CALL
RUSH
; TO LOOSE ) CONTAIN
,..LE CALL ; BALL - OT C GAP C GAP RUSH
BY BLOCKING
° SCHEME & TE STACK COVERAGE
SAM TECH READ COVERAGE | TRIANGLE D GAP TO FLOW RULE
BY BLOCKING| NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY B GAP S COVERAGE
e COVERAGE BALL
BY BLOCKING| NEAR BACK
WILL sl READ SCHEME & UNDER KEY c GAP STACK o | SOVERAGE
COVERAGE BALL
NOTES:
=== ERONT SET WITH "TITE" CALL
CAN USE WITH "STEM" CALL -  IF STEM - MIKE LB GIVE MOVE CALL
RUN STRONG RUN WEAK




‘POINT’

"TITE LEFT”
SAM CHOKE
O
O
/
E
(8)
W
(19) (40)
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY PASS
AWAY LOOSE BALL - OT
RE CALL 5 TEGH NEAR BACK C GAP C TRAIL CONTAIN
RUSH
TO 2 WAY
3T CALL 3 TECH BALL - 0G B GAP B GAP RUSH
T A TO
NT oy 2i TECH BALL - OG A GAP A GAP BALAN~E
— RUS}
LE &2 8 TECH BALL - TE b GAP b TRAIL CONTAIN
ALL NEAR BACK RUSH
BY BLOCKING
SCHEME & C GAP COVERAGE
SAM 6 TECH 6 TECH SCHEWE & TE C GAP oV
E BY BLOCKING| NEAR BACK
MIKE 10 READ SCHEME & UNDER KEY A GAP STACK gSXEEERAGE
— COVERAGE BALL FLOW
WILL w0 FEAD BY BLOCKING| NEAR BACK 5 GAP STACK COVERAGE
YYiLL SCHEME & UNDER KEY FLOW Lo ROLE
COVERAGE BALL W
NOTES:
= FRONT SET WITH "TITE LT or RT" CALL
Vs SILVER DOT CHECK WIDE
RUN STRONG O CHECK WIDE O
(EASY)
000000  © eXelinl ol
E's N\/ E E S T N E
M W M w F




1 1 WEAPON - NO DL DROP
E LT SWORD = SAM LB

TSKYT "BACKER"
ZONE AN

58

BAIL TECH MAN
#2 VERTICAL DEPTH N
& DIVIDE, Do)
#2 SHORT-MAN SQUEEZE #1 H
CONTAIN ADJUSTMENTS
7. MIKE MAKE TITE LT/RT CALL
. 2. VS. TWO 3 MAN SURFACES
MIKE MAKE BOOT LT /RT CALL
o . 3. SAFETIES MAKE ZONE/MAN
S TITE LEFT CALL TO TE UNLESS #2
e , e o REMOVED TO SPLIT SIDE THEN
FLAT "SWORD LEFT” M OSCAR ADJUST
PLUG "ZONE LEFT” FILL
SLOT LT

UBSWUD UUA@KERUU

==
k|

CONTAIN
@) &) RUSH
B Y =
WALL FLAT Vi 1N RUSH
- T
HOOK 3 WALL FLAT CONTAN 5.
&

FIRE ZONE 1/3

FS
5 wor  “TITE RIGHT”  uarois

"SWORD RT”
"OSCAR LEFT"




40 SWORD: ADJUS

SILVER DOT ® 1 TRIPSLT TiTELT (B >
ZONE LT
TITELT OOT RT
@ , ® @
7 oY | | | © 9
| c E
c W
MAN LT (HOOK 3)  (WALL/FLAT) MAN (HOOK 3) (WALL/FLAT)
DOUBLELT p7g 1 (3 3. TRAIN LT 4
OSCAR RT TITELT _
bk
%
; o0 © 00  ©®
E , E
MAN W sS - C c
(V\IALL/FLATXHOOK 3) (WALLFLATMAN (WALL/FLAT) (HOOK 3 (WALLFLAT) VAN
FS MAN FS
(MOFN IN/OUT
SWORD LT TITELT
STANFORD (H) OSCARLT 5 TRIPS BUNCH LT ® 6.
TITELT A
@ @ @
o) ® XIO0
a5 E T E
C
¢ S i w T HOOK
OSCAR (HOOKS) OSCAR 88 ( & MAN
FS C SAFETY L — FS
(YAC)IY OFF 7 TRAIN LT H OUT 8.
TITE LT TITELT LEX
) @ ® ®
@ Nele. ®
C C E
(WALL/FLAT) (HO ¥ W
SS
ZONE LT \ VIAN FS MAN
CK ZONE RT INJOUT




ﬁ LT WEAPON- NO DL DROP

m———— CANNON =WILLL LB
, : : TF YV AYAL
"BACKER™ SKY
=
D
= C
BAIL 133 6 TECH B GAP A GAP MAN
PRESSURE PRESSURE SEC FORCE
g% Y L% ADJUSTMENTS
= i BLITZC 7. MIKE MAKE TITE LT/RT CALL
WALL FLAT 2. MIKE MAKE CANNON LT/RT CALL
‘ . CONTAIN 2 MK
v 3. SAFETIES MAKE ZONE/MAN CALL
“TITE LEFT” TO SE UNLESS #2 REMOVED TO

"CANNON RIGHT™ SPLIT SIDE THEN OSCAR ADJUST

¢ Rugehs ”Z@NE RTW

[ SLOT LEFT

wgw UUBA@KERUW

CUE A GAP B GAP
e - PRESSURE
A PRESSURE ~  PRESSURE PRESSURE
CONTAIN Wi '\/\/\/\/\/\/\/\/\/\/\/\/\/\/v\/\/\/»
SR il D =
@ HOOK 3 WALL FLAT @

HARD 1/3
FIRE ZONE 1/3

"TITE RIGHT™
WALL FLAT N@ANN@N LEFTW

M : “OSCAR LEFT"




SILVER DOT @ CANNON RT 1. TRIPS LT CANNON RT 2.
TITELT @ o
® N
@ ®
¢ c
C MAN
VAN INJOUT ES MAN
DOUBLE LT
3. TRAIN LT CANNON RT 4.
TITE LT TITE LT
@
@ O
Q .
c
MAN
MAN ss OSCAR IN/OUT
ES
SWORDLT TITELT
STANFORD (W) OSCARLT 5 TRIPS BUNCH LT CANNONRT 6.
TITE LT ’
E T
c ss s E c
S MW c M
(HOOK 3)
OSCAR SAFETY MAN
FS c SS— FS
(YAC)1Y OFF ®  CANNONRT 7 EMPTY (TRAIN LT H OUT) CANNONRT 8.
TITE LT TITELT
®75 -~ O @ ® & W\ @
® AOROO ® O
| > . T E
c s M c c M
MAN .
IN/JOUT Sg\b S OSCAR

ZONE LT S
CK ZONE RT S




)

SLANT B

SLANTC  HEAVY3 JET A

PARROW (prES

S BIRD BLITZES)

"BACKER"

PRESURE PRESSURE PRESSURE  PRESSURE
i e ;
@ ., OFF INSIDE MAN
OFF INSIDE MAN RUSH COLT RUSH SECEORCE
SEC FORCE SPILL CONTAIN  ADJUST SPILL CONTAIN /?,Dnj}JKSETmE;STITE LT/RT CALL
2" SAMAWILL MAKE CHARLIE LT/RT CALL TO
. . ANY 2 MAN SURFACE
_ i 3. SAMAVILL MAKE HEAVY LT/RT CALL TO

% WTETE LEFT . ANY 3 MAN SURFACE

D e 4 SS-TE MAN

COLT WHEAW LEFT TS FS- SE SIDE BACK (OFFSET BACK)

ADIUST 6 DIUST MIKE- TE SIDE BACK (AT HOME BACK)
NCHARL E RIGHT 5 COLT COVERAGE VS. |

o 6 SS/FS COMBO VS. | NEAR
Q@@@_L 7 BUNCH= TRAFFIC
3 S A fF y =
40 SPARR
| NR LT H - -
"BACKER" / BACKER
/

,

.»gm | 1
SLANT C HEAVY 3 /’ JET A SLANT B
PRESURE PRESSURE | PRESSURE PRESSU
OFF INSIDE MAN RUSH 10 TECH RUSH
SEC FORCE SPILL CONTAIN MANH SPILL CONTAIN
“TITE LEFT”
& R
"HEAVY LEFT” comeo

"CHARLIE RIGHT”

Sty
OFF INSIDE MAN
SEC FORCE



40 SPARROW: ADJUSTMENTS
SILVER DOT @  TmELT 1 TRIPS LT ), TTELT o
HEAVY LT HEAVY RT HEAVY LT CHARLIE RT
® @
o@@@@d ®
T c C C
c I' s EIW W |
!
! !
SS ES SS
DOUBLE LT TITELT 3. TRAIN LT ® TITELT 4
HEAVY LT | . CHARLIE RT HEAVY LT CHARLIE RT
® JI1 O \®
c | ,'
C
Fs
(HUM WK) NEAR FLEX TTERT 5 | TRIPSBUNCH LT TITELT 6.
CHARLIE LT @ HEAVY RT HEAVY LT CHARLIE RT
N i3
@ @ |
) é Q) &
I AN
c c " , c
gs
Ss- -~
'3 WAY"
(YAC) 1Y OFF ®  TITELT 7 | EMPTY (TRAINLTHOUT) TITELT g
HEAVY LT CHARLIE RT HEAVY LT CHARLIE RT
CK CHARLIE CK HEAVY N
)
@ /;QO Té@é\‘ ®
!
C c W C
| SS |
SS—— o s Fs

START IN COLT

COMBO AFTER YAC




e
2,
peg

£

H 90 SAFETY

\ "BACKER"

Gs e \ - .
BUMP MAN RUSH SPILL 41 TECH 0 TECH AITECH  RUSHSPILL
A CONTAIN PRESSURE PRESSURE! PRESSURE CONTAIN
_—— q A
SCRAPE ADJUSTMENTS
BANJO ] MIKE MAKE CLOSED CALL
2. SAFETIES MAKE DOWN RT/LT CALL
3 SSMIKE BANJO vs. 2 BACK SET (WITH I & 1 NR)
"CLOSED LEFT"™ 4 1FAR = COVER 90 (SAM OUTSIDE)
= @ 5 SS/MIKE COMBO VS. 1 BACK WING
"DOWN LEFT™ = 3 6 COVER9vs ANY 1 BACK SET WITH SAFETIES
- _— ADJUSTING
BANJO = Rl P/LlZ ELL 7. vs. YAC = SAFETIES SPIN
POST 3 ys Y TRADE= RE-LOAD FRONT
9 vs BUNCH= SAFETY CALL
10. VS. EMPTY= MATCH UP

"BACKER”

It

Q.

RUSH SLL 41 ECH I oTECH 41 TECH RUSH SPILL
SEC FORCE. CONTAIN PRESSURE /’ PRESSURE PRESSURE CONTAIN
SCRAFPE SCRAPE
LOCK H BANJO
"CLOSED RIGHT” _
E
POST "DOWN RIGHT" PLUG

ol BANJO



SILVER DOT () CLOSEDLT 1. TRIPS LT CLOSEDLT 2
|
® e ® o 6
. S'\ E N E Y c s J
M W | c COMBO 1 M W c
ES s ,
DOWN RT
S8 DOWN LT e FS
4 \
® O ® @
oE0p, v &@@
C s E N ‘\ E J |
—m W Es ¢
ss DOWN RT DOWN LT es
(HUM WK) NEAR FLEX CLOSEDRT 5
MIKEWILL TRIPS BUNCH LT @ CLOSED LT 6.
INJOUT "SAFETY"
N ®
s E J
SS DOWNRT C
DOWN LT FS
(YAC) I Y OFF / TRAIN LT H OUT CLOSED LT 19
) @ ® ®
@ ® | | )
c S o s \\ E J ¢
c W FS
ss DOWN RT ss

DOWN LT CK DOWN RT




NICKEL/DIME EVEN TEXAS

BLUE FLEX LEFT

GUANUQ

CROSS FACE
A GAP

%

MAN

LOOP SCOOP

LONGSTICIS l
CONTAIN N

BGAP

MAN

Al
WALL FLAT

"TITE RIGHT”
"TEXAS RIGHT™

Qeeet/

GOANGU

30

MAN
ADJUSTMENTS
1. MAC MAKE TITE LT/RT CALL
2. MAC MIAKE TEXAS LT/RT
CALLTOTE
3. MAC CHANGE CALL VS.
YAC
4. $ WILL RUN WITH YAC AND
BLITZ TO NEW TE SIDE
5. SAFETY TO TE SIDE WILL

BLITZ C GAP BLITZIN C GAP

6. DE OPPOSITE TE DROPS
7. VS. Y FLEX= SWITCH CALL

B/T FS AND MAC
BLUE TRAIN LEFT
"MAN" "MAN"
i
s
= - ? :
Rt LONGSTICK CROSS FACE LOQOP SCOQP
MAN oo B GAP A GAP CONTAIN
MAN

HOOK 3
IN/OUT 2/3

CONTAIN

"TITE LEFT”
"TEXAS LEFT”




NICKEL/DIME EVEN TEXAS ADJUSTED: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
® O @ ® @ O
©O0OK ® ©/OOKOO ®
c ) cl ¢ ~ c
(W/IF) (W/F) \L (H3) (W)
FS s (W) .
"TEXAS LEF;/% "TEXAS LEFT"f
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEXRT
®
® ® @
®
C c c « §Z
SS .
"TEXAS LEFT/ S8 / FS
"TEXAS LEFT"
BLUE (YAC) TRAINLT Y OFF BLUE EMPTY TRAIN H QUT
®
& " O- ® ® @ O ®
® OOXOO ® ©OOROCO ©,
c f c .
$ * C * M M
Ve (H/}j{ﬂ v W @) (WE) ¢
4
R e FS st §8 SRCROALL
:?EXAS RIGHT" CALL TO END
BLUE TREY LT ® BLUE MAKE GOLD SPLITLT
*WE CAN DECLARE EITHER POSSIBLE
POSSIBLE TREY CHECK WAY BASED ON WHERE @ “"GOLD CHECK"
THE TE ALIGNS ﬁ%
@ ® Q TODAY RUN TO TRUE TE'S ALIGNMEN
OOROO® ® O\
e ® OOROO ®
% E [
(WIF) _ 5 »
o ' (W) ¢ om ai%s) —, QU -
"TEXAS RIGHT"

"TEXAS RIGHT"

”

SS\




NICKEL / OKIE RAC TO

-0 (SLAM

BLUE FLEX LY

ou EASYGD

1. MAC MAKE TITE LT/RT CALL

"BACKER"

|

I

| |

B ‘ I\%AN : CONTAIN
' [ -
Qﬁ I 114 08
CONTAIN %%%N : EASY
"GIVE IT TO ME LEET” ADJUSTMENTS

"CHARLIE LEFT”

FS

TE MAN

2. MAC MAKE CHARLIE LT/RT

CALL TO 2 MAN SURFACE AND

BLITZ TO CONTAIN

3. SAFETIES COVER TE (BLUE)
SAFETIES COVER RB TO MAC
SIDE (GOLD)

4. BUNCH= TRAFFIC

5. EMPTY= RUNIT

wlLUE TRAIN LT
"EASY" H

i

et

BUMP MAN

CONTA
!

|
"EASY"

40 ALIGN BLITZ
RB MAN CONTAIN

"GIVE IT TO ME RIGHT"
"CHARLIE RIGHT"

=5

6 TACKLES RUN TOM GAMIE
AWAY FROM CHARLIE CALL

"BACKER"




NICKEL / DIME OKIE T'OM-0

BLUE GUN NEAR FLEX LT * MUST IN & OUT VS, BACK NEAR
(NO EASY CALL NO CHOKE ON TE)

"BACKER™

?

s

/OU

"GIVEITTO ME LEFT”

"CHARLIE LEFT”




N/D OKIE RAC TOM-0: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT o
"EASY
0 o 9
| / / )
c / ’ |
TE é ’L i
4 (RB) ¢
"GIVE IT TO ME RIGHT"!
"GIVE IT TO ME RT" "CHARLIE RT"
Fs [CHARLIERT. SZ —7FS
MOF
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT

gasyr O
A
R —O Q
{ @ O O O Q [ Q
! | \ c 1
/ &
¢ (TE) (R$B) * é;
"GIVE IT TO ME RT" "GIVE IT TO ME RT"
YCHARLIE RT" SS FS "CHARLIE RT"
E MOF KSS
BLUE (YAC) TRAIN mg OFF BLUE EMPTY DOLPHIN H OUTSIDE
/ , R o H r4 é;
@ AP \ © ¥
/ N | \ * ! E \ |
/ E) | \ | I | \ \
¢ (RB ) L $ ¢ * sS C
"GIVE IT TO MERZ\\‘ "GIVEIT TO ME LT"
"CHARLIE RT" "CHARLIE LT
F l FS
MOF
BLUE TREY LT GOLD SPLIT LT ~ ** CK UNDER FRONT
QO o CK MAC COVERAGE
EASY
© ©
® | 1 [doedow @
l | ' [ E © I @
| i ! | \
- * | $ ( E) ! { \ \
C (RB) & * REB R$B 5
"GIVE IT TOME LT" "GIVE ITTO MELT"
"CHARIE LEFT" "CHARLIE LT”

SS
T MOF FS

SS MOF FS




NICKEL / DIME OKIE RAC TOM-0 vs. GOLD = UNDER RAC TOM-0
GOLD SPLIT LT

"BACKER" "EASY™

"GIVE IT TO ME LEFT"
"CHARLIE LEFT"

RB MAN TE MAN
(MAC COVERAGE) M




NICKEL EVEN MOCCA
BLUE FAR FLEX LEFT

SKY UGESYUU

BLITZ ‘ e - e TF MAN BLITZ
CONTA[%\»I : B GAP CONTAIN

OF“I\NSIDE MAN OFF/INSIDE MAN

ADJUSTMENTS
7_MAC MAKE STAR OR SAFETY CALL= BLITZ A
GAP TO CALL
. 2. $ CHOKE TE IN BLUE
= = 3 SAFETY AWAY FROM BLITZ, BLITZ A GAP
S =Z 4 BLITZ RULES:
i%% A. BLITZ OFFSET RB
B. NO OFFSET RB= BLITZ 2 MAN SURFACE
C. BLITZ STRONG VS. TWO 2 MAN
SURFACE/RB IN 3 SPOT OR GOLD SPLIT
5 ONCE BLITZ IS SET LEAVE IT ON
6 VS. MOTION TO EMPTY MAKE TRACY CALL TC
SIDE OF MOTION= SAFETY COVER
(MOTION TO A GAP SAFETY SIDE)

"STARISTAR"
FS%’ ‘ &j L LB v

' BLUE FAR TRAIN LEFT

"EASY" “SKY™

/

TE MAN

BLITZ
g  CONTAIN
S OFF
OFF/ INSIDE MAN INSIDE MAN

OFF/INSIDE MAN

"SAFETY/SAFETY" S
BULL/BULL" CONTAIN




NICKEL EVEN MOCCA A: ADJUSTMENTS

BLUE FAR FLEX RT

BLUE FAR TRAIN LT

¢
"STAR/STAR" " vsarETY/SAFETYFS
"BULL/BULL" "BULL/BULL"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT

S
STAR/STAR" "SAFETY/SAFETY"
"BULL/BULL" "BULL/BULL"
BLUE (YAC) TRAINLT ¥ OFF BLUE EMPTY TRAIN H QUT

MOTION TQ EMPTY CHECK TRACY

"STAR/STAR"
W/ SWITCH CALL

O Q‘D ®
C E |
c ; c
ss
FS "STAR/STAR" FS "SAFETY/SAFETYY
"BULL/BULL" "BULL OFF"

BLUE TREY LT GOLD SPLIT LT

SWITCH CALL: CORNER COMES

INSTEAD OF STAR

"STAR/STAR"
"BULL/BULL"




SILVER DOT TREY LT BASE STRONG 3 AUTO

CHK R
< STRENGTH OF FORMATION "L ARRY"
: @ "R STOUT LT”
BACKER
® @ 6% ]
COWLO OO
E N E J |
W M |
FS | 8
|
c c
CHK R STOUT SS
SILVER DOT TREY LT BASE UNDER O 1 ALERT
< STRENGTH OF FORMATION
"CLOSED RT"
"DOWN LT"
BACKER )
BACKER

o= =

i

"DOWN LT" FS



SILVER DOT TRE

SILVER DOT SLOT LT

<—STRENGTH OF FORMATION

®
® ©) 8
ONORORIIRONONO
BASE CLOSED SONIC TED 40 SWORD OSCAR
"CLOSED RT" "TITE RT"
"SONIC RT" "SWORD RT"
"2 LT "OSCAR LT"

<——PASSING STRENGTH
<—— CHK STRONG (R STOUT)

SILVER DEUCE SLOT LT

<————STRENGTH OF FORMATION

®
©) @
BASE CLOSED SONIC TED 40 SWORD OSCAR
"CLOSED RT" "TITE RT"
"SONIC RT" "SWORD RT"
"2 LT "OSCARLT"

<— PASSING STRENGTH

<—— CHK STRONG (R STOUT)



e i

"BACKER" "GLOUD"

N

O
O

& (%)

& =
el ed) - Y A
MEG 9 TECH STECH TILT HEAVY 3 GHOST 6 CLUB
SEC FORCE 1STFLAT CONTAIN PRESSURE PRESSURE CONTAIN FORCE
Y ! (KATHY)
30 TECH 30 TECH - )
" QUARTER HOOK VERTICAL HOOK ADJUSTMENTS:
_ 1. MIKE MAKE CLOSED LT/RT CALL
(NAIL) : 2. NAIL STRONG / KATHY WEAK
e . 3 ZEKE YY TRIPS. STOUT VS TRAIN TRIPS.
"CLOSED LT"” 4 CHECK AUTO VS. 2 OPEN WEAK
e = = 2 5 SLOT= CHECK 4/CORNER OVER
NAILT NAIL LT SECFORCE 6. YAC- SLIDE LBERS- CHANGE NAIL AND
PLUG DEEP 12  KATHY
"KATHY RT” 7.NAIL VS ANY BUNCH
§ EMPTY= SLANT STRONG/KATHY WEAK.
9. CK AUTO RIP/LIZ VS. ANY ONE BACK
DETACHED #2
 LOT LT CHECK 4 VS. SLOT
"CLOUD” "READ"
"LEACH"

OO @

J - |
Qb s Ceas S {
CRASH 6 HEAVY3  TILT STECH  6TECH | ¢
CONTAIN PRESSURE PRESSURE  CONTAIN CURL FLAT,
BUMP SRS |
KATHY { :
FORCE W30 TECH 30 GAP TECH |
\O RELATE #3 #471ST CROSSER > ¢
LEACH Y
E.I.L_L [i13) pes oo R
SHOW COVER 1 CLOSED RIGHT

M



BASE UNDER (O) SHADE DBL 8 MEG/4 AUTO: ADJUSTMENT

SILVER DOT © 1. TRIPS LT ® 2
BACKER CLOUD BACKER ~ CK1/2 SKY/CLOUL
® | @ @
O OOKOO OOOKOO ©
(o J
AL AT ZEKE KATHY
§s CLOSEDLT g
88 zEkeLT FS
DOUBLE LT 3. TRAIN LT @ 4.
BACKER SKY BACKER ok TEAR
® @ ® O
MATCH S@ OQOL Q% olele(ele ®
c J
MW C C S M W c
BAIL BAIL KATHY
"STOUT"
SS CLOSEDLT F fs
AUTO ADJUST vs. #2 OPEN 58 CLOSED LT
STANFORD 5 TRIPS BUNCH LT 6.
"CHR BACKER CK 1/2
CLOUD
® O @ ®
® OQOKOO ©» OOKO ®
c S J J c
W M c S M w
V/H
C SS§S CLOSED LT KATHY
FS SS NAIL LT FS
(YAC) 1Y OFF ® é EMPTY (TRAIN LT H OUT) 8,
: BACKER
CLOUD —-—-—é%§—~—~»> BACKER CK TEAR KY
O, @ 6 O ()
©) OOKO ) ® ®OOKO
J
c ‘ S\Q M— W——s , c C S
NAIL CK KATHY CK
KATHY LT NAIL RT CLOSED LT E!f
S§ CLOSEDLT Fs SS\RZ Sky
AUTO ADJUST vs. #2 OPEN




SPLITLT

"CLOUD"

-

0 TECH
CONTAIN

2

UA
SEC FORCE

—

DO

ESEES
%

!

3 TECH

SEC. FORCE

LOOSE 5
CONTAIN

"CLOUD"

X

PRESSURE

10 TECH 40 TECH
IN/QUT

"TITE LEFT™

"INJOUT LEFT™

DEEP 1/2

SEC. FORCE

SQUAT
ADJUSTMENTS SEC FORCE
1. MIKE MAKE TITE LT/RT CALL

VERTICAL HOOK. 2- MIKE MAKE IN-OQUT OR TAG CALL

I/t FAR= TAG CALL
| NEAR/SPLIT = IN/OUT CALL
3.VS. SLOT= CHECK CORA
4, YAC= SLIDE LBER'S/FRONT
5. BUNCH= INJOUT CALL
6.1 BACK SET RB 3 SPOT
2X2= RE-ROUTE SEAM
3X1= IN/JOUT
7. EMPTY= INJOUT STRONG
KATHY WEAK

SPLIT SLOT LEFT

"CLOUD"

PLUG

QUTSIDE 1/3
SEC. FORCE

SLAM CURL

LOOSE 5
CONTAIN

21 TECH
PRESSURE

10 TECH
HOOK 3

"TITE RIGHT™
"CORA LEFT”

PRESSURE

EU@@MUE

50 TECH
1st FLAT




SILVER DOT @ | TRIPSLT ® 2
' == 7ELT
CLOUD TITELT CLOUD CLOUD CLOUD
O CK BOOST
O OOKOOW ©OOK ®
C C
s M c s MW c
ggiﬁﬂouw ATey INJOUT CATHY
SS ES
SS FS
DOUBLE LT @ 3. TRAIN LT @ 4,
cLoup  TTELT CLOUD CLOUD TITELT CLOUD
O ® ® @
O OOKOO ® ~ O OOKOO ®
C C
S M W ¢ S M W C
KATHY RE-ROUTE INOUT KATHY
SS . Fg SEAM ss ES
(HUM WK) NEAR FLEX G oo 5 | IRIPSBUNCHLT 5
TITE RT
CLOUD @ CLOUD TTELT CLOUD
O . ® ® O
) JOO® ®» OO ®
C W Mmos © s R c
CATHY INJOUT IN/OUT KATHY
FS SS ss FS
CORA CK 2
(YAC) | Y OFF CLOUD - | EMPTY (TRAIN LT HOUT) 8.
cLoup  TELT EQGT/% - CLOUD TITELT cLOUD
© O > ® ©® ®
@ OOROO ® ®OOKOO ©
C
C S M W ¢ s M W ’
CK SLIDE RT IN/JOUT KATHY

S8 2LTCK2RT FS

SS "FS




DBL 2/4 (BUMP)

SPLITLT
:
>
AN N\ 3
DO
D : -
Ly i T = ot
BUMP 6 TECH 3 TECH 2i TECH LOOSE 5 BUMP
CONTAIN PRESSURE PRESSURE CONTAIN
10 TECH 40 TECH
i1 a9 ADJUSTMENTS
o TETE E"EFT 1. MIKE MAKE TITE LT/RT CALL
,a, ? = 2 VS. SL.OT CHECK 4
A/)EEP 112 .
SEC. FORCE %CE
I SLOT LT
"CLOUD™ "BACKER"
"LEACH"
| 1
v
O D

LOOSE 5 21 TECH 3 TECH 6 TECH

3
m

il

{
|
[
{
SQUAT CONTAIN PRESSURE PRESSURE CONTAIN I
FORCE % A '8
|
e H et | ‘
40 TECH 10 TECH 50 TECH |
RELATE #3 #4/1ST CROSSER  1STFLAT [
|
uo e |
TITE RIGHT o @
T e .
DEEP 1/2 4 LEFT e
Lopl e e — TIGHT 1/2
SEC FORCE SEC FORCE



GU PUUINT 9

GOS K’YUU

LOOSE 5

"BACKER™

BUMP MAN RUSH - 6 TECH

SECFORCE  SPILL CONTAIN CONTAIN BUMP MAN
MANTE SEC FORCE

10 ADJUSTMENTS

3 ON 2 FUNNEL 3 ON 2 FUNNEL YT AT

1. MIKE MAKE TITE LT/RT CALL
2. SAFETIES MAKE DOWN LT/RT
CALL TO SE UNLESS RB OFFSET

=g TOTE

"TITE LEFT"
<9 3. ROCKET ALL BREAKS

"DOWN RIGHT” 3 ON 2 FUnEL 4 CORNERS MATCH UP VS, SLOT
s NEL 6 YAC= SAM TAKES TE

FORCE 7.Y TRADE= RELOAD FRONT

8. BUNCH= LOCK AND LEVEL

8. 2 MAN STACK= PUSH #1

BEHIND #2

10. EMPTY= RAZOR

| SLOT LEFT

BQSWUO UGBA@KERGE

N

"s.%,?

l
|
|
C | E | =
~ ! LOOSE 5 2i ECH 3 TCH 6 fECH UH
LA ) P2 S =iVl 2 i
—%I\éég ' CONTAIN PRESSURE PRESSURE MANTE  SPILL CONTAIN
OFF MAN 10 TECH . 30 TECH
FILL 3 ON 2 FUNNEL, 3 ON 2 FUNNEL
"TITE RIGHT”
"DOWN LEFT"

3 ON 2 FUNNEL
FORCE



40 POINT 9 RAT

SILVER DOT ORI TRIPS LT TTELT 2
DOWN RT '
BACKER @ EASY SKY DOWN LT
b @ O BACKER
ofelelx(elelo Y0000  ©®
Es 7T T B¢ c Es T T € c
C M w  FS v
“SAFETY SS MW
S SOFT
*CHECK WIDE CHOKE FS
DOUBLE LT TITELT 3 TRAINLT TITE LT
®  DOWNRT ' BACKER DOWN LT
BACKER
®O0K ® ®
C E S T c  ss E -
M W ES c i W
TITERT
(HUM WK) NEAR FLEX DOWNRT 5 | TRIPS BUNCHLT TTELT
@ @ DOWN LT
BACKER BACKER
L Q L _B_/'_\CLK;EB B @ @ BACKER
® OOKOOY | (@ OOK ®
| s E & =
c WM e ¢S E T ©
F s MW
ss ROCKET LOCK&LEVEL  ES
EMPTY (TRAIN LT H OUT)
TITE LT TITE LT
(YAC) | Y OFF ) e T CKRAZOR  DIELT
BACKER @ CKDOWNLT BACKER BACKER
@ ©® — 0,
@) ® ),
E
c c | & W Fs €
SLIDE RT




4047 IDBL 6 / 4 VS. REGULAR

i

"BACKER"

"BACKER"

@’

&

e

BAIL 173 6 TECH 3 TECH 2i TECH LOOSE 5 BAIL 173
SEC FORCE CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE
e? K Y ADJUSTMENTS
JUMP TECH 40 TECH WEAK 10 TECH 1. MIKE MAKE TITE LT/RT CALL
CURL FLAT STRONG HOOK WEAK HOOK. 2. BACKFIELD SET DETERMINES COVE!
B #4 WEAK= COVER 6
(t FAR/SPLIT)
NO #4 WEAK= 6 SKATE

[:17) :15)
TITE LEFT = Q osts
% 1) 3. TRIPS= 6 SKATE (SAM WALKS)
RIP SKY CURL FLAT SE BREAKS= RIP/LIZ
FORCE VS. YAC- TINA= RIP/LIZ SKY

FILL

MOF
Y TRADE= RELOAD FRONTS

.EMPTY= CHECK ZEBRA
. BUNCH= SKATE

~No o

CHECK 4 VS. SLOT
ISLOT LT

=

BB

BHSKYBB
"LEACH"

i

LOOSE 5

LO( 2i TECH 3TECH
SQUAT CONTAIN PRESSURE PRESSURE
SEC FORCE @
%LLAMLE%A@ 40 TECH 10 TECH 50 TECH
FILL RELATE #3 #4/1ST CROSSER 18T FLAT
"TITE RIGHT™
“4 LEFT"

FORCE FILL



40/47 ADJ

D/ 4 vs. SILVER

LY
OQA@KERﬂU UUB@ERUU
£
Vs
e 7
| i . S =
MEG 6 TECH TECH 3 TECH 21 TECH TECH LOOSE 5 MEG
SEC FORCE CONTAIN PRESSURE PRESSURE CONTAIN SECFORCE
%ud) ; ADJUSTMENTS
JUMP TECH 10 TECH WEAK 50 TECH TNIRE MAKE T
BUZZ FLAT RELATE #3 #4/15T CROSSERz EAL\PE:EKMAE‘EE ;EE SE/TRETR%A%ES COVERAGE
#4 WEAK= COVER 6
(I FAR/SPLIT)
o0 % NO #4 WEAK= 3 BUZZ MABLE
% > TETE LEFT ; (/1 NEAR)
2 g g ) d 3 TRIPS= 3 BUZZ MABLE (SAM WALKS)
LINDA BUZZ : SE BREAKS= RIP/LIZ
PLUG 4.VS. YAC- TINA= RIP/LIZ SKY
B 5 Y TRADE= RELOAD FRONTS
6. EMPTY= CHECK ZEBRA
7. BUNCH= SKATE
CHECK 4 VS. SLOT
I SLOT LT T
i
NGy = "BACKER"
"LEACH"

SQUAT

SEC FORCE

LOOSE 5 2i TECH 3 TECH 6 TECH
CONTAIN PRESSURE PRESSURE CONTAIN
' m 2N
%LALM-L—E—A@ 40 TECH 10 TECH 50 TECH
FILL RELATE #3 44/1ST CROSSER  1ST FLAT
- e 5o
S TITE RIGHT @
DEEP 172 "4 LEFT”

A
FORCE FILL,



BLUE FLEX LEFT

COVER 88

-
= T "CLAMP RT"

00 . - AUAVAVAVAVAVAV S
KATHY" NO CARRY

ALERT SMASH | ~

"COVER 88"

BLUE TRAIN LEFT |

"SKATE" "RITA SKY"

C C
el
ZONE 1/3 . BAIL 173
SKATE $

STRONG HOOK WEAK HOOK

"TITE LEFT" &
”RETA SKY“ #4/ISTSSER

BODY POSITION ON X




" UE FLEX LEFT T

"CLOUD™ "CLOUD”
"ALERT SMASH'™
"ALERT SMASH'
’%
/</ BUMP
BUMP Je B SQUAT
SQUAT SHOW BLITZ 0¥
HOOK 3TO1

SHOW MAN Z SHOW MOF

s SHOW LIKE STAR 1S COMING, SAFETIES ROTATE TO MAN FREE
THEN PLAY COVER 2 ON SNAP



BRONCO

VS. 3 DEEPS CHECK BRONCO/ VS, COVER 7 CHECK SIN

@)
O O O
QOOC®O0 O
/
/
/ $ M *
é 411ST 3UPIS3
CROSSER TAKE BACK
COVER 1 NOT UP C
SS Z
BRONCO = 3 BUZZ MABLE FS\Q MOF RELATE #2 173

T,

S
HOLD #2

IN SEAM

SAIL
TECHgg

OOOO
J $— m\

TAKE BACK

o




FALL 8/3/2008

. NFLEXSTRONG F.Z. O

1/2

o O @)
O OO0 \
* E E m
T 0 ¢ E ¢
c SS }___._—_ $ c § ——3> WF
CUT #2
H3
FS 47 s . S
W’/// TITERT"
"LUCKY" “STING RT"
"CHECK JACK" FZ 1/3
3 N.EVEN TEXAS ADJ. O 4. N. EVEN SARATOGA ADJ/JACK
O O
¥ k O O
i O
<IC E {
WIF
SS V/ CGT#Q T
c C
“TEXAS RT” FS sS "SARATOGA RT”
FZ 1/3 \ “CHECK JACK"
112

54N. FLEX CAROLINA ADJ O

o O
O
C (w/;) /
INJOUT 2 &3

S FS
\ "CAROLINA RT"
"MAN RT"

6. N.FLEX ZONE OPEN
N. FLEX 6 BUMP BRONCOQ (BRONCO =3 BUZZ MABLE)

N. FLEX TRP 88/6 BRONCO

o O
K *
c
Qy ZT\ ( $ AND MAC
ss (FS MUST MOVE
HMABLEN CORNER

7. N, FLEX 1 FUNNEL

|

P

BUMP MAN MAN  MAN 20N 1

5§ 'DOWN Ljy

° ¢

S

8. N, FLEX 1INVERT TREY

"TITE RT"
"TREY LT
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90 TALBERT

TACKLING CIRCUIT GROUPS

[ @ 1)
21 HALL

97 WASHINGTON

45 HIGGENBOTHAM

99 CHAPMAN

25 MCCLAIN

52 MCCULLOUGH

51 DEJOHN

93 GREENWOOD

13 REAMER

95 DEADERICK

42 HESTER

96 L. DAVIS

98 FANNEY

92 SQUARE

91 WATKINS

62 CODY

30 HIGHTOWER

94 BILLINGSLEY

56 LEE

57 DAREUS

41 UPSHAW

58 GENTRY

55 C. WILLIAMS

4 MQ. JOHNSON

32 ANDERS

3 K. JACKSON

27 WOODALL

28 ARENAS

26 SHARIEF

8 ROGERS

4 BARRON

15 LAWRENCE

37 LESTER

39 PENNINGTON

35 KIRSCHMAN

23 GREEN

5 HARRIS

33 GRAY

187 BULLARD

49 R. JOHNSON

89 M. WILLIAMS

20 KING

54 HARBIN

43 BURNTHALL

46 NEIGHBORS
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FRONTS @Q)‘VEIRAG}E PRESSURE

1. SOLID |7 MEG / (BOX) (SWITCH) | 1. BASE UNDER O PHILLY OSCAR
2. STUNTS (ZEKE) (STUBBIE) | 2. 49 CLEVELAND OSCAR
- JAM 2. 7 ADJUSTED 3. 49 OAKLAND OSCAR
- IS0
_ TOPS
- BOOST
- SLANT GREEN PACKAGE
- PIRATE 1. GREEN ZONE FIST
~ SHANK 7. GREEN AUTO
_ SPIKE

BASE CALLS

BASE WEAK JACK 7 MEG (CORA) v STRONG

). BASE UNDER O DBL 7 ADJUSTED / SWITCH

3. BASE UNDER O DBL 7 MEG/SWITCH

4. 40 DBL 7 ADJUSTED / SWITCH

5. BASE UNDER O PHILLY OSCAR

6. 49 CLEVELAND OSCAR

7. 49 OAKLAND OSCAR

FRONTS CQVEMGE% PRESSURE

RED 1. 7 (MOD/BOX/SWITCH)Y(STUBBIE) | 1. D. $TOMO
1. UNDER 2. 1 CLUE/STUBBIE 2. D. EVEN MAC TOM O
2. OKIE 3. 1 CROSS
3. 41

B CALLS

1. N/D, UNDER (OKIE) (41) 7 MOD (SWITCH) (BOX)

5 D. FLEX TRIPLE | CLUE/STUBBIE (RED)

. D.EVEN 1 CROSS

4. D.$ TOM O (RED)

| 5. D. EVEN MAC TOM O




“TITE LEFT"

O

N
S

SS M W
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
- AWAY LOOSE CONTAIN
RE CALL 5 BALL - OG 2GAP 2 GAF RUSH
; TO 2 WAY
3T CALL 3 BALL - OC 2 GAP 2 GAP RUSH
'ATTO
NT Ay TILT BALL - OC A GAP A GAP BALANC
- RUSH
‘ TO LOOSE o CONTAIN
LE CALL 5 BALL - OT C GAP C GAP RUSH
BY BLOCKING '
g TE COVERAGE
READ SCHEME & D GAP STACK
SAM TECH COVERAGE | TRIANGLE TO FLOW RULE
BY BLOCKING| NEAR BAC :
MIKE | o | reo | SSRGS MeMmec  ooe | osmex | covemace
= COVERAGE BALL :
WILL GHOST BY BLOCKING|  NEAR BACK STACK COVERAGE
YVILL 6 TECH READ SCHEME & UNDER KEY C GAP
NOTES:
T FRONT SET WITH "“TITE" CALL
CAN USE WITH "STEM" CALL -  IF STEM - MIKE LB GIVE MOVE CALL
RUN STRONG RUN WEAK




STUNTS DAY 4

JAM
FND TO BUBBLE MAKE HARD INSIDE MOVE TO "B" GAP. NOSE PLAY "A" GAP

" RUN, WRAP CONTAIN VS PASS. A READ STUNT FOR NOSE

SPIKE
3 TECH PENETRATE "A" GAP AND PICK CENTER. BALANCE RUSH VS. PASS.

NOSE PLAY "A" GAP. IF ZONE TO PICKER OR HIGH HAT WRAP TO "B" GAP.
READ STUNT FOR NOSE

SO
COMBINATION POP AND JAM. A READ STUNT FOR END AND NOSE.

PIRATE
COMBINATION CUE AND SPIKE. END PENETRATE "C" GAP. IF PASS AND FAN

BLOCK WORK "B" GAP. 3 TECH PENETRATE "A" GAP AND PICK CENTER.
NOSE PLAY "A" GAP. WRAP TO CONTAIN VS. ZONE TO PICKER OR

HIGH HAT

SO
COMBINATION POP AND JAM. A READ STUNT FOR END AND NOSE.

BOOST O O % O
CHECK IN 40 DEFENSE FOR C AREA PLAYER TO BUBBLE SIDE. NOSE ALIGN 21 - ,
END ALIGN 7 TECH E T N B
$ i
SLANI O O % O
FULL LINE STUNT AWAY FROM TE CALL. TACKLES RUN TOPS END RUN CUE. £ T T &
. it foes
$ W

TOPS
TACKLES RUN GAP EXCHANGE B TO A, ATO B

E




V LUNE FIST

"READ"

WikEE!

[ XTITE
"BACKER"

BAIL 1/3

BAIL LS 9 TECH HEAVY 5 TILT
2 TO I READ P meee S
SCroRr 1STFLAT CONTA | PRESSURE CONTAIN
30 TEC
HOOK CURL #4/1ST CROSSER
"CLOSED LEFT"™
"LINDA BUZZ" ADISTMENTS:
e S/ = 1. MIKE MAKE CLOSED CALL VS. 2 TE ON
HOOK CURL LINE
PLUG 2.2 TES ON LOS= 8 FOX
3.1 TEONLOS= 41 7 ADJUSTED
4. V.S SLOT OR ZAC TO SLOT CK FIST
IXTITE 2 TE ON L.0.S= "8 FOX"
"BACKER" "CLOUD"™
; . 3
Xy —=-
] I3
W S N E |
S = !
BAIL 9 TECH 5 TECH 6 TECH
SEC FORCE ISTFLAT CONTAIN PRESSURE  PRESSURE  CONTAIN s
ISTFLAT
A KICK FORCE
30 TECH 30 TECH
RELATE #3 VERITCAL HOOK

ﬁV@L@gE LEFTWU _
"NAIL LT/KICKRT" FS

DEEP 172
SEC FORCE




SIRIEEN LUNE FIS |
1 TE ON L.O.S= "CHECK 41 7 ADJUSTED

| PAIRS LT

"BACKER"

WINGADI STHCH,  PRESSURE  PRESSURE N MAN
: SRASAL - T SEC FORCE
READ 173
SEC FORCE 10 TECH
E 10 TECH 50 TECH
HOOK CURL CURL FLAT
“TITE LEFT”
HOOK CURL "LINDA BUZZ"
PLUG
| PAIRS LT 1 TE ON L.0O.S= "CHECK 41 7 ADJUSTED
"BACKER" "BACKERY
sCH SCL TILT LOOSE 5
CONTAIN  pRyssure  PRESSURE CONTAIN

n, WA f FIST 1/3
READ 1/3 50 TECH : A SEC FORCE
SEC FORCE 1ST FLAT 12(1)3 %“ECH , 30 TECH 2TO 1 READ
o LATE #3 RELATE #3
"TITE LEFT”
"CHECK FIST" F$§

IST FORCE



GIREEN AU Y

[LT X TITE @ 2 TE ON L.0.5= "UNDER O 1 BUCK™
"READ"

"BACKER”

f -7
| [
o2
3 |
S |
BUMP MAN 9 TECH T R
SEC FORCE ISTFLAT PRESSURE §‘~
\ X VERTICAL
50 10 TECH READ FORCE
Y VERTICAL 4 ON 3 FUNNEL 4 ON 3 FUNNEL POSSIBLE RAT
W@Lﬁgg LEFTW ADJUSTMENTS:
"DOWN LEFT™ 1 VS. YAC= SPIN SAFETIES
2. VS, 1 BACK SETS= ROCKET
| PAIRS LT ;
1TEON L.O.S="41 1 BUCK"
80y > oe -
6 TECH 3TECH LOOSE 5
S/ %%Q%ﬂ CONTAIN PRESSURE PRESSURE CONTAIN
; T BUMP MAN
, SEC FORCE
R o3 ) &
%w Vet o
50 TECH 10 TECH 40 TECH
SEC FORCE pLuG

“TITE LEFT™
"DOWN LEFT"

MOF
FILL



“"BACKER" "BACKER"

3

Fz1/3 FNGAGL GHOST 9 MAN
SECFORCE WALL FLAT (,ON]AIN CONTAIN WALL FLAT SEC FORCE
BLITZ A BLITL A
PRESSURE PBLS_S_@L
ADJUSTMENTS
"HOOK CALL" CALL" 1. DOWN SAFETY WITH HOOK 3
,N_ RESPONSIBILITY IS
g o DETERMINED BY 9 RAT RULES
CLOSED LEFT"'FS  Doonmir oAy
oo f 1 08 HOOK #3 2. MIKE MAKE CLOSED CALL
= gzggé %YR%EE’&E” TFILL 3. OSCAR ADJUST = VERSUS ANY
HClal #2 REMOVED OPEN
4. VS. EMPTY=RUNIT
I
CHECK SKY VS. ANY #2 REMOVED
"OSCAR ADJUST"
| SLOT LT
"SIKY" "BACKER"

ONG SCOOP JET
MAN RRESSURE CONTAIN
SEC FORCE =
BLIZ BLIVZ B
PRESSURE PRESSURE I
W@L@SE R@HTW SEC FORCE
e "PHILLY RIGHT™
N FLA;’"@HE@K OSCAR LEFT"

FORCE



N CLOSED LT CLOSED LT
SILVER DOT ® CLOSEDL TRIPS LT @ GLoseDLt
. BACKER BACKER 5 BACKER@ , O BACKER
© g@i ®
J s E =
c E c c r/ J i ¢
\ FS S\
HOOK RT HOOKLT
DOUBLE LT @ CLOSEDLT 4 TRAINLT CLOSED LT
PHILLY LT ‘ BACKER MAN @ PHILLY LT
PACKER A MAN > P« BACKER
QO0R0D © ® OFOD  ©
c s & N/ | Y |
I C 5
T b ]
=& S§
SS\ F OSCAR RT HOOK LT - FS
(HUM WK) NEAR FLEX CLOSEDRT 5
@ PHILLY RT TRIPS BUNCHLT @ g}:ils_\E(DL.IFT 6.
VAN C:)KY | BACKeR SAFETY  BACKER
AN N == ~ b~ T 7 e
= S
c \ \ W T ¥ o> c
OSCARLT OO o FS
KON HOOK LT
(YAC) Y OFF (W) CLOSEDLT 7 EMPTY (TRAINLTHOUT) ¢ 0gep LT 8.
PHILLY LT PHILLY LT
BACKE
BACKER BACKER ACKER  MAN MAN  SKY
[~ 4~ @ ©® O
® ® ©
) S ®
C Z g /7 C C N
~—FS S5~ FS

HOOK RT TO HOOK LT

OSCARRT




DUA@KERUU

‘B
LION

A LONG STICK  LONG SCOOP

GHOST 9

"BACKER"

BUMP MAN

BAILFZ 1/3
SEC FORCE CONTAIN RESSURE  CONTAIN WALL FLAT SEC FORCE
2 §( iﬁ f
vL E é @ o
4 BLITZA BLITZB 40ALIGN  §
HOOK 3
ADJUSTMENTS
CTITE | EET 7. MIKE MAKE TITE LT/RT CALL
TTELEFT e 2. MIKE MAKE CLEVELAND LT/RT CALL
S L ND LEET® °3 TOTE
WALL FLAT Wgéiﬁégf“??%% LEFT @ npop 3 SAFETIES TAKE ROTATION TO TE
e 7 MOE  {jNLESS #2 REMOVED TO SPLIT SIDE
UG /N FILL  THEN OSCAR ADJUST
I SLOT LT
"SKY™ "BACKER"
MAN

BUMP MAN

SEC FORCE
WALL FLAT
FORCE

A

: LONG STICK =
GHOST 6 LOOP SCOOP LONG STICK 1 10
HOOK_ 3 CONTAIN RESSURE CONTAIN
WALL FLAT BLITZ B BLITZ A
HARD 1/3
SEC FORCE

"TITE RIGHT”

MOF

"CLEVELAND RT"

FILL

"OSCAR LT”

o



SILVER DOT @ TITELT 1, TRIPS LT TITE LT |
CLEVELAND LT — CLEVELAND LT
MAN £ : i MAN fi
©) . ® @
0I1910)%(0/80) )
s /S
MAN LT MAN LT
TITE LT
TRAINLT TITELT
DOUBLE LT (®  cLeveELanpLT 3 | IRAINLT ®  CLEVELAND LT
. MAN
MAN
@ O
Q)
c ss Book  ©
OSCAR RT
S$ MANLT FS
STANFORD CKAPACHE 5. TRIPS BUNCH LT TITELT 6.
CLEVELAND LT
E c | lE
cC SS , C
M W = r‘k:i W
MAN “TITE LT c —
INJOUT  "SWORD LT" ES SAFETY LT S - FS
EMPTY (TRAIN LT H OQUT) TITELT
(YAC)lY OFF TITELT 7.
CLEVELAND LT MAN | CLEVELAND LT
| fn £ MAN
® ®
C Y c W c
% C
ZONE RT MAN LT
ZONE LT ©S “ F

CKMAN LT




"BACKER"

BUMP MAN

BAILFZ 1/3 9 TECH

SEC FORCE WALL/FLAT SECFORCE
40 ALIGN
HOOK 3
“TITE LEFT™
oo =yl ADJUSTMENTS
OAKLAND RT = 1. MIKE MAKE TITE LT/RT CALL
"RIP/IRIP™ WALL BLAT é.EMIKE MAKE OAKLAND LT/RT CALL TO

FILL | PLUG 3. SAFETIES MAKE RIP/LIZ CALL TO SE.

VS. ANY #2 REMOVED TO SPLIT SIDE
THEN OSCAR ADJUST

|FARSLOT LT

"SKY™ "BACKER"

LION

e A S Q OSSFACE  LONG SCOOP 9 TECH
G 2 CONTAIN PRESSURE CONTAIN WALL FLAT
WALL FLAT
FORCE A
BLITZ A
< HARD 1/3
FIRE ZONE 1/3 SEC FORCE

SECFORCE

"TITE RIGHT”

MOE "OAKLAND LEFT”
T "LiZ/ILIZ"




RED GUN NEAR DOLPHIN RT

SKY™ @ "BACKER"
: 2nd

ist
o8

C

BUMP MAN
BUMP MAN
“GIVE IT TO ME LEFT” o
WTETE R@HTVD g éﬁ%d%%$ GIVE IT TO ME
vy "CHARLIE LEET” -
RED GUN FAR TRIPS RT @
— "SAFETY"

"BACKER™
¥)

! =3
,
BUMP MAN
_ %
BUMP MAN IN/OUT
40 ALIGN
RB MAN

“GIVE IT TO ME RIGHT”
“TITE LEFT"
"CHARLIE RIGHT"

MOF



4

| QW = ©

MAC SET BUBBLE TO § - MONEY CHARLIE CALL TO DE - TOM AWAY

MOTION TO TRIPS

{.  "GIVEIT TO ME LEFT"
"CHARLIE LEFT" "CHARLIE LEFT"
O
INFOUT :
Vo A
O | d O
® OO O
|
s Q 9 * |

! C

|

c FS

S8
3. MOTION TO TRIPS TRIPS “GIVE IT TO ME RIGHT”
"CHARLIE RIGHT"
"CHARLIE LEFT" O O
/4 O INOUT . INFOUT
O / Edo P \ ¢
| ’ i A i
C (RB) (RB) A x c
FS S8 FS S
!
5. RBIN 3 SPOT RUN WEAK MOTION TO EMPTY "GIVE IT TO ME LEFT"

"GIVE IT TO ME LEFT”

"CHARLIE LEFT"

IN/OUT

"CHARLIE LEFT"

-S




RULES
LUE EAR FLEX LT é Uhg?g ésELsz TO THE OFFSET RB. RB 3 SPOT BLITZ 2 MAN

2. DTS TOM AWAY FROM BACK

3 SAFETY HAS RB, MONEY HAS THE TE

4.vs OFFSET RB, BAKER, TRAILOR B GAP TO RB
5.vs GOLD MAC/ SAFETY BAKER TRAILOR B GAP 7
MONEY GRN DOG

OFFSET RB

-
A

o — —— — — —

BLITZ B

BAKER, TRAILORLT
TOM RT

RBIN 3 SPOT

, | )4
| !
| |
: t
|
|
+

BLITZB

BAKER RT
TOM LT




RED DOLPHIN

BLITZ B
BAKER, TRAILOR LT
TOW RT

T =
i

-

RED TRAIN

BLITZDB

BAKER, TRAILOR LT
<~ TOMRT
& &

D) &) = w
RB




ETED




BLAST BLOCK: MIDDLE PRESSURE WITH BEACH TECHNIQUE
BY ZERO TECHNIQUE. THE BLAST DIRECTION WILL BE
ACCORDING TO BALL POSITION ON FIELD, PK'ERS KICKING
LEG AND GAME PLAN, TEXAM}?LE IN PICTURE IS BLAST WITH
RINGO CALL.




B IE

ad=r

N JAGIN § WE S A TN O 1 IRUNG

ADJUSTMENTS
- MIKE MAKE RALPH/LARRY CALL WE
VS PRO = 7 MEG
. VS SLOT=CORA

1
2
3
R 1o - 4. VS TRIPS YY WING=ZEKE
SKY 5 VS TRAIN=STUMP
6. VS 2X2=MOD 2 OPEN; CUT TE, KR
7. VS YAC/Y TRADE=CHANGE RALPH/I
8. VS BUNCH=BOX
& 9. VS EMPTY=STUMP TRIPS:MOD 2 OF
DO s
SEC FORCE 9 TECINA{”“ HEAVY S 0 TECH HEAVY 5 CRASH 6 SEC §ORCE
MEG INOUT #2/4#3  CONTAIN PRESSURE PRESSURE  CONTAIN MEG
ALL OF #2 m B @ E
30 TECH 30 TECH ~
RELATE #3 #4/1ST CROSSER
il 00 _
PLUG BOX TE N@&"QSE@ EFT b
M&PHS AV FORCE
”MEGSME@“ READ X RELEASE
"CHECK CORA VS. SINGLE WIDTH SLOT
I SLOTLT
"CLOUD"” "CORA™
_ A
‘
{
|
|
|
! HEAVY S HEAVY S 6 TECH
I CONTAIN PRESSURE  CONTAIN
Ef 30 TECH 30 TECH
SLAM HOOK #3 ISTTO FLAT %8% 13
FORCE T
SQUAT

SEC FORCE

”@L@SED REGHT’“

Ey A B0

”CHE@K @@ ‘

OUTSIDE 1/3




“*ALERT FOR WILL IN THE CUT

RE-ROUTE
NQ CARRY IN MOD




BASE WEAK JACK 7 MEG CORA CK STRONG: ADJUSTMENTS

SILVER DOT @ 1. TRIPS LT @ 2.
CK 1/2 &
BACKER @ CLOUD@ @ BACKE% SKY/CLOUD
~ \ .
olele)x(el® . YOOKOO\ @
c s v ow Y c S MW c
MEG cuUT ZEKE MEG/CONE
ss . CLOSEDLEFT gg
CLOSED LEFT ss S
RALPH Fs RALPH
DOUBLE LT 3. TRAINLT ® 4.
ECKER @SKY . BACKCE; TEAR O SKY/CLOUD
® ©OOKOO ©
c / J c
y J c € s MW
M W .
CuT STUBBIE MEG/CONE
MOD
CLOSED LEFT
ss  CLOSEDLEFT $S  RALPH FS
(HUM WK) NEAR FLEX S. TRIPS BUNCH LT @ 6.
SKY BACKER BACKER
SKY/CLOUD
o ® ® O
® 100 ® OOROC, ®
J woom S s M w Y c
C C— - (o MEG/CONE
CORALK 0| OSED RIGHT BINGO
MODLT  RALPH CORA CK SS  CLOSEDLEFTFS
ss ES RT RALPH
SKY SKY BACKER
SKY 7
@/ ® © O @
@ O ) COXKOO ©
c S c | C xS MW J €
MEG/CONE MEG AREA
SS
SS  cLosED LT Es CLOSED LEFT  gg
RALPH CK LARRY LARRY




L 4 WY

UUS KYUU

(MEG OR CONE SPLIT OF X)

A2

MEG 9 TECH STECH TILT 3 TECH GHOST 6 MEG
SEC FORCE ISTFLAT CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE
GAP TECH 30 TECH
RELATE #3 #4/1ST CROSSER ADJUSTMENTS:
1. MIKE MAKE CLOSED CALL
o . 2.vs. YY TRIPS=ZEKE
'l = ) ; 3. vs. TRAIN= STUBBIE
W@L@%E %?FT ‘ : 4 vs. SLOT = PLAY SWITCH
i oz 5.vs. YAC= SLIDE LBERS-TREAT AS PRO
EG/MEG READ X RELEASE 6. vs. Y TRADE= RELOAD FRONT/CHANGE
PLUG FORCE RALPH/LARRY CALL.

7. vs. BUNCH= BINGO

8 vs. 2 MAN STACK= SWITCH OR BOX

9 vs. C AREA PLAYER WEAK= CHECK CUT
10. VS. EMPTY= CHECK SACK

| SLOT LT

CRASH 6
BUMP MAN CONTAIN
SECFORCE

SWITCH
FILL
SWITCH

FORCE

"BACKER"

)
3 TECH TILT 5 TECH 9 TECH
PRESSURE PRESSURE CONTAIN BRACKET
i
30 TECH 30 TECH
RELATE #3 #4/1ST CROSSER

"CLOSED RIGHT"™
"SWITCH"

BRACKET
FILL




7 MEG/SWITCH
=*CUT AND TEAR THE FRONT

EGS WGU

STECH 3TECH GHOST 6
CONTAIN PRESSURE PRESSURE CONTAIN

"SWITCH” ON TE
"MOD” ON WR

GU@UTGS

"CLOSED LEFT"
"TEAR, TEAR"




SILVER DOT 1 TRIPS LT
BACKER - . CLOUD BACKER ~ CK1/2
@ ® ® .,
© OOKROO OOOKOO
‘ c s ;
c s " i J C Wi ;
cuT ZEKE MEG/CONE
MEG
S8  CLOSEDLT FS .possiLe ss CLOSEDLT FS
CORA
DOUBLE LT 3. TRAINLT ® 4,
BACKER SKY BACKER CK TEAR SKY/CLOUD
)
o @ O
©OOKO( 0 ©OOOKOO ®
C v J
S y W o c s M W ¢
MEG " STUBBIE MEG/CONE
SWITCH OR BOX |
§S CLOSEDLT ES §s  CLOSEDLT  FS
CK SPIKE
(HUM WK) NEAR FLEX 5. TRIPS BUNCH LT e.
SKY @ A (®  BACKER BACKER  CKTEAR :
. SKY/CLOUD
© o_ . ®@ ®_ O
® COKOOO® » COKO ®
. s J C
C WM .S M W
c MATCHRT . C BINGO MEG/CONE
CLOSED RT
SWITCH TO quS T - cg  CLOSEDLT FS
- TRAIN LT H OUT
(YAC) | Y OFF 7. A CKTEAR 8.
R BACKER BACKER SKY
SKY/CLOUD  _ _ _ _ .~ _ _\y
®» 0O @ © Q
OOROO ® ©OOK ),
~ C : C
- S\ M W ¢ 5 W swiTcH
W EG/CONE VIEG STUBBIE OR BOX
SLIDE LBERS gg  CLOSEDLT FS

SS  pLAYIT FS

CK SPIKE




UUSWBD

(MEG OR CONE SPLIT OF X)

C _ N
MEG 9 TEC TILT GHOST 6 MEG
SEC FORCE ISTFLAT PRESSURE PRESSURE CONTAIN SEC FORCE
8 % B
GAP TECH 30 TECH
RELATE #3 #4/1ST CROSSER ADJUSTMENTS:
1 MIKE MAKE CLOSED CALL
2 #4 WEAK = COVER 7.
00 T . NO #4 WEAK = RITA/LINDA BUZZ
CLOSED LEFT ? 3. vs. SLOT = PLAY SWITCH/
o0 o (A #2 REMOVED OPEN-PLAY SWITCH
MEG/MEG READ X RELEASE ~ 4.vs YAC=SLIDE LBERS-TREAT AS PRO
FORCE 5.vs. Y TRADE= RELOAD FRONT
= 6. vs BUNCH= RITA/LINDA BUZZ
7. vs. 2 MAN STACK= SWITCH
8 vs. C AREA PLAYER WEAK= CHECK CUT
9. VS. EMPTY= CHECK SACK
ISLOT LT

Uﬁg WEG

|
|
!
P !
,
|

BUMP MAN
SEC FORCE

\ W
SWITCH

FILL

g wo
"BACKER
i -«
CRASH 6 STECH 9 TECH
CONTAIN PRESSURE PRESSURE CONTAIN  BRACKET
30 TECH 30 TECH
RELATE #3 #4/1ST CROSSER

"CLOSED RIGHT”
"SWITCH"




SS\

SILVER DOT @ i TRIPS LT
 BACKER CLOUD BACKER ~ CK 12
@ DO ® ® ©®
©OOKOC © OO
! C
C s M W J ¢ S i
CUT LINDA BUZZ
MEG
8S  CLOSEDLT FS .possiLe ss CcLOSEDLT FS
CORA
DOUBLE LT ® 3 TRAIN LT ® 4.
BACKER . SKY BACKER
@ O L\ @ ® CKTEAR (7 \ BACKER
®©©©§ ©OOKOO ®
© ‘ C 8 i W J C
¥ W C o Wi Y
cuT . . S\/\/:/TCH LINDA BUZZ
S  CLOSEDLT pg CK TEAR S§  CLOSEDLT  FS
CK SPIKE
(HUM WEK) NEAR FLEX 5. TRIPS BUNCH LT @ 6.
SKY @ (®)  BACKER BACKER CKTEAR K
B @_ __________ @ ® BACKER
OOROOD_ ® 0O0OROC, ®
. . J c
C W M S M W
C MATCHRT DA BUZZ
- CLOSED RT
SWITCH TO LIZ /
88— ES gg CLOSEDLT FS
(YAC) | Y OFF @ ; TRAIN LT HOUT g
® & ' CK SAC CK TEAR
BACKER BACKER BACKER
ORI @ © é @
@ OOKOCO & © ©©l© ®
~ C
c TR T C c s "
STUBBIE SWITCH
LINDA Buzzé\
8s CLOSED LT
CK RITA BUZ . LSt ES




L E =l

| FARLT

"BACKER”

GGSE’WDD

WA ,
E T
MEG 6 TECH 3 TECH 2i TECH LOOSE 5 MEG
SEC FORCE CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE
‘ 40 TECH
50 TECH 40 TECH
1ST FLAT RELATE #3 #4/1ST CROSSER ADJUSTMENTS
. 1. MIKE MAKE TITE LT/RT CALL
2. #4 WEAK= COVER 7
0o =00 . NO #4 WEAK= RITA/LINDA BUZZ
TITE LEFT@ ;5:: ; 3. SLOT= SWITCH
o > 00 4. #2 REMOVED OPEN= SWITCH
MEG/MEG READ X RELEASE 5. VS. YAC= TINA ADJUST
FOCE 6. Y TRADE= RELOAD FRONT
7. BUNCH= RITA/LINDA BUZZ
8. EMPTY= SACK
9. VS. C AREA PLAYER WEAK=
CHECK CUT
A P g
"SKY™ "BACKER'
NG
VAN
FZSN
S LOOSE 5 2i TECH 3 TECH
G | CONTAIN PRESSURE PRESSURE CONTAIN
SEC FORCE WV v e
A Vi
,
%LILI@ 40 TECH 10 TECH 50 TECH
FILL RELATE #3 #4/1ST CROSSER  1ST FLAT
g
"TITE RIGHT™
¢ BO
"SWITCH

SWITCH
FORCE




SILVER DOT ()  TITELT 1. TRIPS LT TITELT 5
CK BOOST N
@ @ @ ) ,/\ ~
®OOROO® ©OOKOO ®
- C C s "
C < M " ; MW C
MEG CuT LINDA BUZZ
SS S S8 FS
S FS *POSSIBLE CORA “
VS, WIDE SPLIT
DOUBLE LT @ TITELT 3 TRAINLT @ TITE LT 4.
© O ® © O
OOONOO (x ©OOKOO ©
C ~
s M W C = S ; M W e
cuT SWITCH
ce e LINDA BUZZ"  gg PR
(HUM WIK) NEAR FLEX TITERT 5. TRIPS BUNCHLT () TTELT 6.
@ ®
@ O ® e O
) OOKOOC® ®» OOKKOO €,
c c WM S ﬁ» . W c
SWITCH .
FS oKLz SS LINDABUZZ &S ES
(YAC) 1Y OFF _
® TITELT 7 EMPTY (TRAIN LT HOUT)  TITELT 19
SLIDERT (F)
®
@ ® O OOKOO )
c ,
2G OR S as M W/ c C S i W c
CONE WK MEG
\ STUBRBIE SWITCH
LINDA BUZZ E SS FS
CK RIP SKY




BLUE FLEX LEFT

oo g KY!? g
(e
X |
o |
!
!
l
C ,
oD
SBCFORCE %
MOD
READ STEP
OF BACK

v ‘g

R Al
RELATE #3 CUT #2

chTH’
"TITE RIGHT" o
"MODICUT" S

DEEP 1/2
SEC FORCE

ADJUSTMENTS

1. MAC MAKE TITE LT/RT CALL

2. SAFETIES MAKE COVERAGE
CALL TO YOUR SIBE

- MOD VS. 2 REMOVED RECEIVERS
- CUT VS. #2 RECEIVER IN C AREA
- MEG/CONE VS. SINGLE RECEIVER
- STUBBIE VS. TRIPS

3. BE PREPARED TO CHANGE
CALLS V8. C.0.S MOTION

4. V8. EMPTY= SACK

5. VS. BUNCH= CHECK BINGO

!
|
f
f
!
f

[
x
READ3TO2

“STUBBIE”

UNLESS #2 IS UNDER

“TITE LEFT”

&

UUSWEU

4
5]
)

|

"MEG/CONE"

e
READ X RELEASE

FORCE

*MEG OR CONE OFF SPLIT OF X




NICKEL/DIME FLEX 7 MOD

BLUE FLEX RT BLUE TRAIN LT ]
® ®
"CLOUD" "SKEYY "SKY" NSKY
o P ® O
© OOKOO | ® | oleerele ®
C | c c | C
$ BV b L ‘$ i
euT” “MoD” "STUBBIE" "MEG/CONE™
S w ss ss FS
YTITE LT "TITE LT"
"CUT/MOD" "STUBBIE/MEG"
LUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
O ®
"SKY™ HRICY™ CLOUD SKY!
A (® o O 7
© O ® ® |
| ©» OOKO0O ® - ®»OOKO0O | ®
| - C t ,
& - ol
“STUBBIE" Es “MEG/IGONE" cuT ’ "MoD"
"TITE LT" SS 58 SHTELTY Fe
"STUBBIE/MEG" LCUT/MOD"
BLUE (YAC) TRAIN LT Y OFF SILVER DOUBLE RT
©) ©O)
- N "SIy CLOUD
G- 0O @ O ©
® OOKOO - ® © OOKOO ©
¢ m_, - ¢ § .
. . | T "HIOD™
MEG/CONE ES ss "STUBBIE" ES ss
“TITE LT CHECK TITE RT" "TITE LT"
"MEG/STUBBIE" "CUT/MOD"
SILVER FLEX RT SILVER TREY LT @
O
"CLOUD" NSKY"
O @ o © QQ%QQCD
= O
® OOBIO0 ® | &
~ . : C
o M $
$ i c
nouT "MD" ce
FS
FS S
YTITE LT S8 "TITE RT"
SIN'

"CUT/MOD"




BLUE FLEX LEFT

UQSWUE
. "CLOUD"

SQUAT

MEG
SEC FORCE 0 g}; FORCE
R SWITCH ADJUSTMENTS
S RELATE#3 CUT#2 1. MAC MAKE TITE LT/RT CALL
FILL CUT" 2. SAFETIES MAKE COVERAGE
- " ’ CALL TO YOUR SIDE
_SWITCH" o =0 - SWITCH VS. 2 REMOVED
TITE RIGHT RECEIVERS
0 00 & - CUT VS. #2 RECEIVER IN C AREA
SWITCH/CUT o - MEG/CONE VS. SINGLE
DEEP 1/2 RECEIVER
SEC FORCE - STUBBIE VS. TRIPS

3. BE PREPARED TO CHANGE
CALLS VS. C.0.S MOTION
4.VS. EMPTY= SACK

5. V8. BUNCH= CHECK BINGO

BLUE TRAIN LEFT

|
NV
1
f
. !
l
= | &b
MEG [ |
5 MEG
READ 3 TO 2
" ” #4/1ST CROSSER w N—_—
STUBBIE UNLESS #2 IS UNDER I MEG/CONE

“TITE LEFT"
"STUBBIEIMEG”  rrupy roroase

FORCE
*MEG OR CONE OFF SPLIT OF X




NICKEL/DIME FLEX 7 SWITCH: ADJUSTMIENTS

BRLUE FLEX RT BLUE TRAIN LT
® O
"CLOUD" "SKYT "SKY" NSEY
O ® @ O
OOCK0O " QOOR0C ©
$ il b s g it
euT "SMITCH "STUBBIE" “MEG/CONE"
FS SIS ss ES
"TITE LT" STITE LT
TCUT/SWITCH" "STUBBIE/MEG""
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
O ®
TSKY" SKY CLOUD NS
____________________________ »
® r O ® ® O O |
o ® OOKOO O - ©OOKOO | ®
! |
c | 7 C . q ! c
&—$\m/ “ .‘\ $ [j\l .|
"MEG/CONE" cut "SWITCH
"STUBBIE" !
-~ Fs S8 85 I
"TITE LT JHIELT.
"STUBBIE/MEG" LCUT/SWITCH
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAINH OUT
O,
. S "CLOUD" "SKY"
5 "0 © 9
® OOKO0O ® ©OOKOO ®
"SWITCH
. . y "STUBBIE"
WMIEG/CONE ES ss STUBBIE Es ss
“TITE LT CHECK TITE RT" YTITE LT
"MEG/STUBBIE" "STUBBIE/SWITCH"
BLUE TREY LT ® GOLD SPLIT LT
* §IN=3 BUZZ MABLE ® ®
OSKY" “SKY"
©©9@© O
@ QOO0 )
M § ©C C .
"SWITCH "MEG/CONE"
FS
“TITE RT" S8 “TITE LT" FS
"SWITCH/MEG"

"SIN CHECK!




SWITCH - 2 OPEN WR

cuTr (D,
O O

OCO@0 0 O

I $ 1 *

SQUAT CUTTE FINAL SWITCH

INJUP #3
C
£S sS SWITCH
SWITCH

112

CUT - CORNER FORCE - CORNER SQUAT ON FLAT - FS PLAY 1/2 COVERAGE; $ CUT OFF TE(#2) - TAKE TE
UP OR INSIDE. PRE-SNAP CORNER COMMUNICATE "ALERT SMASH" OR "TOKYO" TO $, ALERT SMASH OR
TOKYOQ IS BASED ON SPLIT OF #1. "ALERT SMASH" $ TAKES #1 BEHIND #2. "TOKYO" CORNER TAKES

#1 BEHIND #2. IF RB WORKS TC CUT SIDE $ STAY ON TE - CORNER THERE IS NO ALERT SMASH OR

TOKYO.
CUT EXAMPLES:
1. "PUSH ALERT" o 2. "TOKYQ™
VS. MINUS SPLIT O o o
O BIG SPLIT o O
00®00 O Q\ ofelel Yolo
RPN C ‘“

R
FS

3. NO PUSH ALERT VS. OFFSET BACK NEAR 4. NO PUSH ALERT VS, OFFSET BACK NEAR

O

OCO®00 0

$ M
A/CUT OFF #3
/ ”




<D # WIIVEE 3 SHORT = * PLAYS ZONE

COVER 7 TRIPS CHECK IN NICKEL/ DIME PACKAGE

O PART OF COVER 7
1 2 MAN MATCH
@, e, 3 @ ) COVER ; CONE TODAY:
| OO0 OO O e MEG/CONE
! ¢ out
SWASH RULE | , C Dboe
* $ M TUFF
READ 370 2 NO CARRY #3  4/1ST CROSSER
INSIDE 1/3 REA%S@ 10 2 FS

2.*IF #2 AND #3 ARE CLOSE _~
COULD PUSH aLERT WiTH sTarR(D (7
AND MONEY




W DI
TRIPS CHECK IN NICKEL / DIME PACKAGE: JUST LIKE STUMP EXCEPT
STRONGSIDE CORNER TAKES ALL OF #1 IN PRESS. NO SMASH RULE

1 2
@ |©>

! |

& OO0 O o

ALL OF #1 & | cuT
% | € Dpoc
READ #2 8 #3 3 M TUFE
READ #3 & #2 4/4ST CROSSER
NO CARRY
*NO SMASH RULE SS ES

READ 3702




NG NS e P BBV s T e Lo UNBY el I W& Bl &P U &I BT D =

RED GUN NEAR DOLPHIN LT RULES

1. SAFETY DOWN AWAY FROM RB

2 RB IN3 SPOT = SAFETY AWAY FROM STAR
3. vs2x2=1CLUE

4. vs3x1=STUBBIE

|
|
!
I
i
|
|

OUTS\‘ DE MAN QUTSIDE MAN
"DOWN LEFT”
"TIGHT RT"
D TRAIN LEFT
UESKYBC BDSWGU
(¥)
o
| |
l | ‘
MEG ! MEG
READE”IOQ RY#3 i
UNLESS #2 IS UNDER #4/1ST CROSSER
"STUBBIE” "MEG/CONE"

“TITE RIGHT”
BBIE/IMEG™ READ X RELEASE

FORCE
*MEG OR CONE OFF SPLIT OF X




RED GUN NEAR DOLPHIN LT RULES

1. SAFETY DOWN AWAY FROM RB

2. RBIN3 SPOT =SAFETY AWAY FROM STAR
3.ve2x2=1CLUE
4. vs3x 1=STUBBIE

E | ¢

BUNEP MAN
OUTSIDE MAN e LUNME MAN
: OUTSIDE MAN
20N1
" BG@WN LEFTW .
: s UUTE@HT R‘TW y
20N 1 MOF
RED TRAIN LEFT
Uegg{vw mgww
i
‘
f
:
! MEG
READ3TO2
#4/1ST CROSSER
S o “MEG/CONE"

S

READ3TO2

"TITE RIGHT™ S
"STUBBIE/IMEG"”  geapxreease

FORCE
*MEG OR CONE OFF SPLIT QF X




NICREL/ W
RED GUN NEAR DOLPHIN LT RULES

1. PICK UP COVERAGE ON 18T CROSSING ROUTE
RAT RULES 2. CALL COVER MAN'S 1ST NAME

1 SAFETY COME DOWN AWAY FROM BACK

e EVYIE

|
|
|
|
BUME MAN ' BUMP MAN
OUTSIDE MAN OUTSIDE MAN
RAT AT STICKS
. .D GUN FAR TRAIN LT
RAT RULES
SAFETY AWAY FROM TRAIN REGARDLESS OF RB ALIGNMENT
|
|
|
I |
| p \ q
{ &/’/
! \
|
| T
‘ \
BUMP MAN | \ BUMP MAN
%
OUTSIDE MAN v
QUTSIDE MAN RAT @ STICKS MAN H

%

RAT AT STICKS




O \
Q Q ™ \ O
p ] Q CP l \\ O O @% O O Q
O olel Yolu | | \
o i Pl M .
z c ; ¢
L N | L
/ E \S
E "DOWNLT" S§ \
/ "DOWN RT"
/
3. MOTION TO TRIPS 4 TRIPS
O O
; : i
r 7 Q
= | Q Q
'O OOQ:O // : Q Q 0@ 00 | | -
| | | 1
| / ,l | [
R N/ & A W $ “*
E "POWNLT" F/ ”DiWN‘)sS
6. WIOTION TO EMPTY

STAR)

5. RBIN 3 SPOT DOWN WEAK (AWAY FROM

@
1
1
A

*ROCKET ADJUST VS. BACKFIELD
MOTION TO EMPTY

"CHECK RAZOR" SS

¥
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ALABAMA FALL 2008 3"° DOWN EFFICIENCY

PRACTICE: 4 MON. 8-4-08

r{DOWN & DISTANCE EFFICIENCY 1’S & 3'S ERROR EFFICIENCY 2’S & 4’S ERROR
3-10 WIN LOSS DON’T HAVE 3 VERTICAL
3-8 WIN WIN
3-4 WIN WIN
3-6 WIN WIN
3-7
3-5
D0
3-10 WIN WIN
3-7 LOSS GET AROUND ON THE TOM LOSS BAD ANGLE/BREAK DOWN
3-5 WIN LOSS KEEP LEVERAGE & STAY LOW
3-10 WIN LOSS RETRACE
3-6 WIN WIN
3-4 WIN WIN
3-10 WIN WIN
3-7 LOSSs #5 READ RUN/PASS WIN
3-5 LOSS EYE CONTROL #15 LOSS LOW SHOULDER HOOK-N-SWAT
3-10 WIN WIN
3-7 WIN '
3-5 WIN
3-7 WIN WIN
3-8 WIN WIN
3-6 WIN LOSS EYE CONTROL
3-8 WIN
3-7

PRACTICE: (NUMBER & %)

2 76% 5 | 6 7] k 8 j
12 13 || 1a 15 16
20
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Pracrics  weTEs  (#4)  TLUESDAY  AususT  §
T STAY OF  GROUND E‘;
TiREY LT
SENNE AL

Ve NEAR

BEOMIE o
L TELA
- & TEL

g 7 T =4
M HERE

~ _ PN K
' NS AWAY RO

g
|
2
R

™~

W
9

TEODAN W GATEERS BEONER
“ Vife er TEAR

e

[==]
EVO -
2% Rl Y
- A & G

. AN W :

g" I

&

{

f

%% e i,
¥

m WK JADe T MG cora. W STRONG-
«

AL

RN

T BASE
Y st S o
EAN TS £ T
= ey v
WA 1
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S e, ) 4
b = D 3 e s
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o

s
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CPRACTIE NoTEd  (H4)  TLESDAY  AUsuET 5, &F

£

— ery (ives) , DOMINATE TE (e3)
. ’ ‘/4
& e
o % ‘ Voo
j - Eo T L e ~f

A WEAK
E X crossh JOoTiTE &

£

£TUBRIE (Wit NORMAL  COVERAGE ADISULSTANSNTS

& LB Sk



1.

FRONTS COVERAGE

PRESSURE

BASE BULLETS |1. 3/2DEUCE

1. FIELD FRISCO A (B)Y STRFZ v ZORRO

2. FIELD SONIC v STR FZ v ZORRO

SHORT YARDAGE

RED AREA PRESSURE

1. HIPPO 60 TUFF ADJ

1. BASE TITE RUSH RED 90 SAFETY

BASE CALLS

J—

. BASE BULLETS 3/2 DEUCE v STRONG

RED ZONE

. FIELD FRISCO A (B) v STRFZ v ZORRO

1. BASE WEAK JACK RED 7 CORA

. FIELD SONIC v STR FZ v ZORRO

2. BASE UNDER O DBL RED 7 ADJ/SW

3. BASE SPLIT DBL RED 7/ SWITCH

4. 40 DBL RED 7 ADJ/SWITCH

COVERAGES PRESSURE
1. RED 7 . N/D. EVEN DBL DOG 0 PEEL
2. POACH (TRP CALL) (PLAYED WITHR) 2. N/D. $ 0 CHANGE
3.5 EMPTY CHECKS
1. RAIN
2. SLAP
3. PUNCH
1. BVEN 5 RED ZONE
5 N/D.EVEN DBL DOG 0 PEEL I N, FLEX (EVEN) RED 7 SWITCH
3. N/D. $ O CHANGE 5 N FLEX TRIPLE RED 7 SWITCH/POACH
1. BASE BENCH STAR FIRE 3

. BASE CLOSED TRIPLE 88/6




ORIGINAL

LT X TITE

2TE ON L.O.S= "60 TUEE™

"BACKER"™

21 HEAVY S
PRESSURE CONTAIN

2i
PRESSURE

30 TECH
VERTICAL HOOK

30 TECH
UARTER HOOK

"TITE LEFT™
"NAIL LT/AREA RT"

DEEP 12
SEC FORCE

"BACKER"

ADJUSTMENTS:

1. MIKE MAKE TITE LT/RT CALL
' 2. SAFETIES MAKE NAIL LT/RT OR 3
., LT/RTCALL

ALIGN TO WR
4. VS. YAC= SPIN SAFETIES/CK 3

TO OFFSET BACK

6. VS. WING PAIRS UAC MOTION CHECK

CUE.

5. VS_IFR OR INR BACKS= JUMP ALIGN

7. WHEN JUMP TO AN OFFSET BACK
CHECK QUE VS. SHORT MOTION AWAY

| PAIRS LT

1 TEONL.O.S="CHECK 3"

GGBA@KERN} ﬁB%A@KEREG

1%

3TECH GHOST 9

!

!

|

| .
BN
1

|

!

WING TECH 6 TECH LT
CURL FLAT CONTAIN PRESSURE PRESSURE CONTAIN CURL FLAT
BAIL 1/3
SEC FORCE
i & AT
READ 1/3 30 TECH 30 TECH
SECFORCE HOOK CURL HOOK CURL

"TITE LEFT™
"CHECK 3"
"JUMP LEFT™




1. JUMP TO NEAR BACKS AND
YY WING ORIGINAL

" NEAR -- JUMP RIGHT

© N

TN P - § U

O OOXPO!

J E T s
W M c
"TITE RIGHT"

FS  TyumprGHT" S8
"NAIL RIGHT"
AREA NAIL

2. | FAR -- JUMP LEFT

O ZAC = NAIL LT
AREA RT

® OOLK
ET

J
W i C
“TITE RIGHT"
"JUMP LEFT"
Fg NAILRIGHT' gg
AREA NAIL

3. ZAC- CHECK NAIL LT

4. SOLID LEFT -- CHECK 3

' )
O "TITE RIGHT"

@
"
POOROOC O

——
|
5 |
| J <E T T E S
: TWING ADJUST" ~
W i Y W A ©
"TITE RIGHT" "TITE RIGHT"
vg@%ﬁl&]ﬁﬂw "CHECK JUMP LT"
1 "NAIL RIGHT"
; 8S FS “cmeck 2 LEFT" - S8
AREA
5. ZAC - "CHECK NAIL RIGHT" 6.
® >
i =
"CHECK PLUS™

"SOLID LEFT" @

M W c

"TITE LEFT"
"3 LT CK NAIL RT"
SS TCHECK CUE" FS

PIRATE
BIG SPLIT

"TITE LEFT"
"JUMP LEEFT!
"CK3ILEFT"



ALIGNMENT RULES:

BENCH — JACK ALIGN TO BENCH (BOUNDARY) / STAR ALIGN TO FIELD
MAC & S - TAKE NATURAL ALIGNMENT ($ TO Y)(NO MIX ON YAC)

CLOSED - JACK ALIGN TO CLOSED / STAR WILL TRAVEL ON CHANGE OF
STRENGTH MOTION (NORMAL ALIGNMENT RULES)

BENCH BASE

STAR FIRE 3 - ROY/LEE OFF THE STAR’S RUSH

BASE CLOSED

TRIPLE88/6




NCH STAR ZONE REPLACE

=S
Pom [ P e

=

RILUE ELEX ROY/LEE FRONT AWAY FROM *

SKY
BACKER

4

SKY BACKER

"MABLE"




ROY/LEE ON YAC ONLY
BLUE FLEX 9

|

COVER 88

”KATHY” $ : N( fiARRY
ALERT SMASH !

WLARRMLARRY“

”@@VER 88"

|
!
|
[
|
|

BLUE TRAIN LT COVER 6

J
I
|
I
|
f
!
|

f
"SKATE"
! "RITA SKY™

gj“»'v'& [
e |
ZONE 1/3 SKATE |
|
STRONG HOOK : WEAK HOOK
|
"LARRY/LARRY™
"RITA SKY"

|
i
|
f BODY POSITION ON X
|
!
I



NICKEL BASE CLOSED TRIPLE 88 [ 6: ADJUSTMENTS

BLUE FLEXRT | ! BLUE TRAIN LT f
d} ® ”ESRRY” O | "LARRY"
() "88" "RITA SKY"
' ] : CD‘ () "SKATE"
' ‘ [ 1 [
® | ® ® (@ |
g@@@@ | ® : ® OOROO ®
c | . N y = - o« . J E N E -
KATHY | || " skats $ M
| |
ss | s , SH | FS
! |
|
| | | |
BLUE (ZAC) TRAIN LT (TRIPS TO BDRY)« aArrY" BLUE (ZAC) FLEX RT (FIB) ' "LARRY"
| "88" TO ' ' "SKATE"
s | O G TO "88"
| "SKATE : J :
| A
C? <> (D ///%{ : p
BNC iVclese el ®
I c ) J E N
l c C  xamy : 5 $ . 88 C
i PN o :_ -3
|
| | |
| | 88 'Fs
| | 1
| |

[
| arryiTo | BLUE EMPTY TRAIN H QUTSIDE 88 OR CHECK VS
, "ROY" ON | | EMPTY
| YAC | !
| "88" TO "6" STOUTR {
| { KATHY ®
@ ® O O
o ® ® OOROON\ ©
| | E N EJ
*: C C %* : M : $ @
i SKATE : :
| | ss | FS
' | x
| | i
BLUE SPLIT LT l o
"RALPH" [ ! e
"BRONCO" i O 88
S ORRC
@ | :
® : QOO0 ®
J .| E N E
o © | Mo $ ¢
CLAMP i !
KATHY
SS |
|
[
|




NICKEL BASE BENCH STAR FIRE 3 (ZONE REPLACE)
PULL THE STRING

BLUE FLEXRT BLUE TRAIN LT
"LEE"
O) "RIP SKY"

: "ROY"
® | "LIZ SKY"

{

|

|

|
BLUE TREY LT | BLUE SPLITLT
I . \ "ROY"
' @ " "LIZ SKY"
|
}
@ |
® | ®
i
! c

5




GI 10ST 9 >
CONTAIN WALL FLAT (P

BAIL FZ 1/3 - v T
s BLITZ A W 0 TECH B
PRESSURE M HOOK #3
B ADJUSTMENTS:
"CLOSED LEFT”
= @ pr. =< 1 MIKEMAKE CLOSED CALL
iy FRISCOLEFT =Y ) SSMAKE FRISCO LT/RT CALL TO TE
BLIIZB [ L 3. VS. A C ARE PLAYER TO THE FIELD
o M MOF WITH HIS HAND IN THE DIRT, PLAY
{ FRISCO.
P 0 4 IFNO C AREA PLAYER TO THE FIELD,
0 CHECK STR FZ.
g
*NQO C AREA PLAYER
<
| SLOT LT oS FIELD WITH HAND ON
: } i GROUND CHK STR FZ
0
§
g N
i "BACKER" . o
g BACKER
g

FZ 173
SEC FORCE

{
s
|
B
|
i
: CONTAIN AGAR | *a %
0 i At WALL/FLAT
8 BLITZ B =
g
g l
0 i
0 b
¢ D9 "LUCKY, LUCKY" S
M
» Borcs - "OSCAR LEFT™ FILL HARD 1/3
i SEC FORCE
b
0 b



FIELD FRISCO A (B) CHK STR FZ (ZORRO): ADJUSTMENTS

SILVER DOT <—FIELD!

®

"CLOSED LT"
FRISCO LT"

1

.|SILVER DOT SLOT <—FIELD ,

i1 2.
CLOSED LT
"FRISCO LT"

f:\ "BACKER" "BACKER" "CHK 2 LT"
¥ v|o e KOO
J T &
"TED"
C
|
T
'cLoseDLT" > | DOUBLELT <——FIELD "CHK STRFZ"
"FRISCO LT" "CLOSED RT"
BACKER ”LUCKY”
"BACKER" ~
@ @
® ® OOKIOCO
{
¢ c \ W c
( i n
"OSCARLT" Ngg | MAN RT
|
FS
l T
-+ <——F] " .
TRAIN LT TELD o osep L7 4 | (HUMWK) NEAR FLEX < FELD”CHKSTRF;§
"BACKER" ! "LUCKY"
Y . . "BACKER" Cp 0 ©® y .
\ BACKER PR BACKER
@ @ = @ / \J _________ >
100N ® | @ 0L
c s s |
C Cc Y
"MAN” ) ] \ C/y
MAN ss |
|
"OSCAR LT" A FS

(YAC)IY OFF <=—FIELD "CLOSEDLT"'TO7

"BACKER"

S

l
!
!
J

"CLOSED RT"
"CHK STR FZ"

"BACKER"

5/ "LUCKY" CHK

"RINGO”

TRAIN LT H OUT <=——FIELD

"CLOSED RT" 8-

"CHK ZORRQO"
"BACKER" "BACKER"
® ® O @
® OOROO ®
c S M W J ¢
l% : ) v .
§S FS v




LT

o

“@LGU

S

-
mj@m@@@mmmm@@m@mmmmmm@m@mmm.&mmm

FILL
C GAP

M TRAP HOOK
#

UUBACKERW

) SLIANT JET EQR_(C\_]?\/\/\/\/V\A/\/\/\
B GAP A GAP CONTAINBUZZ M
- i . .

LW

i 30ALIGN

6 TRAP HOOI%

, INSIDE 1/2
w@L@@E EMEFTN SEC FORCE

"SONIC LEFT” = |
] ADJUSTMENTS:
BLITZ 6 I]%L{ﬂ 1.VS. A C ARE PLAYER TO THE
SPILL/CONTAIN L FIELD WITH HIS HAND IN THE D
PLAY SONIC
2. IF NO C AREA PLAYER TO THI
i FIELD, CHECK. STR FZ.
]
o *NO C AREA PLAYER
| SLOT LT g FIELD WITH HAND ON
o @ GROUND CHK STR FZ
E F]
i §
8 RO 4 > ¥ ou g“‘-ﬁ
: "BACKER i, e
B BACKER
|
0 80
b
i
b S ,
0 rush JET
=~ CONTAIN CONTAIN %
| R TWALL/FLAT
27,1/
%%%ORCE HOOK #3

oD T O D D G O G D OD S G @

WALL/FLAT
FORCE

"LUCKY, LUCKY"

HARD 1/3
SEC FORCE

"OSCAR LEFT"




FIELD SONIC CHK STR FZ (ZORRO): ADJUSTMENTS

i ‘ ' " "
SILVER DOT %*—FHEL%_D "CLOSED LT 1. ]TRIPS LT ‘\‘ﬁ*‘*—FIELD@ %SNSI%DL{%T 2.
"CHK SALLY" . . " "
: MAN LT BACKER
¥ Omo0® | 00y ®
| é c
s M ' '
C '5/ "MAN CALL"
ss jg FS
|
! ]
) ) "CLOSED RT" "SONIC LT" )
BACKER "LUCKY" MAN LT "CHK BACKER GO
@ ®
® 0o @@@ ®
C C ] c
" 1n SS
"OSCARLT" “gg : MAN RT | ES
K:/ FS
] |
‘ CLOSED RT” HCLOSED RTII
, "LUCKY" "CHK STR FZz"
|
BACKER " "BACKER" "BACKER" BAGKER"
® @ Q N > O @
C \ C/y C c
SS
1 Es S [ "LUCKY" CHK
"OSCAR LT" A‘{ ]‘ "RINGO"

TRAIN LT H OUT <—FIELD

"CLOSED RT" &
"CHK ZORRO"

®




BLUE FAR FLEX LT

Ugg m\{/ﬂﬂ
oo ESYUD

BUMP MAN , ' LOM OAME CbNT AT
' Ny ADJUSTMENTS
. 1. MAC MAKE CHARLIE LT/RT AND CALL
GREEN DOG TE MAN BLITZER BY NAME
2 BLITZ RULES
o0 : o0 -BLITZ OFFSET RB
CHARLIE LEFT -RB IN 3 SPOT= BLITZ 2 MAN SURFACE
o0 50 -2 TWO MAN SURFACES= BLITZ STRONG
STAR/ISTAR _USE SPEAR CONCEPT VS. OFFSET RB
_ GREEN DOG VS. RB IN 3 SPOT
TACKLES TOM AWAY FROM CHARLIE CAL
 SAFETY COVER BLITZER W/ STAR CALL
 SAFETY BLITZ WITH SAFETY CALL
VS, TREY= CORNER OVER WITH SWITCH
CALL
9. $ RUSH VS. ANY NEAR BACK
10. ONCE BLITZ IS SET MOTION WILL NOT
CHANGE BLITZ

BLUE FAR TRAIN LT SPEAR CONCEPT vs. OFFSET RB

"EASY" H - "SKY"

‘

BUMP MAN ZMAN

\

GREEN DOG

"CHARLIE RIGHT”
"SAFETY/SAFETY"

CONTAIN




N/D EVEN DBL DOG O PEEL; ADJUSTMENTS

BLUE NEARFLEX RT

BLUE TRAINLT

"PEEL"
AN

FS
MOF a

o | o ©
@ ! @ | I / Q
| L E & / / 1
M
© GREEN DOG v b * $ GR“EAEN 3:
"SPEAR ON OFFSET" TE DOG
s FS CHARLIE RT" "CHARLIE RT"
—=dARLIBRIC "SAFETY/SAFETY"
\ N MONEY . MONEY Ss\% MOF FS
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
"PEEL\" "PE\EL" O
AN
o T O ®© O -
| | ORI O @
| | | I {
/ ! s |
$ o « \
(1: TE GREEN b <
DOG
1" 11t ”CH_ARLIE RT”
S fs'%}zg/s ssiFETY/SAFETYH ‘LJS
MOF
BLUE (YAC) TRAINLT Y OFF BLUE EMPTY TRAIN H OUT
'PEEL
H X > Y
o © O @ &
P ’ 1 : ¢
Lo b o
GREEN ss $
DOG TE "CHARLIE LT" &
"CHARLIE LT ____—_—FS
S "STAR/STAR" MOF
MOF Py FS ﬁ
BLUE TREY LT GOLD SPLITLT
"STAR-STAR" O
SWITCH CALL "PEEL"
CORNER BLITZ
© O A
© 1o _ @ ©)
! f ! / {
| !
. . / \
GREEN TE ¢ ¢
DOG "CHARLIE LT"
"STAR/STAR" s
S "CHARLIE LT"
"STAR/STAR"




FN R

BLUE FLEX LT

"EASY”

"BACKER"

T

?h(:.:
JET TOM GAME!
L _ TOMGAME "CHANGE" . BUMP MAN
CONTAIN TE MAN ‘
ADJUSTMENTS

1. MAC MAKE APPROPRIATE
CALLS TO BLITZ SIDE

2. DB/LLB COMMUNICATE CHANGE
CALL TO DE WITH C AREA PLAYER

RB MAN "CHANGE"

"BAKER RIGHT" £
"CHANGE RIGHT" oR
RB OFFSET TO PRESSURE SIDE

= T <9 3.CALLSARE:
or % "BAKER" ABLE- A GAP
ALITZ B BAKER- B GAP
FS5E 0 CHARLIE- C GAP
4.VS. YAC- CHANGE IS OFF
' CHARLIE RT/LT
5.VS. EMPTY= RUNIT

"EASY"”

]

#2 MAN n n
BUMP MAN "CHANGE"
e MAT] CONTAIN BUMP MAN
LY W i
"CHANGE" RB MAN
BLITZ
CONTAIN
"BAKER LEFT”

"CHANGE LEFT”




EVEN $ O CHANGE: ADJUSTMENTS

—
BLUE FLEX RT o 1. BLUE TRAIN RT O
Q
© z Q ©
! 0 O \
|
¢ L | I T !
¢ | M A
& (RB)
Fs S
"BAKER LT" "BAKER RT"
UCHANGELT" WIOF "CHANGE RT"
BLUE (ZAC) TRAIN RT 5 BLUE (ZAC) FLEX RT
"BAKER RT" .
O =
o P> ! / ¢
! %5 /
M ol
¢ (RB) -
s FS
S\ MOF "BAKER RT" "BAKER LT"
"CHANGE RT" ICHANGELT"
BLUE (YAC) TRAINLT Y OFF BLUE EMPTY TRAIN H QUT
“"CHANGE OFF" Y
H X Q
R
@ Q QI) f Q
| 1 /
v - -
L weol 5
& t
"CHECK" "TITE LT"
"CHARLIE RT" "CHARLIE RT"
FS FS
ss
MOF / T MOF
BLUE TREY LT O GOLD SPLIT LT 8.
QO O ©
@ | / 0, I ©)
J | I I { \
% / I 4
¢ c & .
. "BAKER RT"
~BAKER RT" "CHANGE RT"
"CHANGE RT" ss s
SS\ S O #4 WEAK \ K K
- NO #4 WEA TAKEIT WEA
MOF CHECK CHARLIE MOF VS GOLD




"CHECK RAIN" IN SUB - RUSHERS READ TURN OF
CENTER AND POP OUT OPPOSITE TURN AND LOOK

FOR HOT ROUTE

TRAIN H OUT

oy

POP OUT

!
I
!
[
!
e

GREEX DOG
‘ N
\
|
|
l
1

-

TRAIN Y WIDE




“TITE LEFT" PUNCH TO STRONG SIDE

. . "PUNCH LEFT” (MIKE)
CHECK PUNCH SET 3 TECH TO PRESSURE

INJOUT
213

Ss\é FS N
MOF

*WE CAN DROP 3 TECH TO THE CALL BUT NOT TODAY
WE CAN CHANGE "PUNCH" WEEK TO WEEK TO ATTACK PROTECTIONS.

"CHECK SLAP"

"TITE RIGHT" SLAP TO WEAK
SIDE

"SLAP RIGHT"

SET 3 TECH TO PRESSURE

IN/OUT
213

ss FS
I\HOFN

* WE CAN DROP THE 3 TECH TO THE CALL BUT NOT TODAY
WE CAN CHANGE "SLAP" WEEK TO WEEK TO ATTACK PROTECTIONS.



"BACKER"

RUSH SPILL 41 TECH ECH AITECH  RUSHSPILL BUMP MAN
CONTAIN PRESSURE PRESSURE! PRESSURE CONTAIN
@ 7 0 A
SCRAPE sC ADJUSTMENTS:
BANJO 1. MIKE MAKE CLOSED CALL
2 SAFETIES MAKE DOWN RT/LT CALL
o 60 3 SS/MIKE BANJO vs. 2 BACK SET (WITH NEA)
CLOSED LEFT RBACK)
p p 4. SSIMIKE COMBO VS. 1 BACK WING
DOWN LEFT & 5. COVER 0 vs. ANY 2 BACK SET
N 6. COVER 9 vs. ANY 1 BACK SET WITH SAFETI
MOF ADJUSTING
iR 7 vs, YAC = SAFETIES SPIN
FILL 8 vs. Y TRADE=RE-LOAD FRONT
9 vs. BUNCH= TRAFFIC
] 10. VS. EMPTY= RAZOR

1SLOT LT
"BACKER" "BACKER"
(Z)
Y |
K |
|
B MAN | RUSH SPILL 0 TECH RUSH SPILL
SEC FORCE ! CONTAIN PRESSURE i ’PRESSURE CONTAIN
] & i
SCRAPE
LOCK H
FS  "CLOSED RIGHT"

"DOWN RIGHT™




CHK STRONG

OUTSIDE RELEASE= WORK TO TE

ADJUSTMENTS

- MIKE MAKE RALPH/LARRY CALL WEAK

1
LT 2. VS PRORED 7
= 3 VS SLOT=CORA
4. VS TRIPS YY WING=ZEKE
‘ 5. VS TRAIN=STUBBIE
"SKY™ 6. VS 2X2=SWITCH 2 OPEN; CUT TE FLKA
7. VS YAC/Y TRADE=CHANGE RALPH/LARRY
8 VS BUNCH=BINGO
9. VS EMPTY=STUBBIE TRIPS,SWITCH 2 OPEN
10. VS FLANK=SWITCH 2 OPEN;CUT YY WING
Wg KYBQ
RZ PRESS BAIL 9 TECH HEAVY 5 0 TECH HEAVY S CRASH 6 RZ PRESS BAIL
SEC FORCE IN/OUT #2/#3 ~ CONTAIN PRESSURE PRESSURE ~ CONTAIN SEC FORCE
ALL OF #2 o

30 TECH 30 TECH

IN/OUT #2/43 #4/1ST CROSSER

#3 TO GOALLINE

READ RELEASE OF 2 N .
= *‘ﬁ 2 A
INSIDE RELEASE= CONE Z ALPH RALPH

READ RELEASE OF X

" REA D/READ"” INSIDE RELEASE= CONE X
QUTSIDE RELEASE= POACH TO TE
"CHECK CO DTH SLOT
ISLOT LT
"CLOUD" "CORA"
'
|

| |

| |

| I ”

l | HEAVY 5 0 TECH HEAVY 5

' ’ CONTAIN PRESSURE PRESSURE  CONTAIN

| .

30 TECH 30 TECH

SLAM HOOK #3 1ST TO FLAT %’—{—;A‘f‘ iy
FORCE D
SQUAT

SEC FORCE
OUTSIDE 173

”CHECK@@LW




ONG: ADJUSTMEN

" VER DOT @) 1. TRIPS LT ' 5
BACKER o . CLOUD @ BACKER@ crz O SKY/CLOUD
) .
o @@@m©5& ®OOKOO\ @
B C
c s " s J C = S B W C
| B CUT ZEKE MEG/CONE
MEG ‘
SS RALPH FS SIS RALPH FS
READ IT TECH.
INSIDE 10 YD.
DOUBLE LT 3, TRAIN LT 4
CKER 4 @SKY @ BACKS \ SKY/CLOUD
HOOKOO ) @Q@@@
c $ - C
J C ) il W
cuT M W
STUBBIE MEG/CONE
" " /
READIT SWITCH s RALPH ES
ss LARRY FS
(HUM WK) NEAR FLEX 5. TRIPS BUNCH LT @ 6
SKY @ @ BACKER BACKER
@ 9] R @ O SKY/CLOUD
) QOW@@ “ ®» OOXO \ )
C ® W W c . ® W W MEG/CONE
CORA CK RALPH BINGO
SWITCH LT CORA CK as = ALPH ES
sS ES CUTRT
(YAC) 1Y OFF 7. TRAIN LT H QUT CK STRONG 8.
SKY/CLOUD 7 SKY SKY 4 O BACKER
@ Q) = @
) @) ® ©® OOXKOO ©
s s c |¢c ° J ¢
MEG/CONE MEG \ . W

SS RALPH CK LARRYFS

SS

KFS




"BACKER"

z
C

T J

BAIL 1/3 9 TECH 5 TECH TILT 3 TECH GHOST 6 PRESS MAN
SEC FORCE BUZZFLAT CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE
2 TO 1 READ

10 TECH WEAK 50 TECH
RELATE #3 #4/1ST CROSSER
ADJUSTMENTS
1. MIKE MAKE TITE LT/RT CALL
2. #4 WEAK= COVER 7
NO #4 WEAK= RITA/LINDA BUZZ
3. SLOT=SWITCH
4. #2 REMOVED OPEN= SWITCH

CTITE LEFT™

HOOK CURL

SUOK CURL 4 D or 5.VS. YAC= SLIDE LBERS
PLUG LINDA BUZZ 6. Y TRADE= RELOAD FRONT
7. BUNCH= RITA/LINDA BUZZ
8. EMPTY= SACK
9. VS. C AREA PLAYER WEAK= CHEGK
cuT
LT
"SRy "BACKER"
GHOST 6 3 TECH TILT 5 TECH 9TECH
BUMP MAN CONTAIN PRESSURE PRESSURE CONTAIN BRACKET
SEC FORCE =
RZ SWITCH :
FILL 30 TECH 30 TECH
RELATE #3 #4/1ST CROSSER
"TITE RIGHT™
g9 e g
RZ SWITCH SWITCH BRACKET

FORCE FILL



BASE UNDER O DBL RED 7 ADJUSTEDISWITCH: ADJUSTMENTS

VER DOT @  TET 1 TRIPS LT ®  TTELT 2.
© CK BOOST @
@ I e~
®OORO0® ®O0KO0  ©
c S © c S MW c
M W cuT
MEG ’ LINDA BUZZ
ss FS
SS FS reap i «
DOUBLE LT TITE LT 3 TRAIN LT ® TTELT 4
@ ™" ® ®
OOOROO Q) OOONKOO ®
c |
c
s WM W c S Mo W c
CuT SWITCH
ss S LINDA BUZZ ss 4/ s
READ T
(HUM WK) NEAR FLEX TITERT 5. TRIPS BUNCH LT @ TITELT 6.
@ ®
® .0 _______ . @ ® O
OOXOO® & OOKOO ®
S
C Cc W M /V c S T M w cC
SWITCH
FS  ckuz 8s LINDABUZZ SS ___Fs
(YAC) 1Y OFF ® ;
TITELT EMPTY (TRAIN LT HOUT)  TITELT 19
sLDERT () |
PR ® ® ®
@ " OOKOO (@] &)
c
VIEG s M W c C S M W C
LINDA BUZZ TO MEG STUBBIE £S SWITCH

RITA BUZZ SS FS




5 TECH 21 3TECH CRASH 6 RZ PRESS BAIL
SEC FORCE IN/OUT #2/4#3 CONTAIN PRESSURE PRESSURE CONTAIN SEC FORCE
ALL OF #2

30 TECH 30 TECH

INJOUT #2/43 #4/1ST CROSSER

#3 TO GOALLINE
READ RELEASE OF Z B0 e RELEASE OF X
INSIDE RELEASE= CONE Z CLOSED LEFT g%ﬁE RII;I FigE: CONE X
OUTSIDE RELEASE= WORK TO TE e REA /REA Dw OUTSIDE RELEASE= POACH TO TE

| SLOT LT
"SKY" "BACKER"
CRASH 6 3 TECH 21 TECH STECH 9 TECH
CONTAIN PRESSURE PRESSURE CONTAIN BRACKET
BUMP MAN
SEC FORCE gj; v © HW &
RZ SWITCH 30 TECH 30 TECH
FILL RELATE #3 #4/1ST CROSSER
"CLOSED RIGHT™ -
& a9 i 90 FILL
RZ SWITCH SWITCHIE CKET BRACKET

FORCE



STMENTS

RIP SKY

'LVER DOT ") 1 TRIPS LT ® 2.
BACKER CLOUD BACKER ~ CK 12 O SKY/CLOUD
@ O ® ® = N
®O0OKOO® ®OOKOO ®
S c c S ~ : €
C = M W JeKE v W
cuUT MEG/CONE
MEG
SS CLOSEDLT FS ss CLOSED LT FS
READ IT TECH.
INSIDE 10 YD.
DOUBLE LT 3 TRAIN LT 4
BACKER CK TEAR SKY BACKER SKY/CLOUD
@
®OOKOO ) Q)
@ y
cuT S M c ¢ ¥ " W -
W - STUBBIE MEG/CONE
"READ IT" | sg  CLOSEDLT FS
SS CLOSED LT ES
SKY ®  Backer BACKER
@ v O ® ® O SKY/CLOUD
©©©©®S ® OOROO ®
Cc / » S : C
C " W MATCH RT W W MEG/CONE
CLOSED RT / BINGO
SWITCHTO LIZ 8§ —o_ FS ss CLOSED LT FS$S
(YAC)1Y OFF (W) TINA ADJ 7 TRAIN LT H OUT ' 8
@ CHK'3 CK SAC
SKY BACKER SKY
© O~ @ © = ®
0 OOROO ® ®OOKOO ®
C C C S C
s M W M W
STUBBIE SWITCH
S8 CLOSED LT ES




40 DBL RED 7 ADJUSTED/ SWITCH

ge
"BACKER
BAIL 13 6 TECH 3 TECH 2i TECH LOOSE 5 PRESS MAN
SEC FORCE CONTAIN ~ PRESSURE PRESSURE  CONTAIN SEC FORCE
2TO 1 READ

H WEAK 50 TECH

JUMP TECH RELATE #3 #4/1ST CROSSER
BUZZ FLAT ADJUSTMENTS

1. MIKE MAKE TITE LT/RT CALL
2. #4 WEAK= COVER 7
NO #4 WEAK= RITA/LINDA BUZZ
. SLOT= SWITCH
. #2 REMOVED OPEN= SWITCH
V8. YAC= SLIDE LBERS
Y TRADE= RELOAD FRONT
. BUNCH= RITA/LINDA BUZZ
. EMPTY= SACK
9. V8. C AREA PLAYER WEAK= CHECK
CuUT

HOOK CURL
PLUG

‘“’“E‘”I”E”E LEFT”

PBNO O AW

ILT

TSKY” "BACKER"

LOOSE 5 21 TECH 3 TECH 6 TECH

BUMP MAN CONTAIN PRESSURE PRESSURE CONTAIN
SEC FORCE
o
RZ SWITCH ) SR
FILL 30 TECH 30 TECH JUMP TECH
RELATE #3 #4/1ST CROSSER ISTFLAT
"TITE RIGHT"”
e ge L1
R SWITCH SWITCH gt

FORCE FILL



VER DOT @ TTELr 1 TRIPS LT TITE LT 5
’ CK BOOST @
® ® | ©® Ygoomoo @
®»OOKOOW = /
C C s ,
c MW c
S M W cuT f
MEG LINDA BUZZ
8S sS FS
"READ IT" a
INSIDE 10 YARD LIN
DOUBLELT ®  TTELT 3. TRANLT @  TmELT 4
© @ ® O
OOOKOO ) O OOKOO )
@ " e
s W W c C s MW c
cuT SWITCH
as ce LINDA BUZZ" gs L Fs
READ IT"
(HUM WK) NEAR FLEX TITERT 5. TRIPS BUNCH LT TTELT 6.
® ®@ ® O
®» OOKOQO ®
C c W M S ﬁv - S 7& MW c
SWITCH '
FS és
CK LiIZ LINDA BUZZ 8§S - ES
(YAC) 1Y OFF ®
® TITELT EMPTY (TRAIN LT HOUT)  TITELT 19
® ®
@ ® OOOKOO )
C
LINDA BUZZ TO STUBBIE £S SWITCH

RIP SKY S FS




il

STRONG

T WASTER

"BACKER"

GHOST 9

0 TECH
PRESSURE CONTAIN  CURL FLAT
MATCH
" 30 TECH 30 BASIC
STRONG HOOK WEAK HOOK
ADJUSTMENTS:

"CLOSED LEFT”

1. MIKE MAKE CLOSED LT/RT CALL
2. JACK ALIGN CLOSED, SAM ALIGN OPEN

S ‘ g0 28

FORCE Liz SKY N FILL 3. SAFETIES MAKE RIP/LIZ SKY CALL

Lz MOF STRONG VS. ANY PRO SET
4.VS. ANY SINGLE WIDTH SLOT PLAY CORA
5.vs YY TRIPS, CK BASE, BULLETS IS OFF

[SLOT LT
i E
"CLOUD" "CORA"

FILLC

PRESSURE CONTAIN

eena B & ey
S TECH 0 TECH 41
PRESSURE PRESSURE
SQUAT 30 BASIC 30 SCRAPE
FORCE HOOK #3 IST FLAT
"CLOSED RIGHT"
"CORA LEFT"

OUTSIDE 1/3
SEC FORCE

CORA
CORA 1/3

READ MOF
FILL



SE BULLETS 3/2 DEUCE CHA MASTER
~1 VER DOT TRIPS LT 2.
VER P 1. RAAS IS0 @
, BACKER BACKER
SKY MATCH SKY MATCH
0 ® ® O
§OOKO0® - YOO0R00  ©®
: C C S
c i M W S . M W ©
- CLOSED LT 8s
sS LIZ SKY ES ES
: CLOSED LT ‘
LIZ MABLE vs YV TRIPS
CK BASE, BULLETS IS OFF
DOUBLE LT 3. TRAIN LT 4.
MABLE
® CLOUD SKY BACKER
CLOUD O MATCH
© ? OHOO  ©®
§OOEOO  — © GOOKOO
“ T omow s . SS MW o
@
KATHY LT CLOSEDLT ES
CLOSEDLT ©° LIZ "MABLE"
CK DEUCE RT
(HUM WK) NEAR FLEX 5 TRIPS BUNGCH LT 6.
SKy BACKER Ky BACKER
@ MATCH MATCH
® L0 ®
@@@@g OQOXOO )
, - A S
sS CLOSED LT
SS FS  KATHYRT MABLE LT Fs
CORA CHECK DEUCE
EMPTY (TRAIN LT HOUT
(YAC) LY OFF (®) / ( e CHK STRONG &
CLoub © CLOUD
o7~ 0O > @ o O,
@ OOK ® Nele ®
J c J c
C W
KATHY LT TAG RT §S
ss FS £s

CLOSED LT TO DEUCE RT

—




D) (BOX]

SECFORCE %

RZ SWITCH

FILL
"SWITCH"

FORCE

RELATE #3

"TITE RIGHT"

"SWITCH/CUT"”

CUT#2
VFCUT’F6

SPLIT #1/#2
WEAK

*READ IT= SKY OR CLOUD OFF
WR RELEASE

"CLOUD"™

*INSIDE 10 YD LINE
CORNER/FS PLAY READ IT
TECHNIQUE

ADJUSTMENTS .

1. MAC MAKE TITE LT/RT CALL
2. SAFETIES MAKE COVERAGE
CALL TO YOUR SIDE

- SWITCH VS. 2 REMOVED
RECEIVERS

-CUT VS. #2 RECEIVER IN C AREA
- MEG/CONE VS. SINGLE
RECEIVER

- STUBBIE VS. TRIPS

3. BE PREPARED TO CHANGE
CALLS VS, C.0.8 MOTION

4. VS. EMPTY= SACK

5. VS. BUNCH= CHECK BINGO

!
|
{
f
!
|

MEG I
%*
READ3TO2

"STUBBIE"

RE3TOZ

“TITE LEFT”

"STUB

BIE/MEG"

#4/1ST CROSSER

BUSWBE

"MEG/CONE™

READ X RELEASE

FORCE

*MEG OR CONE OFF SPLIT OF X




NICKEL/DIME FLEX RED 7 SWITCH: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT ]
® ©
"CLOUD" "SKY "SKY" K"
® e ® ® @ O
© OOKROO | <g | § OOROO
c | c | | c
$ il b L $ M
euT "SWITCH "STUBBIE" "MEG/CONE"
FS ss SS FS
CTITE LT “TITE LT
TCUT/SWITCH" "STUBBIE/MEG"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
™ O
CSKY" NV "CLOUD" USKY!
———————————————————————————— >
® F O ® ® @ O :
| O OOKOO ©) O OOKOO | ©)
| C |
c | g » . C $ M ! c
MEG,CONE.. 'CUT"\ > "SWITCH
"STUBBIE"
FS S8 ss . . FS
"TITE LT" SHTRLL.
"STUBBIE/MEG" LCUTISWITCH®
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
@ *CHECK SACK
P HGKY™ "CLOUD" SKY"
G "o " @ ® ® O
OOKOO ©) ©OOKOO ®
C c C . C
7 ¥ * M
§ M . $
“ o YSWITCH
"WMEGICONE" e og  'STUBBIE STUBBIE ae
“TITE LT CHECK TITE RT" NTITE LT" '
"MEG/STUBBIE" "STUBBIE/SWITCH"
BLUE TREY LT @ GOLD SPLIT LT
® ®
"GV "SKY"
@@%@@ ® ©
@ ®
4 $ C C “
C
v "SWITCH "MEG/ICONE"
S FS
"TITE RT" SS "LITE LT FS
USIN CHECK! "SWITCH/MEG"




TRIPS CHECK IN NICKEL / DIME PACKAGE
PLAY "R" ON #1 & #2

1 2 @
O | O 3 O
| OO0 OO O
1 C
x $ M MES
NO CARRY RELATE #3
SS
R
FS
POACH



BLUE FLEX LT

F G [+ oe
b
=
-
@)
R
! N\
Vi |
|
|
‘ | JET JET ' ,
DOG ,l?né CONTAIN  PRESSURE CONTAIN
SEC FORCE ~ \ T \
DOG DOG
FILL DOG ey
FILL DOG PLUG SEC FORCE
ADJUSTMENTS
1. MAC MAKE TITE LT/RT CAL
= R 2. SAFETIES MAKE DOG RT/LT CALL
2 gx& % 3. VS BUNCH=TRAFFIC
6 W 113 : 4. VS 2 MAN STACK= TANGO
= TITE RIGHT DEEP 1/2 5. VS. #2 AND #3 TIGHT=LOCK & LEV}
DEEP 172 "DOG LEFT” FORCE 6. VS. EMPTY=RUN IT
FORCE
E TRAIN LT
"SKY"™ "G Ky
R
=
&
| |
| |
| |
|
| JET -2 JET
CONTAIN | PRESSURE CONTAIN
DOG e |
SEC FORCE DOG
e FILL

|

"TITE LEFT”
"DOG LEFT”

DEEP 1/2
FORCE

DEEP 1/2
FORCE




SUB COVER 5
MAN UNDERNEATH 2 DEEP COVERAGE
RULES:

1. COVER 5 IS DOG TECHNIQUE - MAN UNDER BY 5 UNDERNEATH PLAYERS
2.5 COUGAR IS A COMBINATION OF CUT AND COVER 5 BASED ON #2 RELEASE
3. 55 IS A BRACKET COVERAGE DOUBLING WR/TE/RB ON BOTH SIDES

1. COVERS 2. 5 COUGAR - VS 2 OPEN #2 OUT IN FIRST 5 YARDS STAR CUT
o TO #1, CORNER TRAP FLAT : #2 VERTICAL - PLAY 5
DOG DOG DOG O COUGAR
O O O bog
O00® 00 O
C *
c
$ M
TE RB
FS

/ SS\Q ' SS\
3. 5 COUGAR

2 MAN STACK CHECK TANGCO
o—
DOG

N
\m

TANGO IS TRIO TO A 2 MAN STACK
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FRONTS | @@M@ﬁ%@@E PRESSURE
1. ¥ DOT MOD 1. 40 HATCHET LT
GOAL LINE PACKAGE
B 1. ELEPHANT DIAMOND STICK
2. ELEPHANT PINCH STRONG

BASE CALLS
1. BASE STRONG 3 AUTO ¥ DOT MOD

2. 40 HATCHET LT
> REVIEW OF MOF COVERAGES — 3, 6, 6 ADJ, 1 ALERT, 1 BUCK, 9 RAT, Z/A BUMP

FRONTS

1. N. EVEN SARATOGA ADJ JACK

1. NEVEN SARATOGA ADJ JACK




| X TITE Z CLOSE
“CLOUD"™

6 TECH 3TECH

ZERO

3 TECH 6 TECH 9 TECH

MANY PRESSURE

PRESSURE

PRESSURE MANX CONTAIN

50 ALIGN

10 TECH STRONG

20 ALIGN

ADJUSTMENTS:
1. FRONT ALIGN IN ELEPHANT DIAMOND

"TITE LEFT™

5. BUCK: ALIGN TO TE/WING

2 WILL: ALIGN TO TE AWAY FROM RECEIVER
VS.2 TE CHOKE TE M/M
V8.1 TE CHOKE TE M/M
NO TE ON LOS ALIGN TO 1ST TE (MAN)
3. SAM: ALIGN TO RECEIVER
VS. 2 TE CHOKE TE M/M

IN FUNNEL VS. PASS
IF TE DISPLACED #2 OR #3 TO YOUR SIDE
6. SS: ALIGN WEAK STACKED
VS. PAIRS AND 1 OPEN COVER WING M/M
TAKE SECOND BREAK IN COVERAGE
7. CORNER: VS. 2 TE ON LOS MATCH WING OR DISPACED

VS 1 TE STACK BEHIND LOS TO WING. IN THE FUNNEL VS. PASS WR M/M
VS.NO TE COVER #2 OR #3 TO YOUR SIDE
4. MIKE: ALIGN MIDDLE STRONG (10) TO TILT. IN FUNNEL VS. PASS
(ZAC) I X TITE Z CLOSE
"CLOUD"

"BACKER"

3 TECH
PRESSURE

6 TECH
MANY

9 TECH
CONTAIN

6 TECH o TECH
MANX CONTAIN

ZERO 3TECH

PRESSURE PRESSURE

Foo

50 ALIGN

10 TECH STRONG

y g

50 ALIGN

"TITE LEFT"




) SSALIGNTO AND

STRONG CORNER

COVER WING COVER 1ST BREAK

O
O
O

W oJ
sC
sC B v §S
”T]IT}E KJ]EFTH MTETF LE]FTH
3.
STRONG CORNER SS COVER MOTION
COVER Z MOTION @ FROM PAIRS

"TITE RIGHT"

AW Wi anvB S8

"TITE RIGHT™

5. VERSUS EMPTY

W

"TITE RIGHT™"




[ X TITE Z CLOSE

"COMET"
“CLOUD”

9TECH 3 TECH

ZERO 3 TECH 6 TECH 9 TECH
CONTAIN  C_.GAP PRESSURE ~ PRESSURE PRESSURE MANX CONTAIN
MAN 7
FORCE
0 20 ALIGN 10 TECH STRONG 50 ALIGN
g8 ag
ADJUSTMENTS: WTTE LEFT 06 .
1. FRONT ALIGN IN ELEPHANT DIAMOND P N C H L E Fﬂg 5. BUCK: ALIGN TO TE/WING
2. WILL: ALIGN TO TE AWAY FROM RECEIVER INFUNNEL VS PASS
VS. 2 TE CHOKE TE M/M - TO PINCH SIDE PINCH C-GAP IF TE DISPLACED #2 OR #3 TO YOUR SIDE
VS. 1 TE CHOKE TE M/M 6. SS: ALIGN WEAK STACKED
NO TE ON LOS ALIGN TO 18T TE (MAN) VS. PAIRS AND 1 OPEN COVER WING M/M
3. SAM: ALIGN TO RECEIVER TAKE SECOND BREAK IN COVERAGE
V8. 2 TE CHOKE TE M/M - TO PINCH SIDE PINCH C-GAP 7. CORNER: VS. 2 TE ON LOS MATCH WING OR DISPACED
VS. 1 TE STACK BEHIND LOS TO WING. IN THE FUNNEL VS. PASS WR M/M
VS. NO TE COVER #2 OR #3 TO YOUR SIDE
4. MIKE: ALIGN MIDDLE STRONG (10) TO TILT. IN FUNNEL VS. PASS
(ZAC) | X TITE Z CLOSE
@s g
COMET
"CLOUD"

9 TECH 6 TECH 3 TECH ZERQO 3TECH
CONTAIN MANY PRESSURE PRESSURE PRESSURE

50 ALIGN 10 TECH STRONG 50 ALIGN

“TITE LEFT”
"PINCH LEFT” TO
"PINCH RIGHT"




-

2. SSALIGN TO AND STRONG CORNER
COVER WING COVER IST BREAK
O
" COMET" O "COMET"
O O @
Slee ool / of O
E S T N T W J o E S
SC B M SS B
S iy
K "PINCH LEFT"
3.
STRONG CORNER SS COVER MOTION
COVER Z MOTION @ FROM PAIRS

@ OO

0
@QG 000 |

W T N T
E . )
B

"TITE RIGHT™
"PINCH RIGHT"

§S M

AW WM ANVB S8

YTITE RIGHTY
YPINCH RIGHT"

5. VERSUS EMPTY

"TITE RIGHT"

_NO PINCH




E E,._T WEAPON- NO DL DROP
—— CANNON = WILL. LB
SWORD = SAM LB

CANNON OR SWORD TO DEFENSIVE LEFT

-BASED ON BLOCKING SURFACE TO DEFENSIVE LEFT
-2 MAN SURFACE = CANNON

-3 MAN SURFACE = SWORD

SAFETIES ALWAYS ROTATE DOWN TO THE LE

Ge VAL
SKY BACKER™
ZONE MAN
BAIL TECH JET
#2 VERTICAL DEPTH PRESSURE

PRESSURE PRESSURE CONTAIN
& DIVIDE,

#2 SHORT-MAN SQUEEZE #1 B
CONTAIN HOOK 3 WALL FLA’

“TITE LEFT™
=D "SWORD LEFT"
PLUG "ZONE LEFT"”

| SLOT LEFT

"SKY™ "BACKER"

AGAP B GAP JET
PRESSURE PRESSURE PRESSURE CONTAIN

CONTAIN

HOOK 3

HARD 1/3
FIRE ZONE 1/3

"TITE RIGHT"
"CANNON LEFT"
"OSCAR LEFT"

WALL FLAT




DJUSTED JACK

Pt UE FLEX

GUMANW
WZ@NEW ——
7
4
MAN CALL
"TITE LEFT™
. "RINGO, RINGO™ - RINGO/LUCKY TO SE SID
S BLIZC TR MOVEMENT CHANGE
MOF \ " OFPRESSURE
LUE TRAIN

WMANN WMANW
- KING =

W/F BLITZB

“TITE LEFT”
"RINGO, RINGO"

BLITZC
KING




NICKEL EVEN SARA

TOGA ADJ JACK: ADJUSTMENTS

BLUE FLEX DOLPHIN RT

"TITELT"
"RINGQO"
® —
"MAN" CMAN"
® O @
® OOXO
C
$ i *
(HI3)
S SS
"HOOK, HOOK"
"SARATOGA RT"

BLUE TRAIN LT

"TITELT"

C) "RINGO"
"MAN" "MAN"

® @ O
© O0OKO ®
. A :
* %
IN/JOUT 2/3 (W/F)
SH S

"SARATOGA RIGHT"

BLUE (ZAC) TRAIN LT

AN
® I
\ OOL
L E__
INJOUT 2/3

~

"SARATOGART"

BLUE (ZAC) FLEX RT

..MANH

F
"TITE LT
"SARATOGA RT" ‘

BLUE (YAC) TRAIN LT Y OFF

“TITE LT BLUE EMPTY TRAIN H OUT CHK RAZOR
TO "TITE RT" CHK SACK
"LUCKY"
"MAN' "MAN"
@ ® @ ®
® ® ©)
C C
* C *
IN/JOUT 2/3 C
SS SS ES
"SARATOGA LT" K
BLUE TREY LT ® BLUE MAKE GOLD SPLITLT "TITELT"
"RINGO"
® ® B
"JACK"
I AN
"MIAN"
® @
E ® ®
c * L
S
ATOGA LT 88— FS
" "CK JACK" N\ "SARATOGA RT"




JACK
TREY CHECK IN NICKEL /DIME ZONE PRESSURE FOR TREY FORMATION

(ENEVER A DB IS COMING TG ‘
1 oY FORMATION WE CAN JACK O O O 5
THE COVERAGE . BACKSIDE CORNER g 18
PLAYS 1/2. @ @ © @ @
W & X\{ 3 \C[UT #2 TRAP
c (* OR §S)
xj cuT# L
4 P
DEEP 1/2 > DEEP 12

2.




SILVER DOT LT

EESKYEE

\ 0 TECH HEAVY S
PRESSURE PRESSURE CONTAIN

30 TECH 30 TECH
STEP OF BACK STEP OF BACK

"CK DOT MOD"
WM@; M@BW

"READ"




1. CUT WITH "PUSH ALERT

TWO OPEN WR ¢

J OPEN W@ &

COACHING POINT

SAM/$ = IN BINGO

MAKE SOMEONE TAKE YOU TO
THE FLAT & YOU MUST TAKE

YY) THEM BACK ON ANGLE

"BINGO"
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AUG: 6, 2008 PRAC: 7

LE TACKLE TACKLE RE
55 93 62/95 98
32 52 99/58 91
a1 90 96 30/87
54/35 94 57 89
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ALABAMA FALL 2008 3%° DOWN EFFICIENCY

PRACTICE: 6 8-6-08 (MIORNING A.M PRACTICE)

DOWN & DISTANCE EFFICIENCY 1S & 3'S ERROR EFFICIENCY 2'S & 4'S ERROR
JON7
3-6 WIN WIN
3-7 WIN WIN
3-5 WIN LOSS LOCK N LEVEL
3-10 WIN WIN
3-8 WIN WIN
3-11 LOSS HAVE DOG (TRAIL) TECH ON YOUR MAN
27 &3 DOWN
3-5 LOSS EYE CONTROL #27 WIN
3-6 WIN WIN
3-10 WIN WIN
3-5 WIN WIN
3-9 WIN
TEAM
3-7 LOSS EYE CONTROL WIN
3-7 LOSS #30 DON’T OPEN WINDOW(HOLD CURL) LOSS WORK TO CURL #56
3-9 WIN WIN
3-9 WIN
3-9

TOTAL:
PRACTICE: (NUMBER & %)
1 2 3 4 [ 76% | 5 8% | 7 8
9 10 11 12 13 15 16
17 18 19 20




5 INSTA

\LL

BASE DEFENSE

FRONTS

COVERAGE

PRESSURE

1. DB 7 CLIP/SWITCH

1. BASETILT FZ OSCAR

BASE CALLS

. BASEUND O DB 7 CLIP SWITCH

BASE TILT FZ OSCAR

INVERTED WING ADJUSTMENTS

SUB DEFENSE

FRONTS

COVERAGES

PRESSURE

. ODD

77 MOD (SWITCH)

. N. EVEN LION SARASOTA

TRIPLE 7 SW/CLIP

. N. FLEX STRONG STRIKE

halbadiad lon

33 ZONE

1
2
5-LOCK 3. N. EVEN MAC BILLY 5 PEEL
4. D.ODD DOUBLE C-0
5

. N/D. EVEN BOA

SUB CALLS

N/D. FLEX 77 MOD (SWITCH)

N/D. FLEX TRIPLE 7 SWITCH/CLIP

N/D. EVEN 5 LOCK

D. ODD 33 ZONE

N. EVEN LION SARASOTA

N. FLEX STRONG STRIKE

N. EVEN MAC BILLY 5 PEEL

D. ODD DOUBLE C-0

O 00 N [ B )

N/D. EVEN BOA




EMPHASIS

INVERTED WING fopaver
OFFENSE
1. TRUMP 1. FLUNK
O
O
30O O O
O O o r ? ojer Yolo) O
O ole! Yolo) 5! E N E
[ E N E HEAVY 9 c
C W om HEAVY 9 c & MW §4
READ FS - Ss FIST -
FS\ SS MABLE
BASE STRONG 3 AUTO
"RALPH" BASE STRONG 3 AUTO
** AL ERT SPLIT ZONE/COUNTER/BOOT "RALPH"
2. TRUMP 2 FLUNK
Q O
/O\ ©
I
o Coe00 @ C,? 00800 4 ®
l JON T B | e |
IC w M \ c | M W C é:
§ (4 ON 3 FUNNEL)
FS
S8 FS
\ : K
40 1 BUCK
40 POINT 9 RAT "TITELT"
"TITE RT" (ROLL IT)
"JUMP" THE FRONT
3. TRUMP 3. FLUNK
O HALF
ZEKE O
O O O %ﬁ\ O COVER 4
O OO®00 O e O
J T N E S p OCOSDO O
c s E N T J
w M c . : " c
| w ¢
FS SS !SS Fs

BASE UNDER O DBL 8 MEG/4 AUTO
"CLOSED RT"

BASE UNDER SHADE DBL 8 MEG/4 AUTO
"CLOSED LT"




VS. PRESSURES

BASE UNDER O HAWK A

BASE RATTLER CHK PLUMBER

TRUMP FLUNK
"RINGO" "SONIC LEFT" O
TED
O
@, O
O OOS\ 0> \O E N E
s E N E J c
c y b ) SPILL MW
ES ﬁ s j ;s FS
BASE CLOSED F.Z. TED BASE CLOSED SONIC TED
TRUMP "CANNON LEFT" FLUNK "SWORD LEFT"
O O
O O O O
5830 %@gg .
J N E s s E J
9 TECH
W Me c <M w FS c
ﬁ C (4 ON3FUNNEL)
S 7
K ss ss
41 CANNON OSCAR 40 SWORD OSCAR
TRUMP FLUNK
: <
\
O @
. ool ilelo} . @
5 J T/ NV E; S 'I O o O \ CR
Lo \ | [/ 8 \E N J |
woM ] \ c / REAL \ ¢ |
\ / LION, w C
FSAAANAY sS 55w FS
COMBO




10.

POINTS FOR TWO MINUTE DEFENSE

Understand situation — what is our lead — 3 points, 7 points, 10 points - that will dictate how we play.

It is imperative that in this critical time period we maintain our poise, confidence, and continue to
execute with perfection.

The character of our defense will be revealed through dur ability to be successfully in a 2-minute drill.

GENERAL MUST

Everyone must get their eyes to sideline for signal after every play.
Everyone must communicate signals prior to snap. Know the signals!
Do not allow the ball carrier to get out of bounds — protect the sideline.
Avoid penalties.

Be slow getting off pile. Keep the ball carrier on ground.

Know one needs to be a hero. Just execute.

Tackle up high — especially on sideline. Play on your feet.

Always be alert for timeout signal from the sideline. Do not call time out if clock has stopped. Do not
request a time out unless it is called from sideline. Coach Saban can call a timeout as well.

If someone is injured — stay down. This will enable us to get a substitute in the game.

Always be alert for a screen or draw on the opening play of two minutes — especially at the end of the
first half.

THE CLOCK

An offensive team runs one play every 30 to 40 seconds under normal situations. The average time
needed to run a play in a 2-minute (hurry up) situation is 20-27 seconds.

When behind in the last minute of a game the average time needed to run a play is less than 14 seconds.



CLOCK STARTS ON SNAP

After out of bounds play.

. After incomplete pass.

. After a called time out.

. After a touchback.

. After a change possession.

. After a defensive penalty.

CLOCK STARTS ON REFEREE’S SIGNAL

. After an offensive penalty if offense is behind in the game.

. After a measurement for a first down.

. After excessive play not caused by either team (crowd noise).
. After any equipment repair.

. After a fumble that goes forward and out of bounds (ball spotted at point of fumble).

ALERT TIMEQUT

. End of half/end of game.
. MIKE calls it in the huddle as a part of the defense.

. At the end of the play, the entire defense looks to the sideline for the timeout signal.

. We may or may not call a timeout.



2 MINUTE CALLS

DIME VS. BLUE

EVEN
6 / ZONE OPEN
1 FUNNEL
7 (MOD) (BOX) (SWITCH)

TRIPLE CALL STUMP / CLIP / POACH

SHOW 2

DIME PRESSURES

TEXAS ADJ (SWITCH CALL) (v' ZEBRA / RAIN / SLAP / PUNCH)
SARATOGA ADJ

DBL DOG 0 PEEL

$ 0 CHANGE

RAC TOM 0

MOCCA A

EAGLE BLITZ



"BUCK LT"

O
O

OO

E N E
5 ®) (ZERO) (5) *
B (30)
(30)
POS. ALIGN TECH. SUPPORT KEYS RUNTO RUN AWAY PASS
COVERAGE c C TRAIL CONTAIN
E LEFT 5 SOLES RUSH
N ZERO ZERO A A Ato A
RIGHT 5 COVERAGE CONTAIN
E RULES c C TRAIL RUSH
30 COVERAGE COVERAGE
B RTorlT RULES RULES
BY
§ ALIGN COVERAGE BLOCKING COVERAGE
TO #4 RULES SCHEME & TRIANGLE ALLEY B GAP RULES
COVERAGE
BY
NEAR BACK COVERAGE
MAC 30 30 BN o UNDER KEY B GAP Nl RULES
COVERAGE BALL
NOTES: BUCK MAKE BUCK RT/LT CALL ON ALIGNMENT, COVERAGE, RUSH

CAN MUG BUCK AND MAC ON OG IN ALIGNMENT




BASE TILT FIREZONE OSCAR

I NEAR LT

"BACKER" "BACKER"
"ZQNE" "MANH
“ N C
_F_Z.__ ENGAGE JAM MAN
SEC FORCE CONTAIN BTOA SEC FORCE

BL]TZ BLITZB HOOK 3 WALL/FLAT

SS "LUCKY/ILUCKY" FS
wartLFLAT - "ZONE LEFT"™ FILL

PLUG MOF

ANV

| FAR SLOT

S
Q "READ"
OO L

J N E S

BLTZ 1AM ENGAGE JAM 9 TECH
C CONTAINBTOA CONTAIN M BTOA WALL FLAT
SEC FORCE B GAT
"LUCKY/LUCKY" HARD 1/3
SS  "OSCAR LEFT" FS
L MO

FORCE.
WALL/FLAT M 1LL



NO TILT - BRING IT TO THE TE

"BACKER"
g MANEE

EESWW
"ZONE"

ENGAGE
CONTAIN

WALL/FLAT

"LUCKY/LUCKY" 8§

"ZONE LEFN
MOF

i FARLT

"BACKER"

"MAN" “SKY"

"ZONE"

WALL FLAT

SEC FORCE %

"RINGO/RINGO" FS

Sor "ZONE RIGHT"  waiLriar
FILL PLUG




BASE TILT FIREZONE OSCAR CK ZEBRZ

BACKER BACKER \ \
5 BACKER o _5 BACKER
® XQO IO ®
J C ' C
C M\ j
S F
S\\\\& MAN RT SS
MAN LT
DOUBLE LT RINGO _ TRAIN LT LUCKY
BACKER BACKER BACKER S ACKER
C é
CKMANLT FS
OSCAR RT —
STANFORD ~ CHKCHEROKEE (i) TRIPS BUNCH LT 6
® (W) LUCKY :
BACKER BACKER
BACKER
@ i @
® ® | XKIQO ®
S S N E C
I8
|
| CK SAFETY \s
"SONIC LT"
[/FS c
EMPTY (TRAIN LT H QUT)
(YAC) | Y OFF (®)  RINGO 7
CK ZEBRA
BACKER BACKER BACKER
BACKER
@ ®
@ ® ® O
C C

C

SS




NICKEL EVEN LION SARASOTA

2 MAN SURFACE FZ
BLUE FLEX LEFT WE WILL RUN FLORIDA OR
CALIFORNIA TO THE 2 MAN
SURFACE.
EBMANEB UHMANEH

GA % LOOPSCOOP C

T %

FIRE ZONE 1/3 BLITZ BLITZB Z CONTAIN WALL FLAT FIRE ZONE 1/3
CONTAIN T —
ADJUSTMENTS
HOOK 3 1. MAC MAKE LUCKY,RINGO
CALL (FLORIDA/CALIFORNIA)
o v 2. SAFETIES ROTATE TO
LUCKY, LUCKY ERLEUSCSI}(J‘EIElNGO CALL CAN
SS "FLORIDA LEFT" CHANGE WITH C.0.S. MOTION
4. STAR RUNS WITH MOTION
WALL FLAT MOF

bLUE TRAIN LT

BIMAN“ WMAN"

\T

C

* HOOK3  LOOP SCOOP LION /
FIRE ZONE 1/3 % Q@I—Iﬁ . CONTAIN / BLITZB
WALL FLAT AT /

"RINGO/RINGO" N
"CALIFORNIA RT"
| FS
MAN X

:
0

o
=
&

|



N/D EVEN LION SARASOTA: ADJUSTMENTS

BLUE FLEX RT

BLUE TRAIN LT
®
® @) ©) ®
© OGO ® .
E o
C J’ $\‘ (W/F) (H/3)
Fs @ s FS
"RINGO"
5\ "MAN RT" "CALIFORNIA RT"'
"FLORIDA RT" "MAN LT"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX CALIFORNIA CHK
FLORIDA CHK
O CALIFORNIA (!)  ELORIDA
® ®
®
¢ c
" (W/E)
S\ F/
BLUE TREY LT ® BLUE GUN SPLIT CALIFORNIA
*POSSIBLE JACK
CALL
MAN
v 2 KOO ® @
® oo&z
f c
C E wm C
FS
LUCKY F
"LUCKY"
"MANLT" \f‘




NICKEL/DIME FLEX STRONG STRIKE

: *ZONE REPLACE NOT A
BLUE FLEX LEFT FIRE ZONE

E

PRESS BAIL 1/3 BLITZ SPILL LONG STICK CROSSFACEA LOOP SCOOP 9 TECH

: ES
SEC FORCR CONTAIN A GAP PRESSURE CONTAIN MATCH#2 . E%C—FSO-BI%ELLB
30 TECH 30 TECH %
STG HOOK WK HOOK ~ ADJUSTMENTS
7. MAC MAKE TITE LT/RT CALL
2 MAG MAKE STRIKE LT/RT CALL
"TITE RIGHT" F S STRIKE TO THE PASSING STRENGTH
- . CHANGE STRIKE CALL VS. CHANGE OF
S STRIKE LEFT STRENGTH MOTION
LIZ SKY " 1Z SKY" MOF 3. STAR. ALWAYS BLITZING TO PASSING
FORCE, FIIL  STRENGTH. VS. COS MOTION- TRAVEL AND

CHANGE STRIKE CALL. BLITZ CONTAIN
4. DE TO STRIKE CALL LONG STICK

DE AWAY FROM STRIKE CALL- MATCH #2, IF
#2 1S FLEX $ OR MAC MAKE SWITCH CALL
5. SAFETIES ADJUST RIP/LIZ TO PASSING
STRENGTH (TO THE STAR)
6. MABLE VS. TRAIN IF #2 AND #3 ARE CLOSE

BLUE TRAIN LEFT

"SKY" | "BACKER"

™)

C

® O

O

E C

AT LOOP SCOOP  GHOST 9
PRESS BAIL 1/3 I—AQ(%S-TI—CE PC——‘——“ESS?SS&{XECE A CONTAIN 4 & 1ST CROSSER PS—*—#IE%SF%B%IEL =
SEC EORCE BLITZ SPILL M
CONTAIN $
30 TECH 40 TECH
STG HOOK 3UPISS

"TITE LT"
"STRIKE LT" _
"LIZ SKY" F

LIZ SKY
FORCE




NICKEL/DIME STRONG STRIKE: ADJUSTMENTS

BLUE FLEXRT BLUE TRAINLT
® ®
"BACKER" "SKY™ Ky
"BACKER"
® O ® ® @ O
®»®OOKO0O ® ®»OOXIO0O ®
MAf s s Vo
MATCH
FS LT s vase S X
\fTMKE RT" / ,
SRR R RIP/SKY "TITE LT"
. _ "STRIKE LT"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
"BACKER" ® "SKY"
HSKYH
———————————————————— — )
® < ® @ @)
®» OO0 ®
E
N
LIZ/SKY MATCH X
MABLE S F
"STRIKE RT TO STRIKE LT"" TSTRIKELT TO STRIKE RT"
BLUE (YAC) TRAINLT g)FF BLUE EMPTY TRAIN H OUT
"BACKER" "SKY™ BACKER'
S
- " O ">\ ® ® @ O ®
® OO|Z|OO ® ® OOEOO ®
MATC”f ﬁ% SWITCH CALL
F S LIZ/SKY
S\ RIP/SKY
"TITE LT TO TITE RT" MABLE YTITE LT"
"STRIKE RT" "STRIKE LT"
BLUE TREYLT @ GOLD SPLITLT
® Q)
"BACKER'" nSKY™
"BACKER"
® O
® OO OO Q)

"TITE RT"
"STRIKE LT"

LIZ/S}Z\ 2" j MATCH
"TITE LT /

"STRIKE LT

/

|




NICKEL EVEN MAC BILLY 5 PEEL

RULES
: LU E F AR FLEX LT é&gﬁg?&nz TO THE OFFSET RB. RB 3 SPOT BLITZ 2 MAN
2. DT'S TOM AWAY FROM BACK
"SKY” 3. ENDS PEEL OFF RB
4. SECONDARY PLAY COVER §
5 VERSUS GOLD MAC BLITZ B GAP TO YOUR ALIGNMENT
BHSKYH
! L W » |
l . ‘
l lQM CHOKE
DOG e DOG
SEC FORCE _S—EE-FORCE
DOG =
FILL BLITZ B
"BILLY LEFT”
S S "DOG LEFT" F S
N DEEP 1/2 DEEP 1/2 %
FORCE FORCE
BLUE TRAIN LT
IISKYH ”SKY”
| | OO0
! |
¢ | $
|
| pppl,  CHOKE oM PEEL DOG
DOG . SEC FORCE
SEC FORCE % 2V
DOG BLITZB
FILL
"BILLY RIGHT"™

Fs 2%

DEEP 1/2 DEEP 1/2
FORCE FORCE



NICKEL EVEN MAC BILLY 5 PEEL

RED DOLPHIN

= O

\ A \ SKY"
ol ) Yo
E T T E

M

C

),

Q¥ - —-

PEEL oM = PEEL
ggEGFORCE o " MARR gT(z)EG‘FORCE
ﬂ_‘f BLITZ B
"BILLY LEFT"
"DOG LEFT"
SS FS
DEEP 1/2 DEEP 1/2
N FORCE FORCE _ %
RED TRAIN
"SKY" "SKY"

TOM
TOM PEEL DOG
SEC FORCE

© &
M

L
MAN WR FPEEL

R

|w]
o
[@)

|

EC FORCE

[74]

BLITZB

|v)
o]
®

|

I
=
r

:BILLX RIGHT"
Fs -Do¢ SS

DEEP 1/2 DEEP 1/2
FORCE FORCE




N/D EVEN MAC BILLY 5 PEEL: ADJUSTMENTS

BLUE FLEX RT BLUE FAR TRAIN LT
O PEEL
PEEL PEEL
O O
5 oé\ QOB S,

M C *

c c
SS BILLY RT
BILLY LEFT FS SS DOGC LT FS
DOG LEFT / = \
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
PEEL O PEEL PEEL O PEEL
O O o~~~/ Q-1
? oQ O
E
c c . M )
BILLY RT
SS DOG LT F\
BLUE (YAC) NEAR TRAIN LT Y OFF
BLUE EMPTY TRAIN H OUT . o cqi5LE EMPTY

CHECK

SS BILLY LEFT  FS
/ DOG LEFT

SS BILLY LEFT
/ DOG LEFT

PEEL PEEL
/f 3\ y, / O é}@@ 0 0
c c
SS
BILLY LEFT FS DOG LT
/ DOG LEFT SS FS
BLUE TREY LT GOLD SPLIT LT
PEEL PEEL PEEL PEEL
O
O Cﬁ\ O O ﬁ\ 00O
c
c c
FS

N




EVEN MAC BILLY 5 PEEL

RULES:

1. MAC BLITZ TO THE OFFSET RB. RB 3 SPOT BLITZ 2 MAN SURFACE.

2. DT'S TOM AWAY FROM THE BILLY CALL.
3. ENDS PEEL OFF THE RB.
4. SECONDARY PLAY COV 5.

1. "BILLY LEFT" 2. "BILLY RIGHT"
PEEL O PEEL PEEL O PEEL
O 4 O O O
O @)@ CE OO O
E _ E
* M C * M
c c c
BILLY RT
BILLY LEFT DOGLT
/s DOG LEFT Fs ss Fs
3. "BILLYLEFT" 4.  "BILLYRIGHT"

O
O TE O
o A
$

o
BILLY LEFT
DOG LEFT
SS

- \

c

- /@%% Q

* C

BILLY RT
DOGLT
SS

v AN




RED GUN DOLPHIN LEFT 1 MAC COVERAGE

2. NOSE = BULL CENTER-PLAY SCREENS
3. MAC/BUCK = STEM OUTSIDE, BLITZ C
4, SAFETIES DOWN TO SIDE OF BACK

5. RB IN 3 SPOT- SAFETY DOWN STRONG

IAM  BLITZC WP

SCREENS ~ BTOA

c

FS

MOF
FILL

RED GUN FAR TRAIN LEFT

£ Y7 gdota
c

| T
| T "E M

o X

I
I
!
I
I
|
|
*

BLITZC BULL VIAM  pLITZ C
$ B BTOA SCREENS \BTO A
IN & OUT
(RIP/LIZ)

MOF
FILL



DIME ODD DOUBLE C-0

RED DOLPHIN LEFT

RB MAN MOF
FILL

1. MAC COVERAGE

2. DE's= JAM TO HIP OF OG

3. NOSE = BULL CENTER-PLAY SCREENS

4. MAC/BUCK = MUG WEAK GUARD/BLITZ C
5. SAFETIES DOWN TO SIDE OF BACK

6. RB IN 3 SPOT- SAFETY DOWN STRONG

o

o %

RED GUN FAR TRAIN LEFT

¥ @
Toec
é:i

-
E T

JAM BULL

| G GUARDSCREENS
* $ STRONG %
BLITZC BLITZC
IN & OUT
(RIP/L1Z)

S¢ FS

FILL



VS. RED PERSONNEL

2. MOTION TO TRIPS

,O

—4-[@@

/

~==-0

a O
————

“TITE RT" . .
"DOWN RT" ..Eg\'i,hTLT..
O
O
4 4 AR
¢ T >
o5 ° P . \ P
B ! | \ |
[ s | <%
c . C IN & OUT
(RIP/LIZ)
S
F\
3. MOTION TO TRIPS 4. TRIPS TITE RT
wTITE RT" DOWN LT
"DOWN RT"
O O ® O
| i
’ / QO%dQE\ R OB e cedo\ T o
| B EM ‘ 1 B T Mmoo
| ! | b | I / : |
c b c C / é Lye (.L,‘ ‘
IN & OUT
(RIP/LIZ) %I—%‘éj
FS\\g ss F /S
5, “TITE RT" 6. MOTION TO EMPTY "TITE RT"
"DOWN RT" "DOWN RT CK
DOWN LT"




NICKEL/DIME EVEN BOA
BLUE GUN NEAR FLEX RT

"PEEL"
"PEEL" O

"

E$ T

|
!
!
f
]
|

!
|
!
|
|
|

|
*

"BAKER LEFT" ADJUSTMENTS:

1. BOTH SAFETIES BLITZ B GAPS
F S 2. NO BULL CALLS (ENDS HAVE THE
SS i

4. MIKE RUSH B GAP TO THE BACK
4. BACK IN 3 SPOT - RUSH B GAP TO 2 MAN
SURFACE IF TWO 2 MAN SURFACES GO
STRONG.
5. $ STILL CHOKE TE IN CORE
6.SWITCH CALL BETWEEN $ & SAFETY IN
DIME & NICKEL TO GET $ OUT OF
COVERAGE (VS. ANY 4 OPEN SETS)

BLUE GUN FAR TRAIN RT

I|PEELH O

"PEEL"

m

"BAKER LEFT"

SS



NICKEL/DIME EVEN BOA: ADJUSTMENTS (BLUE)

BLUE GNR FLEX RT BLUE GFR TRAIN LT
PEEL" , 0 "PEEL" "PEEL" O () "PEEL
| @ | @
l E $ E ! !
C L /
C
"BAKER RT"
SS
BLUE (ZAC) GFR TRAIN LT
"PEEL" O @ "PEEL"
®
C C
SS . pAKERRT" FS SS  vBAKERRI" FS
BLUE (YAC) GFR TRAIN LT Y OFF GEMP DOLPHIN FLEX H WDST
"PEEL" "PEEL"
PEEL o O "SWITCH"
bkl © o 2@ 15 °
@ O I @ | @ \ @ [
\ E E ; \ E T\E | |
\ } oL c
c $ | c c 35 5
FS pakEr LT SS VS. RELOAD SAFETY GOES Fsﬁ
BLUE GNR TREY BLUE MAKE GOLD GSP :END BAVE BASK
) ) O "PEEL"
peEL” (M) "PEEL" ® O (H) "pEELY
® ®
] ® e 28 odda ®
! | | ‘ f
E $ | | E E
é | | \ C
M I C \ Mmo$
"BAKER LT"
FS = ss ss S




NICKEL/DIME EVEN BOA

RED GUN NEAR DOLPHIN RT

"PEEL" "PEEL"
O

l
1
|
!
© A
" SW—ITCHV ' ADJUSTMENTS:

F S SS 1. BOTH SAFETIES BLITZ B GAPS

2. NOBULL CALLS

3. MIKE RUSH B GAPTO THE BACK
4. BACKIN 3 SPOT - RUSH B GAP TO
STEP OF BACK

5. § STILL CHOKE TE IN CORE

6. SWITCH CALL BETWEEN $ & SAFETY
IN NICKEL TO GET $ OUT OF
COVERAGE(VS. TRIPS OPEN OR
DETACHED BLUE)

RED GUN FAR TRAIN RT

"PEEL" Q WPEELT

(@)

"SWITCH"

FS SS




NICKEL/DIME EVEN BOA: ADJUSTMENTS (RED)

SUN NEAR DOLPHIN

2. GUN NEAR TRAIN (YAC)

"PEEL" O PEEL"
5 arR 4
ozl ©
p Q \ X\®O Q
Q ' \ T |
L | $ M * I
l Cc & e — o — — - c
¢
\ "SWITCH"
FS ss
Fs ss
3. GUN NEAR TRAIN (TAC) 4. GUN FAR TRAIN
"PEEL" "PREL"
T 4 AOVk(; ‘%
O \ ) > ©
|
‘ | | Q Q ©
[ | { | |
| *
c My "SWITCH" l ¢ L 5
FS SS
ONCEIT'S SET IT'SSET
5. ACE DOLPHIN 6. GUN EMPTY DOLPHIN H WIDE
"PEEL" PEEL
Q © y
o © IR @\ ] ‘;\Q o
\ |
| $ \c \ / Cf
c L | \ /
\ * ﬁ

SS "SWITCH"

FS




NICKEL EVEN MOCCA A

MAC MAKE A BAKER RT/LT CALL TO THE
VS " N EAR BA CK BACK AND THE STAR OR SAFETY MUST
RUSH IN B GAP WITH THE MAC

BLUE NEAR FLEX LEFT

[

|

[

|

[

|

|

|

|
| %* RUSH B C
C 7 MAN TO BACK

| CONTAIN
| RUSH
\
|
OFF/INSIDE MAN
11 L1 .
OFF/INSIDE MAN BAKER RT
BLITZ
SS R
BLITZ
A GAP

BLUE NEAR TRAIN LEFT

!
|
| i‘ CONTAINTEMAN
| RUSH
|

QFI/ INSIDE MAN

B GAP TOBACK

"BAKER LT"
"STARISTAR" FS

OFF/INSIDE MA?




DBL 7 CLIP/SWITCH

9

@8

BACKER"

STECH TILT MEG

CONTAIN PRESSURE ~ PRESSURE SEC FORCE
30 TECH 30 TECH ADJUSTMENTS
MIDDLE HOOkK VERTICAL HOOK 4 MIKE MAKE TITE LT/RT CALL
2. SAFETIES WILL PLAY CLIP TO ANY TWO

BACK SETS OR TRIPS
3. WE WILL ADJUST ANY C AREA OR WIDER

§ "CLOSEDLT" FS§ omn

4. SLOT= SWITCH

|:§ e
DEEP 12 CLIPLT POACH 5 vs. YAC= SLIDE LBERS
SEC FORCE 6. Y TRADE= RELOAD FRONT

7. BUNCH = CLIP
8. EMPY = CHECK SACK
9. 2 OPEN = MOD

| FARLT

"BACKER"

ISTTOFLAT

"SKY"
COLOO
E

N E

5 TECH TILT 3 TECH GHOST 6
CONTAIN PRESSURE PRESSURE  CONTAIN
10 TECH
RELATE #3 —CuT”
"CLOSED LEFT"

"MEG/CUT" FS
Lie \




BASE UNDER O DBL 7 CLIP/SWITCH

SILVER DOT © 1, TRIPS LT ® 2
CLOUD CLOUD CLOUD CK 1/2
® 9, ® | ® ©®
© OOKOQW ©OOKOO ®
C S C C S C
M W squat M W
MEG
SS  CLOSEDLT FS SS CLOSEDLT FS
"MEG LT "CUTRT" "CLIP LT POACH 'mgg RT
DOUBLE LT 3. TRAIN LT 4.
CLOUD  CK TEAR o CRIEAR L oUb cLoup  CKTEAR
@ @ O O
©OOKOO ® ®O0OKRO0O ®
C
N MW c c s moow ¢
CHECK CUT CLOSED LT squat
CLOSED LT
SS FS VIOD SS FS
"CUT LT POACH
"CLIP LT" MEG RT"
(HUM WK) NEAR FLEX 5. TRIPSBUNCHLT  (p) 6.
Ky @ (F  BACKER CLOUD CK TEAR
O - ® O
® OOKOO® ® OOKOO ®
c S C s m w ¢
c W M atcHrT squat
CLOSED RT /
4TOLIZ CLOSED LT
sS— Fs Ss FS
"CLIP LT" POACH MEG RT"
(YAC) | Y OFF O, 7 TRAIN LT H OUT 8.
® CK TEAR
CLOUD
CLOUD @ O---> cLoup | (@ ® O ®
© OOKRO0O ® ©OOKOO ®
CLOSEDLT squat MOD R
CLIP LT TO CLIP RT
FS SS CLOSED LT FS
"MEG LT" POACH "CLIP RT" STUBBIE




NICKEL/DIME FLEX 77 MOD swirch
BLUE FLEX LEFT HOMBRE NEAR BACK &

BINGO 3 MAN BUNCH

EESKY\W ‘. 1‘ EBSKYBE

l

|

|

|

| (>

MEG : MOD
SEC FORCE * M $ SEC FORCE
MO S

D
MO MAN RB MOD
1] 113 50 o
“MOD" . . “MoD” ADJUSTMENTS
TITE RIGHT 3. SAFETIES MAKE GOVERAGE
S "MOD/MOD" FS CALL TO YOUR SIDE
_SWITCH BOTH SIDES IN 2X2

MOD MOD FORMATION

MOD FORCE

FORCE EORCE - STUBBIE TRIPS

- BINGO VS. 3 MAN BUNCH
- CK SIN VS. TREY FORMATION
-HOMBRE BACK NEAR

BLUE TRAIN LEFT

_—

BlSKYI!

O
N c

|
|
!
|
|
|

MEG |

* MEG
READ3TO?2 M
" " C 4 #4/1ST CROSSER , .
"STUBBIE" G%%@ﬁz IS UNDER MEG/CONE
SS "TITE LEFT” F S
READ 3 TO 2 "STUBBIE/MEG"” READ X RELEASE
FORCE

*MEG OR CONE OFF SPLIT OF X




NICKEL/DIME FLEX 77 MOD: ADJUSTMENTS

"SIN CHECK"

BLUE FLEX RT BLUE TRAIN LT
® ®
"CLOUD" "SKY" NSKY" NSKY™
® O ©) ® ®)
© OOKIOO | ? | ®» OORIOO ®
c | c | | c
$ M } x $ M
"MOD" “MOD" “STUBBIE" "MEG/CONE"
FS Ss Ss FS
SHTELT! "TITE LT"
MOD/MOD" "STUBBIE/MEG"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
® ®
"SKY" "SKY" CLOUD 'SKY™"
D e ki ® & o >r
® O ® O |
| © OOXIO0O ® . ©OOKOO | ®
! 1
Cc [ $ M C \ $ M l C
' " -l
"STUBBIE" "MEG/CONE" MOD MOD
FS ss . FS
"TITE LT" SITELT:
"STUBBIE/MEG" “MOD/MOD"
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN HOUT
®
sy —— "CLOUD" "SKY"
- " O-> ©) ® @ O
® OOXIOO ® ® OOKOO ®
C C
° g M © d ¥
"MOD"
"MEG/CONE" ES sS “STUBBIE" "STUBBIE;_S ss
"TITE LT CHECK TITE RT" “TITE LT"
"MEG/STUBBIE" "STUBBIE/MOD"
BLUE TREY LT ® GOLD SPLIT LT
* SIN=3 BUZZ MABLE @ @
"SKY" "SKY™
@ ® O
® OOKIOO® O, ®)
@ OOXIOO ®
/ M $ C C . M
$ o
"MOD" "MEG/CONE"
S FS
NTITE RT" S8 "TITE LT" FS
"MOD/MEG"




NICKEL/DIME FLEX TRIPLE 7 CLIP
BLUE FLEX LEFT

483

BACKER"

!SKYG

|
|
!
!
|

MEG : SQUAT
SEC FORCE * M "CUT" FORCE
%TC——-H RELATE #3 CUT #2 ADJUSTMENTS
FILL 7. MAC MAKE TITE LT/RT CALL
"SWITCH" 2 SAFETIES MAKE COVERAGE

CALL TO YOUR SIDE.
3. 2 REMOVED RECEIVERS=

SS TMERIGHT. = F TNa T cur
SWITCH "SWITCH/CUT" oeer i 5. BE PREPARED TO CHANGE

N CALLS VS. COS MOTION.
FORCE SEC FORCE 6. VS. BUNCH= CLIP
7.VS. EMPTY= STUBBIE/SWITCH

BLUE TRAIN LEFT

“"CLOUD"

"CLOUD"

>

i¥e:

MEG
FORC A
o o o Cair o "POACH"
“TITE LEFT"
R+ "CLIP LEFT"  pou
SEC FORCE POACH

FORCE



NICKEL/DIME FLEX TRIPLE 7 SWITCH CLIP: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
"CLOUD" "SKY™ "CLOUD" nSKY"
O ® @ O
© O0OKO0O © OOKO0O ®
c C C
$ M * * $ M
eur "SWITCH "CLIP” "POACH"
FS Ss /ss FS
: "TITE LT" "TITE LT"
"CUT/SWITCH" YCLIP LT"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
® ®
CLouD! SKY CLOUD "SKY"
D e e SOl e >
® O ® ® © ©)
© OOKOO ® . © OOXOO0O ®
c $ M * c ~_ $ M c
*\/J"PO ACH" et > “SWITCH
"CLIP" S ss Fs
/F HTITE LTI' SS ”TITE LT”
"CLIP LT" "CUT/SWITCH"
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
®
NSKY" "CLOUD" "CLOUD" Sy
G-~ 0O~ > @ ® O ®
® OOKOO ® ©OOOO0 ®
C c C
Mo, : M ’
"SWITCH"
" " weLp" "STUBBIE"
POACH FS sSS CLIP ES ss
"TITE LT CHECK TITE RT" / "TITE LT"
"CLIP RT" "CLIP/SWITCH"
BLUE TREY LT GOLD SPLIT LT
SIN =3 BUZ
© ‘ ® @
"SKY™ "SKY"
® © O ® O
® OOKOO © ® 0000 ®
C C
/ Y $ * M $ c
"SWITCH "MEG"
S
5,/ FS SS "TITE LT" FS
—HIERT. "SWITCH/MEG"

"TREY CHECK"




CLIP
TRIPS CHECK IN NICKEL / DIME PACKAGE

O

3 O
olole] 1010 Q;MEG

2

O

o—10 -

TRAP FLAT %* CUT OFF #3 $ M CUTOFF RB
CUT OFF#2 NO CARRY BACK OVER TOP
WITH POACH
S FS
POACH #3 STRONG TO #1 WEAK

MEG

*FS DO NOT UNDRESS *FS HELPONY
BACKSIDE CORNER ONLY IF HE GETS
(READ #3) OVER TOP OF THE §

6 *STAR- [F #2 GOES OUT M
" CHECK #1 FOR INSIDE OR
OUTSIDE RELEASE. ZONE UP
ON OUTSIDE RELEASE

|

SR
f v *ONLY IF Y GET
ONTOP OF §




BLUE FLEX LT

"CLOUD"

o

NICKEL/DIME EVEN 5 LOCK

vs. 3 MAN BUNCH = BINGO

vs. #1/2 STACK = TANGO

vs. #2/3 STACK OUT OF TRIPS = LOCK & LEVEL
vs. EMPTY = RUN IT MAC TAKE RB MAN

EUS KYEE

E :'
GC

|
E
JET JET I JET

CONTAIN  PRESSURE PRESSURE CONTAIN

!
DO M D
FILL RB MAN TE SEC FORCE
lS)—E?CQFORCE
SS
Wt "TITE RIGHT" F
BLUE TRAIN LT
W!SKY'!

sk
!

!

!

O

JET JET ] JET JET
CONTAIN $ PRESSURE M PRESSURE  CONTAIN

RB

jo
XK
S

Jg

v/

SEC FORCE

"TITE LEFT"

13




NICKEL/DIME EVEN 5 LOCK: ADJUSTMENTS

BLUE FLEX RT BLUE TRAINLT
® ®
"SKY" \ TSRV SRy \ "SKY"
® ® ® 9
| | @ | I ?
!
c Y
/FS S ) E
: SBOGRE \ - /5 "DOG LT" \
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
© ®
SKY \\ SKY "SKY" L SR
® “T ———————— o ® ® @ C T
| \ @ OORO0 ) | Q OOKOO i C?
& < S W . ¢ ¢ « S M T ¢
/ FS DOG LT SS\ /S "DOG RT" F\
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
nSKY™ 6? "SKY" "SKY" SKY
el C@ ®
OIS, T ® @ O 1
® OOROO ' 1+ ® RO OOKIOO O ,
\ l : \ \ l
\C M ’ k b M }3 ’ $ c
/ S "DOG RT" S\ /S S\
"DOG LT"
BLUE TREY LT @ GOLD SPLITLT
"SKY" l "SKY" ® ®
@ @ C:j "SKY" \ , "SKY"
l 1
OO0 O O
Oy oomeT s ¥ oomop
|
& & M $ ¢

/SS "DOG LT" F\




SUB COVER 5

COVER 5IS A MAN UNDERNEATH DENY THE INSIDE 2 DEEP COVERAGE

@
@ O O
OO00®O0O0 O
c * Cc

$ M

FS SS

o
"CHECK TANGO"
#1
0000
C‘lST ouT

2ND IN/OUT BASED
ON #1 RELEASE

*ANY CLOSE SPLIT BETWEEN #2 & #3 IN TRIPS WE WILL LOCK & LEVEL TO KEEP SAFETY
IN THE DEEP HALF. BOTH DEFENDERS MUST HAVE INSIDE LEVERAGE TO DENY INSIDE IN
THIS FORM OF LOCK & [LEVEIL.

@

"LOCK & LEVEL"

"LOCK & LEVEL"

*ANY 3 MAN BUNCH IN COVER 5 WE WILL BINGO.

RO

"TANGO"
"CHECK BINGO"

"LOCK AND LEVEL"
"CHECK BINGO"




DIME ODD 33 ZONE ¢ -sacis TacGED-

HOOK PLAYERS CARRY

BLUE FLEX LEFT SEAMS)
"CLOUD" "cLoup”

* JET
PRESSURE CONTAIN
STRONG iy b B
HOOK MIDDLE WEAK

H
SLAM HOOK Q0K FLAT
FLA E Jw
N OUTSIDE 1/3 MOF ____OUTSIDEM

H

BLUE TRAIN LEFT

"CLOUD"

A

0
YOO I OO0

"CLOUD"

=@
>

T

JET JET

C * JET L JET
SLAM CONTAIN M PRESSURE CONTAIN
LLAL STRONG MIDDLE
HQOK HOOK SLAM
FLAT

<
2

FS

OQUTSIDE 1/3

SS

N OUTSIDE 173

%\/\/\/\/\/E



NICKEL/DIME ODD 33 ZONE: ADJUSTMENTS

BLUE FLEX RT

"CLOUD"

®

© O0OKOO

i S

<E S %P

®

O

"CLOUD"

\

©)

BLUE TRAIN LT
®
"CLOUD" "CLOUD"
® @ O

© OOIOO ®

Gt e i /M z .y

v

Y

N\ F

'

8

N

BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
CLOUD <> " " "CLOUD"
® L« — - == — — = o . ©) ® (O R O----- »>
®O00H00 ® ©OORIOO
/ 7 - d
<& < /v' /| AL g
/FS E S\ /SS E Fs\
BLUE (YAC) TRAINLT Y OFF BLUE EMPTY TRAIN LT H OUT
® "CLOUD" "CLOUD"
o o C‘;)CLOUD" ® ® o ®
® ®OO§OO ® © OOKIOO ®

N o]
PO

BLUE TREY LT

"CLOUD"

® ®

®

O

® OOKIOO ®

oy Mg

5

!

FS

\

"CLOUD"

o

GOLD SPLITLT

"CLOUD" "CLOUD"

© ®)
OOXOO ®

ool N -
TN

®
< ¢
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98
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96
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54/35

57
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PRACTICE: 7 8-6-08 (P.M. PRACTICE)

ALABAMA FALL 2008 3"° DOWN EFFICIENCY

DOWN & DISTANCE EFFICIENCY 1'S & 3’S ERROR EFFICIENCY 2'S & 4'S ERROR
70ON7
3-7 WIN WIN
3-9 WIN LOSS REROUT THE SEAM #23
3-5 WIN WIN
3-8 WIN WIN
3-4 LOSS FIND THE BALL #24
3-6 WIN
MOVE THE FIELD
3-7 WIN WIN
3-7 LOSS FORCE WR OUTSIDE & PLAY LOW #4 WIN
3-9 WIN
34 WIN WIN
3-4 LOSS DIFFERENT LEVELS (PICK)
TEAM 37 DOWN
3-3 WIN
3-5 WIN
3-6 WIN
3-8 WIN
3-9 WIN
3-11 LOSS EYE CONTROL #3 & LEVERAGE #27
3-3 WIN
3-5 WIN
3-6 LOSS LEVERAGE THE BALL
3-8 LOSS READ QB & BREAK ON BALL FASTER
3-8 WIN
3-11 WIN
TOTAL: WINS: 17 LOSS:6 =74 % TOTAL:

FALL AVG. 75%

TEAM TOTAL: WINS 29 LOSS 11 = 73%

EAM GOAL: 70%+

PRACTICE: (NUMBER & %)

1| . 2

9 |- ] 10

17 ‘ 18
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2008 ALABAMA FOOTBALL
SPRING PRACTICE INSTALL
DAY & ‘

~ BASEDEFENSE
FRONTS COVERAGE PRESSURE |
I. SOLID I. BASE TILT SARAH FZ TED

BASE CALLS

1. BASE TILT SARAH FZ TED

EMPTY CHECKS

1. KING

UNBALANACED SLOT ADJUSTMENTS 2. QUEEN

SUB DEFENSE

FRONTS

COVERAGES

PRESSURE

1. N/D. FLEX PHILLY 2E

2. D. ODD COIN DAKOTA 2 TRAP/3

EMPTY CHECKS

1. CLUBS

2. SPADES

2. STORM

SUB CALLS

1. N/D. FLEX PHILLY 2E

2. D. ODD COIN DAKOTA 2 TRAP/3




"TITE LEFT"

O

E
(L5)
sS M W
POS. ALIGN TECH. SUPPORT KEYS RUN TO RUN AWAY |  PASS
AWAY LOOSE 2 GAP CONTAIN
RE CALL 5 BALL -0G 2 GAP RUSH
TO
3T CALL 3 BALL - OC 2 GAP 2 GAP ZRL",VS‘}_,Y
‘A" TO
NT AWAY TILT BALL - OC A GAP A GAP BALANCE
N CALL
RUSH
TO LOOSE ) CONTAIN
LE CALL p BALL - OT C GAP C GAP RUSH
BY BLOCKING
9 SCHEME & TE STACK COVERAGE
SAM TECH READ e TRIANGLE D GAP 7O FLOW RULE
BY BLOCKING| NEAR BACK
MIKE 30 READ SCHEME & UNDER KEY B GAP %’?:?_‘éw ﬁS‘L’E RAGE
COVERAGE BALL
WILL GHOST BY BLOCKING|  NEAR BACK STACK COVERAGE
6 TECH READ SCHEME & UNDER KEY C GAP 1O FLOW RULE
COVERAGE BALL
NOT
FRONT SET WITH "TITE" CALL
CAN USE WITH "STEM" CALL -  IF STEM - MIKE LB GIVE MOVE CALL
RUN STRONG RUN WEAK
2

?@9?




BASE TILT SARAH F.Z.

SPLITLT

"BACKER"

C

BAILFZ 13
SEC FORCE

"BACKER"

OO0

HEAVY 5
CONTAIN

WEAK
HOOK

o (9

BAIL 1/3
SEC FORCE

Wcm

i)

UR
LAT

=

11

|

ADJUSTMENTS:
1. MIKE MAKE CLOSED CALL
2. SS MAKE SALLY LT/RT CALL BASED ON
TILT OF THE BACK (VS. 1 GO TO CLOSED

SS "CLOSED LEFT" S e ermmsmsmnismon
B e LEFT e o SRGEVmison e coven
6. vs. Y TRADE= RE-LOAD FRONT
7. vs. BUNCH= SAFETY CALL
BASE TILT SARAH TED
SPLITSLOTLT
"BACKER"
| F
"CLOUD"

SLAM

C PLUG
SQAUT
FORCE

FS

DEEP 172
SEC FORCE

JE
CONTAIN

STRONG
HOOK

"CLOSED RIGHT™
"orra . RIGHT”
"CHECK 2 LEFT"

5
=3
1
i

HARD i/2
SEC FORCE

BUTZB
PRESSURE




IN ALL 40 FZ WE WILL PLAY WITH 2 TRAP COVERAGE

O —
0
5

CUT #3 4/1ST CROSSER

"TITE L'T"
"APACHE LT"




'BASE VS. REGUALAR EMPTY
KINGS - QUEENS

KINGS (STRONG) FIELD FRISCO A CH STR FZ CH KINGS

ONCE IT GOES EMPTY WE WILL RUN KINGS

VS. RELOAD MOTION WE WILL STILL RUN KINGS
*MIKE BE READY TO READ OUT

O
~ O jOO
E

N
J

c \ oMW
3S "LUCKY/LUCKY" Fs

** |F THEY SHIFT BACK TO ANY FORMATION WE
GO BACK TO ORIGINAL CALL
(SHIFT = TWO PEOPLE MOVING AT ONCE)

QUEENS (WEAK) FIELD SONIC CH STR FZ CH QUEENS

*SAME RULES APPLY TO QUEENS*

O
) H) | @)
O, OO‘\ O ®
E

N E

c S H%K 3 w | / C
"RINGO/RINGO"
SS\X FS



BLUE FLEX LEFT

CONTAIN

ENGAGE VERTICAL
CONTAIN HQOK

ENGAGE ENGAGE
3TO1 CONTAIN

SQUAT

BLITZ A ADJUSTMENTS
"TITE RT"” 1. MAC MAKE TITE LT/RT CALL

~ - 2. SAFETIES MAKE CUT LT/RT CALL
CUT LT F 3. MAC/$ EXCHANGE RUSH/COVER
DEEP 1/2 DEEP 1/2

RESPONSIBILITIES WITH ENDS
SEC FORCE SEC FORCE

BLITZ A

4. STRONG END DRIPS 3 TO 1 WEAK
END DROPS VERTICAL HOOK

5. STAR CUT ON #2 STRONG

6. NORMAL COVER 2 ADJ.

BLUE TRAIN LEFT

1ST IND

CONTAIN
CONTAIN

VERTICAL
HOOK

CUT D
BLITZ A

BLITZ A

"TITE LEFT”
"CUT LEFT"

DEEP 1/2 DEEP 1/2
SEC FORCE SEC FORCE



NICKEL/DIME FLEX PHILLY 2E

GOLD SPLIT LT

"CLOUD" "CLOUD"

=
O

; OO0
o F A F

C * / \ C

SQUAT CcuT 3TO 1 VERTICAL SQUAT
HOOK

DEEP 12SS "CUT LEFT" FSQ;EPW



NICKEL/DIME FLEX PHILLY 2E: ADJUSTMENTS

BLUE FLEX DOLPHIN RT
®

__ROPEND TO Y STAND UP

"CLOUD"

‘ ®

BLUE TRAIN LT

"CLOUD"

"CLOUD"

®

"CLOUD"

®

|
c ! c C c
SQUAT  VERTICAL cuT SQUAT|  SQUAT CUT VERTICAL SQUAT
Hoog s S 3701 HOOK
ﬁEP 1yp “CUTRIGHT. DEE%\& /ﬁEEP 12 w%EEPﬁK
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
CLOUD

SDEEP 112
"CUT LEET"

FSDEEP 112

DEEP 11288

3701 VERTICAL
HOOK

"CUT LEFT" F‘K?:ﬁﬁ

> E
c B \M c c < % $/ ™
C
SQUAT CUT 3710 1L $/ ¥ JERTICAL SQUAT | SQUAT VERTICAL 3§o 1 CUT  gquAT
—“—F S HOOK HOOK AL
/@EM?. ;((:)UT RIGHT" SS{(T 112 beEp 12 SS T LEFT" ES peEp 112
"CUT LEFT" To
"CUT RIGHT"
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
®
"CLOUD" . " CLOUD" CLOUD "CLOUD"
I DN
© = ® ® ®
® OOROO o ® 1 ®
| |
S * C C l C
sd(t:JAT %%%ELAL? 3TO 1 CUT  sqQuAT SQUAT CuUT SQUAT
——————DEEyS "CUT RIGHT" Si DEEP 1/2 /ES; \p UCUTLEFT" DES;%Z\
BLUE TREY LT GOLD SPLIT LT
CLOUD" "CLOUD" ()
CLOUD llCLOUDH




N/D ODD COIN DAKOTA 2 TRAP /3

BLUE FLEX LEFT

"CLOUD" | - "CLOUD"

M ENGAGE B RAM
BGAP wmuc Y mug B GAP
BLITZ TRAP HOOK TRAP HOOK $
SPILL CONTAIN ﬁ\\
BLITZ
; SPILL CONTAIN TRAP

TRAP "TRAP LEFT" EORCE

FORCE ADIJUSTMENTS:
1. MAC & SAFETIES MAKE TRAP LT/RT

SS FS s
DEEP 1/2 DEEP 172 2. PLAY TRAP LT/RT VS. ALL
SEC FORCE SEC FORCE FORMATIONS EXCEPT TRIPS. VS. TRIPS

PLAY 3 LT/RT
%_ STAR & MONEY COIN ALIGN

BLUE TRAIN LEFT

lISKY" "BACKER"

C

FIREZONE 1/3

&.

ENGAGE B

SPY MUG B GAP
WALL FLAT

%
:

BLITZ
SPILL CONTAIN 3UPIS 3 BLITZ
CONTAIN
"3 LEFT"

SS

WALL FLAT MOF
HOLD ON #2 FILL
EXPAND TO #1




N/

AKOTA 2 TRAP /3

RED DOLPHIN LT

"CLOUD

ENGAGE |
SEY G

B GAP
BLITZ TRAP HOOK TRAP HOOK
SPILL CONTAIN N

"TRAP LEFT"

S SS

DEEP 1/2

os]
O]
=

@
c

DEEP 172
SEC FORC

SECFORCE

“"CLOUD"

$

BLITZ
SPILL CONTAIN TRAP
FORCE

ADJUSTMENTS:
1. MAC & SAFETIES MAKE TRAP LT/RT

OR 3 LT/RT CALL
2. PLAY TRAP LT/RT VS. ALL
FORMATIONS EXCEPT TRIPS. VS. TRIPS

PLAY 3 LT/RT
3. STAR & MONEY COIN ALIGN

RED TRAINLT

HBSKYM! ’ |

ENGAGE

FIREZONE 1/3 s
SPY MUG

BLITZ

WALL FLAT

3UPIS3

"BACKER"

BLITZ

SPILL CONTAIN

"3 LEFT”

M
HOLD ON #2
EXPAND TO #1

CONTAIN

MOF
FILL



NICKEL/DIME ODD COIN DAKOTA 2 TRAP/3

BLUE FLEX RT BLUE TRAIN LT

"CLOUD"

® <_<G>/Ob(;(; G, % ® ©- @OO%O‘$) 5
I ° js /SS "3 LT TO TRAP RT" F\

"TRAPRTTO3LT"

BLUE (YAC) TRAINLT Y OFF SILVER DOUBLE RT
®

I
"BACKER" | “SKY"

G-\ @
%@ OOOO \ ®
$ M\ Y .
S\ FS/ I /F > "TRAP RT" SS\




NICKEL/DIME ODD COIN DAKOTA 2 TRAP/3

®

RED DOLPHIN LT
"CLOUD" "CLOUD"
©O) @
OO@@@

S\
/ "TRAP RT"

G~

RED TRAIN LT
"SKY" "BACKER"
©
® ©)

RED (TAC) TRAIN LT

"SKY" P "BACKER"

o © Joofoo
f

~
:
FU
~
=~
=
O
w
o
3

®

"BACKER"

I

’1

FOR TODAY, CHECK HOLE (UNLESS TAGGED)

=

EMPTY

ON MOTION TO EMPTY THE SAFETY TO THAT SIDE WILL HARDLE
MOTION AND CBECK HOLE




SLAP - PUNCH

"TITE LEFT” PUNCH TO STRONG SIDE
"PUNCH LEFT" (MIKE)

"CHECK PUNCH" SET 3 TECH TO PRESSURE
O
@)
O
O Q0@ O
T T

*
IN/OUT
2/3 7 C
ss\Xq it

FS
MOF

*WE CAN DROP 3 TECH TO THE CALL BUT NOT TODAY
WE CAN CHANGE "PUNCH" WEEK TO WEEK TO ATTACK PROTECTIONS.

"CHECK SLAP”

, "TITE RIGHT"” SLAP TO WEAK
SIDE
"SLAP RIGHT”

O SET 3 TECH TO PRESSURE
E T E
M
* INJOUT : $
23 c

ss FS
MOF\A

*WE CAN DROP THE 3 TECH TO THE CALL BUT NOT TODAY
WE CAN CHANGE "SLAP" WEEK TO WEEK TO ATTACK PROTECTIONS.



ODD SPADES

ALIGNED EMPTY CHECK
SPADES IS TO 2 MAN SIDE

##xyS, EMPTY RELOAD WE WILL RUN

O

O
o
Ou
e
-mﬂ»@

* $
INOUT M
2/3
"SPADES RT"
SS \ FS

RULES:
1. SPADES MUST BE TAGGED IN CALL.
2 BUCK RUSHES OFF EDGE (AWAY FROM CALL).
3.BOTH ENDS RUSH B TO A
4. BUCK PRESSURE 3 MAN SIDE.
5, MONEY PRESSURE 2 MAN SIDE

ALIGNED EMPTY CHECK
CLUBS IS TO 3 MAN SIDE

MTB

v'CL UBS L T'G g/\'\[\,\[\[\[\[\r
RULES:

1. CLUBS MUST BE TAGGED IN CALL.
2. MAC AND BUCK PRESSURE 3 MAN SIDE.
3. DL GO AWAY FROM CLUBS CALL.

O




STORM

STORM - EMPTY CHECK - ALL OUT READ BLITZ
NOTE: EVERYONE IS BLITZING -> POP OUT IF BLOCKED BY THE GUY THAT YOU ARE READING

O
®

OoOmMoo @

READ TACKLE READ CENTER
|

READ TACKLE
SS '

FS

MAC: INSIDE FOOT UP / OUTSIDE FOOT ON OT'S INSIDE LEG
$: INSIDE FOOT UP / OUTSIDE FOOT ON OT'S INSIDE LEG

BLITZ COVERAGE FOR SECONDARY (PUSH ALERT)




EMPTY RELOAD vs. REGULAR/SILVER

BASE STRONG 3 AUTO WE WILL AUTO ADJUST
CHECK STRONG - AUTO ADJUST

DOUBLES RT RELOAD
O He_
-
()
O O O O
E N E S c
C J/ M W
%777% "RIP SKY" TO "LIZ SKY"

SS

VS. RELOAD BE READY TO GO AUTO THE OTHER WAY

BS WK JACK 2 CH STRONG
WE WILL CH STRONG "RALPH"
VS. RELOAD GOES TO "LARRY"

TRAIN RT RELOAD
1 O
v
Ol

® ¥ 00EOO

» 4 E N E S C
C J7 M W

FS ss



EMPTY RELOAD vs. suB

ANY FORM OF EMPTY CHK PRESSURE (RAIN, SLAP., PUNCH)
WE WILL AUTOMATICLY GO TO CAROLINA ADJ

ONCE WE ARE IN RAIN /SLAP/PUNCH WE WILL NOT GO BACK TO ORIGINAL CALL.

(EX.) FLEX TITE STING CK SLAP IF THEY RELOAD WE WILL CK CAROLINA ADJ

NOTE: THE MAC & $ MAY HAVE TO CHANGE SIDES TO GET TO ORIGINAL ALIGNMENT

VS. COVERAGES ADJUST OUT
-ZONE OPEN CK ZEBRA STAY 6 ON MOTION
-1 SWITCH = MAC & $ MAY HAVE TO MIX
-1 FUNNEL CK RAZOR SLIDE ADJ SAFETY IN BOX 1 FUNNEL (ALL COV 1 CALLS VS. EMPTY
RELOAD ADJ THIS WAY TODAY)

1 FUNNEL
r O
________ -/ 7 ®
® OOKOO ®
c F§- - —-—--——-— » M $ ¥ C
"DOWNLT"

S



8002/8/8

SHOGHDIIN 9P 441531 /€
TIVHINYNG €7 NOYuvd v
SN 0¢ 4314dVYHS 9¢
AVHH 'H €€ NOSNHOf 'Y 6t TIVQOOM £LC . NOLONINN3Id 6¢

543504 8 NOSNHOI 'O t¢C

NOSHOVI " 3 SYNIYV 8¢

TIVHINYNG €F 33199 33795 Y31SIH ¢y N3I3YD/¥31ST]
NOSHOVT ) € YIMOLHOIH OE/SINYVH § HIMOLHOIH 0¢ NHOr3a 1s NOYUva v
ONDI 0C WVH1049NIDDIH St WVHILOGNIDOIH S TIVH T¢Z DN 0¢
HINVIY €T dINVIY €T NIVTIOOWN S¢ SYNIYV 8¢

43144V HS 97|

_ STHRIN o Tim NI uviS

NIGYVH vS adviing /8
SINVITIIM "IN 68 SN3dva LS AFTISONITIIE v6 JYVYNOS 6 SIYYVH T §
MVHSdN Ty SIAVA "1 96 AQOD ¢9 14391VL 06 NVIAHDSHIN Q¢
SNDILVM 16 AHLNTD 89 NVINAVYHD 66 HONOTINJDJIN T§ SYIANY ¢¢
AINNV4 86 A2143av3Ia s6

. NOLONIHSVM /6 JOOMN3IIYD €6 SNVITHIM §S

ana




. NOYYVSE ¥ N3IHO Y £¢
IONIIMVT/TIVHINGNG J3IHYVHS 92 NOSNHOf ‘W ¥Z
ONDI/SYIDOY NOSNHOT 'Y 6¥ NOSOVT N €
11YA0OM/SYNIYY H

HINVIY €T NHOMA 1S

YIMOLHOIH OF TVH 1T

IVHLOSNIDOIH Sv) NIVIDDIN SZ
SINVITIHM/NISYVYH aQyv1INg/NVINHISYI
SNDILYM 16 AYLN3O 85 SIAVA 96 HONOTINDO 25 ATISONITIIE 6 SINYVH S
MVYHSdN Tv SN3YVaA LS 3WYNDS 26 NOLONIHSYM L6 14397V1 06 SYIANY Z€

AINNVi 86 MK3Av3Ia s6 AdOD ¢9 NVINDVHD 66 JOOMN3IIYO €6 SIIVITIIM §&

800¢/8/8




NIFYD €¢

NOYYYa ¥ SY350Y 8

431YUVYHS 9¢ NOSNHOTI "IN ¥T

TIVAGOOM £LC YIMOLHOIH 0E/¥INVIY £T NHOMA 18 HILS3IH v SYN3HV 8¢

NOSNHOTI "4 6v INVHLO8NIDDIH SY NIVI3JIA 62 TIVH TZ NOSHOVI ") €

s e 3 I

SNDILYM 16 SIAVQ 96 3¥VYNDS 26 AY1INID 8§ HONOTINJAN €S SIYUVH §
MYHSdN Ty SN3YVA LS NOLONIHSYM 46 ATISONITIG 76 14387v1 06 SY3IANV Z€
A3INNV4 86 MO1Y¥3avia s6 AQO)D €S NVINdVHO 66 QOOMN3IIYD €6 SINVITHIIM S5

Y

I

8007/8/8



AUG: 8, 2008



i8)sald ¢y

uosl9) €7

sJoboy g

UOSUUOT Y 6F

sioqybIeN 9

ileyiuing e uoueg v
UBWIYOSID GE uosyoer ¢ SWelliim "D G5

usal9 €¢ (2) uosuyop '\ vz| | () uoibulusem /6

(g) sioqybleN ov (¢) seuaiy g2 (2) stopuy z¢

09y ojguing win4 pe2404 suoidaoisluj suoiodjleq ssed s)yoeg

2007 |1ed sisAouin |

8# 3011L0Vdd




ALABAMA FALL 2008 3"° DOWN EFFICIENCY

PRACTICE: 8 8-7-08

DOWN & DISTANCE

EFFICIENCY 1’S & 3’S

ERROR

EFFICIENCY 2'S & 4’S

WIN WIN
3-11 WIN WIN
3-4 WIN LOSS OUT OF PHASE #39
3-9 WIN WIN
3-6 LOSS RERQUTED INTO PATTERN LOSS OPENED CURL WINDOW
3-8 LOSS DON’T CHASE 3 #28 WIN
3-3 LOSS STACK GET MORE 1/S FOR CROSSER WIN
3-7 WIN
3-5 WIN WIN
3-8 WIN
3-6 WIN
3-10 WIN
3-5 WIN WIN
3-8 WIN WIN
3-3 LOSS ZONE READ PLAY #55 CONTAIN LOSS ZONE READ PLAY {CONTAIN})
3-8 WIN
3-1 LOSS PUSHED BACK
3-8 WIN WIN
3-1 WIN
3-8 WIN
3-5 WIN LOSS
3-8 WIN WIN
3-5 WIN
3-8 WIN
3-6 WIN WIN
3-9 WIN WIN
3-6 LOSS STAY OVER TOP #49 WIN
3-9 WIN
TOTAL: TOTAL:

FALL AVG. 75%

WINS 2

PRACTICE: (NUMBER & %)

10
18

16




BASE DEFENSE

FRONTS COVERAGE PRESSURE
1. SLOT (VS. SLOT)
BASE CALLS -
 SHORT YARDAGE

1. HIPPO DIAMOND 9

Ze WIPPE DiAMOND STWCK

SUB DEFENSE
FRONTS COVERAGES PRESSURE
1.2 BUSTER 1. D. EVEN 5 R/C CHANGE
2.55-LOCK
3.75 CUT
BASE SUB PACKAGE
1. BENCH BASE TRP 88 / PALMS
SUB CALLS ,
1. EVEN 2 BUSTER BASE SUB PACKAGE
2. EVEN 55 - LOCK 1. BENCH BASE TRP 88 / PALMS

3. EVEN 75 CUT

4. DEVEN 5 R/C CHANGE




HIPPO DIAMOND 9

ILT XTITE

"SAFETY" "BACKER"

O O

6ECH 3 TECH ZERO 3 TECH 6 TECH 9TECH

BU MAN 9 TECH

SEC FORCE CONTAIN MANY PRESSURE PRESSURE PRESSURE MAN X CONTAIN
i3] i1
M 1titererr W
40 TECH 40 TECH
2 ON 2 FUNNEL 2 ON 2 FUNNEL
ADJUSTMENTS:
1. MIKE MAKE TITE CALL
2. MIKE SLIDE LT CALL
MOF 3. SAM ALIGN AWAY FROM WR.
FIE JACK ALIGN TO RT SIDE AWAY FROM SLIDE CALL
= 4. SS ALIGN DOWN STRONG
2 TEONLOS =40 TECH /2 ON 2 FUNNEL
1 TE ON LOS = COVER 2 MAN

“SAFETY" "BACKER"

5 /
/
- . T
| ,/ WING TECH 6 TECH 3 TECH 0 TECH 3TECH  GHOST9
{ , CONTAIN MANY PRESSURE PRESSURE CONTAIN CONTAIN
BUMP MAN
é M W SEC FORCE
MAN Z 40 TECH 30 TECH
FORCE 2 ON 2 FUNNEL 2 ON 2 FUNNEL

"TITELEFT"

SS

MOF
FILL




HIPPO DIAMOND 9

SH]

2. HIPPO DIAMOND 9

/%O
éES
M

O 0O

T E
w

SS

S$S

4. HIPPO DIAMOND 9




HIPPO DIAMOND STICK

ILT X TITE
"SAFETY" "BACKER"

; O
/200 Da0s
E S T c J

C 9 TECH 6 TECH 3 TECH ZERO 3 TECH 6 TECH 9TECH
BUMP MAN CONTAIN MANY PRESSURE PRESSURE PRESSURE MANX CONTAIN

SEC FORCE W M ’ S S

50 ALIGN 10 ALIGN 50 ALIGN
3 on 2 FUNNEL 3 ON 2 FUNNEL 3 ON 2 FUNNEL

ADJUSTMENTS:

1. MIKE MAKE TITE CALL
"TITE LEFT™ 2. MIKE SLIDE LT CALL
3. SAM ALIGN AWAY FROM WR
JACK ALIGN TO RT SIDE AWAY
4. SS ALIGN DOWN STRONG
2 TE ON'LOS =50 TECH / 2 ON 2 FUNNEL
1 TE ON LOS = COVER 2 MAN
5. FS ALIGN DOWN WEAK IN 50 ALIGNMENT
PLAY 3 ON 2 FUNNEL ON BACKS

| PAIRS LT

"SAFETY" "BACKER"

O
)
J

T

,/ WING TECH 6 TECH 3 TECH 0 TECH 3 TECH GHOST 9
,/ CONTAIN MANY PRESSURE PRESSURE CONTAIN CONTAIN C
W BUMP MAN
‘ SEC FORCE
C, M sS SEC FORCE
MANZ S0 ALIGN 10 ALIGN 50 ALIGN
FORCE 3 ON 2 FUNNEL 3 ON 2 FUNNEL 3 ON 2 FUNNEL

"TITE LEFT"




PPO DIAMOND STICK
O
O
C
4 YARD SCOOCH c
DENY BALL
3. HIPPO DIAMOND STICK 4. HIPPO DIAMOND STICK
O O
O O
< 4 O A % O j A O O
OOO®GOO o / Q@Q@
ESS T TE S g c c E T s J
M FS M W SS
STICK - FS DOWN SE SIDE
1. VS REGULAR 2 VS SILVER
O w
O u
/
O ol O e, O
O OO®000 OQ@‘QOQ
s E T T E S J R e Ess T TIE s )
ss M W W ‘W




BLUE FLEX LT

"EASY” "CLOUD"

L / DIME EVEN 5 R/C CHANGE

JET TOM GAME TOM
DOG CONTAIN / TE MAN ; BLITZ
COV. 5 M $ , CONTAIN
/
30 ALIGN BAKER /
RB MAN CHANGE /
/
S "BAKER RIGHT" W
"CHANGE RIGHT" F RULES
DEEP 1/2 R MAN

1. RIGHT CORNER BLITZ
2. POSSIBLE SWITCH CALL BY CORNER TO
SAFETY:

A. SWITCH VS. WIDE SPLIT BY #1

B. SWITCH VS. ANY #2 ALIGNED OPEN RECEIVER
TO RIGHT SIDE
3. RIGHT END BAKER CHANGE VS. ANY OFFS’
BACK OR C-AREA PLAYER TO RIGHT SIDE

BLUE GUN FARTRAIN LT

"EASY"

"CLOUD"

)

|

I

I

[

*
DOG

DOG \ CHANGE
OV 5 cov. s CONTAIN . RB MAN ,/ CONTAIN
/
$ ,
30 ALIGN gAHIz“EJl({}E //
TE MAN -

SS "BAKERRIGHT" S«N\/\MNWW\/

ﬁ DEEP 112 "CHANGE RIGHT"
XMAN




N/D EVEN 5 R/C CHANGE: ADJUSTMENTS

BLUE NEAR FLEX LT

"BAKER RT"
"CHANGE RT"

BLUE TRAIN LT
o O
C %

TE
"CHARLIE RT" /
/ ss F

BLUE (ZAC) TRAIN LT
"SWITCH CALL" BEFORE MOTION

BLUE (ZAC) FLEX RT

CHECK SWITCH
O

X !
c
o
= Re "CHARLIE RT"
"CHARLIE RT" / .
/ ° S / >
112
BLUE (YAC) TRAIN LT Y OFF BLUE EMPTY TRAIN H OUT
O . "
* CHANGE CALL boc  H SWITCH
"OFF" =0 z R
X O Y ®© @
@ o | © Z Q%Q OPN\
Q : / I | ‘l \
i ) !
I J / A M ¢
' "BACKER RT"
E "BAKER RT" "CHANGE RT"
"CK CHARLIE RT" .
S FS
w2 & F 124
BLUE TREY LT GOLD SPLIT RT
"SWITCH"
© ! !
| | | O l\ Q
L
L | ¢ 1 ‘\
! | |
¢ ‘ "BACKER RT"

j "CHANGE RT"

"BACKER RT"
"CHANGE RT"
FS S
112 /




SLOT COVERAGE

SLOT CHECK FOR SLOT FORMATION. COVER SLOT IS COVER 1 PRINCIPLE
WITH LOW RAT AND POST HELP. SAFTIES KEY DOWN LIKE ZONE - ALERT
BUMP, BUT LB'S ARE 3 ON 3 ON RB/TE. VS ANY FORM OF 1 BACK SLOT

CHECK COVER 1 ROCKET ADJUST.

FLOW PLAY LIKE 1 BUCK
1 LR 2. WEB ON WEBB FLOW
BACKER SKY BACKER o BACKER
O ®
23 00® i ? CO®0OO0 ‘ (E
LOW HELP | 4 S " |
:?JBLE SL%T e W L
S §S FS
MOF ;M/OF
3. FLOW
PLAY LIKE 1 BUCK ON WEBB FLOW
SKy BACKER
BACKER
O Q
o6l Jeole Oe OO
c
W————1
LOW HELP c
D%E SLOT
SS S = s
\ vy /é s
5. VS 1 BACK ROCKET ADJUST
BACKER @ BACKER
/"
* 1Q Q
| olol lole) |
| roA |
l M W |
\ 20N 1 &

S8

//FS
MOF




' PALMS POACH WITH
@Em | CLAMP ON 1 &2 |

|
|
|

COVER 88

ALERT SMASH v

"LARRY/LARRY"
"COVER 88"

|
|
|
|
|
|

EBCLAMPEB
WMEGM

CLAMP ON
H#1l & #2

MEG

[

|

|

1

n

[

|

[

!
! POST #3 41s
! VERTICLE ¢ROSSER
l

|

1

|

l

c

l

|

|

[

|

"LEE:’LEEEu
"POACH"

LY POACH




NICKEL BENCH BASE TRIPLE 88 / PALMS: ADJUSTMENTS

| | T
BLUE FLEX RT é e | BLUET ]\IN LT | .
o
| "PALMS
| © : | D O
| | ! |
® ! ® ® (@ !
oomoo | @ 7 dodEdo
N E | ! E ! E J
C x . C * | c
$ : M : C : $ : M
{ l |
Ss | FS | : SS\\, : FS
| | | |
BLUE (ZAC) TRAIN LT (TRIPS TO BDRY) BLUE (ZAC) FLEX RT (FIB) | oL EE"
b Eoi : O W
[ : PALMS | ®) Tores
I ! T S N S
® O ® & N
OCOHOO | ® ! O ®
c J E N E | c ,' N J c
s Mo s ow
| I | I
| | |
A AR
BLUE (YAC) TRAIN LT Y OFF };;@F@fﬁgggm BLUE EMPTY TRAIN H OUTSIDE
@ kgg" TO. : ; ?8 OI"? CHECK VS. EMPT
O : PALMS "STOUT" | LEE
7 : | "KATHY" ®
@ ® @ O
OOKIC ! ® OF O @) ®
: | E N E J
i | '
| |
| | ss | FS
| | |
' | 1 | I
| BLUE SPLIT LT [ ey
! "RALPRH" ‘ l ‘88"
| ® (D . "BRONCO" ! @ O 88
|
| ]
@ ® ' @ ‘
® : QOEOO ® ; OOKIO ®
Ny E N E 4 c .| E N Ey
* |
c II M 1 $ Cc : M $: ¢
| : |
| _FS | FS
| |
i |




MASTER

LUE FLEX LEFT

"CLOUD"

"ALERT SMASH"

VERTICLEZ

HOOK ADJUSTMENTS

1. MAC MAKE TITE LT/RT CALL
2. REGULAR COV 2 VS. TWIN W/ BACK iN 3
SPOT
3. BUSTER VS.:
A. ANY 2 BACK SET
B. ANY TWIN OFFSET BACK
C. ANY TRIPS
. BUNCH= BUSTER
. 2 MAN STACK= TANGO CUT SIDE
. AWAY FROM BUSTER CALL: CUT
.VS. 4 STRONG LOAD ="ZONE IT"

“TITE RIGHT™

DEEP 1/2

~N OO

BLUE TR *% "ME" CALL UNLESS * ANY #1 & #2 STACKS
#3 GOES FAST TO FLAT. TO THE BUSTER SIDE
$ OR MAC WILL MAKE A "ZONE IT"

PUSH CALL
* 4 STRONG LOAD = "ZONE IT"
fe

[
|
|
z
|
1
|
x

BUSTER o A CUT/DOG
MIDDLE READ #4 / 1st CROSSER
* CUT / DOG VS. LOAD
OR UNDER FLOW
"TITE LEFT"™ F

"BUSTER LEFT” DEEP 112
"CUT RIGHT"




NICKEL/DIME EVEN 2 BUSTER  wusux

BLUE GUN NEAR FLEX LEFT O
H

** TANGO ANY 2 MAN STACKS ON CUT SIDE

OO PO

" M C
C et MIDDLE READ SINK
CuT
S “TITE RIGHT” F
DEEP 1/2 "BUSTER RIGHT“ DEEP 172
TO OFFSET BACK
"CUT LEFT"

BLUE (ZAC) GUN FAR FLEX RIGHT

"CLOUD" Q "CLOUD"

C BUSTER LT MIDDLE RE M C
IO TO VERTICAL HOOK
BUSTER RT SWITCH TO SWUAL
cur MIDDLE READ To
e 9y
TITE LEFT SINE

S "BUSTER LEFT" F
cur TO "BUSTER RIGHT" 212
TO OFFSET BACK .

"CUT LEFT"




D DOLPHIN LT HI

"CLOUD"

"CLOUD"

%
§EAM 3101 ggﬁ&BUTE
SQUAT RE-ROUTE RE-ROUTE SQUAT
DEEP 1/2

DEEP 1/2

RED TRAIN LT

"CLOUD" "CLOUD"

CUT

%*
BUSTER

VERTICAL
HOOK

DEEP 1/2 DEEP 1/2
"BUSTER LEFT"




NICKEL/DIME EVEN 75 CUT
BLUE FLEX LT RULES:

1. vs. TE/FLANKER = SWITCH

BHCLQUEB BHSKYIH

O

JET JET JET

% CONTAIN ~ PRESSURE PRESSURE CONTAIN MEG
PRESS (TRAP)  cyuT
FORCE HOOK 3

"TITE RIGHT" F
"5 CUT LT" el
e SWITCH RT"
FORCE
CHECK STUBBIE

BLUE TRAINLT

EES KYBE

|
I
|
!
|
|
|

*
READ3TO2
" i CARRY #3 #4/1ST CROSSER Y B
_STUBBIE" UNLESS PUSH ALERT MEG/CONE
SS "TITE LEFT” Fs
READ 3 TO 2 "STUBBIE/MEG" READ X RELEASE
FORCE

*MEG OR CONE OFF SPLIT OF X




NICKEL/DIME EVEN 75: ADJUSTMENTS

BLUE FLEX RT BLUE TRAIN LT
® ®
"CLOUD" "SKY" "SKY" NSKY"
® ® ® ©
® | ®
c ¢l ¢ | | ¢
$ M * * $ i
"CUT" "5 CUT" "STUBBIE" "MEG/CONE"
FS SS sS ES
CTITE LT "TITE LT"
"5 CUT/CUT" "STUBBIE/MEG"
BLUE (ZAC) TRAIN LT BLUE (ZAC) FLEX RT
O, ®
"SKY™ 'SKY' "CLOUD" "SKY'
N © T @) ® ®
® c ®OO0L ®
C w* C ’\ $ c
“STUBBIE" "MEG/CONE" cut "5 CUT
FS S8 ) . FS
S ”T]{TE L
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