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PENN STATE

Fran Ganter

Assistant Head Football Coach
In Charge of Offense
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GAME PLAN
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PENN STATE OFFENSIVE GAME PLAN
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@ OFFENSIVE GAME PLAN CHECKLIST @

RUNS PASSES

CHOICES AUTOMATICS
SCREENS/ALERTS BLITZ CONTROL
GIMMICKS PLAY ACTION PASS
GOAL LINE 3RD DOWN SCRIPT
SHORT YARDAGE GOING IN PASS GAME

RED ZONE/TWO TITES 2 MINUTE PACKAGE

GOING IN 2 POINT PLAYS
COMING OUT WASTE DOWN
BOUNDARY GAME GOING IN PASS GAME
MOTION PACKAGE SPECIAL SITUATIONS
NO HUDDLE GOING IN SCRIPT

4 MINUTE PACKAGE KICK PROTECTION

SCRIPT KICK FAKES




TAKING A SAFETY FORMULA

BASIC PREMISES

1.

Five Second Will Be Consumed On The Kick-Off After The Safety.

2. The Opponent Will Get The Ball On Their 45 Yard Line.
3. it Would Take Them 10-15 Seconds To Get The Ball To Field Goal
Range (Our 30 Yard Line).
4, it Takes 5 Seconds To Attempt And Recover An On-Side Kick.
5. It Takes 30 Seconds To Score A Touchdown From Your Own 45 Yd. Line
6. We Can Us Up 90 Seconds If We Get Possession After The Kick.
ADJ. AHEAD BY WILL BE TIME DECISION
BY GAME AHEAD BY REMAINING
2 0 Less Than 15 Seconds Need A Tie, Yes
2-4-5 1-2-3 Less Than 15 Seconds Yes
3-4-5 1-2-3 15 - 25 Seconds Maybe
3-4-5 1-2-3 More than 25 Seconds No
5 3 15 - 20 Seconds Need A Tie, Yes
6—-7-8 4-5-6 L.ess Than 30 Seconds Yes
6-7-8 4-5-6 30 - 40 Seconds Maybe
6-7-8 4-5-6 More Than 40 Seconds No
9 7 Less Than 30 Seconds Yes
9 7 30 — 40 Seconds Maybe
9 7 30 - 40 Seconds Need A Tie, Yes
9 7 Over 40 Seconds No
10-11-12 8-9-10 Less Than 50 Seconds Yes
10-11-12 8-9-10 50 - 60 Seconds Maybe
10-11-12 8-9-10 More Than 60 Seconds No
12 10 | ess Than 55 Seconds Need A Tie, Yes
13-14-15-16 | 11-12-13-14 Less Than 60 Seconds Yes
13-14-15-16 | 11-12-13-14 60- 70 Seconds Maybe
13-14-15-16 | 11-12-13-14 More Than 70 Seconds No
16 14 60 — 75 Seconds Need A Tie, Yes
17 -18-10 15-16-17 Less Than 75 Seconds Yes
17-18-10 15-16-17 75 — 85 Seconds Maybe
17 -18 -10 15-16-17 More Than 85 Seconds No
19 17 Less Than 80 Seconds Need A Tie, Yes
20 18 Less Than 90 Seconds Yes
20 18 90 — 100 Seconds Maybe
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PENN STATE FOOTBALL
TWO POINT CHART

DRIVE  1; TDPUTSUS _ GOFOR DRIVE 11; TD PUTS US GO FOR
(DRIVE 2; TDPUTSUS ___ GOFOR DRIVE 12; TD PUTS US GO FOR
(ORIVE  3; TDPUTSUS __ GOFOR DRIVE 13; TD PUTS US GO FOR
DRIVE 4; TDPUTSUS ___ GOFOR DRIVE 14; TD PUTS US GO FOR
lDR!VE 5; TDPUTSUS ____ GOFOR DRIVE 15; TD PUTS US GO FOR
(DRIVE 6; TDPUTSUS ___ GOFOR DRIVE 16; TD PUTS US GO FOR
'DRIVE 7; TDPUTSUS ___ GOFOR DRIVE 17; TD PUTS US GO FOR
DRIVE 8§; TDPUTSUS ____ GOFOR DRIVE 18; TD PUTS US GO FOR
‘DRIVE 9; TDPUTSUS __ GOFOR DRIVE 19; TD PUTS US GO FOR
(DRIVE 10; TDPUTSUS GO FOR DRIVE 20; TD PUTS US GO FOR
. L N PR S
{ GO GO
' AHBEYAD FOR| GO 2FOR COMMENT BE'B-"YND FOR GO:OR COMMENT
1 1

{
. 0 1 0 1
N 2 1 1** Decision by head coach
{ 2 1 2 2 Decision by head coach
( 3 1 3 1
L4 2 4 1*

5 2 5 2

6 1 6 1
{ 7 1 7 1
V'8 1 8 1

9 1 9 1* 2 If time to win

10 1 10 1* 2 If time to win

11 1 11 1* 2 If time to win

12 2 12 2

13 1 13 1

14 1 14 1

15 1* ? Force them to score 3x's 15 1

16 1 16 2

17 1 17 2

18 1 18 2

19 2 19 1

20 1 20 1

21 1 21 2

22 22 2

23 1 23 2

24 1 24 2

25 2 25 2

26 1 26 2




@ TIE BREAKER RULES AND STRATEGY @

L COIN TOSS:
A. Winner of Toss has choice of selecting:

1. Offense or Defense for the first possession and any subsequent Odd-numbered possession.
Loser has choice on even numbered possessions.

2. May NOT defer
B. If we win the coin toss, elect to go on Defense so the Offense knows what we need.
C. Unless carryover penalty, each team will begin 1-10 from the 25YL
II. Defen;e first strategy:

A. Defense held opponent scoreless.
1. Run 3 consecutive plays + improve field position for FG

B. Defense held opponent to FG (3 points)
1. Use conservative offense, avoid potential losses, QB's must understand situation,
stay in FG range
2. On 3rd down, call a play to help line up FG in middle of field.
3. 4th and Inches, less than 1 foot. Ask for measurement, use the Time out.

C. Opponent scores a TD (7 points)
1. High percentages plays that have been successful in game.
. Think 1st downs at the 15 and 5 yard lines.
. 4th down situation - call time out if available
. Aware of passing into the End Zone. On 4th down, do not be tackled,
must throw ball into the end zone.

2
3
4

1. Offense first strategy:

A. Use high percentage plays that have been successful during game. QB must understand Situation,
avoid potential loss situation, DO NOT JEOPARDIZE FG RANGE!!!

B. Think 1st downs at the 15 and 5 yard lines, then two TE's with 4 more downs to score.

C. 4th Down Situations:
1. Consider the success during game vs. opponents Defensive Line
2. 4th and Inches, less than 1 foot, go for first down
3. 4th and 1 foot or more - FG!




Rules

A

B.

Defense may score - ball is alive after a change of possession.

Pass interference rules remain the same.

. Each team will have equal possessions - each period will have two series.

1. Winner of coin toss has choice on all Odd number possessions —
other has choice on all even number possessions.

. Safety may be scored only when Defense imparts the impetus to a loose ball.

Example: - Batting ball which goes out of end zone - 2 points.

. Time Outs - Each team has One per period. No carryovers.

No rest period

. No team conference

. Referee decides which end of field all overtime periods will be played.
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Penn State COACHES FINAL BRIEFING BIG TEN

PRE-GAME CHECK LIST DAY OF THE GAME

CONFERENCE
l. WHAT TYPE OF GAME DO WE PLAN ON:
A. Conservative - Field Position - Establish Run
B. Let it all hang out - Possession - Take Chances
C. Or more or less in the middle
CONSIDER
A. Are we favored?

Are they favored?
Game a toss-up?

B
C
A Press Box Information to Sideline
B. Sideline Information to Players on Field
C. Penalty Decisions from Sidelines to Playing Field
1. SUBSTITUTION-CHECK THOROUGHLY BO POSITIONS
A Know % of Time Each Player to Play
B. What Situations Plus Chain of Events Would Cause Us to
Change Our QB

V.  WHAT TWO MUST SUCCEED IN ORDER TO WIN TODAY?

A. Offense
B. Defense 2 of 3 have to be dominant
C. Kicking in order to be successful

V. EXAMINE END OF GAME OFFENSE AND DEFENSE
A. Two-Minute Offense and Defense Procedure
B. How to Play Last Minute of Game - (Offense)

Time Outs Left?

Position of Ball?

Need 3 or 7 Points?

Communication on Time Outs?

Substitution?

. Conserve Time or Run Clock Down?

ow to Play Last Minute of Game - (Defense)

Time Outs Left?

Position of Ball?

Scrambling QB - Pocket QB?

Strength of Blitz and Prevent Defense?

Do They Need 3 or 7 Points?

O
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VI.

VIIL.

Xl.

XIl.

XL

SCORING COMBINATIONS-KNOW EXACTLY

A. Take Safety?

B. Where Are We Kicking From?

C. Field Goal or Touchdown-Run Through Some Situations
as May Exist During Game

D. Two Point Play - When to Use?
Rule of Thumb - 4 Minutes Left - 6 Minutes Left

VII.  GOAL LINE PROGRESSION OF PLAYS (OFFENSE/DEFENSE) "GOING ON"
Review All Situations
B. Order of Plays Offensively or Calls Defensively -
6 yds. and inches - 4 yds. and inches - 2yds. and inches
C. 3rd and 1 to go - 4th and 1 to go

GOAL LINE PROGRESSION OF PLAYS (OFFENSE/DEFENSE) "COMING OUT"
A. Review all Situations

- B. Order of Plays Offensively or Calls Defensively - 1st and 10 on the 1,

1st and 10 on the 3, 1st and 10 on the 5

SHORT YARDAGE SITUATIONS (OFFENSE/DEFENSE)
A. Aware of play Action Pass?

B. Aware of "Go for Broke Play?”

C. Plays Going to Outside?

BLITZING (OFFENSE/DEFENSE)
A. Check Thoroughly - Calls to Counter - Situations to Use

AUDIBLES

A. Review Exact Procedures
B. Get Out of Bad Play?

C. Throw Over Top?

KNOW SCORES OF OUR CONFERENCE OPPONENTS DURING GAME
A. Will We Take a Tie?
B. Must We Win?

KICKING GAME
A Go After Them - Punt Block - Onside Kick - Plays from Punt Formation
B. Conservative - Field Position - Punt Cover - Return

C. Assign Coaches to Watch Kicking Game (During Game) - Coach
This Area for Exactness

XIV. MOMENTUM CHANGERS

XV

A. List in Order
B. Do you Want to Start Game with Big Play?

PRE-GAME WARM UP

A. Uniform Change-Ups - No Pads - Helmets, Etc.
B. Know Area on Field to Warm Up

C. Review Warm-Up Procedures and Assignments




XVI.

XVII.

XVIIHI.

A.

XIX.

HALF-TIME SEATING AND COMMUNICATION

A. How much Time for Half-time - Total
B. Check Physical Layout - Blackboards - Training Room - Coaches Room
C. Three Distinct Time Blocks - How Much Time for Each?
1. Players Care for Themselves as Coaches Get Together - Changes
2. Coaches and Players Question and Answers - Changes
3. Summation - Head Coach

BENCH PROCEDURE
A. Proper Seating - All Personnel (Trainers, Doctors, Etc.)
B. Check Procedures - Going on Field - Coming Off

TOSS OF COIN - WHAT GOAL TO DEFEND
If Wind is a Factor? Rain? Cold? Muddy Field?

POST GAME THOUGHTS
A. What if We Win? Statements to Press - to Players
B. What if We Lose? Statements to Press - to Players
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PLAYBOOK
SHEETS
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