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OFFENSIVE INFLUENCES

§ SKIP HOLTZ (TODD FITCH)- CEO MENTALITY, POWER FOOTBALL
§ RUFFIN MCNEILL (LINCOLN RILEY)- LOVE EM UP, ATTENTION TO DETAIL, 

NEVER BE OUTWORKED, AIR RAID
§ GREG SCHIANO (PJ FLECK)- INTENSITY, MAKE THE GAME FUN, 

FUNDAMENTALS



Why the Power Raid

§ CAN BE AS SIMPLE OR COMPLEX AS YOU WANT IT.
§ MULTIPLE RUNS AND MULTIPLE PASSES 
§ CREATIVITY 
§ NEVER BORING 
§ EASY FOR PLAYERS TO UNDERSTAND 
§ EVERYONE HAS A CHANCE TO GET THE BALL 
§ CAN SPOTLIGHT CERTAIN ATHELETES IF NEEDED



2022 offensive Stats

§ 621 POINTS 
§ 38.8 AVG PPG
§ 52% RUN – 48% PASS 
§ 2,577 RUSHING YARDS, 33 TD’s (2021- 3,531)
§ 5.8 YDS PER CARRY
§ 3,076 PASSING YARDS, 42 TD’s, 181/295 (2021- 1,657, 18 TD)
§ 17.0 YDS PER COMPLETION, 61% COMPLETION
§ 11 SACKS
§ 9 INT, 4 FUMBLES



PHILOSOPHY

§ BASE= AIR RAID
§ NO HUDDLE, MULTIPLE TEMPO
§ BALANCE IS IMPERATIVE: 50/50 RATIO
§ MULTIPLE FORMATIONS, SAME PERSONELL: BASE 2X2
§ CREATIVITY: 63 FORMATIONS
§ FIND MISMATCHES
§ ALWAS HAVE ANSWERS- IF/THEN OFFENSE
§ KEYS: FIND SPACE, FIND GRASS, FIND LEVERAGE- “THE ADJUSTER”
§ BE SIMPLE & MAKE THE DEFENSE WRONG!!!



Ace 2x2



Air raid pass bank
§ 60 OUTS
§ 64 DRAGON
§ 66 INSIDE FADE
§ 617/619 
§ 618 STICK
§ 618 SWITCH 
§ 618 POST WHEEL
§ 68
§ 69 SNEAK 
§ 8 Y-CORNER
§ 8 H-CORNER
§ SISSORS

§ 91 SHALLOWS
§ 92 MESH
§ 93 H-WHEEL 
§ 94 Y-SAIL
§ 95 Y-CROSS 
§ 96 SHAKES
§ 98 SMASH
§ PACKER 
§ FLY
§ TRAIL
§ BAT/CELTIC
§ RANT



Run BANK 

§ INSIDE ZONE
§ MIDZONE
§ OUTSIDE ZONE 
§ DUO
§ INSIDE TRAP
§ LONG TRAP 
§ POWER
§ LONG POWER 
§ FS G POWER

§ GT COUNTER 
§ GY COUNTER 
§ CAT COUNTER 
§ CRAB COUNTER 
§ BUC SWEEP 
§ ISO 
§ FOLD
§ OPTION
§ MIDLINE



Run Game 

CONCEPT TIMES RAN YPP TD’s

Counter 145/430 7.2 11

Power 9/430 2.3 0

Buck 87/430 5.8 3

Trap/Fold 15/430 9.5 3

Draw 13/430 4.8 0

Inside Zone 57/430 5.9 9

Outside Zone 26/430 3.6 2

Scramble 44/430 7.6 5



Pass game

CONCEPT TIMES RAN YPP TDS

Slot Fade 52/309 9.9 5

Stick 13/309 4.1 0

Y-Corner 22/309 6.1 5

617/619 18/309 8.8 4

Screens 85/309 11.0 7

Verticals 63/309 11.7 10

Mesh 4/309 6.0 0

Y-Sail 16/309 17.7 4

Shallows 7/309 7.14 0



Sunday 

1. LAST TWO GAMES- COMMON OPPONENTS
2. BASE DEFENSE
3. 3RD DOWN
4. REDZONE
5. 28 PLAYS- OPEN SCRIPT
6. 4 RUNS, 4 QUICKS, 3 DROPBACKS, SCREENS, PA
7. ADJUSTMENTS



Sunday 



28 play script



GameDay Callsheet



GameWeek Plan 

SUNDAY MONDAY TUESDAY WEDNESDAY THURSDAY

12:00 FILM STUDY

2:00 DEFENSE
3:00 ST

4:00 OFFENSE

NEW CONCEPTS
PLAYS

PRACTICE (140 MINS)
10 MINS FLEX 

10 MINS INSTALL
10 MINS ROA/OL INDY
10 MINS INSIDE/ WR 

INDY
10 MINS PERIMETER/ 

OL PASS PRO
20 MINS TEAM

PRACTICE (110 MINS)
10 MINS FLEX

10 MINS TEAM SCREEN 
10 MINS ROA/ OL INDY
10 MINS INSIDE/ WR 

INDY
10 MINS PERIMETER/ 

OL PASS PRO
10 MINS REDZONE
10 MINS 3RD DOWN

PRACTICE (60-70 
MINS)

10 MINS FLEX 
GAME SIT 

CREATE SITUATIONS

WALK-THRU 45 MINS

28 PLAYS AND SITS



The adjuster

§ WHO IS YOUR ADJUSTER?
§ JUST LIKE DEFENSE HAS AN ADJUSTER, OFFENSE SHOULD TOO (I.E. 

FS)
§ ADJUSTER IN OUR OFFENSE IS THE “Y” AND THE “T” 



The adjuster



The adjuster



Rpos

§ ANY RUN WITH ANY PASS CONCEPT
§ SOME PRE-SNAP, SOME POST-SNAP
§ FOLLOWS OUR PASS GAME RULES
§ TAUGHT SO THAT EVERYTHING WORKS TOGETHER
§ SCREEN, TO QUICK GAME, TO RUNS, TO DROPBACKS


