
O’Gorman Summer 
Scrimmage 7/13/23



Scrimmage Format
 10 offensive plays: Will play out the drive beginning at the -30 yrd

line.
 If Offense goes 4 and out: Return to the -30 for new set of downs.
 If Offense maintains a drive and scores before reaching 10 plays: Return 

to -30 to continue to 10 plays.

 Once 10 plays have been reached: the next “normal change of 
possession” will be used.
 Score TD FG team out to kick extra point with no Defense rush
 Punt Same as Kickoff: Punt team will Assemble and Return team will just 

have 2 returners
 Failed 4th down attempt: Opponent begins at -30 yrd line

 Kill play on COP
 Quick whistle when runner is stood up, QB is contacted or 

threatened 



Plays from Scrimmage
 R, U, H, L count offense.

 FJ, SL, BJ count defense.

 H, L have all forward progress 
spots to the 2 YL.

 H,L have GL from 7 YL and in. 
Snap at 7 or in, FJ/SJ start at 
corner pylon.

 FJ/SJ snap at B’s 25 to 7 yard
line start at GL.

 FJ, SJ initial position 20 to 22 
yards deep.

 BJ start 25 to 30 yards deep.



Fade Mechanics
 SJ, FJ, BJ will be moving back 

(fading) on all plays. 
Responsible for GL on all plays –
except plays that begin at 7 YL 
or in and COP plays. 

 SJ,FJ, BJ start deep and stay 
deep. Make calls from 10 to 15 
yards away.

 H/L have all forward progress 
spots, except plays that end at 
the 2 YL or in. 

 COP = reverse fade. H/L are 
responsible for GL. SJ/FJ 
become responsible for 
forward progress.



Accordion Principle



Keys
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