6 XE "6"  Tackles & Ends XE "Ends" 
Overview XE "Overview" 

The defensive line XE "defensive line"  play in the 25 XE "25" /50 XE "50"  defense is probably the easiest you will ever teach.  The tackles are really turned loose in both the 25 (2i tech) and 50 (nose) fronts.  The defensive ends also have little in the way of true reading in either front.  In the 25 front, they have base 5 XE "5"  tech XE "5 tech" nique play.  But in many blitzes, slant away, or base 50 front, they pinch.  In a slant toward, they rush outside XE "rush" .  So their reliance on reading ability is minimal.  

2i XE "2i"  Technique


This 2i XE "2i"  is much different from the 2i played in my other book, The 20 Gap XE "20 Gap"  4-4 XE "4-4"  Football Defense.  This 2i is a penetration XE "penetration" -happy defensive line XE "defensive line"  position.  The stance is a stance that promotes take off the fastest, regardless of what it looks like.  The tackles should have their outside XE "outside"  leg staggered back and step with their outside leg first.  The tackle XE "tackle"  is to charge off the ball hard into the aiming spot of the guards inside shoulder.  
His read XE "read" /reaction is minimal and more of a guide to his charge than a true read.  If that guard XE "guard"  attempts to scoop him (moves inside flat XE "flat" ), the 2i XE "2i"  should turn on the jets and pursue inside hard, ripping through the attempted block XE "block" .  If that shoulder moves hard into him (moves inside and straight ahead), he should fight inside, through, and under it and pursue back outside XE "outside" .  If that shoulder pulls away, he should be in the guard’s hip pocket looking for the ball after penetrating.  If that shoulder pulls inside the reaction should be the same as a scoop block.  
The 2i XE "2i"  tech XE "2i tech" nique in the 25 XE "25"  front is a playmaker.  Due to the problems associated with double 2i’s (with this technique), the offense will have a hard time blocking them. The tackles need to understand that getting scooped by a guard XE "guard"  is an insult to his athletic ability (though it will happen).  They should NEVER get scooped by a center in a zone blocking scheme XE "scheme" .  Because of these 2 rules, you should have a free XE "free"  2i nearly every play into the backfield XE "backfield" . OR the offense won’t block XE "block"  either Mike XE "Mike"  or backside XE "backside"  linebacker.   Either option XE "option"  is okay for most offensive plays’ non-success.


The other coaching point for the 2i XE "2i"  tackle XE "tackle"  is to get moving.  They are not supposed to sit, cross-face, and/or attack laterally down the line.  They are to penetrate and read XE "read"  on the run in THE OFFENSIVE BACKFIELD.  If they penetrate 2-3 XE "3"  yards into the backfield XE "backfield"  every play, the defense is in business in a very big way.  
Down (In/Under) XE "Down" 
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Pull Across/Back (Penetrate-Trail)
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Pull Out (Penetrate-Trail)
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Zone (Penetrate Through)
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2i XE "2i"  Problems


Because most teams will not attempt to run trap XE "trap"  or midline option XE "option"  against 2i XE "2i" ’s, they can penetrate with reckless abandon.  If either of those things were not true, they would have to hold back, sit, and read XE "read" , but they are true.  Those plays (trap, midline) are also plays you do not have to work on due to alignment XE "alignment" .  It is impossible to get both of them blocked with their front 3 XE "3"  if you teach them to get off hard on the snap.  


If they double with the center/guard XE "guard"  on a 2i XE "2i" , then the other guard will have to scoop the 2i.  That is something you drill to not happen, and you teach them to feel insulted when it does.  Even XE "Even"  if he is blocked, your Mike XE "Mike"  is free XE "free"  to fill with their 3 XE "3"  guys (center and guards) blocking our 2 tackles.  In a zone blocking scheme XE "scheme" , the 2i’s will get partially blocked from both guards because of their fast penetration XE "penetration" .  This forces the center to block XE "block"  our Mike who is already flowing downhill to B Gap.  This is not an effective block for the center—chasing the Mike.


The reason teams don’t run Trap XE "Trap"  against 2i XE "2i" ’s is because the scheme XE "scheme"  is at a disadvantage because of alignment XE "alignment" .  The guard XE "guard"  wants to “railroad block XE "block" ” (or track to) the Mike XE "Mike"  linebacker in either scheme.  The 2i will see that as a scoop block and attack across, smash the guard, and penetrate inside.  This is besides the fact that the 2i is aligned between the guard and the Mike—unlike a 2 or 3 XE "3"  tech XE "3 tech" nique XE "3 technique"  tackle XE "tackle" ’s alignment.  This squishes the Trap from the playside XE "playside"  and negates the Mike linebacker block of the guard.  The backside XE "backside"  2i will be in the fullback XE "fullback" ’s face at the handoff XE "handoff"  as well since the center’s back block will not make it in time.  If that 2i was a “reading” like a normal 2 or 3 technique, trying to stay flat XE "flat" , the center could make the block. 

Trap XE "Trap"  VS 2i XE "2i" ’s
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The reason teams don’t run Midline XE "Midline"  against 2i XE "2i" ’s are similar to Trap XE "Trap" .  Midline will not work against 2i’s because the defensive tackle XE "tackle"  is right in the playside guard XE "guard" ’s route to the Mike XE "Mike"  linebacker—just like in Trap.  The backside XE "backside"  2i will get doubled, but the playside 2i and Mike take out the Midline. 

Midline XE "Midline"  VS 2i XE "2i" ’s
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Zone blocking rules XE "blocking rules"  will leave both 2i XE "2i" ’s partially blocked if their line is quicker.  They will both be nearly free XE "free"  if your line is quicker.  
Full Zone
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Even XE "Even"  with a base down/pull scheme XE "scheme"  (like in Power XE "Power" ), the 2i XE "2i"  alignment XE "alignment"  will get penetration XE "penetration" .  The back block XE "block"  by the center on a moving 2i is a hard one to make.  The down block XE "down Block"  by the guard XE "guard"  will not be as effective on a mobile 2i who will go INSIDE and PENTRATE to get around him.
Down XE "Down" /Pull
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Noseguard


I purposefully put in a heading here just to “mention” that we do line a kid up at noseguard in the 50 XE "50"  front…   I really don’t coach them much other than, “get your ass moving + GET IN THE BACKFIELD!!!”  Again, I had a quick kid playing Nose XE "Nose" , but I think any kid with decent athletic ability can do the same great job.  He basically will just smash the center and/or pick an A Gap and get through it HARD/FAST.  This really allows that kid to get after it and play fast.  His only MISTAKE is to not produce problems for their front 3 XE "3"  (center and guards) FAST.  


I tell the Nose XE "Nose"  to mix it up and play games with the Center XE "Center" .  Remember this is our best defensive line XE "defensive line" man against their (most likely) slowest lineman.  The guards can help the center if they think 1) their tackles will pick up our ends when they pinch XE "pinch"  inside hard or 2) we won’t blitz XE "blitz"  either Mike XE "Mike"  or Bear XE "Bear"  linebackers XE "linebackers" .  We do both of those the majority of downs, alerting the guards to let the center deal with our best kid alone.  The nose XE "nose"  picks his own A gap XE "A gap" —whichever he can get through the quickest.  The backside XE "backside"  linebacker (to flow) will make him right by filling the other A gap as the play develops.  My kids loved the 50 XE "50"  front at all positions.
End-5 XE "5"  Technique


The 5 XE "5"  tech XE "5 tech" nique play in the 25 XE "25" /50 XE "50"  Multiple Front Defense is not as intensive as in other defenses.  For instance, in other defenses the 5 technique must play very tight, not get moved, squeeze down the line very hard for any inside movement.  I agree with all those reactions and techniques.  I’ve simplified the defensive end XE "end" ’s job by pinching some out of 25 with blitzes, by adding the 50 front (which is a base pinch XE "pinch" ), and by occasionally slanting to (rush XE "rush" ) or away (pinch).  Therefore, the end doesn’t have to think or “read XE "read" ” for more than 40-50% of the snaps—where he pinches or rushes.  At 5 technique (base 25), the end is supposed to set the C XE "C"  gap XE "C gap"  edge.  So he maintains OUTSIDE LEVERAGE versus a Base XE "Base"  or Zone Scheme. 
Zone (Leverage)
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He will SQUEEZE/SPILL against a Counter XE "Counter" -G XE "G" T or Veer scheme XE "scheme"  (tackle XE "tackle"  down/veer XE "veer"  block XE "block" ).  In these either schemes he will see offensive backs flow-to.   
Down XE "Down"  (Squeeze/Spill)
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Veer (Squeeze/Dive)
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He will CONTAIN with pull away (cntr-read XE "read" ) or zone away (zone read).  Conversely, in these schemes he will see offensive backs flowing away (flow away).  
Zone Away (Contain)
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Pull Away (Contain)
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Another important aspect of my personnel XE "personnel"  is that my defensive ends were very slow, otherwise I would have them chase pull away or zone away.  That is the maneuver the Mayde Creek coaches call “Snipe” technique.  If you are fast across the line and your ends are burners, you can have them “snipe” counter XE "counter" -G XE "G" T or Zone away and catch the backs in the mesh in 1-back sets with a wide #2 (no tight end XE "tight end" ).  I have them “snipe” in a way when I call a pinch XE "pinch" , which again is about 40-50 XE "50" % of the time with either a call, blitz XE "blitz" , or with the base 50 front.  An important responsibility XE "responsibility"  key for the 5 XE "5"  tech XE "5 tech" nique ends is the following: 

End XE "End"  Responsibility

· Flow to

· Triple Opt (down/veer XE "veer" ) = Dive

· Speed Opt (zone/reach) = QB

· Flow Away

· Zone-Read (zone away) = QB

· Cntr-Read (pull away) = QB


Please let your ends know, especially if they are slow like mine were, to take a path to the position the quarterback XE "quarterback"  WILL BE AT after the “pull and step” (leaving the mesh) in the zone or counter XE "counter"  “read XE "read" ” plays.  Otherwise they will get left inside by the quarterback while running right at his current position.  

End XE "End" -Pinch/Rush XE "Pinch" 

The end XE "end"  pinch XE "pinch"  and rush XE "slant"  help the reads the end has to make become much easier.  It also aids in managing the blocks the end has to defeat better.  Because the offensive tackle XE "tackle"  doesn’t know if he is pinching, rushing, or playing normal; defeating a base or zone block XE "block"  becomes much easier.  The same holds true for every other block as well.  

In a pinch, the end just plows B gap (flat) XE "B gap" , cross-facing the tackle XE "tackle"  and spilling (wrong shoulder XE "wrong shoulder" ) anything.  The end XE "end"  will not allow that tackle XE "tackle"  to block XE "block"  on an inside release XE "inside release" .  There should be a hard collision if he is inside releasing (veer XE "veer" , down, zone away).  The pinch XE "pinch" -end will spill XE "spill"  anything coming his way back to the outside XE "outside" .  An end pinch is called anytime the outside linebacker XE "outside linebacker"  to that side blitzes as well.  The outside linebacker takes the end’s contain XE "contain"  responsibilities in any pinch call.  


In a rush, he simply avoids contact XE "contact"  and penetrates to the outside XE "outside" 

 XE "pre-snap" .  This is rarely used (as are slants).  He should avoid the inside contact with the tackle as he pursues hard to the outside to become a quick contain player.  There are no reads to the end pinch or rush.  
Zone Away (Pinch XE "Pinch" )
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Zone To (Rush XE "Pinch" )
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