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Handling the “Echo” Stunt in the Triple Through Scheme

By John M. Iannucci
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Example of "echo" stunt

Versus a good triple option team, a defense is bound to try to confuse the quarterback reads. One of the methods that is popular is the “echo” stunt or exchange between the handoff and pitch key. (see fig 1) Like all triple option teams, we train our quarterback to see this stunt prior to the snap by defensive quark’s (i.e. changes in alignment, stance, secondary support, etc.) and then drill him to read the stunt by reading the “area.” This is all great but there are times when the defensive executes better then the quarterback or a particular quarterback may have a problem reading this stunt. It is then up to a “good coach” to give the quarterback the weapons to handle this stunt by the scheme and simply his job. Included are a couple of the many “scheme” answers we have in our system to attack this problem.

A. Extend the distance the stunt has to travel.
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Fig. 2 Due to added distance to the te the 

orignal pitch key must go flatter and faster

to take FB and stunt is further from QB giving him time

Since speed and distance are all factors in reading the triple splitting the stunt out wider will create an easier read for the quarterback. If the original pitch key is to take the fullback and he is farther away, he must come flatter and faster in order to get there. Additionally, he may even have to cheat his alignment to even get in front of the fullback. We use two methods to accomplish this: a) oversplit the tackle, and b) run the triple to the tightend. (fig 2) With the oversplit, I have seen quarterbacks “misread” the stunt and the fullback still get big yards because the backer / safety cannot get there.

B. Load the stunt

Our next answer is to load the stunt. By loading #2 (the pitch key) we have effectively taken the problem out of the quarterback’s hands. The quarterback will now only read the handoff key and option the #3 the support player. (we only do this vs an ace defense.) In order for this to be done the tackle must use a stack release and eyeball the OLB. If he stunt by the tackle’s 2nd second step he will turn his attention to the middle linebacker. NOTE: he must “stunt” for the tackle to take him. If he just sits inside, he is the HB’s man.) Fig 3 shows the load scheme with normal option responsibilities. Fig. 4 shows it with the “echo” stunt.
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Fig 4 Example of "Load" 

vs. "echo" stunt
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Fig 3 Example of "Load" 

vs. base scheme


C. If you want to keep your halfbacks in the game vs. the echo, we will have the quarterback check to one of our 2 double options if the OLB gets close enough to stunt.

The first we will run is our loop and ride double. In this scheme, we will use the stunt’s option responsibilities to our advantage. The Qb will deep ride the fullback (tight base – short ride) with no intention of giving it. He will then pitch off the handoff key who is assigned to him.  The tackle will loop wide to the outside backer (we tell him to aim 1 ½ yards outside the backer as he is only blocking for the pitch. The Full is blocking the OLB inside to the MLB and the tackle is looping for the OLB to the middle linebacker. Fig 5 shows this against the base defense. Fig. 6 shows it against the stunt.
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Fig 5 Example of "loop and ride" 

double option vs. base
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Fig 6 Example of "loop and ride" 

double option vs. "echo" stunt


D. If we want to keep the quarterback in the game, we can go to our zone chip scheme. And bring the halfback to the corner

To keep our quarterback in the game we will give him the ability to check to our zone chip scheme if the OLB gets to a dangerous position. The tackle and halfback will work together, getting movement on the end and the halfback coming off to seal the middle linebacker. The fullback will aim for the outside hip of the outside linebacker and take him where he wants to go. If the linebacker stunts inside he will seal the box checking levels to the safety. The guard will zone to the olb to middle linebacker. The quarterback will reverse out and go.

Fig 7 shows the stunt versus the base defense and fig 8 versus the “echo” stunt.

NOTE: an important coaching point of the above scheme is if the playside guard is covered, the fullback must tighten up his path as he must handle the b- gap run through in the “echo” stunt.

CONCLUSION

These are just a couple of the twenty plus answers we have in our system in order to handle the “echo” stunt. The important point is not the plays but having an answer and a method of getting to that answer in order to aid the quarterback and not leave him out to dry. It is the good coach that recognizes the shortfalls of his players and equips them with weapons to overcome these.

Additionally, an offense must not let the defense take away aspects of his offense (i.e. fullback, quarterback, or pitch) He must have answers that not only keep each player involved but allows them to feast on the defensive adjustment.

(Note: The previous is an abridged section of my book on the triple that should be finished by the end of July. That’s if there are not more delays.)
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Fig 8 Example of "Chip scheme" 

double option vs. "echo" stunt
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Fig. 7 Example of 

"chip" scheme vs

base defense


