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Chapter 1:  Opening Animation Software
(Part 1) - Creating a New Offensive Playbook
After opening the Offensive Animated Playbook software, begin by Creating a New Offensive Playbook.
Click the single book icon to create a new offensive playbook.  You are prompted to type in the name of the new playbook.  Give this playbook a name you will easily recognize when you want to reference this playbook again.  New Offensive playbooks are named by smaller parts of the whole playbook.  You can also name the new playbook by the opponent you are facing any particular week, for example (East High vs. West High).  
(Part 2) - Open an Existing Offensive Playbook
Click on the stack of three books icon to open an Existing Offensive Playbook.  Existing playbooks or game plans are saved in the computer.  Once an offensive playbook, or weekly game plan has been created you can add new plays, adjust existing plays, or delete plays out of the playbook.

(Part 3) - Interactive Help
Click the cone icon to begin interactive help.  By clicking on the “Help” cone this will begin a basic walkthrough of the various features of our animated software.  It will describe features contained in the main menu.  It describes how to create new plays, duplicate existing plays and delete plays from the playbook.  Interactive help will also describe the 5 different modes of play construction.
Chapter 2:  Creating a New Play
(Part 1) – Naming New Play
Now we will name a new play.  Once the playbook is open click the “New” button.  Then type in the formation and name of the play.  Then press the OK button and begin play construction in the Formation mode.
SA Sports Animation, LLC © 2008
(Part 2) - 5 Modes of Play Construction

There are 5 Modes of play construction.  First is the Formation mode.  Second is the Motion/Shift mode.  Third is the Movement mode.  Fourth is the Football mode and last is the Playback mode.
Chapter 3:  Formation Mode
(Part 1) – Click and Drag Players
Simply click and drag players in the Formation mode.  The default screen presents us with an “I” Pro Right formation on offense and a base 4 – 3 defense.  Click and drag offensive players to align them in any other formation.  There is no particular order when moving players to their positions.  Simply highlight the player and drag him to the preferred field position.  Click and drag defensive players to their field alignments as well.  Once player locations are changed they are automatically saved.
(Part 2) – Color Coded Formation Panel
The border around the panel in the Formation mode is color-coded red.  The formation and name of the play shows up in the middle of the Formation panel.

(Part 3) – Changing Field Type
The Field Type can be changed in the Formation mode.  By clicking on the Field Type button we can change the field view from a “Standard” view to an “Endzone” view.  This is particularly helpful when constructing plays in the Red Zone.

(Part 4) – Reducing Number of Players on Field
Individual position coaches will find using the players (+) and (-) button helpful in reducing the number of players on the field.  By pressing the (-) button, this will reduce the number of players on the field.  Change the formation of the players left on the field and change the color if necessary.  Some players may need to move to the other side of the formation. 
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Chapter 4:  Motion/Shift Mode
(Part 1) – Draw Offensive Player Motion
The second step in play construction is the Motion/Shift mode with a yellow border.  In many plays this step is not necessary to use.  Click and drag motion of the offensive player.  Press the rewind and play button to review motion of the player.  This is the second step in constructing a play.  All movement in this mode is designed to happen before the snap of the football.  The player path movement shows on the screen in yellow.  
(Part 2) – Add Time to Player Motion
If the motion moves to quickly, the length of time of the motion can be adjusted by adding seconds to the slide bar.  Then press play and motion of the player is slowed down.  

(Part 3) – Reset Player Motion Path
If the path of the motion does not look quite right, use the reset button to redo the motion of an individual player.  This will reset the player back to its original position on the field.  Then player motion can be redrawn.
(Part 4) – Add Defensive Player Shift
Click and drag the defensive player or players who will shift according to the motion.   You can reset all Motion/Shift movement by pressing the “Reset All Motion/Shift” button inside the yellow panel.  
(Part 5) – Slide Bar Feature
The yellow slide bar allows us to slide player movement forward and backward to illustrate pre-snap movement.  Moving the slide bar forward and backward demonstrates a pre-read on defensive coverage according to pre-snap movement.
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Chapter 5:  Movement Mode
(Part 1) – Drawing Player Movement
The third step in play construction is the Movement mode with a green border.  All movement in this mode is designed to happen after the snap of the football.  Player movement in this mode is done exactly the same way as in the Motion/Shift mode.  Simply highlight a player and click and drag along the expected path.  Draw player movement for the offense, then the defense, or movement can be drawn for an offensive player followed by movement by a defensive player.
(Part 2) – Showing Player Movement/Paths
Once player movement has been diagrammed the player path will show on the screen.   By clicking the rewind button and pressing play, this will show the movement of the players.   To make player paths disappear click the show paths button to the right.  The paths will reappear by clicking the button again.

 (Part 3) – Resetting Player Movement
If player movement does not look quite right or you make a mistake, simply highlight the player and click the reset button.  This will reset the player back to its original position on the field.  Then redraw the correct movement path.  Completed movement paths are indicated by a white path.  A red movement path indicates player movement can be reset.  Diagramming player movement can only be constructed in the Movement mode.
(Part 4) – Add Time and Use Slide Bar
Once again we can add time to the length of the play by clicking the seconds button.

The green slide bar allows us to slide player movement forward and backward to illustrate play movement.  This allows us to visually see play assignments and responsibilities.  
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Chapter 6:  Football Mode
(Part 1) – Football Icons
Next is the Football mode with a blue border.  This is the fourth step in constructing a play.  There are two different icons to click in the football mode.  There is the stationary football icon, which is used to start the play, and the action football icon that shows movement of the football.  After clicking the stationary football icon, click and drag the football to the desired location.  Use the action football icon to move the football from player to player.  Move the slide bar on the bottom of the screen to the point where the football is to be exchanged.  Simply click and drag the football to the desired player.  A solid white vector line will indicate the direction and player attachment of the football.
(Part 2) – Stationary Football Icon
First, press the REWIND button before diagramming football movement.  Then click the stationary football icon.  Next click and drag the football to the beginning of the play, usually on the center.  Important – Even if the football is located at the position where football movement is to begin, the stationary football must be clicked first to mark the beginning of football movement.
(Part 3) – Action Football Icon
Click the action football icon to move the football from a player to another player.  Click and drag the football from the center to the QB to simulate the snap of the play.  There will be a white vector line that connects from one player to another.  The action football icon is used to simulate the snap, a handoff, or a pass.
(Part 4) – Use Slide Bar to Move Football
Move the slide bar to the point in the play where the football is to be snapped, passed, or handed off.  Click and drag the football from the QB to the desired player.  
(Part 5) – View Movement of Football
Press rewind and press play.  The movement of the play and the movement of the football are complete.
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(Part 6) – Reset Movement Only in Movement Mode
If you do not like the way the play looks or would like to reset the path of a particular player, leave the Football mode and click the Movement mode.  You can reset and redraw player movement only in the MOVEMENT mode.
(Part 7) – Reset Football
If you would like to reset the path of the football, click the RESET FOOTBALL button.  Follow the same steps as above to redraw movement of the football.

Chapter 7:  Playback Mode
(Part 1) – Playback Features
The fifth mode of play construction is the Playback mode with a purple border.  There are several features in this mode.  There are two, rewind and play buttons.  The green play button starts the whole play including the motion and shifting of the defense.  The yellow play button illustrates the pre-snap movements.

(Part 2) – Add and Delete Time Feature
Time can be added or deleted from the length of the motion/shift or play movement in this mode as well.  By pressing the (+) button, this will add to the length of time of the animation.
(Part 3) – Show Paths Feature
The show paths button allows us to remove paths and make them reappear.  If the check mark is visible the movement paths are on the screen.  If the check mark is not visible, the paths cannot be seen on the screen.
(Part 4) – Opposition Feature
The opposition button allows us to remove 11 players on the other side of the ball.  This is helpful when teaching player assignments and responsibilities.  By pressing the play button players visualize their position assignments without the opposition being shown.
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(Part 5) – Show Football Feature
The show football button allows us to remove the football and make it reappear.  If the check mark is visible the football can be seen on the screen.  If the check mark is not visible, the football cannot be seen on the screen.

Chapter 8:  Player Settings
(Part 1) – Customize Player Color Feature
Customize the color of the players by highlighting a player and clicking the preferred color panel.  This will change the color of the highlighted player.
(Part 2) – Naming Player Feature
Naming player positions and abbreviations can be changed in the text box.  This is performed by highlighting the player and typing in new letters in the text box.  The letters change automatically.
(Part 3) – Numbering Player Feature
Inserting player numbers are done in the text box as well.  Highlight the player and type in the player number.  This is particularly helpful in customizing game plan preparations.
(Part 4) – Customize Color Panel Feature
If the preferred color is not on the color panel, hold down the “ALT” key on your keyboard and click any color panel.  A customized color grid appears.  Choose the preferred color and press OK.  That panel becomes the new customized color.

(Part 5) – Player Speed Feature
To make the timing of plays look more realistic we use the “faster” button feature.  For example, in running plays some players need to move quicker than others.  Important - the faster feature can only be used in the Movement mode.
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(Part 6) – Player Faster Feature
Changing player speed can only be performed in the movement mode.  Highlight the player that needs to be speed up.  Press the faster button.  Timing player movement to make the play look realistic requires some players to be moving a little faster than others.  Important: only players that have been sped up can be slowed down.  You can not slow down the speed of a player who has not already been sped up.  

(Part 7) – Changing Player Size Feature
The size of the players can be changed if necessary by moving the size slide bar to the right to make them larger and to the left to make them smaller.

(Part 8) – Opposition Feature
The opposition button removes and replaces 11 players on the other side of the ball.

(Part 9) – Show Football Feature
The show football button removes and replaces the football.

(Part 10) – Show Paths Feature
The show paths button removes and replaces movement paths of the players.

Chapter 9:  Player Reduction
(Part 1) – Position Coach Example
Reducing the number of players on the field is tremendous for individual position coaches.  This can be done in the Formation mode or the Playback mode.  Coaches can teach technique work.  For example, a receiver coach might use player reduction to leave 2 players on the field.  The coach can teach receivers how to run pass routes against man to man coverage using this feature.  All position coaches could use the player reduction feature to teach position specific drills and reads.
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Chapter 10:  Main Menu Features
(Part 1) – Duplicating a Play
Main menu features are in the formation menu located in the upper left hand corner of the screen.  Inside the formation menu highlight the play to be duplicated.  Press the duplicate button.  You will be asked to input the name of the new play.  The entire previous play along with formation and player movement is duplicated.  By moving to the movement mode individual player paths can be reset and then redrawn to quickly make another play similar the one that was duplicated.  If motion or shift needs to be changed, player paths can be reset and redrawn in the Motion/shift mode.
(Part 2) – Deleting a Play
Once again in the formation menu, highlight the play that is to be deleted.  Press the delete button.  There is a prompt to confirm that you want to delete this play.  Click the delete button and the play will be deleted for good.
SA Sports Animation, LLC © 2008
Summary:
This concludes the instructional manual on how to use animated playbook software for football.  There are many applications and features to this software. 

In review, there are 5 steps to play construction. The first is the Formation mode.  Simply click and drag the players to their alignment positions.  The second is the Motion/shift mode.  Click and drag the players along the preferred motion path.  If the play does not have any motion, skip this step in play construction.  The third is the Movement mode.  Click and drag all player movement in this mode.  The fourth is the Football mode.  There are two football icons in this mode.  One is a stationary football and the other indicates action.  The last step is the Playback mode.  Once the play has been constructed there are features in this mode that facilitate viewing the play.
We believe our software can assist in bridging the gap between teaching of football systems in the classroom and perfect execution on the field.

Many of our players are visual learners.  By studying your animated playbook, they can visualize their movement on the field as well as the movement of their teammates.  This type of learning is applicable at all levels of football.

We hope our software will be of assistance in building your ultimate animated playbooks and game plans.  We wish you the best of luck this season.
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