Vertical Stack

Playing offense? Get in Line! Learn about the most common offensive strategy in the game
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Basic Explanation & Setup

The basic idea of vertical stack is to create two large spaces/lanes on each side of the field by
having cutters line up in a vertical line roughly in the middle of the field in front of the thrower (#1-
5 in the image below). Depending on the direction of the force, one of the lanes will be on the open
side and the other on the break side. There is also typically one player set up as a reset handler to
receive an easy throw to maintain possession should no downfield players become available. The
positioning of this handler may vary from team to team and where the disc is on the field.

The primary method of advancing the disc is by having cutters getting open and receiving the disc
in one of the lanes. It is generally easier to get the disc on the open side because by definition, it is
the side that the mark is allowing throws to go to. Cutters still need to shake their own individual
defender by making a decisive cut and even though cutter defenders are going to be aware of the
force and are going to prioritize defending the open side, it is generally considered easier to make
completions on the open side than on the break side. Below is an walkthrough detailing typical cuts
on the open side and how players should reposition as the disc moves down the field.

https://playspedia.com/play/embed/id/23968
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As shown in the walkthrough above, cuts are typically made from the back of the stack, meaning
that the cutter farthest from the disc should be the one to make the first cut. When the first cut is
made, the player that is next in stack will become the new back of stack and should then prepare
to make the next cut. There are situations where cuts will come from somewhere else in the stack
but they are usually special cases where they are clearly communicated by the team beforehand
such as a set play or in reaction to something the defense does like a poach.

When a cutter is looked off or has completed a throw, they should to return to the stack
somewhere in the middle—not the front or the back—as quickly as possible so as to make space for
subsequent cuts. This is called clearing. Coaches will often emphasize that players should clear as
fast as they cut. Players should also be conscious of not interfering with teammates cuts. The
walkthrough below demonstrates some suggested clearing routes after some typical cuts

https://playspedia.com/play/embed/id/23971
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Resets

When a thrower is unable to throw downfield for whatever reason, they should look to perform a
reset (AKA dump)—a short/low-risk throw to reset the stall count, keep possession, and ideally
reposition the disc to an advantageous position to continue downfield progression.

There are two standard dump cuts that teams typically run. Both of them are designed to give the
reset handler at least two spaces to attack, making it hard for defenders to anticipate which space
to guard. The first is known as a jam cut and has the reset handler set up 45 degrees behind the
disc on the open side. The sequence is shown below.

https://playspedia.com/play/embed/id/23977

Jam cuts are most effective when the disc is far enough away from the sideline such that there is
space to cut to on either side of the disc. When the disc is on the sideline team will use the second
type of reset, often refered to as train tracks. In these cases, the reset hander should set up level
with the thrower on the breakside or toward the center of the field, with a preference for the
breakside if it's available.
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