BAFFLED PARENT'S

okl D
.5 [

| Fran Dunphy e »
Targpie Unver sty Mo s Bastarhalf Mead Coxen " -
& Lawreace Hsieh -

. " .
"
il




= BAFFLED PARENT'S

GUIDE TO

QREAT BASKETBALL

PLAYS

(0ach fran Dunphy and
awrence Hsieh

Camden, Maine @ New York e Chicago  San Francisco
Lisbon  London ® Madrid ® Mexico City ® Milan ® New Delhi
San Juan @ Seoul ® Singapore @ Sydney ® Toronto



To my all-star team: my wife, Janice, and my children, Jennifer and Jason,
who inspire and amaze me every day; and to my parents, Mary and
Dr. J. S. Hsieh, who taught me well.

— Lawrence Hsieh

The McGraw-Hill Companies

Copyright © 2010 by McGraw-Hill. All rights reserved. Except as permitted under the United States Copyright Act of 1976, no part of this
publication may be reproduced or distributed in any form or by any means, or stored in a database or retrieval system, without the prior written
permission of the publisher.

ISBN: 978-0-07-164347-4
MHID: 0-07-164347-8
The material in this eBook also appears in the print version of this title: ISBN: 978-0-07-150279-5, MHID: 0-07-150279-3.

All trademarks are trademarks of their respective owners. Rather than put a trademark symbol after every occurrence of a trademarked name,
we use names in an editorial fashion only, and to the benefit of the trademark owner, with no intention of infringement of the trademark. Where
such designations appear in this book, they have been printed with initial caps.

McGraw-Hill eBooks are available at special quantity discounts to use as premiums and sales promotions, or for use in corporate training
programs. To contact a representative please e-mail us at bulksales@mcgraw-hill.com.

Unless otherwise noted, all photographs by Shelley Cryan Photography, LLC.
TERMS OF USE

This is a copyrighted work and The McGraw-Hill Companies, Inc. (“McGraw-Hill”) and its licensors reserve all rights in and to the work. Use
of this work is subject to these terms. Except as permitted under the Copyright Act of 1976 and the right to store and retrieve one copy of the
work, you may not decompile, disassemble, reverse engineer, reproduce, modify, create derivative works based upon, transmit, distribute,
disseminate, sell, publish or sublicense the work or any part of it without McGraw-Hill’s prior consent. You may use the work for your own
noncommercial and personal use; any other use of the work is strictly prohibited. Your right to use the work may be terminated if you fail to
comply with these terms.

THE WORK IS PROVIDED “AS IS.” McCGRAW-HILL AND ITS LICENSORS MAKE NO GUARANTEES OR WARRANTIES AS TO THE
ACCURACY, ADEQUACY OR COMPLETENESS OF OR RESULTS TO BE OBTAINED FROM USING THE WORK, INCLUDING ANY
INFORMATION THAT CAN BE ACCESSED THROUGH THE WORK VIA HYPERLINK OR OTHERWISE, AND EXPRESSLY
DISCLAIM ANY WARRANTY, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO IMPLIED WARRANTIES OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. McGraw-Hill and its licensors do not warrant or guarantee that the
functions contained in the work will meet your requirements or that its operation will be uninterrupted or error free. Neither McGraw-Hill nor
its licensors shall be liable to you or anyone else for any inaccuracy, error or omission, regardless of cause, in the work or for any damages
resulting therefrom. McGraw-Hill has no responsibility for the content of any information accessed through the work. Under no circumstances
shall McGraw-Hill and/or its licensors be liable for any indirect, incidental, special, punitive, consequential or similar damages that result from
the use of or inability to use the work, even if any of them has been advised of the possibility of such damages. This limitation of liability shall
apply to any claim or cause whatsoever whether such claim or cause arises in contract, tort or otherwise.



Contents

Introduction .......ccoiiiiiiieiiiiiiiieetiiiiiinnantaaannns ]
How to Use This Book .. ...... ... ... ... . ... . ... ........... 1
AWordon Coaching . ......... . o o o o ool 3

Part One The Playbook

= @w

e ®» N

10.
11.

Game Basics and the Fundamentals of Offense .................. 8
Aboutthe Game ....... .. ... ... .. ... ... 8
Offensive Formations . ........... ... .. ... ... i, 12
Principles of Offense . ........ .. ... . ... ... ... ... ..... 14
Get Open! Plays .. ... 17
Continuity Offenses . ........ ... ... 21
Zone Offense . ... .. ... .. 23

Basic Set Plays ........cooviiiiiiiiiiiiiiiiiiiiiiiinnn, 28

Give-and-Go Plays .......covveiiiiniiiineieiiniennnnnnns 35

Backdoor Plays .......ccoviiiieiiiiniiennnrennnccannnss 42

Pick-and-Roll ........ccviuiiiiniiiiiiiiiiiiiiiiiiiiin., 44

Scissor Plays ......coiiiieiiiiiiiiiieiiiineionnnnennns 54

Baseline Screen Plays ........covvviiiiiiiiiiiiiiiiia., 60

Low Post Plays ......covvviiinniennnniennnrenencccnnnss 67

Fast Breaks and Beating the Press ...........ccvvviuiinnnnn. 72

Inbounds Plays . .....covueriiiiiiniieniinnnneecnnnnnas 79

Quick Hitters ......covviiiiniiiiiniininiennncecnnnnens 82

Part Two The Fundamentals

Basic Defense . .. ... o 87
Individual Offensive Moves . .. ....... ... ... .. ... ... .... 97
Passing . ... .. 110
Rebounding . ...... ... 113
Screening . ... ... .. 116

Shooting .. ... 120



Acknowledgments .........ccoiieiiiiiiiiiiiiiiiniiiiinaiens 140
About the Authors . .......ccvvineiiiiniiiiiiieiiieiennnnens 140



Introduction

So you're a Baffled Parent.

You introduced your child to the exciting and fast-paced game of bas-
ketball. You're ecstatic because he or she loves it and has signed up for
league play. But instead of just dropping him off at practices and cheering
at games, you've signed yourself up too. Or perhaps it would be more accu-
rate to say that you've been drafted. The league asked for volunteer coaches,
and you couldn’t find a graceful way to say no.

Now you're looking at the ten or twelve young faces of your team—
eager, bored, restless, enthusiastic, nervous, expectant—and you're wondering
what you've gotten yourself into. These kids need a mentor, a teacher, a moti-
vator, a strategist. They need a coach. You're not a coach, you're a parent who
knows little or nothing about organized basketball. How do you even begin?

Don’t panic. You can do this.

As a youth basketball coach, your job will be to teach your players
the game’s fundamental skills—physical and mental —in a safe and fun
environment. A good basketball player should know how to shoot, drib-
ble, and pass the ball properly—that much is fairly obvious. But he or
she should also know the ins and outs of tactics, floor spacing, move-
ment, and team play on offense and defense. He needs court awareness.
She should know when to shoot the ball, when to pass, when to drive to
the basket, and when and where to move without the ball. He should not
be afraid to take an open shot, but he should also know when a shot is
not the best option.

The popular youth sports differ widely in their character. For
example, soccer is a highly improvisational sport, while success in foot-
ball relies on a variety of set plays used to advance the ball down the
field and create scoring opportunities, with the game stopping after
each play is run. Basketball is unique in its combination of improvisa-
tion with choreographed plays. It offers a wonderful blend of pattern
and structure embedded within continuous flow and movement. It’s a
great sport, and you're going to have a great experience as a coach. We
guarantee it.

This is the only book to show you how to teach game-winning basket-
ball plays to players up to 14 years old (through middle school and junior
high school) within the context of the game’s fundamentals. We'll give you
the X’s and O’s in their proper coaching context.

How to Use This Book

This book has two parts. Part One, The Playbook, contains 50 basic to
intermediate plays plus 28 variations (what we call second options). Part
Two, The Fundamentals, offers an overview of the skills and concepts your
players will need in order to execute the plays and to defend against them.
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In basketball there are continuity plays, set plays, and plays for special
situations. A young team needs no more than one to four plays from each of
those categories—much more than that is probably overkill, especially early
in the season. The reason we offer such a great variety of plays in the
Playbook is so that you can pick the few that work best for your team, your
players, and your coaching style.

Chapter 1 presents continuity plays, each of which is a choreo-
graphed sequence of player movements involving all five players. Unlike a
set play, which has a defined end point, a continuity play is a repeating
pattern that goes on until it is interrupted by a scoring opportunity (or a
turnover!).

Begin your season by teaching one or two continuity plays from
Chapter 1, because these establish your offensive sets and patterns. They
teach your kids how to space themselves on the floor, how to move with-
out the ball, how to set screens, and how to dribble with purpose. They
involve all the players, so that all of them —not just the ones with the
most advanced skills—feel like important parts of the team. One good
continuity play will transform your offense from chaos to a machine.
And continuity plays provide the context within which the game’s
skills—passing, dribbling, shooting, moving, rebounding—can be practiced
and refined.

One continuity play to use against a man-to-man defense and one to
use against a zone defense are probably all you need.

Chapters 2 through 8 present a variety of set plays. Think of a set
play not as an alternative to your continuity offense but as something
embedded within or erected atop it. A set play is designed to create a
scoring opportunity for one or two of your players against weak points in
the defense. Start the season with one set play. Add another when your
players are ready for it. Maybe you can add a third or even a fourth by
the end of the season, but not if it makes things overly complicated. Keep
things simple.

Chapters 9 and 10 give you plays for special situations: a fast break;
beating a full-court press; and inbounding the ball from the sideline or the
baseline. Your team needs an adequate response for each such situation,
and we give you several options to choose from. Pick the ones that you
think will provide the best fit for your players, and as the season progresses
and the need arises, don’t be afraid to try something else.

Fach play in this book is presented with a diagram and a step-by-step
description of its execution. We show you how the play leads to scoring
opportunities and which fundamental skills and concepts the play empha-
sizes. And we show how the play can be defended —not only so that your
players know what to expect on offense, but also so that they become better
defenders. Offense and defense are two sides of the same coin in basketball,
and this book will help you coach both.
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Many of the plays include steps that incorporate terms (down screen,
etc.) that are defined in the glossary and described in greater detail in Part
Two, The Fundamentals. In writing the book, we've envisioned that you'll
flip back and forth as needed among the Playbook, the Fundamentals, and
the glossary.

Finally, in basketball, as in life, even the best-laid plans often fail or
need adjustment on the fly in the face of a tough and well-prepared
defense. Thus, most plays include a selection of second options for the
offense to try when the first option becomes unavailable or the play breaks
down.

Part Two, The Fundamentals, will help you teach your young
players the basics of playing defense, making individual offensive moves,
passing, rebounding, setting screens, and shooting the ball. Because this
book functions primarily as a playbook, we do not cover these skills and
concepts in as much depth as you can find in a basketball instructional
manual. If you need more on the fundamentals, check out the other
Baffled Parent’s Guides listed on page 5. But we believe that this book’s
presentation of the fundamentals in the context of the plays themselves
is uniquely useful, making this book a good adjunct to any other basket-
ball coaching manual as well as a stand-alone guide for a successful
season.

Any basketball play is the sum of its parts. Your team can’t execute a
pass-and-screen-away play effectively if the players don’t know how to set an
effective screen, how to use the screen properly to get free, how to pass the
ball to the freed player, how to catch the ball, and how to make a layup.
On defense, the players will have to know how to defend the player with
the ball and the players away from the ball. They’ll need to know how to
defend against plays designed to cause defensive confusion, exploit weak
links, and create mismatches. The Fundamentals section is here to show
you how to teach your players the components of a wide range of offensive
and defensive skills, so that with repetition and practice your players will
be able to mix and match the skills to execute good plays and defend
against any situation.

A Word on Coaching

There’s a fine line in youth sports between teaching your athletes how to
play versus drilling them on what to do. This is not a book of plays to be
memorized and executed in rote fashion. Rather, instill in your players
that the plays you teach them (and which will form the building blocks
of the more advanced plays they’ll learn in high school and perhaps
beyond) are merely a means to an end —tools designed to create scoring
opportunities by manufacturing and exploiting defensive gaps and lapses.
A scoring opportunity may arise anywhere in the middle of a play, not
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just at its end. Good coaches (and for that matter good teachers, bosses,
and parents) give their charges the tools to succeed but encourage them
to think freely and make decisions without inhibition. If a player is able
to exploit a sudden scoring opportunity or even create one himself with-
out being a selfish teammate, he or she should not be penalized for
tweaking the play in order to do it.

You are going to have a terrifc season. One or two continuity plays
and one or two set plays will give you all the structure you need to teach
your players the game. Add a fast-break play, a way to beat a press, and a
couple of inbounding plays and you've got the building blocks of a suc-
cessful season. And more important, you'll be giving your players the
introduction to the game they need to play basketball through high
school or beyond.

Most kids are eager learners. It's amazing to see what they can learn and
master in just one season. Good luck in all you do, and have a great season!

The authors (Lawrence Hsieh, back row, left, and Fran Dunphy, back row, fourth from left) with their demonstration basketball players and

coaches.
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The Playbook




CHAPTER

1

Game Basics and
the Fundamentals

of Offense

This chapter provides the context for the play diagrams and descriptions in
the chapters that follow. We need a shared language for referring to areas of
the court, player roles, and player positions in the common offensive
formations. Once we have that, the play diagrams will make perfect sense
and we’ll minimize the opportunities for misinterpretation.

Note that at their first use, basketball terms used throughout the book
are in italic and defined or explained. (Also see the glossary on page 125.)

About the Game
The Court

The most concrete context for the game of basketball is, of course, the court
on which the game is played. College courts are 94 feet long and 50 feet
wide, though the dimensions of youth league and middle school courts
vary. But all courts include the features identified in the court diagram. The
inbounds area is defined by two sidelines and two baselines. A midcourt line
divides the court in half. The half that is the offensive zone or frontcourt for
one team is the defensive zone or backcourt for the other. The team with the
ball attacks the basket in its offensive zone, and the other team defends that
basket. At halftime the teams switch ends.

In a successtul trip “down the floor” to its offensive zone, a team
either makes a field goal (a basket shot against defenders) or makes one or
more foul shots or free throws (undefended baskets shot from the foul line).
If unsuccessful, the offensive team loses possession of the ball to the defensive
team by missing a field goal or foul shot and failing to get the rebound
(a missed shot), or by committing a turnover (loss of possession of the ball).

Offensive-Defensive Transitions

There are several ways in which the offensive team can turn the ball over.
The defensive team can steal the ball from a player dribbling the ball, snatch
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a pass before the ball reaches its intended recipient, or retrieve the ball after
causing the ball handler to bobble it. In any of these cases play is continu-
ous, and the defensive team immediately becomes the new offensive team
without having to inbound the ball.

The offensive team also turns the ball over if a player steps out-of-
bounds while in possession of the ball, accidentally throws the ball out-of-
bounds, or commits an infraction. Infractions include the closely guarded
rule and other infractions discussed below, traveling (taking more than one
step with the ball without dribbling), and committing an offensive foul. In
any of these cases the defensive team becomes the new offensive team and
either inbounds the ball from a baseline or sideline or takes a free throw,
depending on the situation.

We'll discuss other turnovers where relevant. For a complete descrip-
tion of basketball rules, fouls, and other basics, see The Baffled Parent’s
Guide to Coaching Youth Basketball by David Faucher, and The Baffled
Parent’s Guide to Coaching Girls’ Basketball by Sylvia Hatchell and
Jeff Thomas.

Chapter 1,/Game Basics and the Fundomentals of Offense

The hasketball court.



Chapter 1/Game Basics and the Fundamentals of Offense

Since the defensive team is allowed to gain possession of the ball by
stealing it from a dribbler, stealing a pass, or rebounding a missed shot,
the essence of successful defense is to make it hard for the other team to
dribble, pass, shoot, and rebound. And the purpose of this book is to find
ways around these defensive tactics.

When possession changes with a made field goal or free throw, the
defensive team becomes the new offensive team, and it must inbound the
ball from behind the baseline of its defensive zone and travel the length of
the floor into its offensive zone.

The defensive team can also gain possession of the ball by rebound-
ing the opponent’s missed field goal or foul shot, or by stealing the ball.
When possession changes in this manner, play is continuous, and the new
offensive team advances the ball over the midcourt line without having to
inbound. This may present a fast-break opportunity if the defenders are
slow getting back to their defensive zone. When possession changes after
an infraction, the new offensive team will either inbound the ball in its
defensive zone or shoot free throws in its offensive zone, depending on the
situation.

No matter how a team gains possession in its backcourt, it has 10 seconds
to advance the ball over the midcourt line and into its offensive zone. Failure
to get the ball into the frontcourt within 10 seconds results in a turnover.
Once the offense advances the ball into the frontcourt, it may not recross
the midcourt line on that trip down the floor. Inadvertently dribbling or
passing the ball back over the line constitutes an over-and-back or backcourt
violation —another turnover.

A Few Rules about Fouls

For our purposes in this book, we'll discuss most rules as they bear on the
plays in question. Keep in mind these few rules, however, which are
designed to facilitate the pace of the game and are relevant to many of the
plays we’ll examine:

* Closely guarded call. A player with the ball who is guarded by a defender
within 6 feet of her must not dribble in place for longer than
5 seconds.

e 5-second call. A player who picks up (gives up) his dribble must pass or
shoot within 5 seconds.

e 5-second call on the inbounder. A player inbounding the ball to a
teammate must pass the ball in within 5 seconds.

e 3-second lane call. An offensive player can’t stay in the lane (also called the
key or the paint) for longer than 3 seconds. If she steps outside the lane,
she can step back in with a new 3 seconds. The count also restarts when
an attempted field goal hits the rim of the basket. The rule is designed to
prevent the lane area from clogging.
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The Players

Each team has five players on the court, and substitutions can be made in
any dead-ball situation —whenever the referee blows the whistle and play
stops for a foul, a time-out, or the end of a quarter. You can substitute
after the first of two free throws and after the last free throw but not before
the first free throw, and you can’t substitute for the player about to shoot a
free throw.

The five players on the floor typically include two guards, two for-
wards, and a center (who is really a specialized forward). Guards are
perimeter players who mainly play away from the basket on offense, but
are also playmakers who create scoring opportunities by driving (making
dribble moves) to the basket, and they guard the other team’s guards on
defense. Forwards specialize in driving to the basket or making post-up
moves near the basket on offense. The center often plays with his back to
the basket on offense, relying on a variety of close-range post-up moves;
guards the basket on defense; and rebounds the ball at both ends of the
floor.

There is much overlap in the responsibilities and desirable skill sets of
these positions—more now, certainly, than there used to be. For example,
the best guards are able not only to shoot the ball from the perimeter, but
also to drive to the basket. Sometimes a team’s best rebounder is a forward,
not the center. And the best centers today are highly mobile and can play
not only under the basket but 10 to 15 feet away from it. The positions often
break down further like this:

e Point Guard or 1. The point guard is quick and the team’s best ball
handler. He or she dribbles the ball down the floor and directs the
offense. Good offense starts with the 1 guard. The point guard often has
the best court sense on the team, meaning that he or she is able to “see”
defensive breakdowns and gaps and then think on the fly to turn these
breakdowns or gaps into scoring opportunities.

e Shooting Guard or 2. Your 2 guard should be your best outside shooter as
well as a good ball handler.

* Small Forward or 3. Ideally your small forward will have a good medium-
range shot as well as the ability to drive to the hoop for layups and close-
in shots. He or she should also be a good rebounder, though he is
usually the smaller of your two forwards.

* Power Forward or 4. You want a good inside scorer and rebounder at this
position. Your power forward is more likely to play on the post, whereas
your small forward is more likely to play on the wing.

e Center or 5. This is usually your tallest player, an aggressive rebounder
and an aggressive, effective defender down low (near the basket), where
he or she blocks shots or forces the shooters to pass back to the outside or
alter their shots. On offense your center plays a post position at the edge
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of the lane —either a low post position on one of
the blocks or a high post position (also called the
pivot area) at the free-throw line.

Note the numbers that accompany each
position, since these are used in the play
diagrams throughout the book—for example,
1 (or Ol) is the point guard on offense, and
X1 is the player defending 1. Again, note that
position roles are meant to be fluid —adapting
themselves to circumstances and player
skills—not rigid and unvarying. Any coach
welcomes a forward who can bury outside
jump shots or a guard who can grab rebounds,
while a guard who never drives to the basket
or a forward who never attempts an outside
shot makes his team’s offense easier to predict
and defend against.

To make it easy to understand the concepts, plays,
offenses, and defenses presented in the book, we've
included many diagrams. The diagrams use the symbols
shown in the diagram key.

Offensive Formations

An offensive formation (or offensive set) tells the players
where they should be at the start of a play. The plays in
this book start from a few basic sets:

1-2-2 formation. This is also sometimes referred
to as the 3-2 formation. This versatile formation con-
sists of a point (1), two wings (2, 3), and two corners
(4, 5). The two corners can also move toward their
respective low post positions, leaving three players on
the perimeter and two nearer the blocks, which is why
some coaches call this the 3-2 Offensive Set or the
3-out, 2-in formation. Many of the plays in this book
start with this formation. This is a practice-friendly for-
mation because you can practice many plays—
including give-and-go plays—using only part of the
formation; for example, only two or three players
instead of all five.

2-1-2 formation. This offensive set places the two
guards (1, 2) between the wing position and the top of

the circle, one on either side. A third player (usually the small forward, 3)

12
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1-2-2 formation.

is near the foul line at the high post or pivot area,

and the power forward and center (4, 5) are at
the low post positions.

1-3-1 formation. This formation puts your
point guard (1) at the point, your 2 guard and a
forward (3) at the wings, the other forward (4) at
the high post or pivot, and the center (5) at the
low post.

Stack set. In this formation, your point
guard (1) is at the point, with two players (one
immediately in back of the other—2, 4) on or
near one of the blocks. The other two players
(3, 5) start in the same manner on or near the
other block.

2-3 formation. This formation puts your
two guards (1, 2) between the wing position and
the top of the circle, one on either side. Your for-
wards (3, 4) begin at the corners, with the center
(5) on one of the blocks. (See page 14.)

1-4 formation. In this formation the point
guard (1) is at the point, and the other players
position themselves along the baseline. Players 2
and 3 start at the corners, with the larger players

4 and 5 on the blocks. (See page 14.)

Chapter 1/Game Basics and the Fundamentals of Offense
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2-3 formation.

1-4 formation.

Principles of Offense

Perhaps the most fundamental division in a half-court offense (an offense
executed once the team advances into the frontcourt) is the one between a
continuity play and a set play. The continuity offense and zone offense plays
presented later in this chapter are generically called continuity plays. A
continuity play is simply a sequence of player and ball movements that
repeats itself until a scoring opportunity opens up. This approach has distinct
advantages, particularly for a youth team:

It provides a framework and a pattern for your offense —a welcome relief
from having young players cluster around the ball, dribble to no purpose
with their backs to the basket, or give up their dribble deep in a corner
and then give up the ball to a double-team.

It involves all five players and prevents the defense from keying on your
best players.

It provides passing, dribbling, and scoring opportunities for every player,
keeping their heads in the game, enhancing their growth in and through
the game, and giving them pride of accomplishment—and isn’t that
what it’s all about?

It teaches fundamental principles such as spacing, purposeful movement,
entry passes, and others.

It teaches such fundamentals of offensive teamwork as the give-and-go
and setting screens.

Since there is usually no shot clock in youth play, you don’t have to
worry about a clock violation. The continuity sequence can repeat itself
indefinitely until a scoring opportunity appears.
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® Because it’s a repeating pattern, it’s easier for the kids to learn and you
don’t have to call instructions from the bench. Parents will marvel at the
smooth-running efficiency of your team!

We recommend that you teach your players two to four continuity
plays: one or two to use against a man-to-man defense, and one or two to
use against a zone defense.

But what if your continuity offense stops working? What if it fails to
create scoring opportunities? What if it becomes too predictable and the
other team learns how to defend it and create turnovers from it? This
shouldn’t happen if your players continue to work on their skills and their
initiative —ball fakes, step fakes, crisp passes, sharp cuts and drives, effective
screens, and good open shots. Your athletes should make purposeful and
aggressive movements, rather than go though the motions—the only
exception is a slower movement to lull the defender before making an
explosive move to the basket or the ball. But if despite best efforts, your
continuity offense bogs down, you can try calling a set play from the
bench.

Unlike a continuity play, a set play has an end. If it doesn’t result in a
scoring opportunity, the offense must reset before running another play.
The advantages of a set play are:

e [t can be designed to get the ball into the hands of your best player or
players.

e [t can be designed to attack unskilled defenders or a zone defense’s areas
of weakness.

® One or two well-executed set plays can create scoring opportunities over
and over again, especially in a youth league, and can alter the tenor of a
game.

Chapters 2 through 8 cover a wide range of set plays, including basic
set plays, give-and-go plays, backdoor plays, pick-and-roll plays, scissor plays,
baseline screen plays, and low post plays. Teach your players two or three of
these —certainly no more than a handful. Choose plays that are well
matched to what your most accomplished players do best.

In addition, you’ll need a few plays for special situations: a fast-break
opportunity, beating a backcourt press, and inbounding the ball from a
sideline or baseline. You'll find these in Chapters 9 and 10. One of each
should suffice, except that you might want to teach two to four plays for
inbounding the ball from the offensive baseline—one or two to use
against a man-to-man defense and one or two to use against a zone
defense.

Resist the temptation to try to teach or make your players memorize
every play or even most of the plays in this book. Rather, browse the book to
select the handful of plays that your team can learn readily and execute
well. Then build from there.




Chapter 1/Game Basics and the Fundamentals of Offense

For example, all of the give-and-go plays presented in this book are
derived from the same basic play. Chapter 3, the give-and-go chapter, shows
you how the various permutations can be executed from different positions
or angles on the court or used in different situations. The same can be said
for the backdoor plays, the pick-and-roll plays, and so on. Therefore, you can
first use this book to teach your players the basic version of the give-and-go
and/or some of the other play categories. Once they master the basic version,
you can (as the season progresses and as the need arises) use this book to
show your players how they can vary the basic play to suit a situation.

Keep in mind the following principles when teaching the strategies in this
book:

Spacing. A clogged-up area of the court not only limits scoring oppor-
tunities but leads to confusion and turnovers. It’s quite common for the play-
ers on a youth team to converge on the ball, even if the ball handler is in
good control. This draws all the defenders toward the ball as well, increasing
the chances of a steal or other turnover. While you never want to discourage
assertiveness or good hustle, you should teach your team that good spacing
helps spread out the defense and makes it a bit harder for the defenders to
help each other out. A 12- to 15-foot passing distance between offensive
players is a good rule of thumb to follow. Spacing is an important compo-
nent of all the offensive formations (offensive sets) and plays in this book.

Movement. This is the corollary to spacing. Plays are designed to use
ball and player movement to create defensive lapses or gaps, and therefore
scoring opportunities. The continuity offenses on pages 21-23 are good
examples of simple and effective ways for youth teams to use continuous
movement to create scoring opportunities for the entire team, not just the
team’s best player. Even the Get Open! Plays use player movements to free
up players to receive the first pass to begin a play. You never want to have
your best player, or any player, dribble the ball without purpose while other
players stand around. Not only is that boring, it also makes the defense’s job
too easy. If your team can’t get a play to work on the right-hand side of the
court, reverse the ball and try to execute that play or another play from the
left side of the court. Ball and player movement make your offense less pre-
dictable and harder to defend.

Patience. There is generally no shot clock in youth basketball. Even
in professional basketball, which has a 24-second shot clock, it’s bad basket-
ball for the ball handler to dribble the ball into the frontcourt and then
immediately heave up a long-distance shot. Remind your team to be patient
and to utilize spacing, movement, and good shot selection. An open shot is
better than taking a shot with a defender’s hand in your face, and a shot
from close range is almost always better than a shot from the perimeter. If a
player is double-teamed, that means that a teammate may be open for a
pass and an open shot. But remind your players to use common sense. For
example, a tall player who has just made an offensive rebound might be
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better off immediately taking a close-range shot against a defender, and
perhaps drawing a foul in the process, than kicking the ball out to a player
on the perimeter.

And while basketball is a game that places a premium on explosive
athletic ability—the quick cut to the basket, the quick release of a jump
shot, etc. —patience even has a role in the execution of fundamental skills.
If a play calls for a screen, the cutter has to wait for the screen to be set
before he or she can use it to cut to the basket. Otherwise, the screen doesn’t
work. Yes, your athletes should play aggressively and fast, but rushed or
panicked movements lead to bad decisions, bad shots, and turnovers.

Assertiveness. Patience is a virtue, but on the other hand, you don’t
want to stifle creativity or assertiveness. Remind your athletes that the plays
are a means to an end, with the end being the creation of a scoring opportu-
nity. Plays, which are mostly half-court offenses, are not meant to be roboti-
cally executed. If the team sees a fast-break opportunity, then it should try to
take advantage of it. And if a scoring opportunity presents itself in mid-play—
a gaping hole just begging for the ball handler to drive to the basket, for
example —then he or she should exploit the opening and drive to the basket.

Get Open! Plays

It's important for youth players to understand that unless they get open to
receive the ball, the intended play will never start. This is true whether the
team runs a continuity offense or a set play. Therefore, here we'll introduce
movements designed to help players get open so that the actual play can begin.
Get Open! Plays are not “plays” in the traditional sense, but it’s useful to think of
and teach them as such, because mastery of these movements will provide the
lubrication that sets the machine (your young team)

in motion and creates scoring opportunities.

Point Pass to Wing Using a Down Screen
(1-2-2 Set)

Run the Play

Players 4 and 5 down screen for 2 and 3. A down
screen is a play in which a player comes down
from the perimeter to screen for a player in the
low post area.

Players 2 and 3 use the screen and break to
the wing.

Player 1 makes the entry pass to either 2 or 3 to
begin the play (such as the Give-and-Go, Screen
Away, etc.).

Scoring opportunities. If 2 or 3 receives the ball on the wing, he
or she looks to shoot the open medium-range jumper. Remember

Point pass to wing.
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that being open means being far enough from the defender to square up
(to pivot so the shoulders and feet face the basket) and take an unobstructed
shot. If a young player receives the ball near the 3-point arc, he is probably too far
from the basket to shoot with proper mechanics even if no one is guarding him.

If 2 or 3 receives the ball on the wing, chances are he’ll have a good
passing angle to 4 or 5 set up in the low post. If 2 or 3 is able to get the ball
into the low post, then 4 or 5 looks to make a low post move and score a
layup or power move basket.

Focus on Fundamentals
Players 2 and 3 should wait for and then use the screen before breaking to
the wing.

Spacing. Players shouldn’t stand around. The only way to get open is
to keep moving. If denied the ball after using the screen to pop out to the
wing, 2 or 3 should down screen for 4 or 5, who in turn breaks to the wing.

Some young players have a tendency to down screen an area rather
than the defender. Down screens work only if youre able to block the
defender’s path. First find the defender, and then down screen him.

Defend the Play

The defenders should communicate who will cover the screen cutter (the
player who uses a screen set for him by cutting shoulder to shoulder with
the screener) and who will cover the screener (the player who sets a screen).

If the ball is at the top of the key, all the defensive players except X1
(the point guard’s defender) will be playing close man-to-man defense,
attempting to deny the ball (prevent the offensive player from receiving a
pass). In theory, nobody will be playing weak-side help defense (defensive
players on the side of the court the ball is not on, helping out by playing
closer to the side of the court the ball is on) because the ball is on or near
the imaginary line running from one basket to the other that splits the court
into its left and right halves. This means that the lane is more or less open
to penetration by the point guard. Therefore it’s important for X1 to play
tough on-ball defense, and pressure the point guard to go to his “weaker”
side (ball handlers usually have a preference for driving to the left or the
right depending on which side he is more comfortable with; it’s usually his
left side if right-handed, and vice versa).

If all the other defenders are denying the ball, this means that a
player guarding a screener (initially, 4 or 5) will be more or less in front
of the screener. If a switch is called, he may find it difficult to switch to
defend against a screen cutter who decides not to use the screen to cut to
the wing and instead pops outside to receive a pass from the point guard
for a jump shot. If this happens, instead of switching defenders, it may be
better for the defender to follow the screen cutter through the down
screen by taking a series of short steps to fight over the screen (to stick out
his hips and torso and then step over the wide-leg stance of the screener).
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Of course, you may wish to adapt your defensive strategy to the skills
of your opponent. If your opponent has a great penetration dribbler at the
1 position, great outside shooters, or great low post players, you'll want to
adjust accordingly. Keep in mind, however, that any defensive adjustment you
make is likely to have pitfalls that may offset any benefits gained. For example,
coaches sometimes like to have their wing defenders sag off the offensive
wing players a bit to help X1 defend against the penetration drive to the basket.
The problem with this strategy is that wing players are often the best outside
shooters on the team. Sagging in this way leaves the offensive wing players
open to receive a pass and make an open jump shot. On the other hand, over-
playing your wing players may leave the defense vulnerable to backdoor cuts
to the basket. A backdoor cut is an offensive play in which a player on the
perimeter steps away from the basket, drawing the defender with him, and
suddenly cuts to the basket behind the defender for a pass.

Allowing an easy entry pass to be made to the wing causes other prob-
lems as well. Many hard-to-defend plays are initiated by a wing player with
the ball —for example, the pick-and-roll, a two-person play in which one
offensive player sets a screen (pick) on the ball handler’s defender and cuts
(rolls) to the basket after the ball handler drives by the screen. Or the wing
player can simply dump the ball down low for a forward or center to make a
low post power move basket, and perhaps get fouled to boot! Sometimes, at
least at the youth basketball level, it’s best not to overthink these issues. Allow
your players to learn the fundamentals of good straight-up man-to-man
defense. If you make defensive adjustments, make sure that the adjustments,
which are meant to be temporary, do not turn into permanent bad habits.

Point Pass to Wing Using a Back Screen
(1-2-2 Set)

Run the Play
Players 4 and 5 back screen for players 2 and 3. A
back screen is an offensive play in which a player
comes from the low post to set a screen for a
player on the perimeter.

Players 2 and 3 use the screen and cut to -
the basket. > 4

Players 4 and 5 pop out (move to the P
pivot, high post, or wing areas) to receive the 0,
ball.

Player 1 makes the entry pass to either
4 or 5 to begin the play (such as the Give-and-Geo,
Screen Away, etc.).

Scoring opportunities. Back screens are often an effective way to free
up screeners (4 and 5, in this instance), but 1 should also look to pass to
2 or 3 if either one is cutting to the basket for a layup.

Point pass to wing using a
back screen.
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Down screen with high post
entry pass.
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Focus on Fundamentals
Spacing. Timing is important. Players 2 and 3 have to wait for 4 and 5 to
set their back screens before cutting to the basket. Players 4 and 5 pop out
after 2 and 3 use their screens. If the play doesn’t yield an entry pass, the
players can repeat it or run one of the other Get Open! Plays.

Player 1 may need to take a quick dribble or two to improve his
passing angle.

Defend the Play

Back screens are not as common as down screens in youth league play, but
remind your players that the key to defending any screen is communication.
The defenders need to communicate who will cover the screen cutter and
who will cover the screener. The defenders should not automatically
assume that 4 or 5 will pop out to receive the pass. If 2 and 3 clear the lane
to create space after cutting to the basket, then 4 or 5 could also cut to the

basket.

Down Screen with High Post Entry Pass (1-2-2 Set)
Run the Play

Players 4 and 5 down screen for 2 and 3.
Players 2 and 3 use the screen and break to the wing.
Players 4 and 5 pop out to the high post.
Player I makes the entry pass to 4 or 5 to
begin the play (such as two or three backdoor
0, cuts to the basket).
Scoring opportunities. In youth league
I\\A play, screeners often stick around after the

screen cutter has used the screen. This may

¢ -0 | resultin missed opportunities or clogged-up
;7 lanes. But in this case, 4 and 5 pop out to the
.// high post area. All of this movement may
0, cause the defenders to get confused and result

in unnecessary double coverage of either the
screener or screen cutter. Player 4 (or 5) or

2 (or 3) may find herself wide open for a short
jump shot.

Focus on Fundamentals
Spacing. Most youth teams expect and therefore overplay the entry pass to
the wing. If an entry pass to the wing is not available, then 1 can pass the
ball to 4 or 5, who has popped out to the high post.

As soon as 4 or 5 receives the ball in the high post, 2 or 3 can make a
backdoor cut to the basket.




Chapter 1/Game Basics and the Fundomentals of Offense

Defend the Play
The defenders should communicate who will cover the screen cutter and
who will cover the screener.

Continuity Offenses

Some youth basketball teams have good success understanding and executing
continuity offenses, which rely on continuous movement and keep repeating
until a good scoring opportunity is created.
Remember that a set play runs once, and if it @
(or the second option) doesn’t work the first
time, the offense has to reset itself before [ I8 O;
attempting something else.
Since youth leagues usually don’t

have shot clocks, as long as your team is Y\\
patient and relentless in its player and ball 0; N
movements, you have a good chance to y

[ ]

find and exploit a lapse in defense for a
scoring opportunity.

We'll discuss two simple continuity
offenses here, the Give-and-Go Continuity @
Offense and the Screen-Away Continuity
Offense. Note that the give-and-go and the .
screen away can also be run as set plays, and .

\
are discussed as such in Chapters 2 and 3. kLLt
-5 ~~

Give-and-Go Continuity Offense
(1-2-2 Set)
Run the Play \ o,*

Player 2 V-cuts to receive an entry pass—
takes his defender toward the basket, then @

plants his inside foot, pivots, and cuts sharply

back toward the perimeter, but this time 04 05

closer to 1 than he was before the V-cut.
Player 1 makes the entry pass to 2.

Player 1 takes a step to the weak side with

his weak-side foot, then cuts to the basket. 0 0>
Scoring opportunities. Player 2 can A 0

pass to 1 for a layup, or pass to 5 for a low . ‘\63

post move to the basket, or drive to the bas-

ket if there is an opening.
If none of these is open, 2 can pass to Give-and-go continuity offense. O Player 2 V-cuts to receive the pass

3, who has meanwhile moved to the point from 1. @ Player 2 can pass fo 1 or 5, or try for a layup. @ If 3 gets
to fill the spot vacated by 1. At the same the ball, he can pass fo either wing.
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time, 1 cuts to the opposite wing to fill the open spot vacated by 3. Repeat
the sequence with 3 as point, passing to either wing.

Or if 2’s defender sags off 2 in anticipation of the cut by 1, 2 may find
himself open for a short jump shot.

Focus on Fundamentals

Spacing. Player 2 needs to push off with his right foot to V-cut to his left. As
1 cuts to the basket, he should use his lead hand to give 2 a passing target.
Player 2 may need to take a quick dribble or two to improve his passing
angle to 1. Player 2 should not pick up his dribble until he is certain that
he can make the pass to the cutter.

Player 2 should be aware of the defense providing weak-side help.
Player 2 should never pass into tratfic. If the lane is clogged with help, then
he should pass the ball to another player who has rotated to the top of the
key to start another play.

After 1 cuts to the basket but does not receive the pass, he should
clear the lane to maintain proper player spacing on the court.

Defend the Play

Player X1 should use good on-ball defense against 1. If 1 is in his triple
threat position (the bent-knees stance that allows the player three
options: dribble, pass, or shoot), the defender should take care to pre-
vent 1 from driving to his strong side.

Player X2 should deny 2 the ball by keeping one hand and one foot
on the passing line (the straight line between the passer and the receiver),
while simultaneously keeping an eye on the ball and 2. He also should stay
alert for a backdoor pass from 1 to 2 cutting to the basket.

Pass and Screen-Away Continvity Offense (1-2-2 Set)

Run the Play
Player 1 makes the entry pass to 2.

Player 5 sets a cross screen for 4 at the opposite low post. A cross
screen is a movement in which a player cuts across the lane to screen for a
teammate. Player 4 uses the screen to cut across the lane.

Meanwhile 1 screens away (screens to the side opposite his entry pass)
for 3. Player 3 uses the screen to cut to the basket or into the lane.

Scoring opportunities. If 4 receives the ball, he should be ready to
make a power move to the basket, especially if a previous screen creates a
mismatch and a smaller defender is covering him in the low post.

Neither 4 nor 5 should hang around in the paint long enough to
create a 3-second violation.

Player 2 can pass to 3 for a layup or jump shot, or to 4 for a low post
move to the basket. If neither of these is open, 2 can pass to 3, who has
moved to the point to fill the spot vacated by 1.




Repeat the sequence with 3 as point,
passing to either wing.
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Focus on Fundamentals
Spacing. If any cutter is denied, he should

to get open.

Defend the Play

The defenders should communicate who

cover the screener.

Players X4 and X5 should be ready to .

will cover the screen cutter and who will o.—i No,
v

immediately cross screen or down screen to 93 o

maintain the 1-2-2 set. All cutters should 4

wait for the screen and then use the screen rovid
o
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defend a low post move to the basket since O -----1. >

cross screens are often used to create low ‘\\

post opportunities. T
<

Zone Offense

We believe that it’s critical for young players to learn how to play man-to-
man defense, in which each defender guards a specific player or man.
Therefore, we do not encourage teaching youth teams how to play zone
defense, in which defenders are assigned areas, or zones, of the court rather
than being assigned players to guard. That said, you can’t control what kind
of defense your opponent will use against your team, so in this section we
introduce some basic concepts of zone offense.

Zone Defenses Your Team Might Encounter
A defender in a zone defense is assigned an area rather than a player to
guard, and she must guard any opposing player who enters that zone, with
or without the ball. As with offensive sets, zone defenses are designated by
the positions of the players in their zones. The best zone defenders are able
to move quickly within their zones in response to player and ball
movements. The best zone offenses, on the other hand, are able to take
advantage of inherent gaps or structural weaknesses in a zone defense using
dribble penetration and other techniques discussed below.

One-guard fronts are zone defenses that have one defender at or
near the top of the circle. These include the 1-2-2 and 1-3-1 zone
defenses.

Pass and screen-away
continuity offense. @
Player 1 passes fo 2 and
5 sefs a cross screen for
4. @ Player 3 is point.
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The result of dribble penetration is an open teammate.
(Bruce Curtis)

The defenders in a 1-2-2 zone defense initially posifion
themselves much like the offensive players in a 1-2-2 offensive
set. The oval areas indicate structural weaknesses in the
defense, parficularly the middle area indicated by the vertical
crosshatched oval.

24

The defenders in a 1-3-1 zone defense initially posifion
themselves much like the offensive players in a 1-3-1 offensive
set. Only one defender has the main responsibility to cover the
baseline, so the two crosshatched areas along the baseline are
the obvious areas of weakness.

The defenders in a 2-3 zone defense initially position themselves
much like the offensive players in a 2-3 offensive set. Since there
are only two defenders near the top, the top middle and wings
are areas of weakness in the 2-3 zone.

=

X X

The defenders in a 2-1-2 zone defense inifially position themselves
much like the offensive players in a 2-1-2 offensive set.
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Two-guard fronts are zone defenses that have two players (usually
guards) at the top. These include 2-3 and 2-1-2 zone defenses.

Attacking a One-Guard Zone Defense ©)
Run the Play 0; [+ 13
Player 1 dribbles into the seam. (The typi- X\A y
cal reaction is that X1 and X2 will con-
verge on 1.) Player 3 cuts behind her
defender into the lane, 5 posts up, and X /
2 and 4 are in position to receive a pass. 0,
Player 1 can pass to any of the play-
ers, but 4 is the best option since 4 is in o X
the best position to attack the main area 2
of weakness in a 1-2-2 zone defense. @
(If the defenders employ a 1-3-1 zone
defense, then the offensive players in the o
short corners along the baseline are in X 3}
the best position to exploit the zone’s R
weaknesses. ) 0,
Depending on how the defense X 4;\
reacts, 4 can pass to 3 or 5 down low, to \\x
2 on the opposite wing, or even shoot the = X0
ball or drive toward the basket. 0, <--- 1
Scoring opportunities. If 4 passes to
3 or 5 down low, 3 or 5 can make a low @
post move to score a basket.
Alternatively, after passing to 3 or o
5, 4 can cut to the basket or set a screen 3} T
for either low post player. If 4 sets the ~ g o
screen for the low post player with the X :O4 X
ball, the ball handler can use the screen to .
free herself for a power move layup. If > X
4 sets the screen for the player without the 0, 0,
ball, that player can use the screen to cut
into the lane to receive a pass from the
opposite corner.

NP <4 O"
[$)]

Attacking a one-guard zone defense. @ Player 1 is under pressure as play
begins. @ Player 1 can pass to any teammate, but 4 is the best choice.
® Player 4 can pass to 3, 5, or 2, or fry to score.

Focus on Fundamentals

Position your players with two guards up top, a good passing forward (4) in
the high post or pivot area, and the other players at the corners. This is
similar to the 2-1-2 offensive set and places 1, 2, and 4 in good positions to
attack the main areas of weakness.
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Attacking a two-guard zone defense. O Player 1 can pass to 2 or 4.
@ If 2 gets the ball, he has several options. @ Player 2 passes back to 1.

(1  Attacking a Two-Guard Zone Defense

Run the Play

Player 1 dribbles into the seam. (The typical
reaction is that X1 and X2 will converge on
1.) Player 1 can pass to an open wing player
or to 4 in the high post.

If 1 passes to 2, then 5 posts up on the
block and 4 tries to get open on the elbow
area closest to the ball. Player 1 then goes
back to the top of the key area, and gets
ready for the ball to be return passed to
him.

Scoring opportunities. Depending on
how the defense reacts, 2 can pass to 5, and
5 can make a low post move to score a basket.

Alternatively, 2 can pass the ball to 4,
drive to the basket, or shoot the open jump
shot, if available.

Otherwise, 2 passes the ball back to 1,
and the others reposition themselves to exe-
cute the play on the other side of the court.
In this case, 4 and 5 make diagonal cuts to
switch positions—4 will end up near the
block area, and 5 takes the high post area
near the foul line.

Focus on Fundamentals

In youth basketball, use a one-guard offense
to play against a two-guard zone defense.
Position your players with one guard up top,
a good passing forward (4) in the high post
or pivot area, 2 and 3 on the wings, and

5 near one of the low blocks. This is similar
to the 1-3-1 offensive set. Players 2 and

3 should position themselves more or less

on a line between the wing defenders and the baseline, so that they are in a
better position to attack the seam between the wing defenders and the base-

line defenders.

There are certain offensive principles you can employ against a zone

defense.

Attack the areas of weakness. As discussed above, all zone defenses
have inherent areas of weakness, typically in the “gray areas” between two
zones. Use this baseball analogy to help your players think of how to attack
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these areas of weakness. If a baseball is hit squarely to the center fielder, the
fielders are in no doubt as to who should field the ball. If a baseball is hit
into right field, there is again no question as to whose responsibility the ball
is. But what about a baseball hit into the gap between center field and right
field? Experienced outhelders will know which player should field the ball
based on such factors as who’s on base, which fielder has the better range
and the better throwing arm, and whether the center fielder or right fielder is
left-handed or right-handed. But at the youth level, balls hit into the gap
often cause confusion for the outfielders. Because nobody calls for the ball,
it often falls to the ground for a base hit. If your basketball team wants to be
successful against a zone defense, the perimeter players should think of
themselves as baseballs. Attack the seams between the zones with the dribble
(called dribble penetration). In the best-case scenario, a confused defense
will not converge, and the ball handler will find a clear lane to the basket.
And if two defenders converge to cover the ball handler, somebody else
must be open.

Movement. Ball movement is critical to success against a zone
defense. As in the continuity offense, keep moving the ball until a good
scoring opportunity arises. Use dribble penetrations and ball fakes to open
up the defense. Right-handed players tend to favor their right side, and left-
handed players their left side, since going the other way requires them to
dribble with their off hands, but remind your players to mix it up—reverse
the ball and use both sides of the zone offense. Weak-side players can flash
(cut) into open areas of the zone to receive a pass. Also, keep in mind that
zone defenders are almost always mentally in help mode; they often face
the ball and sometimes lose track of where opponents are. For example,

3 may be able to exploit this and cut behind the defender into an open area
for a possible pass.

Fast-break opportunities. Sometimes the best strategy against a zone
defense is to fast-break the ball to the frontcourt before the defense has time
to set up their zones. See Chapter 9 for more on fast breaks.
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CHAPTER 2

.

Basic Set Plays

Chapter 1 introduced several continuity plays. These will give structure, pat-
tern, and purposeful movement to your offense, transforming your players
from a temporary playground agglomeration into a real team. Continuity plays
also teach such fundamental precepts as spacing, screening, the entry pass, the
give-and-go, and flexible attack while providing a framework for improving
passing, dribbling, moving without the ball, and shooting. Continuity plays
involve all five players and provide a great foundation for an offense.

But there may come times against a zone defense or against fast, aggres-
sive, well-coached defenders when your continuity offense bogs down and
starts producing as many turnovers as scoring opportunities. When this hap-
pens, you need a handful of set plays to get the ball into the hands of your best
players, to attack the other team’s zone defense or its weaker defenders, or sim-
ply to change the tempo and scramble the predictability of your offense.

This chapter contains the simplest set plays. They are easy to under-
stand and can be practiced in the context of small-sided 2-on-2 or 3-on-3
games. We recommend that you teach these to your players.

Back Cut to Layup
Back cut to layup. (I -2-2 Set)

p Run the Play

/ Starting from opposite

) sides of the court near the
= foul line extended, 2 drib-

O~ ~— 03 bles toward 3.

At the same time, 3
takes a few steps toward 2. If
3 is closely guarded, this may
leave her defender in a trail-
ing position and create an
open lane toward the basket.
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Player 3 then makes her back cut—she plants her outside foot and
cuts sharply to the basket.
Scoring opportunity. Player 2 passes the ball to 3 for a layup.

Focus on Fundamentals

This play works better if X3 is closely guarding 3. It works less well if X3 is
guarding 3 loosely and cheating toward the ball side of the court— playing
weak-side help defense.

Player 2 will be passing the ball into the lane, and a bounce pass
often works best in this situation.

While looking to execute this play, 2 should also remain aware of
other opportunities that may arise to drive to the basket or to pass the ball to
another open teammate.

As always, your players should understand that merely going through
the play’s motions isn’t automatically going to generate a scoring opportu-
nity. Sudden speed changes, sharp cuts, crisp passes, fakes, strong dribbles,
and a readiness to adapt to what the defense is offering are what get the
job done.

Defend the Play

Player X3 should be wary of overplaying 3 when the ball is on the other side
of the court. If X3 guards her man too closely, she won’t have enough time
to recover if and when 3 cuts to the basket. Player X3 also won’t be in a
good position to help out if 2 decides to drive to the basket.

Screen Dribble to Handoff (1-2-2 Set)

Run the Play
Player 1 dribbles toward 2, and 2 moves toward 1.
As 1’s outside shoulder draws even with 2’s
inside shoulder, 1 hands off the ball to 2 while
setting a screen for 2.
Scoring opportunity. Player 2 uses the
screen to drive to the basket or take a jump shot. foz

A
Focus on Fundamentals JJ\)

Sometimes an intervening defender will prevent
player 1 from passing close to 2 and handing 2
the ball. In this case, 1 should avoid forcing the
handoff or making a sudden short toss. Rather, 1
should pick up his dribble and set a screen for 2,
then wait for 2 to use the screen and execute the Runaround (see the next  S¢reen dribble to handoff.
play).

As 2 takes the handoff, he should be ready to exploit any immediate
opening to drive to the basket or take an unguarded jump shot. If no such
opening exists, he should grab the ball and get into a triple threat position.
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If 2 does not have an opening, 1 has the option (after setting the screen) to
roll to the basket for a pass from 2.

Defend the Play
Players X1 and X2 need to communicate who will cover the screen cutter
and who will cover the screener.

Player X2 should try to deny 2 the ball, but should also be wary of 2
cutting backdoor to the basket.

Second Options

If after taking the handoff, 2 does not have an opening to drive to the basket
or take a jump shot, 2 can pass the ball inside to 1, who has rolled to the
basket after setting his pick (screen).

@ Runaround (1-2-2 Set)
Run the Play

Player 1 dribbles toward 2 while 2 moves
toward 1 as if to execute the Screen Dribble
to Handoff (see previous play).

If a defender between 1 and 2 prevents
the handoft from taking place, 1 picks up
his dribble and sets a screen for 2.

Player 2 runs around the screen to cut
to the basket.

Player 1 passes the ball to 2 for the layup.

Focus on Fundamentals
While making his cut, 2 should hold his
@ hands up to give 1 a target to pass to.

Player 1 makes either an overhead or
bounce pass to 2.

Diagram 1 shows 2 running around
the screen. Diagram 2 shows that 2 could
fake the runaround to draw X2 into the
screen, and then cut to the basket in front
of the screen. By the way, “running around”
merely refers to the direction the screen
cutter moves; he should still use the screen
by running hard shoulder to shoulder with
the screener.

The weak-side offensive players should

@ Runaround. @ Runaround alternafive.
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the ball-side play. By moving, they might also be able to create an
impromptu opportunity to cut to the basket and receive a pass from 1.

As always, 1, like any player with the ball, should remain alert for any
scoring opportunity involving any player. It is a mistake to concentrate on
the play at hand to the exclusion of other scoring opportunities.

Defend the Play

Players X1 and X2 need to communicate who will cover the screen cutter
and who will cover the screener.

Handoff and Shoot over Screen (1-3-1 Set)
Run the Play

Player 2 V-cuts to the wing to receive the pass

from 1. O;
Player | takes a step toward the basket but o,

then moves toward 2, dropping behind 2 for a

handoff or short pass. o, B AN,
Player 2 hands or passes the ball to 1 and 0, ’

then sets a screen for 1. o
Scoring opportunity. Player 1 looks to take

a shot over the screen set by 2.

Focus on Fundamentals

Players commonly use V-cuts to get open to

receive a pass. A player executes a V-cut by tak-

ing a short step or series of steps in one direction (more or less toward the
basket) and then pushing off the inside foot (the foot toward the basket) to
shift his momentum away from the basket to receive the ball. The player
has to bend his knees a bit to gather momentum for the explosive push off
his inside foot. In the diagram, 2 would push off with his right foot to V-cut
to his left. To make a V-cut to cut to his right, 2 would push off with his left
foot to cut to the right.

When | moves toward 2, he should make it appear that he is going to
set a screen for 2. When X1 gets caught in the screen, 1 cuts behind 2,
ready to receive a handoff or short underhand shovel pass from 2.

It’s best if 1 can shoot the ball over the screen set by 2 without first
having to dribble. Young players may find it difficult to square up to the bas-
ket on the run, however, so they may need to take a quick dribble before
shooting the jump shot.

Player 1 has many options besides shooting the ball after receiving the
handoff or short pass from 2. He can use a variety of fake-out moves (see
pages 100-105) together with the screen set by 2 in order to create opportu-
nities to drive to the basket.

Handoff and shoot over
screen.
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Pass and screen away.
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Defend the Play
Players X1 and X2 need to communicate who will cover the screen cutter
and who will cover the screener.

While a handoff often leads directly to a jump shot over 2’s screen,
the defenders should not overplay the jump shot. If a defender leaves the
ground before the shooter does, it will be difficult for the defender to
recover. It’s better to give up an insufficiently contested jump shot than an
uncontested drive to the basket.

Second Options

Scoring opportunity. If 1 is unable to take a shot or drive to the basket
using the screen set by 2, 2 can roll to the basket. Player 1 can then pass the
ball to 2 for a layup. Player 5 will need to clear the lane, and 3 will need to
rotate to the top of the key.

Pass and Screen Away (1-2-2 Set)

o Run the Play
5
Player 1 makes the entry pass to 2, then screens
away for 3.
o Player 3 uses the screen and cuts to the
7 basket.

Scoring opportunity. Player 2 passes the
ball to 3 for a layup.

Focus on Fundamentals

A screen away occurs when a player passes the
ball to a teammate on one side of the court, and
then sets a screen away from the ball for a team-
mate on the other side of the floor.

When setting the screen, 1 jumps into position with both feet so that
he isn’t moving. Remember to remind your screener that he is not screen-
ing the general area that X3 is defending—in other words, 1 must find X3
and screen him. It’s a good idea to have a coach or player act as X3 so that
1 can learn to set proper screens.

The diagram shows 3 cutting in front of/around the screen. If X3
anticipates the screen and commits to cutting through the screen, 3 may be
in a good position to cut behind the screen, instead of in front of/around it.

Spacing. The cutter, 3 (and perhaps 1 as the second cutter—see the
Second Options section below), needs to decide which corner he will rotate
to after making his cut. This will depend on where 4 and 5 are at the time;
4 or 5 may have cut to the basket for a pass from 2.

Defend the Play
Players X1 and X3 need to communicate who will cover the screen cutter
and who will cover the screener.
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Player 1 always has the option to cut with a give-and-go (see Chapter 3)
after making the entry pass to 2. Player X1 should be ready for this.

Second Options

After 3 uses the screen (set by 1) to cut into the lane and to the basket, 1
can spin into the lane as the second cutter. In the diagram, 1 has screened
away to the right side of the court. Therefore, 1 spins by pivoting on the foot
closest to the basket (his left foot) and taking a drop step with the other foot
(his right foot) clockwise and toward the lane/basket. Player 2 looks to pass
the ball to 1 if the first cutter (3) is not open.

Depending on the defender’s position, 1 might be able to cut straight
to the basket by pivoting on the foot closest to the basket (his left foot) and
taking a step forward with the other foot (his right foot) counterclockwise
toward the basket.

Scoring opportunities. Player 1 should be aware of X1s reaction as 1
makes his initial cut to the ball before cutting to the weak side to screen
away. If X1 anticipates the screen away by moving toward 3, then 1 may be
able run a give-and-go and cut straight to the basket. In this case, 2 can pass
the ball to 1 for the layup.

Players 4 and 5 should be moving even though they are not the first
or second options in this play. If 4 or 5 is able to fake and then beat X4 or
X5 to the basket, then 2 can pass the ball to 4 or 5 for a layup. Additionally,
by moving they may distract X4 or X5 and prevent them from helping
defend against 3 or 1 cutting.

Pass and Down Screen Away (1-2-2 Set)

Run the Play

Player 1 makes the entry pass to 2, and then

down screens for 5.
Player 4 clears the lane to create space for

the play. 03
Player 5 uses the screen and cuts across the

lane, ready to receive a pass into the low post.
Player 2 passes the ball to 5 for a power

move/layup to the basket.

Focus on Fundamentals
Spacing. Player 4 clears the lane to the corner to
create space for the play. Player 3 should rotate to the top of the key. If the
play can’t be made, then 2 can pass the ball to 3 and the team can reset for
another play.

This play has to be executed quickly. Player 5 needs to clear the lane
if he can’t receive the ball and make the basket without incurring a 3-second
violation. When 5 clears the lane, he can set up for a low post move on the

Pass and down screen away.
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right-side block, just outside the lane to avoid incurring a 3-second viola-
tion. Keep in mind that X4 will be in the vicinity, which may preclude this
option.

Defend the Play

Players X1 and X5 need to communicate who will cover the screen cutter
and who will cover the screener. Player 1 is usually the point guard, and 5 is
usually the center, so X1 and X5 should be aware of a possible size mis-
match if they switch coverage.

Player 1 has the option to pivot and receive the ball as the second cut-
ter, provided he still has time before incurring a 3-second violation, and
provided that he is not on the short end of a size mismatch in the low post.
Keep in mind that post play is not just for your tallest players.




CHAPTER 3

Give-and-Go Plays

Give-and-go plays are actually more accurately called give, go, and receive
plays. Basically, a give-and-go is any play that involves a player passing the
ball to a teammate (the give) and promptly cutting to the basket (the go). If
she is able to shake off her defender, then she will be open to receive a
return pass from her teammate and shoot a layup. It’s a simple play that fits
nicely with the concept that players without the ball on offense should
always be moving—not standing around!

We introduced give-and-go plays in Chapter 1 as part of basic continu-
ity offense. Give-and-go plays can be called as set plays, too, and can be exe-
cuted in a variety of situations from different starting positions and angles on
the floor, and can be practiced in small-sided formats. In addition, players
should also look for on-the-fly give-and-go opportunities. In fact, anytime a
player passes the ball to a teammate is a potential give-and-go situation. For
example, let’s say you instruct your point guard to start a Pass and Screen
Away (see pages 32-33). No doubt he’ll dutifully makes the entry pass to the
wing. Lots of point guards will then automatically (but as instructed) cut in
the opposite direction to screen away the weak-side wing player. But the
point guard (and any player with the ball) should always consider the possi-
bility of running a give-and-go. Encourage your playmakers (including any
player with the ball, not just the point guard) to play spontaneously, and to
make decisions without fear. In this case, if the point guard sees an opportu-
nity to cut straight to the basket, or fake and then cut to the basket, he
should do it. If he raises his hand and gives the wing player a good target,
chances are the wing player will also see this scoring opportunity.

Basic Give-and-Go
Run the Play
Player 2 V-cuts to receive an entry pass from 1.

Player 1 takes a step to the weak side with his weak-side foot, and then
cuts to the basket.
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Basic give-and-go.

Basic give-and-go, ball side.

36

Scoring opportunity. Player 2 passes the
0, ballto I for the layup.

Y-k Focus on Fundamentals
A Player 2 should push off with his right foot to
A V-cut to his left. He may need to take a quick
. dribble or two to improve his passing angle to 1,
7’ and should not pick up his dribble until he is
61 certain that he can make the pass to the cutter.

Player 2 also should be aware of the defense
providing weak-side help and should never pass
into trafhc. If the lane is clogged with help, then
2 can pass the ball to another player who has
rotated to the top of the key to start another play.

As 1 cuts to the basket, he should use his lead hand to give 2 a passing
target. If he cuts to the basket but does not receive the pass, he should clear
the lane to maintain proper player spacing on the court.

Defend the Play

Player X1 should use good on-ball defense against 1. If 1 is in his triple

threat position, X1 should try to keep 1 from driving to his strong side.
Player X2 should deny 2 the ball by keeping one hand and one foot on

the passing line while simultaneously keeping an eye on the ball and 2. He

also should stay alert for a backdoor pass from 1 to 2 cutting to the basket.

Second Options
Scoring opportunity. If X2 sags off 2 in anticipation of the cut by 1, 2 may
find himself open for a short jump shot.

Basic Give-and-Go, Ball Side

O2 ' Run the Play

N Player 2 V-cuts to receive an entry pass from 1.
. Player 1 takes a step to the weak side with
< his weak-side foot, cuts to receive the ball from
. 2, and then cuts to the basket.
y Scoring opportunity. Player 2 passes the
ball to 1 for the layup.

Focus on Fundamentals

By first taking a step to the weak side, and then

cutting to the ball, 1 may be able to cut to the

basket with X1 behind him instead of in front of
him. This may make the return pass from 2 easier to make.




Give-and-Go with Back Screen

Run the Play
Player 1 makes the entry pass to 2.

Player 4 back screens for 1, who uses
the screen to cut to the basket.

Scoring opportunity. Player 2 passes
the ball to 1 for the layup.

Focus on Fundamentals
The pass from 1 to 2 to start the play is dan-
gerous because it is across the court. If a
defender is able to pick off the pass, she will
have an uncontested layup at the other end
of the court. Therefore, if needed, 1 should
take a quick dribble or two to improve her
passing angle to 2. Player 2 may need to
make a V-cut to shake off X2 to receive the
pass. z
If X1 sags off 1 to help cover 2, 1 can .
cut directly to the basket without waiting for .
the screen. 0,
Otherwise, 1 waits for the screen, and
then cuts shoulder to shoulder around
either side of the screen. Diagram 2 shows
| cutting to the right of the screen. Player 1
can start her cut to the right; if X1 tries to
follow 1 to the right through the screen and

Chapter 3/ Give-and-Go Plays

®

0,

if X4 stays with 4, then 1 can switch direc- Give-and-go with back screen. O Player 1 passes to 2. @ Player 1 uses

tions and cut to the left side of the screen. the back screen fo cut fo the basket.

Defend the Play
Player X1 should play good on-ball defense against 1. If 1 is in her triple
threat position, then X1 should try to keep 1 from driving to her strong side.

Player X2's priority is denying the ball and helping out as needed, not
trying to intercept the ball for a layup at the other basket. Otherwise, 1
could fake a pass to 2, prompting an overanxious and gullible X2 to try to
intercept the pass. As soon as X2 commits, 2 can cut in the other direction
to the basket.

After 1 passes the ball to 2 on the opposite side of the court, X1 may
need to play weak-side help defense, and position herself more or less
between 1 and 2, keeping in mind that 1 might cut straight to the basket.

Players X1 and X4 need to communicate who will cover the screen
cutter and who will cover the screener.
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Give-and-go with baseline
screen.

38

Second Options

Scoring opportunities. After 1 cuts into the lane but does not receive the
pass, 1 goes to the left corner. If 1 is open, 2 can passes the ball to 1 for a
short jump shot.

After setting the screen, 4 may find herself open because X1 and X4 are
both covering 1 as she cuts into the lane. If 4 is open, 2 can pass the ball to 4 for
a short jump shot. Player 4 can also roll to the basket as the second cutter after
setting the screen.

Give-and-Go with Baseline Screen

Run the Play
Player 2 passes the ball to 1.

Player 3 baseline screens for 2—he sets a
screen near the blocks along the baseline.

Player 2 uses the screen and cuts to the basket.

ball to 2 for the layup.

A
1
1
1
1
! Scoring opportunity. Player 1 passes the
1
o

Focus on Fundamentals
Player 3 should leave enough room to allow 2 to
cut around the baseline side of the screen. If 3 sets
the screen too close to the baseline, the defense
will be able to anticipate that 2 will have no choice but to cut in front of the
screen.
Player 1 may need to make a quick dribble or two to improve his pass-
ing angle. Player 1 should not pick up his dribble until he is certain he can
make the pass to the cutter.

Defend the Play

Players X2 and X3 need to communicate who will cover the screen cutter
and who will cover the screener.

Second Options

Scoring opportunities. If X3 is behind 3, then 1 may be able to pass the
ball directly to 3 for a low post move to the basket. Therefore, it’s important
for 2 to wait until 3 sets the screen before making his cut.

The diagram shows 2 cutting to the baseline side of the screen. If X2
tries to follow 2 to the baseline side of the screen, and if X3 stays with 3, then
2 can change directions and cut in front of the screen. Player 1 passes the ball
to 2, who promptly makes a power move shot.

As 2 makes his cut, 3 can pop to the corner. Player 1 can pass the ball
to 3 for a short jump shot.
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Give-and-Go (2-1-2 Set)

Run the Play 0; 0,

Player 2 passes the ball to 5 in the high post.
Player 2 cuts toward the high post, and then
cuts to the basket. Player 5 pivots to face the basket.
Scoring opportunity. Player 5 passes the
ball to 2 for the layup.

Focus on Fundamentals
Player 5 should protect the ball in the high post,
and pivot to face the basket.

Player 2s cut is similar to a V-cut since he
first takes a short step in one direction before push-

ing off the plant foot to shift his momentum toward the basket. V-cuts, however, Give-and-go.
are used to cut away from the basket to receive a pass. In this case, 2 is cutting
to the basket to receive the pass. The mechanics, however, are the same: 2
needs to bend his knees a bit to gather momentum for the explosive pushoft.
Defend the Play
The defense should be prepared to defend a scissor play (see Chapter 6) if 2
tries to cut to the opposite side of the screen set by 5 instead of cutting
straight to the basket.
Players X3 and X4 need to help out as 2 cuts into the lane, but also
keep an eye on 3 or 4 cutting to the basket along the baseline.
Second Options
It 2 cannot quickly cut to the basket on the ball side for the give-and-go, he can
start a scissor play (see Basic Scissor, High Post
Pass to Cutter on pages 54-56) by using a screen
set by 5 to cut to the basket on the weak side.
Give-and-Go, Strong Side (1-3-1 Set) /04 >
Run the Play o- \ "~
5 ~
Player 1 makes the entry pass to 2, then cuts to 0} l bz
the high post. P/
Player 5 sets a screen for I so 1 can cut to \ o
the basket. o
01

Scoring opportunity. Player 2 passes the
ball to 1 for the layup.

Focus on Fundamentals
Spacing. Player 4 should clear out and go to the weak-side wing. Player 3 Give-and-go, strong side.
rotates up to assume the point guard position.
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Give-and-go, wing cuts fo
basket.

40

Player 5 should face 1 and set a strong screen for her. After 1 cuts
through the screen, 5 turns to 2 with her hands up ready to receive a pass.
Even though this play doesn’t call for a pass from the wing into the high
post, 5 should be ready for one. Also, by putting her hands up ready to
receive a pass, 5 draws attention away from 1 cutting to the basket.

Defend the Play
Players X1 and X5 should communicate who will cover the screen cutter
and who will cover the screener.

Player 4 should rotate out to try and draw X4 out of the lane and out of
position so X4 can’t help out. So X4 should keep an eye on 4, but also should pro-
vide help to defend against 1 or 5 cutting into the lane or 2 driving into the lane.

Second Options
Scoring opportunities. If X1 and X5 both cover 1 cutting into the lane, 5 can
get open. In this case, 2 can pass the ball to 5 for a short jump shot.

After 1 cuts to the basket, 5 may also be in a position to cut (as a second
cutter) to the basket for a pass from 2.

After 2 receives the entry pass, she may be in a triple threat position with
the ball in a one-on-one situation. If weak-side help is not engaged, 2 may be
able to execute a fake-out move (see pages 100-105) and drive to the basket.

Give-and-Go, Wing Cuts to Basket (1-2-2 Set)
Run the Play

Player 5 V-cuts to receive the pass from 2.
Player 2 cuts toward the lane and then cuts to the basket.
Scoring opportunity. Player 5 passes the
ball to 2 for the layup.

05
- ~§ Focus on Fundamentals

Players 3 and 4 should always be moving, and
) can use any of the Get Open! Plays (refer back to
0, pages 17-21) to free each other up. For example,
3 can down screen for 4, who can then use the
o, screen to cut into the lane for a pass from 5.
Player 5 should make quick decisions from
a triple threat position. If 5 dribbles merely for
the sake of dribbling, 5 can easily dribble himself

into the corner.

Defend the Play
The offense is quite spread out in this play. Players X3 and X4 should be in

a good position to help out against the cutter.
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Second Options

After 2 makes his cut, players 1, 3, or 4 can cut into the lane to receive a
pass from 5. Player 2 can also baseline screen for 4, who can then cut into
the lane for a pass from 5 for a power move basket.

Give-and-Go from Stack Set

Run the Play
Players 4 and 5 cut to the wing.
Players 2 and 3 cut to the high post. o, O;
Player 1 passes the ball to 5 (or 4), and 03 v. O,
then cuts to the basket. L \
Scoring opportunity. Player 5 passes the T~
ball to 1 for the layup. - ) 4
Focus on Fundamentals el
It X2 is behind 2, then X2 may be on the passing O:

line from 5 to 1. Player 5 may need to take a
quick dribble or two to improve his passing angle
to 1, or look for another option or play.
Players 3 and 4 (and 2 and 5) have to stack
up closely. This lets each player use the other player as a kind of screen to
free himself from his defender.

Give-and-go from stack set.

Defend the Play

Stack sets can cause unnecessary confusion among young defenses.
Approach stack-set defense like you would screen defense. Your players
should communicate who is covering whom.

Second Options

Scoring opportunity. By quickly popping out from the stack set, 5 has a
very good chance to receive the pass for a quick hitter (a quick jump shot;
see Chapter 11). If a quick hitter is not available, 5 should look for 1 cutting
down the lane.




CHAPTER 4

Backdoor Plays

The classic backdoor situation arises when a player is being overplayed.
Let’s say the point guard is desperately trying to get an entry pass into the
wing to begin a set play. But the player defending the wing player is
overplaying—playing very close and aggressively denying the ball. Since
many open jump shots are made from the wing, the wing defender may be
overplaying to prevent a great jump-shooting wing player from getting the
ball. Another reason for overplaying the wing is to prevent a low post play
since many low post plays start with a pass from the wing. A pass made from
the wing into the low post is less likely to be picked off than a pass from the
point guard directly from the top of the key to the low post.

One strategy to get the ball into the wing is to use one of the Get
Open! Plays (refer back to pages 17-21) to free up the wing using down
screens or back screens. However, you can sometimes create an immediate
scoring opportunity by using the defenders’ zeal against them. All the wing

player has to do is create just enough space
between him and his defender and then bolt to

o o the basket. He can do this by taking an initial step
4 » 5| o the ball to draw his defender away from the basket.
‘\ If the defender takes the bait, then the wing
\ | o, player immediately cuts behind the defender to
0, t the basket.

°
\ 0, Basic Backdoor (1-2-2 Set)
Run the Play
Player 1 fakes a pass to 2 at the wing.
Player 2 backdoor cuts to the basket.

Scoring opportunity. Player 1 passes the
ball to 2 for the layup.

Basic backdoor.

42




Chapter 4/Backdoor Plays

Focus on Fundamentals
Player 1 may need to take a quick dribble or two to improve her passing
angle to 2.

Player 2 uses a backdoor cut to draw X2 away from the basket (in the
diagram, toward 1) for just an instant, creating just enough space for 2 to
bolt in the opposite direction toward the basket. A backdoor cut is similar to
a V-cut in that 2 first takes a short step in one direction (in this case, away
from the basket) before pushing off that foot to shift her momentum in
another direction (in this case, toward the basket). Player 2 should bend her
knees a bit to get momentum for the explosive pushoff.

Spacing. Player 4 should rotate to the wing as 2 cuts to the basket.
This helps draw X4 out of position to help out. Player 3 can rotate to fill the
open space at the top of the key.

Defend the Play

Player X2 should deny the ball by getting into a good defensive stance with
one hand (the denial hand) and one foot in the passing line while keeping
an eye on the ball and 2 at the same time. When 2 makes her backdoor cut,
X2 should change direction by turning her head (over her other shoulder)
and switching her denial hand.

Backdoor Pass from High Post (1-2-2 Set)

Run the Play
Players 2 and 3 break to the wing.
Player 1 passes to 5 in the high post. 0,
Player 3 backdoor cuts to the basket. f
Scoring opportunity. Player 5 passes the I
ball to 3 for the layup. \
o, o;
Focus on Fundamentals <
Player 5 must protect the ball after he catches it, ’

and pivot to face the basket so that he can make ’
the pass to the 3, the cutter. 6
1

De