


TRANSITION OFFENSE
AGAINST  ANY  DEFENSE

A Comprehensive Guide For Basketball
Coaches

Dejan Ilic



Copyright © 2022 Dejan Ilic

All rights reserved. No part of this publication may be reproduced, distributed, or
transmitted in any form or by any means, including photocopying, recording, or
other electronic or mechanical methods, without the prior written permission of
the publisher, except in the case of brief quotations embodied in critical reviews

and specific other noncommercial uses permitted by copyright law. For permission
requests, write to the author at dejan@transitionoffense.com.

Edited by Cindy Draughon.
Book cover design by Dejan Ilic.

Book interior design by Dejan Ilic.

Self-published via Amazon KDP. First edition 2022.



This book is dedicated to basketball coaches worldwide. It will
help aspiring and experienced coaches alike to improve their

game by mastering an effective transition offense and equipping
their players with the tools and knowledge they need to

succeed.
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INTRODUCTION

Transition Offense Against Any Defense is a practical guide to
basketball coaching, written by expert basketball coach and former
player Dejan Ilic. Featuring a comprehensive breakdown of essential
basketball techniques and strategies, readers will uncover a step-by-
step blueprint that arms coaches and players alike with the
knowledge they need to counter a wide range of pick and roll
defenses, including drop, flat, hedge, trap, switch, ice, under, and
much more.

This book features simple instructions, no-nonsense advice, and a
collection of more than 140 high-quality, full-color diagrams to
illustrate every point. The content gives coaches the confidence and
skills they need to gradually implement these must-know offensive
principles and empower their players with strategies for success.
This complete handbook covers fundamental spacing and timing,
common and advanced offensive maneuvers, 3v0 and 5v0 drills, and
detailed instructions for coaches on how to put everything together.

Perfect for beginner and experienced basketball coaches, Transition
Offense Against Any Defense breaks down author Dejan Ilic’s two
decades of basketball experience, arming you with a concise and
powerful set of principles that you can use to control the court,
counter any defense, and dramatically improve your team's offensive
game.  



FAST BREAK LANES AND
SPACING

Proper spacing is one of the fundamental requirements for any
basketball offense to thrive. Different coaches have different ideas
and philosophies about spacing. One of the best definitions out there
is that spacing is good when players find a position on the court that
allows their teammates to shoot, drive, cut, or pass without
interference. Players must use the whole court from sideline to
sideline and from half-court line to baseline and be aware of their
teammates' actions with and without the ball. Good spacing should
never allow one defender to control multiple offensive players.

Spacing and timing are fundamental concepts that all basketball
players should learn from a young age. Unfortunately, many players
lack this knowledge, even at the pro level. Instead, they are more
focused on their skills and athleticism, which are essential, but
understanding spacing and timing allows players to know which
moves from their skill set to use, when to use them, and why.

When starting a new season, primarily when working with a new
team unfamiliar with the system, coaches should teach spacing from
day one. The best place to start is transition offense by teaching the
players how to run the fast break properly. Proper fast break lanes
are a prerequisite to good spacing. A team must have smooth
continuity from running a fast break to playing a secondary break
and early offense without disrupting the flow or messing up the
spacing. There are many ways to run the court, and there is no
universal solution. Most of the time, how the court is run depends on



the roster and player capabilities. Here are some things to consider.
Can the bigs run the court well? Can a point guard push the ball up
the floor? How well can combo guards and wings move the ball
down the court? As a coach, one of the most important things is to
know your players and what they are capable of, and then choose
the system that's right for them. There is no "best" system. There is
only the system that best fits a specific team.

Diagram 1



The system in this book uses a specific set of running lanes. As
shown in Diagram 1, Players 2 and 3 (guards/wings) must run as
wide as possible next to the sideline (yellow). If they do not receive
the outlet pass or cut to the basket, they should run to the corner
and space the floor. Player 1 (point guard) should drive the ball
between the elbow line extended and the three-point line (red). That
way, he can have the best angle to pass to all four teammates.
Players 4 and 5 should run on the elbow line extended on the
opposite side from the point guard (green). Once Player 5 reaches
the three-point line, and no one drives to the basket, he should cut
to the opposite low post. However, if he sees that the guards or
wings are driving, he should not cut all the way to give them a clear
path to the basket. Player 4 runs the same lane as Player 5, spots up
on the three-point line, and spaces the floor.
If there was no opportunity to finish the fast break by passing,
driving, or cutting, the players must flow into the default spacing
shown below in Diagram 2.

Diagram 2

Players 2 and 3 are in the corners, in line with the rim, spacing the
floor. Player 5 is at the ball-side low post, and Player 4 is on the
three-point line next to the lane line extended. Players 4 and 5 are



always on the opposite sides, diagonally from each other. Every
offensive set within this system, including transition offense, should
start from this spacing. Also, when players improvise but do not find
a way to score, they should always flow right back to this default
spacing and re-run the offense if there is sufficient time on the clock.

Players must learn to flow naturally into the offensive spacing, which
is the foundation for the entire offensive system. It is a smooth
progression, and that is precisely how coaches should teach it. When
teaching players, especially something new, coaches must use a
clear and logical step-by-step progression of ideas rather than
jumping from one idea to another. Start with the basics and
gradually move to the more complex steps, but only when players
have mastered the previous step. When teaching this system, it
must be clear to everyone where to begin, what the final result
should look like, and why each incremental step is required.



3 VS 0 DRIVE AND KICK

One of the best ways to start teaching fast break lanes is through
3vs0 drills. A wide variety of 3vs0 drills with different entries and
finishes can be used, but one drill greatly complements this system.
The three segments of this drill are the drive-kick, pass and pick,
and pass and screen away. If coaches do not have time to go
through all the options and segments in a single practice, they can
spread them out over multiple practices.



Diagram 3

Here is how the drill goes. The bigs are always in the middle
(position 4/5), the guards/wings are on the sides, and each has a
dedicated running lane. In the beginning, coaches can create cone
gates at the half-court line to force the players to run the lanes
correctly. However, after a couple of practices when the players have
developed the habit of running in their lane, the cones should be
removed. Players must make three passes: Player 5 passes to Player



2, then Player 2 passes back to Player 5, and finally, Player 5 passes
to Player 1. All passes must be precise and sharp. Coaches can
change the pass type to their liking and use a two-handed, inside
hand, outside hand, or an overhead pass. The players should receive
the third pass outside of the three-point line.

Coaches should go through all the different options and finishes
step-by-step. For example, the first option in Diagram 3 shows that
Player 1 drives baseline, Player 5 follows the drive and dives to the
middle of the paint, while Player 2 runs to his spot in the corner and
spaces the floor. Each option should be done four times in this exact
way:

1. The drill should start as shown in Diagram 3. Player 2
should be on the left side, Player 5 should be in the
middle, and Player 1 should be on the right side. The first
pass goes left to Player 2, and Player 1 finishes on the
right side.

2. In the second repetition, Players 1 and 2 must change
the sides, but the roles stay the same. The first pass
goes right to Player 2, and Player 1 finishes on the left
side.

3. In the third repetition, players must change the sides
again (now it is the same as repetition 1), but they also
change the roles. The first pass goes left to Player 1, and
Player 2 finishes on the right side.

4. In the fourth and final repetition, players must change
the sides again. The first pass goes right to Player 1, and
Player 2 finishes on the left side.

By doing this, guards and wings will have the opportunity to do both
options from both sides. Once players finish all four reps as
described, coaches can progress to the next option.



Diagram 4

All subsequent options will have a logical progression and add up to
the previous one. If Player 1 cannot drive all the way, he can pass to
either Player 5 or Player 2. Keep in mind that each option is
separate, and each should be done four times the same way as the
first one (changing sides and roles). Here are the following two
options:

a)             If X5 (defensive Player 5) helps, Player 1 should pass to
Player 5. He can either use a bounce pass with his inside (in
this case, left) hand or an alley-oop lob pass with the outside
(right) hand over X5. Player 5 finishes with a no-dribble drop
step or a dunk.

b)         If X2 rotates, Player 1 should pass to Player 2. He can only
use a step-out pass with his outside (right) hand. Player 2
catches and shoots. The shot simulates that the closeout is
late or non-existent.

Players should throw both passes from outside of the painted area.
If players are any closer to the basket, it is usually too late for the
defense to help, and in that case, players should look to score, not
to pass. One important thing repeats throughout this drill: whenever



a player drives and makes a pass, he should immediately run outside
the three-point line and find proper spacing again. In this case, once
Player 1 passes to Player 2 or Player 5, he should immediately
backpedal to the corner, correct his spacing, and repeat that
throughout the drill.

Diagram 5

Attacking the closeout has become one of the most important things
in modern basketball, and players should always focus on it, even in
the drills without a defense such as this one. In the last option,
Player 2 took a shot immediately upon the catch, meaning that he
read that the closeout was late, and he took the opportunity for an
open shot. In this case, the closeout is aggressive or too aggressive,
and Player 2 decides to drive to the basket. One more important rule
in this drill and in basketball, in general, is that players should drive
to the opposite side from the one they received a pass. If they
receive a pass from the left, they should drive to the right, and vice
versa. If they receive a pass from the right, they should drive to the
left. There are a couple of reasons for this. First, there are usually
fewer defenders on the opposite side of the floor. Second, the helper
has a longer rotation to recover, and he is easier to beat because of
the momentum. In this case, Player 2 received a pass from baseline



(his left), meaning he should drive to the middle (his right). Player 5
dives under the basket to open the lane for the drive. Player 2 has
three options (once again, each is a separate one, and players
should do each four times):

a)       Player 2 drives all the way and finishes.
b)           Player 2 makes a pocket bounce pass to Player 5 with his

inside (left) hand.
c)             Player 2 makes a push pass to Player 3 with his dribble

hand (right). Player 3 catches and shoots.

Both passes should be made from the lane line, same as before.
Also, following the same rule as Player 1 on the first drive, Player 2
should sprint outside the three-point line immediately after the pass
and re-adjust his spacing.

Diagram 6

Like Player 2 in the last option, Player 1 sees an aggressive closeout
coming and decides to drive. Only this time, he decides to drive
middle, for two reasons:

1. Since he already beat his defender baseline once, he
might be overly aggressive to close the baseline drive.



2. Players will have the reps driving baseline and middle for
the drill's sake.

Similar to the last option after the drive, Player 1 can:

a)       Drive to the basket and finish.
b)      Pass to Player 5 using a pocket bounce-pass with his inside

(right) hand.
c)             Pass to Player 2 using a push pass out of dribble with his

outside (left) hand. Player 2 shoots, simulating a bad
closeout.

After passing to either teammate, Player 1 sprints out and re-adjusts
his spacing.

Diagram 7

In the next option, Player 2 attacks the closeout and can then do
one of three things:

a)       Drive to the basket and finish.
b)      Pass to Player 5 using a pocket bounce-pass with his inside

(right) hand.



c)             Pass out to Player 1 using a hook pass with his outside
(left) hand or throw an overhead pass with both hands.

It is up to coaches how many options will be done in this drill. The
drill can practically be run indefinitely. However, it should not
become too repetitive for players. Both perimeter players have
driven to the middle and baseline on both sides and have done both
roles. Bigs also covered all sides and angles, so it is okay to stop
here and progress to the next segment - pass and pick.



3 VS 0 PASS AND PICK

Diagram 8

In this segment, instead of Player 1 driving baseline and Player 5
cutting to the paint, Player 5 changes direction after the third pass
and sprints to set the pick for Player 1. The pick-and-roll game has
become a crucial part of modern basketball. Initially, only a couple of
options existed, but as more teams began using the pick-and-roll
offense and defenses adapted, the more these options evolved.
Nowadays, there are many ways to defend and attack the pick-and-
roll, and which one is used depends on the factors involved.
However, coaches should not go through all of them at once.
Instead, the team's staff should scout the opponents and determine
which pick-and-roll defense they play, and the coach should
construct the offense to attack it. For example, if the scouts
determine that the opponent's bigs hedge on the side pick, the



coach should only go through hedge options in this drill for that
particular game. This segment will cover the most popular ways to
defend the pick-and-roll and the best ways to attack in those
situations. Players must know all those principles to understand this
system and play successfully.

First of all, coaches need to teach players to distinguish the three
types of pick-and-roll spacings used in this system:

Diagram 9



Diagram 10

Diagram 11

1)           Clear-side pick when there is no player in the ball-side
corner. Three players are in front, and no one is behind the
ballhandler. (Diagram 9)

2)           Top pick when one player is in front, and two are behind
the ballhandler. (Diagram 10)



3)      Side pick when there is a player in the ball-side corner. Two
players are in front, and one is behind the ballhandler.
(Diagram 11)

Diagram 12

Diagram 12 represents a clear-side pick situation with X5 in a "drop"
position (some coaches have different terminology, calling this a
"low-flat" or "zoning out"), showing four options to attack the drop.
First, when there is no player in the ball-side corner, like in this case,
the screen should be set at the free-throw line level or lower.
Second, when setting the screen against a passive defense like a
drop or a flat, bigs should hold the screen longer than usual until the
ballhandler clears the screen all the way. Then, the ballhandler
should attack wide off the screen to force X5 to move laterally, which
is usually a weak spot for the bigs defending the pick. Doing so will
make it easier for Player 1 to beat the big off the dribble, provoke
the help defense to react, prolong X5's rotation back to Player 5, or
even force an emergency switch. Finally, it is essential to understand
that attacking narrow off the pick would allow X5 to control both the
ballhandler and the roller, which every good offensive team wants to
avoid at all costs. After Player 1 drives wide to the free-throw line,
here is what can happen, depending on the situation:



a)             If X5 plays too passive or goes back to Player 5 too early,
Player 1 can pull up from the free-throw line.

b)      If X5 helps, but there is no help-side rotation, Player 1 can
make a bounce pass or an alley-oop pass to Player 5.

c)       If X5 helps and X2 rotates, Player 1 can make a skip pass to
Player 2 for an open shot.

d)           Player 2 can also cut and attack the basket in the same
situation.

Diagram 13

Diagram 13 shows a different situation when X5 hedges and X1 goes
over the screen. Against an aggressive defense like a hedge or a
trap, bigs should not hold the screen. Instead, they should set a
quick screen or slip without making the screen. Remember that the
timing is of the utmost importance here, and if Player 5 misses the
timing, nothing will happen. Player 5 should slip when X5 starts to
hedge or is still hedging, not when he starts to recover. The angle of
the slip is essential, as well. He must open wide into the short corner
or even pop out to the corner three-point line to be in line with
Player 1, who can then have a better angle to make an easy pass.
This pass is possible because there is no player in the ball-side
corner. To make a successful pass, Player 1 must first do a short



defensive dribble to keep the ball away from the hedging defender.
After that, he must do a wide step-out pivot towards the sideline and
pass with his outside hand fully extended to avoid the recovering X1
playing the passing lane. After receiving a pass, Player 5 can:

a)             Drive the baseline and finish if X5 does not recover and
there is no help-side defender.

b)           Drive the middle and finish if X5 recovers and is overly
aggressive to close the baseline.

c)             Catch and shoot if X5 does not recover, and a help-side
defender rotates, but he is late.

Diagram 14

If the help-side defender rotates all the way, Player 2 can cut, and
Player 5 can find him with a step-out baseline pass. That was the
fourth option, but coaches can also add their own ideas.



Diagram 15

For example, the ballhandler can attack the hip of the hedging
defender and then have multiple options similar to when he attacked
the drop. Alternatively, he can split the defense if there is a gap
between the screen and the hedge, and have another set of options
(Diagram 15).

Diagram 16



Next, there is an often-used switching defense situation. Nowadays,
coaches tend to minimize unnecessary rotations and closeout
situations as much as possible. For that reason, many teams tend to
switch in pick-and-roll situations. Coaches are even creating rosters
that would be best suited to switch all five positions. Regardless of
the opponent's roster, this system will primarily attack
the more significant mismatch. Coaches most often exploit the
interior mismatch when the big man is in the post against the
opponent's guard. X1 usually goes under the screen after the switch
and lets the roller dive until he reaches the lane line. Then, he steps
around the big man to play him in front while the help-side player
fills the paint. That is why it is difficult for Player 1 to pass from that
angle, especially when X5 is guarding him and disrupting the passing
lane. So instead, Player 1 should pass the ball to the middle for the
high low. Usually, there would be another player flashing to the free-
throw line, but in this drill, an assistant coach must take the role of
the high-low passer.

Diagram 17

It is crucial to understand why the ball needs to be advanced to the
middle of the court, ideally to the high post. It is simple. There is no
defined help side when the ball is in the middle, meaning the help



side does not exist at that moment. Diagram 17 shows that defender
X2, who was the primary help-side defender while Player 1 had the
ball, is now stuck between helping and not helping.

a)             If X2 does not help, the coach can make an easy high-low
lob pass to Player 5.

b)           If X2 helps, the coach can throw an overhead skip pass to
Player 2.

Advancing the ball to the middle is the key to exploiting the interior
mismatch. However, sometimes coaches want to attack the
perimeter mismatch instead. Perhaps they have a ballhandler who is
a dominant one-on-one player, or the defensive big man is too slow
to defend him. On the other hand, sometimes their offensive bigs
are not skilled enough to handle the interior mismatch, so coaches
decide to attack the perimeter mismatch. It is all about
understanding the factors involved, and deciding which of the two
mismatch situations gives the team a better opportunity to score. In
any case, here is how to attack the perimeter mismatch.

Diagram 18

Diagram 18 shows that the switch has already happened. X5 guards
Player 1 on the perimeter, while X1 plays in front of Player 5 on the



low post. The key to beating bigger defenders off the dribble is to
force them to move laterally. Most big men move well in a straight
line, for
ward or backward. So attacking them with a straight line drive is not
a good option. However, their lateral movement is not nearly as
good in most cases. Having that in mind, Player 1 should set the
defender up with a slow and apparent side-step dribble so the
defender reacts with a lateral step in one direction. Then Player 1
must change the pace and beat them with a fast crossover drive in
the opposite direction, as shown in Diagram 18. Finally, Player 5
should hold X1 on his back and clear the lane so Player 1 can drive
all the way to the basket. However, if X5 does not react to the side-
step dribble during the perimeter mismatch isolation, Player 1 can
exploit that, as well, and drive to the middle.

Diagram 19

In some cases, the defense will try to isolate the screen. Some
coaches like to call this "ice" or "side" in short. For example,
Diagram 19 shows that the defender X1 guards Player 1 parallel to
the sideline, denying him the opportunity to use the screen, isolating
him, and forcing him to go baseline where X5 is waiting for him.



Because he cannot set the screen, Player 5 must adapt to the
situation in one of two ways.

a)             Dive to the basket. Player 1 must make one dribble to the
baseline to adjust the passing angle and force X5 to react.
He then makes an inside hand pocket bounce pass to Player
5 through the gap between X1 and X5.

b)           Pop out to the three-point line. Player 1 must make one
dribble to the baseline to adjust the passing angle and force
X5 to react. He then makes a hook pass or an overhead pass
over X1 to Player 5. Player 5 can either drive or advance the
ball to the other side. X5 is too far away to react, and the
defense must help and rotate.

Another way to attack the isolation is to flip the screen. However, the
spacing needs to be adjusted a bit. Player 1 must set up the flip by
repositioning himself further away from the sideline and the basket,
so he can have more space to drive. Diagram 20 shows Player 1
adjusting the spacing.

Diagram 20



Diagram 21

The spacing and angle should now allow Player 5 to flip the screen
properly. Player 1 should use the screen and immediately curl
around Player 5 using a so-called "snake" move, forcing X5 to react.

Diagram 22

Player 5 must hold the screen until Player 1 clears the screen with a
snake move. After that, he should roll the opposite way towards the



baseline. Player 1 attacks wide off the snake and forces X5 into a
two-against-one situation. This situation is similar to attacking the
drop, and the principles are the same:

a)             If X5 plays too passive or goes back to Player 5 too early,
Player 1 can pull up from the free-throw line.

b)      If X5 helps, but there is no help-side rotation, Player 1 can
make a bounce pass or an alley-oop pass to Player 5.

c)       If X5 helps and X2 rotates, Player 1 can make a skip pass to
Player 2 for an open shot.

This chapter will not cover all types of pick-and-roll defenses. For
example, attacking the drop-and-under, push-and-under, or push-
and-through defenses with a re-pick would disrupt the continuity of
this transition offense, which is essential. There will be more
regarding this topic in the following chapters.



3 VS 0 PASS AND SCREEN
AWAY

Diagram 23

In the next 3vs0 segment, instead of setting a pick for the
ballhandler after the third pass, Player 5 sets a screen for Player 2.
Before using the screen, Player 2 must set his man up and force him
to run into Player 5 and utilize the screen properly. Also, when using
the screen, Player 2 must rub his shoulder against the screener's
shoulder, so there is no gap for the defender to slide through.

There are many different ways to defend this type of screen. For
example, X2 can push Player 2 out of his intended path and force
him to miss the screen. If he lacks the strength to do so, he can trail
behind Player 2 or go over the screen. He can even deny Player 2



from going to the screen by playing in the so-called "top lock"
stance, forcing him to go the opposite way, similar to isolating the
ballhandler during the on-ball screen. X5 can play the drop, stay in
the passing lane so Player 2 cannot curl to the basket, and even
stunt Player 2 if X2 is late to recover. However, this chapter will not
cover everything because this is only a progression to another drill
and is not essential to our transition offense system. It will cover
only the most common situations. Regardless, coaches can go
through as many options as they deem necessary. Diagram 24
shows the first two options.

Diagram 24

If X2 is trailing behind Player 2, while X5 is in the lane preventing
the curl, X1 can:

a)             Pass to Player 2 for the catch and shoot if X5 does not
overextend to help.

b)      Pass to cutting Player 5 if X5 overextends to help.



Diagram 25

If Player 2 cannot catch and shoot, Player 5 should immediately
sprint back and set the pick for Player 2. This introduces the second
type of pick-and-roll spacing that this system will use - the top pick.

However, since this drill lacks more players, especially in the weak
side corner, it will be limited to fewer options. The following chapters
will cover the top pick-and-roll in detail. For now, Player 2 can:

a)       Pull up from the elbow if there is no help.
b)      Make an inside hand bounce pass or an alley-oop pass to

Player 5 if there is no bump.
c)             Make a hook pass or an overhead pass to Player 1 if X1

bumps Player 5 and is late. Then, Player 1 can catch and
shoot.

d)      If Player 1 cannot catch and shoot, he can pass to Player 5,
who sealed his defender in the low post.



Diagram 26

Diagram 26 represents a situation in which X2 trails again, only this
time X5 is not helping, so Player 2 has the opportunity to curl to the
basket. The screener and the player using the screen must always
open in the opposite directions after the screen. If one attacks the
basket, the other should pop out, and vice versa. In this case,
because Player 2 curls to the basket, Player 5 pops out to the free-
throw line. Some coaches even teach a non-verbal way to
communicate that the player will curl. For example, if Player 2 taps
Player 5 on the stomach or shoulder while clearing the screen, it is a
signal for him to know that Player 2 will curl, and he must pop out.

If that happens, the passing Player 1 can:

a)       Pass to Player 1 after the curl if there is no help.
b)      Pass to Player 5 for an open shot if X5 helped.



Diagram 27

If Player 1 cannot pass to either player, Player 2 should continue and
fill the ball-side corner, while Player 5 sprints to set the on-ball
screen for Player 1. Doing so introduces the third and final pick-and-
roll spacing in this system - the side pick. This is the last option in
the 3vs0 "pass and screen away" segment, and coaches can choose
any option they like coming off the pick. Then, they should separate
the side pick options into a different segment, possibly even into a
separate practice, depending on their available time. The next
chapter will cover all the details regarding the side pick-and-roll.



3 VS 0 SIDE PICK

Diagram 28



Instead of going through all "pass and screen away" options to get
to the side pick option, coaches should change how the drill starts.
This way, they can focus on side pick options and go through them
separately. First, unlike the previous 3vs0 drill, this one is circular,
and coaches can simultaneously use both sides of the court. Second,
it is up to the coach how many reps of each option he will want to
do, and whether or not he wants to switch the roles for players 1
and 2. For example, perhaps he has a combo guard who needs to
understand how to play both positions. Next, coaches should change
the side after the players do the required number of reps.
Alternatively, they can complete all options on one side and then
change the side to avoid losing time to change the sides after every
option. Again, it is entirely up to them.

The drill starts with Player 5 throwing the ball off the backboard to
himself, grabbing the rebound, and declaring the ball. That is the
signal for Player 1 and Player 2 to start running. Player 1 sprints
below the free-throw line level to receive the entry pass, while Player
2 sprints next to the sideline. Once Player 1 receives the ball, he
pushes it up the court, and all players are in their respective
transition lanes. Player 2 sprints to the corner, Player 5 changes
direction after crossing the three-point line and sprints to set the
pick, while Player 1 sets his defender up for the pick. Once again,
after scouting the opponents, coaches can decide which pick and roll
options they will use in this drill.



Diagram 29

Diagram 29 shows how to attack if X5 plays in a drop position.
Players got familiar with it during the clear-side pick options, and
this situation is pretty similar. The first two options are the same,
and some of the same rules apply. As mentioned before, in any drop
defense situation, regardless of the pick and roll spacing, the
screener should hold the screen a bit longer, and the ballhandler
should attack wide of the screen to force the X5 to move laterally.

After doing so, Player 1 can:

a)       Pull up from the free-throw line if X5 plays too passive.
b)      Pass to Player 5 if there is no help.
c)       Pass to Player 2 for a catch and shoot if X2 helps or bumps.
d)      Player 2 can drive as well if X2 recovers too aggressively.

This chapter will address only the side pick options that are different
from the clear-side pick options when there is no player in the ball
side corner. For example, attacking the switch or ice is ultimately the
same as in the clear-side pick spacing and will not be covered in this
chapter. However, attacking the hedge is different because another
player is in the ball-side corner, and Player 5 can no longer move to



the short corner after the screen. Therefore, there are two
alternative options.

Diagram 30

It is always a good idea to pass the ball forward if playing against an
aggressive pick-and-roll defense such as a hedge or trap. Also, when
playing against such a defense, bigs must make a quick screen or
slip the screen to get open quickly and create an advantage. Holding
the screen is useless against the hedge. Also, players must
understand that the timing is crucial. Everything happens when X5
starts to hedge. At the same time, Player 1 makes a strong defensive
dribble to avoid the hedge and advances the ball to the middle using
a quick step-out push pass with his outside hand. The player
receiving the pass (in this case, an assistant coach) must be in line
with Player 1 or even one step higher (marked with yellow). Being in
line is crucial. Otherwise, Player 1 cannot pass because he does not
have the required angle. Now that the ball is in the middle, Player 5
can slip all the way to the basket, while Player 2 lifts towards the ball
to force his defender away from helping. The passer can then read
the defense and react in one of two ways:
 

a)       Pass to Player 5 if no one helps.



b)      Pass to Player 2 if X2 helps. Then, X2 can shoot or drive to
the basket after reading the X2 closeout.

This option will probably work only a few times against a good
defensive team, especially if they did their scouting correctly. The
player in front of the ball should give his best to stay open and
receive the pass. If the opponent does not adjust and keeps allowing
the pass, coaches should keep using this option. However, if the
defense adjusts and denies the pass to the middle, the offense must
also adjust.

Diagram 31

Player 5 now slips to the elbow using a short roll. Next, Player 1
throws a bounce pass to Player 5 through the gap between X1 and
X5 or a lob pass over X1. This time Player 2 must remain in the
corner to space the floor. The rule is simple. If Player 5 rolls to the
basket, Player 2 lifts. If Player 5 short rolls, Player 2 stays in the
corner.



Diagram 32

After receiving a pass at the elbow, Player 5 can:

a)             Drive to the basket and finish if there is no help (or if he
sends a rotating X2 back to his man using a fake pass to the
corner).

b)      Pass to Player 2 if X2 stunts and tries to recover.
c)       Pass to cutting Player 2 if X2 rotates fully.

The number of options is limited because it is a 3vs0 drill. The
following chapters will cover all the options when all five players are
on the court. Once the coaches are satisfied with the number of
options and reps, they can move on to the next progression.



5 VS 0 DRIVE AND KICK

Once the team gets familiar with all 3vs0 options and coaches decide
it is time to move on, they should progress to 5vs0 options starting
with the drive-and-kick. The drill is similar to the previous drive-and-
kick variant, but it has more options and a different entry, similar to
the side pick and roll drill.



Diagram 33

The drill starts with Player 5 passing the ball off the backboard to
Player 4, who catches and declares the ball. That is the signal for all
other players to move. Players 2 and 3 immediately sprint wide to
their running lanes. Player 4 passes the ball to Player 1 and runs to
his lane trailing Player 5.



Diagram 34

Next, Player 1 passes to Player 2, who drives to the basket and
finishes. That is the first option in this drill. Each option should be
done four times in this exact way.

1. The drill should start as Diagram 33 shows. Players 3 and
5 should be on the left side, Player 1 should be in the
middle, and Players 2 and 4 should be on the right side.



The first pass goes right to Player 1, and Player 2 finishes
on the right side.

2. In the second repetition, players change sides, but the
roles stay the same. The first pass goes left to Player 1,
and Player 2 finishes on the left side.

3. In the third repetition, players change sides again (now it
is the same as repetition 1), but Players 2 and 3 change
roles. Usually, Players 4 and 5 do not change roles.
However, if coaches have both bigs skilled to play inside
and outside, they can also change the roles. The first
pass goes right to Player 1, and Player 3 finishes on the
right side.

4. In the fourth and final repetition, players change the
sides again. The first pass goes left to Player 1, and
Player 3 finishes on the left side.

By doing this, guards, forwards, and bigs will have the opportunity
to do both roles on both sides. Once players finish all four reps as
described, coaches can progress to the next option.

Diagram 35



If Player 2 cannot drive all the way, he can pass to either Player 5 or
Player 2. Keep in mind that each option is separate, and players
should do each four times, the same as in the 3vs0 drive kick drill.
Depending on the defense, Player 2 can:

a)       Pass to Player 5 if X5 helps, and X3 does not rotate. He can
either use a bounce pass with his inside hand or an alley-oop
lob pass.

b)      Pass to Player 5 if X5 helps, and X3 rotates. He must use a
step-out pass with his outside hand. Player 4 moves towards
Player 3 and spots up to one pass away. The timing for
Player 4 to move is when the ball leaves the passer's hand.
After that, Player 3 catches and shoots. The shot signifies
that the closeout is late or non-existent.

c)       If there is a stunt or rotation from X4, Player 3 can make a
swing pass to Player 4, who catches and shoots.

After driving and making the pass to either player, Player 2 must
backpedal outside of the three-point line to the corner.

Diagram 36

If X3 recovers but is too aggressive, or X4 rotates aggressively to
close the baseline, Player 3 can drive to the middle. Player 5 dives



under the basket to open the lane for the drive while Players 4 and 1
shift to the right. Player 3 has three options:

a)       He can drive all the way and finish if there is no help.
b)      He can pass to Player 5 using an inside hand bounce pass if

X5 helps.
c)             He can pass to Player 4 for a catch and shoot if X4 stunts

from one pass away.

Both passes should be made from the lane line, same as before.
Then, Player 3 should sprint outside the three-point line and re-
adjust his spacing.

Diagram 37

If X4 recovers but is too aggressive on the closeout, Player 4 can
drive to the basket, while Player 5 reacts accordingly. Player 4 can
either finish if X5 does not help, or pass to Player 5 if X5 helps.



Diagram 38

If X1 stunts the drive from one pass away, Player 4 can make a kick-
out pass to Player 1. Usually, the defense is connected, and X2 will
stunt Player 1 on the catch or even rotate all the way. In this
situation, Player 1 will rarely have the opportunity to catch and
shoot, so he should make a swing pass to Player 2 for an open shot.

Diagram 39



If, however, X2 is the one to help, Player 4 should make a kick-out
pass to Player 2. Again, usually, X1 will rotate to help, so Player 2
should make a pass to Player 1 for an open shot.

Coaches can add as many options as they like to this segment. Also,
they can initiate the 5vs0 drive kick drill as a warm-up, or after the
warm-up, as a progression to 5vs0 transition offense. This drill
serves primarily as a full-court warm-up to get the players physically
and mentally ready for the next drill and improve the offensive ball
flow. Once coaches are satisfied with the number of options, reps,
and flow, they should move on to the next segment.



TRANSITION OFFENSE
FLOW

If the players cannot score during the fast break, they must
seamlessly flow into the transition offense. Some coaches use the
term secondary break or early offense, but the principle is the same
- the offense must keep flowing without stopping and calling a set
offense. Transition offense must be an automatic trigger that
happens instantaneously, without losing time. Players must know
what to do regardless of what happens and how the opponents play
on defense. That is one of the reasons why running lanes, spacing,
and timing are of the utmost importance.

First, coaches should walk their players through the complete
transition offense from beginning to end to allow them to see the
whole picture and get familiar with the idea. After that, they can
cover all options step-by-step in detail.



Diagram 40

The offense starts with Player 1 passing the ball to Player 4, who
must get open to receive the pass. The idea is to transfer the ball to
the other side of the court as fast as possible and change the help
side.

Diagram 41



Player 4 advances the ball to Player 2, who gets open and catches
the ball at the free-throw line extended. This is a setup for the clear-
side pick and roll.

Diagram 42

Players 2 and 4 play the clear-side pick, after which Player 4 rolls to
the basket. While that happens, Player 5 makes the flash cut to the
free-throw line for the potential high-low. The flow continues if the
team does not have a scoring opportunity after the clear-side pick.
For example, if Player 2 does not pass or finish after the pick, Player
1 moves towards the ball and receives the pass. He must receive the
ball one step away from the imaginary line that goes from rim to
rim.



Diagram 43

Player 5 continues moving, setting the top pick immediately after
Player 1 catches the ball. Coaches should make sure that their
players get the timing right every time. If Player 5 is too early or too
late to set the screen, it will not work as intended. After setting the
screen, Player 5 rolls to the basket. Player 1 attacks wide of the pick,
outside the elbow, and Player 2 adjusts his spacing and moves
towards to ball. There are two options for Player 4. In this case,
Player 4 spaces out to the corner, and the offense remains in the 4-
out-1-in spacing. That will happen in most cases.



Diagram 44

The other option is to cut to the opposite low post. The offensive
spacing now changes to 3-out-2-in. This spacing is better in some
special situations addressed in the following chapter.



TRANSITION OFFENSE
OPTIONS

The next drill starts the same way as the 5vs0 drive-and-kick drill
and follows the same principles, including the four reps per option,
the same way as before.



Diagram 45

It should start with Player 5 passing the ball off the backboard to
Player 4, who catches and declares the ball. At that moment, all
players start running to their designated lanes. Players 2 and 3
immediately sprint wide to their running lanes. Next, Player 4 passes
the ball to Player 1 and runs to his lane trailing Player 5.



Diagram 46

Then, Player 1 makes an early pass to Player 4. The idea is to
advance the ball up the court as fast as possible while transferring
the ball to the other side and forcing the help defense to adjust. It
also avoids unnecessary dribbling. Advancing the ball with the pass
is faster than advancing with the dribble. The pass can also happen
earlier if X1 plays full-court press, and Player 1 struggles to advance
the ball to the frontcourt. If Player 4 grabs the rebound and Player 1



is out of position or denied, he can drive and advance the ball
himself, which is something most modern power forwards must be
able to do.

Diagram 47

Since this transition offense always starts with a pass to Player 4,
some opponents might try to deny the pass. In that case, Player 3
must read the situation and flash to the free-throw line extended to
receive the ball. At that moment, Player 4 can try to make a
backdoor cut because X4 is out of position after denying. If the
backdoor is successful, Player 4 has an easy 3vs2 situation. He can
drive to the basket or pass to Player 5 or Player 2 if their defenders
help.



Diagram 48

If a backdoor pass cannot happen, Player 4 continues the offensive
flow and plays the clear-side pick with Player 3. Player 5 moves to
the free-throw line for the potential high-low. Player 1 adjusts his
position and moves to the middle. If Player 3 cannot pass or score
off the pick, he passes the ball to Player 1.

Diagram 49



Player 5 sets the screen as soon as Player 1 catches the ball and
rolls to the basket while Player 1 attacks wide of the pick. Player 4
can space out to the corner or cut to the opposite low post, as
mentioned in the previous chapter, and Player 3 moves accordingly.

Diagram 50

If Player 4 was not denied and could receive the pass initially, his
primary goal should be to attack one-on-one, especially if he has a
favorable matchup. He should not blindly transfer the ball to Player 2
without being a threat to the basket. Many players make that
mistake, and coaches should always teach them to be an offensive
threat, regardless of the situation. Player 2 must remain in the
corner and space the floor, and he should start moving only when
Player 4 starts looking to pass to him.



Diagram 51

If Player 4 was unable to play one-on-one or was unsuccessful, he
should progress to playing the clear-side pick with Player 2. Players
should use the entire quarter of the court (marked with yellow)
when playing the clear-side pick and use all the space available for
their two-man game. Again, there will be plenty of options
depending on the defense, and proper spacing is essential.



Diagram 52

If X2 denies the pass, Player 2 should make a backdoor cut to the
baseline. Player 4 must have good timing to throw a quick bounce
pass at the right moment. Otherwise, this option will not work. If
Player 2 receives the ball successfully, he can do one of the
following:

a)       Attack the rim and finish if there is no help.
b)      Pass to Player 5 if X5 helps.
c)              Throw a baseline pass to Player 3 if X5 helps, and X3

rotates.
This situation is similar to the drive-kick one, and if the ball goes to
Player 3, players are already familiar with the continuation.



Diagram 53

Another option to use if the defense is playing Player 2 too
aggressively is the handoff. In this case, pass-pick becomes the
handoff, and continuation is the same.

Diagram 54

If the opponents try to defend with an aggressive switch or hedge
on the handoff, Player 4 can fake the handoff and drive to the



basket. Then, he can either finish or pass to Player 5 if X5 helps.

Diagram 55

If X2 is not denying, Player 4 can pass the ball to Player 2. He must
receive the pass under the free-throw line level. Starting the pick
from anywhere higher than the free-throw line extended will mess
up the spacing. Once Player 2 receives the ball, he has various ways
to play the pick, depending on the defense.



Diagram 56

If X2 anticipates the screen and tries to step over the screen too
early, Player 2 can beat him baseline, away from the screen. After
that, Player 2 has the options covered in the drive-and-kick segment
- finish, pass to Player 5, or pass to Player 3. Player 2 should always
try to attack away from the pick if the defense allows it. Even a short
jab step to the baseline is sometimes enough to make X2 react. If
nothing else, it will help Player 4 set a better screen, and the offense
will have a more significant advantage after the pick and roll.

Diagram 57

If X4 plays in a drop and X2 goes over the screen, Player 4 must
hold the screen while Player 2 drives wide off the pick and attacks
the elbow. After the screen, Player 4 rolls wide, close to the
baseline. This way, X4 has a longer rotation back and is not able to
control both players simultaneously while X2 recovers. It is an easy
2vs1 situation. Player 2 can take the pull-up shot from the elbow or
pass to Player 4.



Diagram 58

If X4 hedges, Player 4 should slip the screen and backpedal to the
short corner. Player 2 must do a quick defensive dribble to avoid the
hedge and make a step-out pass to Player 4 using his outside hand.
Player 4 can then drive or shoot if he is a good mid-range shooter. If
he chooses to drive, he can either finish or pass to Player 5,
depending on whether the defensive player is helping or not. These
options are possible if X3 does not rotate from the help side.



Diagram 59

However, if X3 rotates to help, Player 3 has a clear path to cut the
baseline and receive the pass for an easy finish. He must have good
timing not to cut too early or too late. Player 4 must also have good
timing when passing the ball and be able to read if he needs to drive
and pass or pass immediately after the catch, using a step-out
baseline pass with his outside hand.

Diagram 60



This time, X2 and X4 switch. After the switch, X2 will usually go
under the screen and let the roller go to the lane line. Then, while
the help-side player X3 fills the paint, he steps around the big man
to front him. That is why passing from that angle is challenging for
Player 2, especially when a taller X4 is guarding him and disrupting
the passing lane. Therefore, Player 2 should instead pass the ball to
Player 5, who must recognize the switch and flash to the free-throw
line.

Diagram 61

Now that the ball is in the middle of the floor, the help side is not
defined. Advancing the ball to the middle puts X3 in a problematic
situation, and he must decide if he wants to help or not. Player 3
should lift from the corner, and if X3 follows his man and does not
help, Player 5 has an easy high-low lob pass to Player 4, who must
establish a good position in the paint to receive the lob without
interference. For this high-low idea to be successful, coaches must
have a post player that can make a good decision depending on
whether X3 helps or not.



Diagram 62

Alternatively, if X3 stays and helps, Player 5 has an easy skip pass to
Player 3, who must lift from the corner the same as before. The lift
is important because Player 5 will have a shorter and quicker pass,
and X3 must cover a longer distance to get back to Player 3. Both
will result in a more significant advantage, usually an open shot.

There is another option for attacking the switch if coaches like to
utilize the perimeter mismatch instead. For example, if they have a
dominant guard or X4 is not a good defender, they want to exploit it.



Diagram 63

Again, the key to attacking bigger defenders is to force them to
move laterally. As already explained, Player 2 can do it off the
dribble by making a side-step dribble one way and attacking the
other way. However, in this situation, it is better to attack with a
"pass and pass back" method. After the switch, Player 2 passes to
Player 1. Player 4 moves to the paint, forcing X2 to move with him,
while Player 3 lifts from the corner to force X3 away from helping.
After the pass, X4 will move laterally towards the ball.



Diagram 64

Once Player 4 moves towards the ball, Player 1 passes back to
Player 2, who explodes to the basket immediately off the catch,
forcing X4 to react laterally to stop the drive, which he probably will
not be able to do. Then, Player 4 must "seal" and hold X2 on his
back to clear the lane so Player 2 can drive all the way to the basket,
while Player 3 cuts back to the corner to open up the passing lane.
Player 2 can finish if X3 is too late to help or pass to Player 3 if X3
rotates on time.



Diagram 65

If defensive players try to isolate the screen, Player 4 can dive to the
basket. Player 2 must make one dribble to the baseline to adjust the
passing angle and force X4 to react. He then makes an inside hand
pocket bounce pass to Player 4 through the gap between X2 and X4.
Flipping the screen is another way to attack the isolation defense.
However, this would disrupt the flow of this system, and it is not a
part of the progression.

The same goes for the drop-and-under, push-and-under, and push-
and-through situations. Smart defensive teams would usually avoid
the early mismatch or a disadvantage by going under the screen.
While there is an option to attack X2 with an immediate re-pick,
coaches should not utilize it this early in the offense because it
would disrupt the flow, similar to flipping the screen against the
isolation. Instead, Player 2 should progress to the next segment of
this offense and pass the ball to Player 1, who will play the top pick.
However, because this progression is usual and automatic, the
opponent might deny the pass to Player 1.



Diagram 66

If Player 2 cannot pass to Player 1 because X1 denies the pass, he
should pass to Player 5 instead. After that, Player 1 can make an
immediate backdoor cut, because X1 is overextended, to receive a
defensive handoff from Player 5. If X1 tries to follow Player 1 or runs
into the screen, Player 1 can drive off the handoff and attack the
basket. Player 4 must sprint to the corner and space the floor.

Diagram 67



However, if X1 goes through or under during the handoff and gets
back in position to defend Player 1, Player 1 must stop and use an
immediate re-pick. Player 5 must read the defense and immediately
follow X1 after he goes under, to set another screen. The re-pick is a
side pick situation which is covered later in detail.

Diagram 68

Diagram 69



If Player 1 receives the pass, he can play the top pick with Player 5,
who must set the screen immediately upon the catch. If X5 plays flat
(Diagram 68) or in a drop (Diagram 69), Player 5 must hold the
screen the same as before. Player 1 must drive wide off the pick,
which forces X5 to move laterally, making him cover a greater
distance to recover back to Player 5. It also forces the help side
players to rotate and bump Player 5 who rolls to the basket. After
setting the screen, Player 5 must rotate the hips and roll to the
basket by sprinting in a straight line, if possible. That will make him
more challenging to bump. Many bigs are lazy and sloppy, running
wide while rolling to the basket, making them closer to help side
defenders and easier to bump. Player 5 should try to avoid that at all
costs. Depending on who bumps and where the bump occurs, Player
1 has a couple of options.

Diagram 70

If no one bumps Player 5 or X4 is late, Player 1 can make a direct
pass to Player 5 for an easy finish.



Diagram 71

If X4 bumps low, Player 1 can make a skip pass to Player 4 in the
corner. He must use a one-handed hook pass or a two-handed
overhead pass. Usually, the defense will "x-out" in this situation,
meaning that X2 will rotate and sprint to close out Player 4, while X4
tries to recover to Player 2 after bumping Player 5. Depending on
the defense, Player 4 can:

a)       Catch and shoot if X2 is late to close out properly.
b)      Make a swing pass to Player 2 if X2 arrived on time, but X4

is late on the "x-out". Player 2 then reads and attacks the
closeout by shooting or driving.



Diagram 72

If X4 bumps too high, Player 4 can cut baseline for an alley-oop lob
pass. However, if that is too advanced, he can cut a bit further
behind X4's back and receive the bounce pass for an easy layup.

Diagram 73

Usually, teams bump with X4 because his man is furthest from the
ball. However, some coaches decide to bump with X2, who is closer



to the ball. If that happens, Player 2 must be a good shooter, and
the defense will be in trouble. Also, this time, Player 5 should not roll
to the basket after setting the screen. Instead, he must change the
roll into a pindown screen for Player 2 and block X2 from being able
to recover. Then, if everything happens as planned, Player 1 can
pass to Player 2, who will have an open three-point shot.

Diagram 74

Short roll is another option coaches often use against a flat defense.
This time, instead of rolling to the basket, Player 5 should short roll
to the opposite elbow using a quick backpedal. First, Player 1 must
make one strong dribble towards X5 to force him to react. Then, he
must pass to Player 5 using a bounce pass through the gap or an
overhead pass. Finally, Player 2 must move to the free-throw line
extended.



Diagram 75

Player 5 must face the basket immediately upon the catch. He
should look over his outside shoulder every time to see if the X2 or
X4 rotate to help. Also, his teammates might cut to the basket, and
he must be ready to make the pass. Usually, X2 will stunt Player 5
on the catch to allow X5 to recover. If that does not happen, or
Player 5 sends him away using a fake pass on the catch, he should
have a clear lane to drive to the basket.



Diagram 76

In most cases, X2 will stunt successfully. However, coaches can use
one of the following two options to counter the stunt and adjust the
spacing because there are too many players on the ball side. The
first one is to have Player 2 cut to the basket simultaneously with
X2's stunt while Player 4 slightly lifts from the corner. Then:

a)       If X4 does not rotate, Player 5 can pass to a cutting Player
2.

b)      If X4 rotates, Player 5 can make a skip pass to Player 4.



Diagram 77

The second way to attack is if Player 4 cuts to the basket while
Player 2 moves to the corner. X2 will be late to recover because of
the stunt, and X4 will be in a difficult situation against two players.
Player 5 can pass to either player, depending on what X4 does.
Coaches can get a similar option if Player 4 cuts across after the roll,
and Player 2 moves to the corner after passing to Player 1 (Diagram
82).



Diagram 78

The next couple of options will address how to attack a team that
hedges the top pick. The first option is that Player 5 slips the screen
exactly when X5 starts to hedge. Therefore, he must time it
perfectly. That way, Player 5 and X5 will end up going in the
opposite directions. If X3 does not rotate to cover the slip, Player 1
can pass the ball to Player 5. Player 3 must lift from the corner to
distract X3 from helping.



Diagram 79

However, if X3 helps and rotates, Player 1 can make a skip pass to
Player 3 for an open shot. Again, Player 3 must lift because Player 1
will have a shorter and quicker pass, and X3 must cover a longer
distance to get back to Player 3, which will be almost impossible.

Diagram 80



If X5 hedges too early and is overly aggressive, Player 5 can flip the
screen. Again, timing is of the essence. First, Player 2 must cut
across when Player 5 starts moving before flipping the screen, which
will open the driving lane for Player 1. Then, at the last moment
before the pick, as soon as X5 starts hedging, Player 5 must change
the angle of the screen and set a "flat" screen attacking X1's outside
hip. Usually, the defense cannot react, and Player 1 can drive to the
basket. If X3 or X4 rotate, Player 1 can make an easy kick-out pass.

Diagram 81

If X5 is late and hedges too far away from the screen and leaves a
gap between him and X1, Player 1 can split the defense and attack
the basket using a sharp change of direction and driving through the
gap. Again, if X3 or X4 rotate, Player 1 can make an easy kick-out
pass.



Diagram 82

Coaches can also attack the hedge by changing the spacing. As
explained, if Player 4 cuts across the paint to the opposite low post,
the spacing will change. After that happens, there is only one player
behind the pick instead of two, leaving more space. To take full
advantage of extra space, Player 2 must move to the corner. That
will leave room for Player 5, who can now slip the pick and pop to
the three-point line when his defender hedges. Next, Player 1 must
use a defensive dribble to avoid the hedge and a reverse pivot to
adjust the angle and pass to Player 5. Then, Player 5 has a couple of
different options, depending on if X2 helps or not.



Diagram 83

If X2 does not help, Player 5 can drive to the basket. If the timing
was right, X5 should not be able to recover. Player 5 can finish if
there is no help, or he can pass to Player 4 if X4 helps. If X3 rotates
to stop the drive, Player 5 can make a skip pass to Player 3 for an
open shot.

Diagram 84



If X2 helps on the drive, Player 5 can make an easy kick-out pass for
an open shot, considering it is one pass away and no one can rotate
to help. That is an automatic shot, especially because Players 4 and
5 are in a good position for an offensive rebound.

Diagram 85

If, however, X2 fully rotates on the catch, Player 2 must cut baseline
to receive a bounce pass from Player 5. Then, he can:

a)       Finish if there is no help.
b)      Pass to Player 4 if X4 helps.
c)       Pass to Player 3 if X4 helps, and X3 rotates.



Diagram 86

If the defense decides to switch, Player 5 must hold the screen to
force them to switch and dive to the paint, while Player 1 drives
wide outside the three-point line to set up the high-low.

Diagram 87

Then, Player 4 must make a flash cut to the free-throw line and
immediately look to throw a high-low lob pass to Player 5. It should



be possible because the defending team has nobody in a position to
rotate and help or interfere with the pass. X3 should not have time
to rotate because he was one pass away while Player 1 had the ball.
It is essential not to allow the defense to deny the pass to Player 4.
He must get open at all costs. Also, Player 5 must fight to have a
good position in the paint so Player 4 can make a quick pass. It is
necessary to do everything quickly to avoid the offensive three
seconds. However, if the coaches want to exploit the perimeter
mismatch again, there is a slightly different approach.

Diagram 88

Coaches should implement the same "pass and pass back" method,
similar to the clear-side pick situation. First, Player 5 must hold the
screen to force X1 to switch, then roll diagonally to open the lane.
Next, Player 1 must drive wide enough to force X5 to switch. Then
he must pass back to Player 2, forcing the X5 to move laterally
towards the ball.



Diagram 89

Once X5 moves, Player 2 must immediately pass back to Player 1,
who drives the opposite way off the catch. It will be difficult for X5
to react laterally and stop a much quicker Player 1 on the drive. Also,
Player 5 must hold and seal X1 on his back to clear the lane for
Player 1's drive. If X3 or X4 rotate to stop the drive, Player 1 has an
easy kick-out pass to either player. However, if X5 adjusts and denies
the pass back to Player 1, players have a couple of options to
overcome it.



Diagram 90

If X5 denies the pass, Player 1 can make a backdoor cut to get
open. Considering he is much quicker than X5, it should not be a
problem. Also, Player 3 must lift from the corner to distract X3 from
helping. If X3 does not help, Player 2 can make the pass, and Player
1 has a clear path to the basket.

Diagram 91



However, if X3 decides to help, Player 2 cannot pass to Player 1. So
instead, he should make a skip pass to Player 3, who must lift again
to shorten the passing distance and force X3 to have a longer
rotation back if he tries to recover. Player 3 can shoot if X3 is late or
drive if X3 is too aggressive on the closeout.

Diagram 92

Finally, if Player 1 cannot make a backdoor cut, he can shift to the
right, moving X5 away from the ball. At the same time, Player 3
must flash cut to the free-throw line to set up the high-low. Then,
after receiving the ball, he can throw a lob pass to Player 5 if no one
helps. Player 5 must establish a good interior position to receive the
lob. Alternatively, Player 3 can throw a skip pass to Player 4 if X4
helps. Again, it is essential that Player 4 lifts from the corner.



Diagram 93

In some rare cases, the defense might try to ice the screen. Perhaps
the ballhandler is too dominant when driving to his right, and the
defense wants to force him to go left. Regardless, the first option for
Player 5 is to cut to the basket without setting the screen. At the
same time, Player 3 must lift from the corner to distract his defender
from helping. Player 1 attacks X5 to make him react, then throws a
pocket bounce pass through the gap to Player 5, who can drive to
the basket.
If X4 does not help, Player 5 can finish, and if X4 rotates, Player 5
can pass to Player 4, who can either spot-up or cut baseline.



Diagram 94

If a cutting Player 5 provokes X3 to rotate and help, Player 1 can
make a skip pass to Player 3 instead. Then, Player 3 can catch and
shoot or drive to the basket, attacking the baseline, in case of an
overly-aggressive closeout.

Diagram 95



The second option for Player 5 is to pop out to the three-point line.
This situation is similar to when Player 5 pops out against the hedge.
Usually, X3 will rotate to help or stunt when Player 5 catches the
ball. If so, Player 3 can cut baseline and receive an easy bounce
pass. If there is no help, Player 5 can drive or shoot.

Diagram 96

In the final option, X5 plays in a drop instead of up close, so Player 5
can flip the screen. Player 1 should use the screen and immediately
curl around Player 5 using a snake move, forcing X5 to react. Player
5 must hold the screen until Player 1 clears the screen with a snake
move. After that, he should roll to the opposite side. Player 1 attacks
wide off the snake and forces X5 into a two-against-one situation.



Diagram 97

Many teams will decide to defend the top pick by going under the
screen. Perhaps Player 1 is not a good shooter off the dribble, or the
defense wants to avoid unnecessary rotations. In any case, the
offensive player must read that the defender went under the screen
and set an immediate re-pick. The next segment will cover various
options to play the re-pick depending on the defense. Usually, after
going under, the defense will drop or switch the re-pick.



Diagram 98

If X5 plays in a drop position, Player 5 should hold the screen a bit
longer, while Player 1 attacks wide of the screen to force the X5 to
move laterally. After that, Player 1 can:

a)       Pull up from the free-throw line if X5 plays too passive.
b)      Pass to Player 5 if X5 helps, and X4 does not rotate.
c)       Pass to Player 4 if X5 helps, and X4 rotates.



Diagram 99

If X3 helps or bumps the roller, Player 1 must pass to Player 3.
Passing behind is always a good option against a passive pick-and-
roll defense such as the drop. If X3 overextended and is late to
recover, Player 3 should have an open catch-and-shoot situation.

Diagram 100



However, if X3 recovers but is too aggressive, Player 3 can drive to
the baseline instead and finish if there is no help. Player 5 must seal
X5, who is recovering from help, to clear the lane for Player 3's
drive. If X4 rotates to stop the drive, Player 3 can make the baseline
pass to Player 4.

Diagram 101

In this case, defenders are in a so-called "pack defense". X5 plays
passive and stays in line with the roller, while the help comes from
X2, who is one pass away. So now, Player 1 can make a kick-out
pass to Player 2, who must immediately drive on the catch. If X4
does not help or does a soft stunt and fakes the help, Player 2 can
drive to the basket. On the other hand, if X4 stunts hard and
overextends or rotates fully, Player 2 must pass the ball to Player 4.



Diagram 102

Another way to attack the same situation is with a backdoor cut.
When Player 1 drives and X2 helps, Player 2 can make a back door
behind X2's back. At the same time, Player 4 must lift to the free-
throw line level to prevent his defender from helping. It also
shortens the passing distance if X4 helps. There are two possible
outcomes, depending on the situation. If X4 does not help, Player 1
can pass to cutting Player 2 for an easy layup.



Diagram 103

However, if X4 helps, Player 1 can pass to Player 4, who lifts from
the corner for an open shot. Usually, this will happen because the
defense adjusts after Player 2 makes a successful backdoor cut a
couple of times. So, it is essential that Player 2 cuts every time, with
an intention to score and force the defense to rotate.

Diagram 104



If X1 and X5 switch and coaches want to exploit the interior
mismatch, Player 4 must flash cut to the free-throw line. Player 2
and Player 3 move to the free-throw line extended to prevent their
defenders from helping during the high low. Player 5 dives to the
paint and establishes a good position while X1 tries to front him.
Player 1 then passes to Player 4.

Diagram 105

After that, it should be an easy high-low situation. Player 4 can
throw a lob to Player 5, with no players close enough to rotate. If,
however, X2 or X3 rotate, it should be an easy read for Player 4, who
can pass to either player for an open shot. Also, coaches can use the
same idea if the opponents use a "switch and switch out" move with
X4. Alternatively, if coaches decide to attack the perimeter mismatch
instead, they should have a slightly different approach.



Diagram 106

Again, coaches can use the pass and pass back method to attack the
perimeter mismatch after the switch. After forcing the switch, Player
5 dives to the paint, and Player 1 passes to Player 2. This time,
Player 2 must move towards the ball to receive the pass, while
Players 3 and 4 stay in the corners to space the floor for the
potential drive. Again, passing to Player 2 will force X5 to move
laterally towards the ball.



Diagram 107

Once X5 moves, Player 2 immediately passes back to Player 1, who
drives the opposite way off the catch. It will be difficult for X5 to
react laterally and stop a much quicker Player 1 on the drive. Also,
Player 5 must hold and seal X1 on his back to clear the lane for
Player 1's drive. If X3 or X4 rotate to stop the drive, Player 1 has an
easy kick-out pass to either player.

Diagram 108



Usually, if X1 defends the top pick by going under and X5 stays in
drop, it is difficult to hedge the re-pick because they are out of
position. However, in some cases, if they do a strong push-and-
through or even push-and-under if positioned high enough, they can
manage to hedge the re-pick. In any case, if the defense manages
to hedge, Player 5 must slip the screen, and Player 1 must pass the
ball forward to Player 2, who must get open and receive the pass in
line with Player 1 or higher. Players 3 and 4 must lift to force their
defenders away from helping.

Diagram 109

After receiving the pass, Player 2 must make a split-second decision.
If X3 and X4 follow their man and do not help, Player 2 can throw a
bullet pass to Player 5. If X3 or X4 help, Player 2 can make a skip
pass to either player. Coaches must have an intelligent Player 2 who
can make that decision if they want to attack the hedge successfully.



Diagram 110

If the defense adjusts and denies the pass to Player 2, coaches can
adapt and use another option. This time, instead of diving to the
basket after the slip, Player 5 must backpedal to the elbow using a
short roll. Then, Player 1 must pass to Player 5 using a pocket pass
if X5 and X1 leave a gap or a short lob over X1. Player 5 then has a
couple of options depending on the defensive rotation.

Diagram 111



X5 is still out of position, and while he tries to recover, someone
must rotate and help. Player 5 must immediately face up to the
basket after the catch and read which player is helping. If X4 rotates
to help, Player 4 must cut baseline. Then, Player 5 can throw an
alley-oop pass to Player 4 for an easy finish.

Diagram 112

If X3 rotates to help, Player 5 has two options:

a)       If X3 only stunts and recovers, Player 3 must remain in the
corner. Player 5 can pass to Player 3, who can shoot if X3 is
late to recover or drive baseline if X3 recovers too
aggressively.

b)           If X3 fully rotates to Player 5, Player 3 must cut baseline.
Then, Player 5 can make a bounce pass to Player 3 for an
easy finish.



Diagram 113

If no one helps, Player 5 has an easy drive to the basket. However,
the same thing can happen if X3 only stunts Player 5 on the catch
and recovers. In that case, Player 5 can send X3 back to his man
with a fake pass immediately after the catch. After that, he should
have an open drive to the basket.



PLAYING AGAINST A ZONE
Zone defenses are becoming ever more popular, even in the NBA.
Take the Miami Heat, for example. Nowadays, every coach must
have an offensive playbook against the zone and teach their players
how to play against different zone defenses, regardless of player
formation and defensive principles. However, many coaches do not
know that they can use most of their man-to-man set plays against
a zone, with a slight adjustment, of course. The one in this system is
no exception.

Diagram 114

The play will start the same as always. There is no point playing the
clear-side pick because of the zone defense. The main point of the
first part of the offense is to force the zone to move to one side of
the court by moving the ball. That will set up a better angle and



spacing for the top pick. Player 4 can hand off the ball to Player 2
and dive to the post. He can also pass to Player 2 and cut without
setting the screen. Alternatively, Player 4 can cut immediately, while
Player 1 passes to Player 2.

Diagram 115

Coaches are usually most familiar with playing against a 2-3 zone.
After receiving a pass, Player 2 must give the defense time to react
and hold the ball until everyone moves towards the ball. After that
happens, he must pass the ball back to Player 1. The timing is
essential here, and everything must happen simultaneously. Player 5
must set the screen at the same time Player 1 catches the ball, so
X1 does not have any time to react. He must set and hold the screen
almost at a flat angle, targeting X1's outside hip. Player 1 must drive
wide off the pick, forcing X4 to react, while Player 4 cuts to the
opposite low post. Player 5 short rolls to the free-throw line, and
Player 2 positions for the skip pass.



Diagram 116

If Player 5 sets a good screen, Player 1 should be out of position and
late. If no one helps or Player 1 tricks X4 with a fake pass, he can
pull up and have an open shot from mid-range.

Diagram 117

Next, if X4 rotates to help stop Player 1's drive and overextends,
Player 1 has an easy kick-out pass to Player 3 for an open corner



three-point shot. Alternatively, Player 3 can drive baseline, while
Player 4 seals X5 and Player 2 opens a corner pass if X3 rotates to
stop the drive.

Diagram 118

If X4 decides to cover Player 3 and X5 now tries to stop the drive,
Player 1 can pass the ball to Player 4, who will be wide open behind
the defense.



Diagram 119

Also, Player 1 can make a pass to Player 5, who short rolled to the
free-throw line. After receiving the ball, Player 5 can catch and shoot
if no one helps. If X5 helps, Player 5 can pass to Player 4 or Player 2
depending on if X3 rotates to Player 4. If Player 5 is a better cutter
and Player 4 is a much better shooter and passer, coaches can
switch their roles if necessary.

Diagram 120

If, however, X2 rotates early and denies the pass to Player 5, Player
1 can make a skip pass to Player 2. Depending on the defensive
rotation, Player 2 can have a couple of options after receiving a skip
pass and reading the closeout correctly.



Diagram 121

Player 3 will try to recover and close out the best he can, depending
on how deep he helped. If the closeout is late or passive, Player 2
can take an open shot. If, however, X3 sprints to recover and is too
aggressive on the closeout, Player 2 can drive baseline. Again, Player
4 must seal X5 to clear the lane. If X4 rotates, Player 3 has an open
baseline pass to Player 3 in the corner.

Diagram 122



Coaches can implement this offense against any zone, regardless of
the player formation. However, it might require a slight adjustment
once again. For example, imagine playing against a 1-3-1 zone, an
odd formation that differs from a 2-3 zone. If Player 5 sets the same
screen on X1 as before, it will simply not work. Instead of making an
on-ball screen, Player 5 must set a flare screen on X3 and open the
corner pass to Player 3, who then has the same options as before.

Diagram 123

Another often used zone is a 1-2-2 zone, especially in the NBA.
Coaches must use it to avoid the defensive three seconds. Attacking
a 1-2-2 zone is similar to attacking a 2-3 zone. After moving the
defense one way, Player 2 should pass to Player 1, who attacks the
other way coming off the pick. Player 5 short rolls to the free-throw
line, Player 4 cuts to the opposite low post, and Player 2 positions
for a skip pass.



Diagram 124

Usually, X3 will pick up the ballhandler, while X1 is still out of
position because of a good screen. Player 1 can then use all the
options already covered, including passing to Player 5, who can also
have multiple options, depending on the defense. Most importantly,
it is essential to have intelligent players who can read the defensive
rotations and choose the correct options when passing, driving, or
shooting, regardless of the zone player formation.



PRESS BREAK
Many coaches like to control the game's pace by changing their
defense. Most of them have multiple ways to defend the pick, often
out of necessity. Sometimes it depends on their personnel, and
sometimes on the offensive players' skills. For example, if a starting
big man is mobile, and his substitution is not, coaches might adjust
the defense by going from hedge to a drop. Alternatively, if the
ballhandler is a great scorer, coaches might trap or switch, and if he
is not, they might play him under the screen. Those are all individual
changes that depend on the situation and were already covered.

However, coaches might want to change the defense on a team level
to slow down or speed up the game. It all depends on the team's
scoring potential. If the opponent has more talented players and has
higher scoring potential, coaches might choose a more conservative
approach and slow down the game. They must play passive, use
zone defenses, obstruct the offensive flow with fouls, and use
everything in their defensive playbook to play the game with fewer
possessions, forcing the opponent to have fewer scoring
opportunities. And vice versa as explained in the next paragraph.

If the opponent has fewer talented players and lower scoring
potential, coaches can play more aggressively and look to speed up
the game as much as possible. One of the best ways to play more
aggressively and increase possessions is to play a full-court man-to-
man press. Doing so forces the opponent to either lose the ball early
or take the shots in the early phase of the offense, resulting in a
faster pace and more possessions. In modern basketball, every
coach must have an offense against that scenario, a so-called "press
break". It must either result in quick points or help the team



advance the ball to the frontcourt and seamlessly flow into transition
offense.

Diagram 125

Many press break ideas work, and most of them include crossing two
players when inbounding so someone can get open. However, many
coaches like to cross two guards, which is not always good.
Nowadays, guards and forwards have similar athleticism and are
often the most aggressive players on the team. Usually, they will



switch the cross, denying opponents the opportunity to get open or
create an advantage. Therefore, this press break uses a different
approach, with Player 4 screening for Player 2.

In most cases, X4 is not used to playing full-court, and he will
probably not be aggressive and close to Player 4. If that is the case,
there is no need to screen. It is crucial that Player 1 inbounds the
ball every time, and everyone positions as Diagram 125 shows. If
Player 4 notices that X4 is not aggressive, he should do a short pop
and receive the ball. After passing, Player 1 must immediately sprint
to receive a handoff from Player 4 and attack off the dribble. That
should usually result in an easy 3vs2 or 4vs3 situation because X4 is
not able to react or match Player 1's speed in the open court. After
the handoff, all players must start running their lanes to space the
floor in transition. If there is no opportunity to score, players must
automatically flow into the transition offense. Player 1 passes to
Player 4, everyone else is in position, and the offense can begin.



Diagram 126

If Player 4 cannot receive the ball, he must set a screen for Player 2
to get open. First, Player 2 must set his man up before using the
screen. Then, Player 4 must hold the screen and set it at the correct
angle, allowing Player 2 to slightly curl towards the half-court,
receive the ball in motion, and attack. In that case, Player 1 and 2
have switched their roles, so Player 1 must fill the opposite corner to
replace Player 2. Other players run their usual lanes and look to



spread the floor while Player 2 drives the open court. Finally, if there
is no easy opportunity to score during the fast break, Player 2 must
pass the ball to Player 4, starting the transition offense continuation.

Diagram 127

This time, if X4 helps to stop Player 2 from receiving the ball or
switches, Player 4 needs to pop after setting and holding the screen.
Then, if Player 1 does not have an open pass to Player 2, he can
pass the ball to Player 4.



Diagram 128

After passing to Player 4, Player 1 must sprint to take the ball off the
handoff and drive the open court. Finally, Player 3 must cut to the
opposite corner to balance the spacing. The last two press break
options show why all perimeter players must understand how to play
all three perimeter positions. If they cannot score during the fast
break, they must flow within the offense regardless of their position.



If X4 is a good defender, coaches can switch roles for Player 4 and
Player 5 which will force X5 to play full court. This is one of the
reasons all players need to know how to play multiple positions
within this system. As a continuation, coaches can simply play the
same offense with Players 4 and 5 in opposite roles, perhaps
changing the top pick with Player 4 into a pick and pop. Another
option is to use an alternate entry that starts with Player 5 setting a
clear-side pick for Player 1, covered by Diagram 144 in the following
chapter.



ALTERNATIVE ENTRIES

If players break the play or try to improvise but cannot find a scoring
opportunity, they must always know how to get back to something
familiar within the system. They cannot get stuck, regardless of
whether it is a transition offense or a regular set offense. Nowadays,
there are plenty of different offensive ideas and entries, and
whatever the coaches choose, players must be able to find the flow
again if the primary offensive idea fails. Whatever happens, they
must know how to correct their spacing and get back to the system.
Also, if coaches start having trouble with the default entry, they can
change it to an entry of their liking. In any case, here are some
ideas coaches and players can use to start things differently and still
get the same result.

Diagram 129



"Iverson cut", or "AI cut", as coaches abbreviate it, is becoming
increasingly popular in professional basketball worldwide. Coaches
love to use this entry because it gives them good spacing and
multiple options during and after the cut. Usually, one perimeter
player cuts across two bigs, while the other cuts to the opposite
corner. Although there are plenty of options, this segment covers
only a couple of options related to the offensive system used in this
book. With the first option, Player 4 pops out and receives the ball
after Player 2 clears the screen. Coaches can use this option if X4
denies the pass during the regular entry. The Iverson cut forces X4
to help while Player 2 cuts across, so Player 4 can quickly receive the
ball on the pop-out.

Diagram 130



Diagram 131

After that, the continuation is familiar. First, Player 2 moves to the
weak-side corner, and Player 4 advances the ball to Player 3. Then,
the team plays a clear-side pick into the top pick, the same as
before. Player 4 can pop out or cut across the paint depending on
the defense.

Diagram 132



The second option is when Player 2 receives the ball coming off the
Iverson cut. If X2 trails behind or Player 2 is a significantly better
ballhandler than Player 3, coaches can choose this option instead of
the first. Now, Player 2 can play the clear-side pick, but before doing
so, he must drive slightly towards the baseline to adjust his spacing
to play the clear-side pick under the free throw line level.

Diagram 133

Then, Player 5 screens for Player 4, who sprints into the pick. If X4
trails behind and X5 does not help, Player 4 can curl after the
screen, as well. If there is no scoring opportunity after the first pick,
Player 2 can advance the ball to Player 1. The good thing here is
that if X5 helped during the screen for Player 4, he should probably
be out of position to hedge the top pick. Depending on the defense,
players can use one of the options already covered in the previous
chapters.



Diagram 134

Another popular entry, especially in Europe, is the "zipper". Player 4
sets a pindown screen for Player 2, who sprints to the perimeter and
receives the ball. In this entry, the zipper replaces the clear-side
pick. Some coaches like the option when Player 2 sets a backscreen
for Player 4 and then pops out to the perimeter, with the same
result. In any case, Player 2 must receive the ball in motion to keep
the advantage going into the pick.



Diagram 135

While in motion, Player 2 must continue driving wide. Player 5 must
have good timing when setting the screen. If he sets it too early or
too late, it might not be effective. Depending on the defense, Players
2 and 5 have familiar options when playing the top pick, and Player
4 can cut to the weak-side corner or the opposite low post
accordingly.

Diagram 136



Diagram 137

"Horns" entry is another popular one. Coaches use it on all levels,
from youth to professional, and they love it because it provides good
spacing to start the offense. One of the vital parts of this entry is
that the defense cannot deny the screen because there is a potential
screen on each side. So even if the defender forces Player 1 one
way, he can still utilize the screen. Regardless of the side Player 1
chooses, the purpose of playing this entry is to transfer the ball to
Player 4, who will then advance the ball further. The horns screen is
merely a fake move to misdirect the defense and get Player 4 open
for a transfer pass. There are two possible scenarios. If X1 forces
Player 1 towards Player 5, Player 5 must set the screen and roll
diagonally to the ball-side low post, while Player 4 pops out and
receives the pass. Alternatively, if X1 forces Player 1 towards Player
4, Player 4 must set the screen and pop out to receive the pass,
while Player 5 cuts to the opposite low post.



Diagram 138

Diagram 139

After receiving the pass, Player 4 advances the ball to Player 2.
Player 4 must advance the ball quickly to keep the advantage,
especially if his defender helped or overextended during the horns
screen. In that case, X4 should not be able to hedge the screen
because he is late and out of position. Depending on the defense,
Player 2 and Player 4 play the clear-side pick using different options,



and if there is no scoring opportunity, Player 2 can advance the ball
to Player 5. Again, depending on the defense, Players 1 and 5 play
the top pick accordingly. Player 4 can either move to the corner or
cut to the opposite low post, the same as before.

Diagram 140

Another often used way to start the offense is the "Horns flare"
entry. It is a variation of the horns entry coaches often use if they
have a good stretch power forward. Usually, it starts with Player 1
passing to Player 4 and immediately sprinting to take the handoff.
However, that is only one of the multiple ways to start the offense.
For example, if Player 4 cannot simply pop out and receive the ball,
Player 5 can screen for him. Alternatively, instead of using a pass
and handoff, Player 4 can screen for Player 1 and pop out, or even
slip the screen to use the flare immediately.



Diagram 141

In any case, after handoff or pick, Player 4 sprints wide and receives
a flare screen from Player 5. Depending on how the defense chooses
to guard the flare screen, Players 4 and 5 have multiple options. For
example, if X4 and X5 switch, Player 5 can slip the switch early,
receive the pass, and cut to the basket. Player 5 should dive after
the flare screen in most cases. The only case in which he would not
dive is if X4 trails and Player 4 decides to curl around the screen to
the basket for an alley-oop pass. However, the defense will usually
go under the flare screen. In that case, Player 1 must drive away
from the basket to correct the angle and find Player 4, who cuts
wide off the flare screen.



Diagram 142

Again, Player 4 must quickly advance the ball to keep the advantage
after the flare screen while Players 5 and 1 position for a
continuation.

Diagram 143

If there is no scoring opportunity after playing the clear-side pick,
Player 3 can pass to Player 1 for a continuation play. Again, Player 5



sets the top pick, and the players read the defense and apply the
best option.

Diagram 144

Another popular entry often used by coaches starts with Player 5
setting a clear-side pick for Player 1. As always, it should be played
below the free-throw line level. Player 4 is one pass away, while
Players 2 and 3 are spacing out the opposite side of the court. A
better ballhandler should be in the corner (in this case, Player 2),
while a better cutter is at the free-throw line extended. During the
pick, Player 4 must make contact with his defender and make sure
he can receive the pass. If Player 1 does not have an opportunity to
score or pass to Player 5, he must pass to Player 4 and continue the
offensive flow.



Diagram 145

To achieve the desired spacing, Player 3 must cut to the opposite
corner. However, the timing is essential. He must first allow Player 4
to look for a potential high-low, or even an opportunity to attack the
closeout, and remain in his spot. Once Player 4 decides to transfer
the ball and drives towards Player 3, he must make a backdoor cut
and sprint to the opposite corner without turning his back to the ball
while cutting. Simultaneously, Player 2 lifts from the corner, fills the
spot and receives the pass from Player 4 at the free-throw line
extended. Players 1 and 5 move to their spots, as well. This is a
setup for a familiar clear side pick situation.



Diagram 146

If neither Player 2 nor Player 4 have an opportunity to score during
or after the clear-side pick, players must continue the flow - Player 2
passes to Player 1, who then plays the top pick with Player 5.

Diagram 147

Coaches can be creative and use any entry as long as it leads to the
default spacing used in this system. That allows the players to



always have a familiar situation on offense regardless of the entry.



CONCLUSION
The system in this book provides coaches with solutions for any type
of defense. It covers playing against a man-to-man defense in the
three most common pick and roll spacings - clear-side pick, side
pick, and top pick - with a wide variety of solutions for each spacing
depending on the pick and roll defense being used. The book also
provides the adjustments that need to be made when playing
against a zone defense or a full-court press. There is a counter-move
for every situation imaginable, regardless of the defense. In
addition, the previous chapter covers multiple alternative entries and
teaches coaches how to be creative, implement their own ideas, and
incorporate them into the system. Best of all, everything is written in
a clear, logical progression, going step-by-step from basic 3v0 drills
to the complete picture.

However, there is no "one-size-fits-all" offense. Nor is there a perfect
system. Usually, implementing a system and teaching players to play
successfully within it depends on a wide variety of factors. It is a
coach's job to understand and handle those factors. They must
choose players that are talented and skilled enough to play within
the system, and then be skillful and creative in implementing the
system. They must also have the patience to progress step-by-step
through the system rather than rushing. This gives players time to
learn while developing good habits.

Finally, I want to thank you, the reader, for taking the time to read
this coaching guide. I hope this book helps you become a better
basketball coach by providing the tools you need to equip your
players with the knowledge they need to succeed. Now that you
have all the tools, go out there and use them. Have fun, be creative,



and enjoy the process. If you enjoyed the book and have the time
and inclination, please consider writing a review.



THANKS FOR READING

For more basketball content visit basketballearth.com

https://basketballearth.com/
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