READ & REACT
OFFENSE

IEnmnwiz)/

I Teach players HOW to play, not run plays like robots.

I Teach at the earliest levels of youth basketball, yet build toward an advanced, unscoutable system effective at
the highest levels.

1 Develop players while building your offense.

1 Use the same system against Man-to-Man and Zone Defenses; never practice two different offenses again.

Cameron Bruce
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Dvn #1 Concepts & Philosophy -- The Building Block

=3 Read and React offense is a layered
‘The collection of offensive basketball concepts - Conceptual Grounding

Read & React that give players with the ball the freedo - [nfegrity of Design

Offense and players withoutthe ball the structure - Navigational Awareness
necessary to generate scoring -Strafegic Grasp

INTRODUCTION opportunities in an unpredictable yet

organized and coordinated manner--
Basketballogy.com

EBASKETBALL POSTULATESPH READ & REACT IS

The B (BUILDING BLOCKS)

CONCEPT &

- - Outsi NOTAN OFFENSE .

F OUNDATI ON d B ;.ggztm%ement g ggzsb;jeelg:tar;ﬁon,’? © . © >
of e IT IS OFFENSE!

| 3. Player Movement 7. Screening Action
Read & React

~ 4.Inside Threat 8. Rebounding
e ETC...

-

i

ke F FIVE MAIN GOALS
MULTIPLE CONCEPT \ 1. Easily Transferable

GOALS 2 2. Developmental :
Of th e 3. Universal Operating System

4. Progressive Complexity
Read & React 5. Curriculum Capability

ENHANCEENT

R K

7.PIN £ SKIP &, CIRCLE REVERSE

3. DRIBBLE-AT 6 BASELINE DRIBBLE PENETRATION ‘

P PA 5. BASIC POST SLIDES.:
» O‘SJ.,W ‘%usnﬁ i DRIBBLE PENETRATION

4. CIRCLE MOVEMENT.
B SSR AV N DRIBELE PENETRATION

\/THE READ & REACT BLUEPRINT
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: DRIBBLE-AT POWER DRIBBLE REVERSE DRIBBLE \ a
o -~
2 MULTIPLE SCREENS PIN i DRIBBLE-AT 2

CORNERS 5 - 5
a § BACK SCREENS & g ‘é POST PASS & CUT (NORTH-SOUTH) )é o
- POST SCREENS & 2 g
3 Bl POST PASS & CUT (FOUR CUTS) g v o A CU x
A AL tUT SKIP : PASS & CUT :
A \ 2
\2\/ THE HIGH LEVEL BLUEPRINT ! \ THE YOUTH TEAM BLUEPRINT A §

Upper Level Teams may Learn One Way . . . A Youthmagrhearn Another Way#
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| WHAT IS THE READ & REACT

What IS CON:;EPT
the
Read & React?

i

- [ ] A. Set Plays

- [_] B. Motion Offense
[ ] Cc. Continuity Pattern
- [ ] D. None of the Above
[ ] E. All of the Above

i

s

CONCEPT
4

SIMELEE:..

Simple = Decisive = Aggressive

1. Read the Ball,
2. Take care of your ONE

~ 3. Let the R&R System take
care of the res .

predetermined Reaction,

A DEFENSIVEANALOGY
fore
HOW.
The READ & REACT
WORKS!

DefensivePlayer
Guarding "Two
Passes Away" has
Rule (whatever
philosophy you have
-ie) "Helpside"

Defensive Player
Guarding "The PO
will also have a
"Rule" . .. based on
Location of the Ball.

" i _E;.iﬁl,:

Defensive Player
Guarding "One
Pass Away" has 1
Rule (whatever
philosophy you
have)- ie) "Onthe-
Line & Upthe-Line"

. None of ti'le Above
. All of the Above

I L Lokl

Defensive Player
Guarding the Ball
can't worry about
anything else other
than actually
defendina the Ball.

Defensive Player
Guarding 2 Passes
Away may be at Mid
Line or 1Step in Lane
Again, whatever your
Philosophy is.

For example, If Ball i<
Above FT Line Play
Post as a Perimeter
Player.

If Ball is Below FT
Line--DEAD FRONT




Decisive = |
Aggressive |

FROM A DEFENSIVE PERSPECTIVE
AND FROM A PLAYERS PERSPECTIVE . ..

If Ball gets Passed
from Point A-to -
Point B . . .ien
the Defense must
adjust to that new
Situation.

FROM A N OFFENSIVE PERSPECTIVE. ..
THE" READ & REACT" FOLLOWS THAT SAME PH  ILOSOPHY

%
Unique CONCEPT
Mechanism

for.
TEAMWORK

Any Movement of the ball results ||
in a Movement of another (or all) ||
Player. This can be Drilledtivas
little as 2 players. That's why
2-Player and dlayer Drills are so ||
important.

dMechanism

--DRILL THE DEFENSE
One Defensive Reaction for

every Reaction of the Ball.
Simple &Straightforward. Must be
Drilled & Drilled until every reaction
is mastered.

| When ball arrives at
- NEW location, each
. defender has a new
. "Rule" based on:

| 1) OnBall; 2) OffBall;
| & 3) Post

1..READ the Action
of the Ball, and

2.REACT with ONE
change in position.

Only 2 Players are involved . . .
1) The Player WITH the Ball
2) A Player WITHOUT the Ball

Each Player without the Ball has
only 1 Reaction to the Ball
Handler.

Another Point
is that there is
always at least

fOl' 2 Rebounders!
Teamwork

Unique
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- 1. Each Action has only ONE Reaction

2. Simple to Teach and Simple to Learn

- 3. Mastery requires Drilling; not " 1.Q."
4. Complexities are Imbedded and

, Avallable for Higher Levels

Here, 50ut, Point Drives to Basket but cannot shoot. All 4 other Players Rotate RIGHT, and Ball Han
does a "Natural Pitchtb the player in the Corner. The Corner could Shoot. . . but in this case

DRIVES BASELINE to the Goal . . . All 4 Players will make themselves available for a Pass based on
Handlers 1 decision to Drive. What if Ball Handler decides to PA&&lIin§ Drive . . .

~R&R ULTIMATE GOAL

Create a system where
players can choose any

action, and if it fails,
then they can continue

to play with unbroken
five-player-coordination.

The uniqueness of the Read & React is to give "FREEDOM" to players to play the game . . . howey
"FREEDOM OF CHOICE FORIEKMEBESTACTION (or NBA)". But, when that action is chosen,
expect ...no, WE DEMAND, that the 4 without the ball goes EXACTLY where we've Drilled them
Early on, players may not know WHY, but you as coach are putting them in the best possible posit
the player with the Ball and the Team. It givbe Ball Handler to chance to "Hunt on their own" . . . b
the Team must Hunt together . . . they can't break ranks.




NAVIGATING

the
READ & REACT:LAYERS

- 1. What are the minimum number of layers
that will give me a working offense?

2. Based on my team and my level, how
many layers should | put in?

3. Do | have to put in the entire thing, or
can | leave out some layers?

4, Can some layers be taught out of order?

DIXDD23IDIIIIIINRIRRIINIDDININININNNNDILNDND

2223333330
}>
= 0
o525 e
=3 S

THE FOUNDATION
OF THE HOUSE
is the FIRST 6 LAYERS \

= 12. BALL SCREENS 16 . ADVANCED POST SLIDES g

8 II. MULTIPLE SCREENS IS, POWER omamz S
= 10. BACK SCREENS 14. CORNERS un g )
- 9. POST SCREENS I13. POST PASS & (ur EAST-WEST) | = |
7.PIN & SKIP & . CIRCLE REVERSE :
% DRIBBLE-AT 6. BASELINE DRIBBLE PENETRATION :
- |

2.POST PASS & CUT 5. BASIC POST SLIDES:

% EOORTH-So0NTN DRIBBLE PENETRATION | 2 :
| BRYS NV 4. CROLE MOVEMENT. | |* :
. DRIBBLE PENETRATION :
|
|
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THE READ & REACT BLUEPRINT <) |

THE FOUNDATION

(NORTN SOUTH)

FOUNDATION

3. DRIBBLE-AT 6 . BASELINE DRIBELE PENETRATION

2.POST PASS & CUT

|.PASS & CUT

5. BASIC POST SLIDES: o

DRIBELE PENETRATION §

4 .CIRCLE MOVEMENT: | Z
DRIBEBLE PENETRATION

THE READ & REACT BLUEPRINT €

THE 2 MAJOR ACTIONS OF THE BALL

I.PASS & CUT

. IF YOU'RE NOT GOING TO SH(

4. CIRCLE MOVEMENT:
DRIBBLE PENETRATION

IF YOU'RE NOT GOING TO SHOOTHEN YOU ARE EITHER GOING TO

PASS THE BALL OR DRI

BBLE THE BALL
10
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. REASONS TO TEACH
i PASS & CUT FIRST
1. Easier for Players to pick up
2. Players learn Spots and Spacing
3. Play immediately and train Defense
4. Defensive Pressure Relief i
5. Itdoes NOT require a lot of Skill

ILIC Sl

i i L = =" <

3. DRIBBLE-AT 6. BASELINE DRIBBLE PENETRATION

2.POST PASS & CU 5. BASIC POST SLIDES;
S NORTH oty DRIBBLE PENETRATION

4. CIRCLE MOVEMENT:
WSS ROV 0 BB E PENETRATION

The order in which you teach is also important and the importance of each Layer is illustrated by the siz
the Box in the diagram. The Bigger the Box, tleeemimportant the features or number of features.

3. DRIBBLE-AT
(Layer 1) PASS & CUTyér®) POST PASS & CUT

2.POST PASS & CUT and (Layer 3) DRIBBAEK are interconnected and similar in natur:

(NORTH-SOUTH)

I.PASS & CUT

6 . BASELINE DRIBBLE PENETRATION

(Layer 4) CIRCLE MOVEMENT DRIBBLE PENETRATION,
(Layer 5) BASIC POST SLIDES ON DRIBBLE PENETRATION 8@,83“\35[_'2 S@,?JTER'%E,?@
(Layer 6) BASELINE DRIBBLE PENETRATION are also ALL 1

are interconnected and similar in nature. 4. CIRCLE MOVEMENT:
DRIBBLE PENETRATION

A
1. Teach the Ball-Handler SPECIFIC actions that can be chosen.
2. Train the players Without-the-Ball to react to the Ball-Handler I

with ONE and ONLY ONE reaction.
3. Equip your team to flow from one action to another with
COORDINATED CONTINUITY.

- o |{NEXT BEST
4. Begin to train the basket cutters I ACTION:

to choose a NEXT BEST ACTION. > Post up
> Flash open area
> Set a screen

) > Use a screen

PIN St f g > Fill out (Layer 1)
) BACK SCREEN? §& B
BALL-SIDE? §




TRAINING THE CHOICES OF THE CUTTER
ONE LAYER AT A TIME

LAYER 1: Cutters may choose to fill out ballside or weakside.

LAYER 2: Cutters may choose Laker Cuts high or low.

. LAYER 2: Cutters may choose to post up rather than fill out.
LAYER 7: Cutters may choose to set a Pin Screen.

. LAYER 7: Cutters may choose to use a Pin Screen. |
LAYER 9: Cutters may choose how to play off Post Screens.
LAYER 10: Cutters may choose who to Back Screen.

~ LAYER 11: Cutters may SET or USE Multiple Screens.

LAYER 13: Cutters may choose X-Cut or Relocate (E-W))
® LAYER 14: Cutters may make a Corner to a Back Screen.

: f .
TRAINING THE CHOICES OF THE BALL HANDLERS

01: Ball Handler may choose to SHOOT
02: Ball Handler may choose to PASS to the Right or Left
i 03: Ball Handler may choose to PASS or FEED the POST
04. Ball Handler may choose to DRIBBLE -AT Right or Left
8 05: Ball Handler may choose to DRIBBLEDRIVE Right or Left
B 06: Ball Handler may choose to BOUNCE -OFF Right or Left
07: Ball Handler may choose to SKIP PASS
¥ 08: Ball Handler may choose to REVERSE DRIBBLE
§ 09: Ball Handler may choose to POWER DRIBBLE Right or Left

What About Layers 7 & 87

7.PIN & SKIP & . CIRCLE REVERSE

Could be "Foundation" for some coaches/teams, while other it may n
Youth Teams it probably is not important.

Advanced or Older teams, it may be very important.

Pin & Skip is not predicated on apsevious layer. It is a "SKIP PASS"
Circle Reverse is designed to help those situations where a Dribble
Driver loses their dribble and needs help. Is it "necessary"? Probabl
not, however, it's nice to have "bail out" for when things go wrong.




20. FLow
19. FULL-COURT TRIPS
17. TRANSITION OFFENSE |18 PR

12. BALL SCREENS 16. ADVANCED POST SLIDES
II. MULTIPLE SCREENS IS. POWER DRIBBLE
10. BACK SCREENS 14,  CORNERS (PASS £ CUn)
Q. POST SCREENS I3. POST PASS & CUT @asT-wesT) | =
7.PIN & SKIP & . CIRCLE REVERSE
5 DRIBBLE-AT 6. BASELINE DRIBBLE PENETRATION

2 POST PASS & cuT 5. BASIC POST SLIDES:

 DRIBBLE PENETRATION g E SUFFICIENT to Enhance,

g.ozaE novaa, but not NECESSARY to
THE READ & REACT BLUEPRINT e run the Read & React
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12. BALL SCREENS 16 . ADVANCED POST SLIDES :
II. MULTIPLE SCREENS 1% . POWER DRIBBLE

10. BACK SCREENS 4. CORNERS rAsSS L U

Q. POST SCREENS I3. POST PASS & CUT @AsT-WEST) | =

\ K/
Q0

16 . ADVANCED POST SLIDES

I15. POWER DRIBELE

14. CORNERS (PASS 2 CUT)

13. POST PASS & CUT (EAST-WEST)
12. BALL SCREENS

Il. MULTIPLE SCREENS

10. BACK SCREENS

:!MPL'EMENTAHON PLAN

15S. POWER DRIBEBLE
10. BACK SCREENS

00002000008000800C

’“’f‘w"i’ i /r’ .%
:

8. CIRCLE REVERSE Q. POST SCREENS . 8. CIRCLE REVERSE
AR NI ‘ip ENHANCEMENT LAYERS | adiglN Sl
6. BASELINE DRIBBLE PENETRATION ’ 6. BASELINE DRIBBLE PENETRATION

5. BASIC POST SLIDES, 5.BASIC POST SLIDES,

4. CIRCLE MOVEMENT:
3. DRIBBLE-AT

2.POST PASS & CUT

x 4. CIRCLE MOVEMENT:
3. DRIBBLE-AT

2. POST PASS & CUT

4.‘&.
4 LLPASS & CUT

00008000200G

\{
,

' |.PASS & CUT

00 ()

!

After you have your FOUNDATION LAYER mastered, you can take ANY of the ENHANCEMENT LAYERS and ,

your Foundatio. This can be Your choice as Coach based on your personnel and skil"*  ° .
My personal choice for

Note: You don't want to teach Layer-Multiple Screens until you've taught the first two layers
Layer 1eBack Screens and probably Lagdtost Screens as well. If you REAL would be . . .
WANT Multiple Screening Action, then you probably will teach Layers 9, 10 Layer 12- Ball Screens or

in that order.

Il. MULTIFLE SCREENS Reverse Dribble, and
10. BACK SCREENS Layer 15 Power Dribble
Q. POST SCREENS

13




Another look at WHY you teach Foundation Layers first . . .

The Foundation Layer trains 5 Player Continuity . . . and,

and it Trains the Ballhandler to choose the NBANext Best Action.
in addition, you also Train the Cutter in the Foundation.

TRAINING rhe BALL-HANDLER TRAINING rhe CUTTER TRAINING rhe CUTTER
IF YOU HAVE THE BALL, THEN YOU HAVLE IF YOU FINISH A CUT, THEN YOU HAVE . "
FREEDOM TO CHOOSE FREEDOM TO CHOOSE Y FREEDOM TO CHOOSE
FAMMATES WITHOUT THE BALL HAVE OWLY ONE REACTION) the NEXT BEST ACTION
the NEXT BEST ACTION

THE NEXT BEST ACTION IS
INITIATED BY THE BALL-HANDLER

THE NEXT BEST ACTION IS
INITIATED BY THE CUTTER THE NEXT BEST ACTION IS
INITIATED BY THE CUTTER

14. CORNERS
I153. POST PASS & CUT (E-wW)

15, POWER DRIEBBLE
14. CORNERS
I3. POST PASS & CUT (E-w)

12. BALL SCREEN
Il MULTIPLE SCREENS
10 . BACK :REENS
Q. POST REENS
7. PIN & SKIP

II. MULTIPLE SCREENS

10 . BACK :REENS
Q. .POST SC

6 . BASELINE DRIVES FIVE

g 5. BASIC POST SLIDES
| Gocswveer b pLavER. . |f
o POSITP:‘;SSS&&CE#T -2 CONT'NUITY PRIMARY PURPOSE: g
THE WHO ARE YOU TRAINING B O CHOOSE THE -
HE LUEPRINT TO CHOOS
s Dyt inle da . NEXT BEST ACTION
- - e LAYERS 9, 10], 12
12. BALL SCREENS Allows for various and multiple screens.
Il. MULTIPLE SCREENS Note: Layer 12 is actually a REVERSE DRIBB

action that signals a teammate for a Ball Scree

10. BACK SCREENS
Q. POST SCREENS

LAYERS 13,14, and 16 |6 . ADVANCED POST SLIDES
These Layers are extensions of previous
Layers . . . Layer 13 is an extension of IS . POWER DRIBEBLE
Layer 2. Layer 2 are North/South Cuts, | 4 CO RNF R‘S (PASS 2 CUD
while Layer 13 is East/West Cuts.
I153. POST PASS & CUT EAST-WEST)

Layer 16 is an extension of Layer 5.

14




20 FLOW

9. FULL-COURT

TRIFPS

17. TRANSITION OFFENS I1&. PRESS BREAK

22223333

B3333333353333333335353333>

9. FULL-COURT TRIPS

I18. PRESS BREAK

I7. TRANSITION OFFENSE

Trains you how to "FLOW" froBaOut to 4Out to 30ut without
hesitation or confusion.

Layers 17, 18, and 19
Train your . . . "Transition Game"
a) Primary Break
b) Secondary Break
c) Press Break
... and have these "Breaks" flow into the
Read & React Offense

20. FLOW

15




The

BASELINE DRIBELE PENETRATION

-
g BASIC POST SLIDES, DRIBBLE PENETRATION g
o ~ 3 =

CIRCLE MOVEMENT, DRIBBLE PENETRATION

Youth Team
Blueprint

It's hard to say when a coach
should "move on" with the
enhancement layers. It depends
on experience, skilevel,
acumens, etc.

DRIBBLE-AT
-] POST PASS & CUT (NORTH-SOUTH)

| PAsS 2 CUT
/I \( THE YOUTH TEAM BLUEPRINT A

A Majority of a Youth Coaches Practice Time will be spent on these 2 very important lay

| PASS & CUT

By

WO PGS
BUDIBIBYLIDIBIIIIIIIIIIVI IV VDI IIIIVIIVIIDIINIIIIIN YL

X223

>2>2>>>12

‘ CIRCLE MOVEMENT: DRIBBLE PENETRATION

The Youth Team | Alllow's' youl tok:
FULL-COURT TRIPS Blueprint .

TRANSITION OFFENSE PRESS BREAK

PASS & CUT allows time for
Pl PR PLAYER

PASSING
DRIBBLING

SHOOTING

DEFENSE
1-ON-1

16




The
High Level

Blueprint

THE HIGH LEVEL BLUEPRINT

Alternate Path

PIN
] PAsszcur 4 skip

b

3. X-Cut 4. Relocate

17




ALL PASSING & CUTTING

ACTION IS IN! | PASSING
ACTIONS

v ¥
&
&

Y

THREE

DRIBBLE-AT POWER DRIBBLE REVERSE DRIBBLE

"DRIBBLE;

CIRCLE REVERSE
BASELINE DRIBBLE PENETRATION
POST SLIDES: BASIC & ADVANCED

CIRCLE MOVEMENT, DRIBBLE PENETRATION

NORTH SOUTH
DRIBBLE |
NES s

Changing from
IMPLEMENTING

the offense, to
OPERATING
the offense

4. WHERE should the team be hunting?

ki . What STRENGTHS of the defense should we avoid? 5

ALL

BACK SCREENS
POST SCREENS
POST PASS & CUT (FOUR CUTS)

| PASS & CUT

NEXT UP ...

3 DRIBBLE ACTIONS . ..
THAT INVOLVE 2 PLAYERS

................................

--------------------------------

~ POWER
- DRIBBLE !

--------------------------------

NAVIGATING B The High Level
the Blueprint

Read & React
HALF-COURT
COORDINATION

1. What ACTIONS should be emphasized?
2. What FORMATION is best with this group?
3. What actions create the best TEMPO at this time?

5. What are the WEAKNESSES of the opponent?

18
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FACTORS THAT SHAPE
PRACTICE PLANNING

1. AGE AND SKILL LEVEL

R EAD & R EA C T 2. AMOUNT OF PRACTICE TIME
3. FREQUENCY OF PRACTICE
PRA C TI C E - 4. NUMBER OF PRE - GAME PRACTICES
- 5. LENGTH OF SEASON
P LA N NIN G . 6. NUMBER OF PLAYERS

' 7. FULL - COURT OR HALF - COURT 4
- 8. NUMBER OF GOALS & BASKETBALLSj

T [, - PRACTICEPLAN
reate | |
Read & React To A. Warm - up & Skill Development

B. Half - Court Offense & Defense
L REACTION
Y HABITS Read & React C. Free Throws, Out of Bounds, etc

D. Full - Court & Conditioning .3
REPETITION 1S KING shE Live Action (Diagnostic) |

Traditional Drill
GAME SHOTS |iiiicyousetor | merieirs s
\GAME SPEED_ | :ning ARE

NGAME SPOTS | AFTER Bthe Offense!

L you've learned
the offense.

raini TEACHING "DEFENSE" WITH A SHELL OFFENSE
rraining 1) Teach Defensive Stance 7) Ball Pressure

()3 & 5K R 2) How to ClosOut 8) Fill & Sink COIIapsing
/2] 5 & 5,57 5% 3) How to Deny (Othe-Line & Upthe-Line)  9) All Sink T’me

4) Helpside Defense 10) Defending Screen
5) Defending Post 11) Defending Cultters Frames
6) Rebound, Bloe®ut, CheciOut 12) etc. etc.

DRILLS Neransensel Full-Court
S| BLOBs & SLOBSs &
\PURPOSES || FREE THROWS, etcjConditioning

LAYER 19: TRIPS
Taught R&R
Shell Defense
Live Defense

& Press Offense
2 Press Defense
SN Conditioning 19




5 Steps to Teach the Read & React SasKeTeaLL
apTICLES

FoRuMS & BLO%S

' A Y

How sHouLD | TEACH THE READ & REACT?

You have to run the Read & React in order to improve atthd&Read & ReactPer i od. You ¢

somet hing that youb6re not willing to commit tol

through the bad times and growing pains of learning something new. That applies to everythinappirekit
here as well.

There, | feel better! And, now to the steps.

Step 1: Teach the-Blayer reaction drills for the layers you want to cover.

Commit to running each drill for a few minutes at the beginning of every practice -flages drillsmaximize
the number of repsthat each player gets and carve the habits into their muscle memory. Without the Ree
Habits, there is no Read & React Offense and understanding it is not good enough, each player has to
internalize the habits the drills are the qakest way to do that.

If you chose 10 drills covering the layers you were working on and spent 90 seconds on each, that woulc

first 15 minutes of practice.l would integrate my warrup, skill development, and shooting practice into the
15 minutesAnd, if | only had 15 minutes to practice, those 10 drills would be the agenda.

Step 2: Get repetition with 5 vs 0.

Your team should be able to Pas€&t without taking a shot and without messing up. Once they are capal

AN

ctior

| be

—+

le of

that, then you can begin to add layers. Your team should now work on stitching the previous layers together

with the same goalisno shots and no mistakes.

Give each group 5 mines. If you have access to more goals, then get groups working simultaneously anc
them longer. This could account for anoth&rminutes of practice.

t he way,

By thereds no need to move on tfgourttchre
canodot successfull ut

0
y run a | ayer witho def ense

trai

ne

20




Step 3: Move to 5 vs 5 with Dummy Defenders

Do this with only the layers that have been perfected in Step 2. If you are developing Layeri3,dout ib t
yet, then in this step work only on Layers 1 and 2.

In this section, the offense cannot take a shot and the defense cannot touch the ball.
| would spend aninimum of 15 to 20 minuteson this section. Why? The half court is where most of #megy

is played on both offense and defense. You can sharpen both yeootndlbffense and hatfourt defense
simultaneously right here.

Step 4: Add the 5 vs 5 Deflection game or something similar.

Thi s i-si ilesteemnd | d o rLdok onthe BVD!l exmainedxt and demonstratéd.it in

pe

almost every layer. Spertdminutes with each groupon offense and defense. Again, two birds with one stone.

Step5b 29 €2dzQNF NBIReée G2 GSad GKS 27F%F
With that said, be prepared to take a step bac
perfect. |l tds not going to be perfectretbgomwithaachvh
action, then you must take a step backwards an
inthehalic our t. Since | dondét know 19 mioutes.l evel , for

Total time so far: about 1 hour.Now you have the remaining practice time to work on those other things t
your teams needs: Transition, Press Break, Out of Bound, more Defense, just to name a few.

Soapbox Time

You cannot get good at something thatds repeat
become what you do when you play off enmwyouplayi c
all. the. time.

Shoulds . ..

My playersSHOULD know what Spacing means; she SHOULD be able to hit thatugy we SHOULD be
able to get those reboundswe 6 r e bi gger than they are; he SHO

giving up the drive down the middle ortaird; they SHOULD know howto get open; they SHOULD know
how to run the floor; they SHOULD be able to get themselves to the right emotional level for maximum
performance; they SHOULD arrive at the first practice in condition; they SHOULD know the practice
schedule; they SHOULD gebtclass on time, sit up front, give eyentact, be the first to greet, bring energy

to practice and know what | mean when | say, A

2Kl G 1 62dzi Y& 26y LISNB2YlFt a{1h![5{&K hdzOKX

e d
a n

J L[
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c=sKeTsall
agTICLeS

3 Commitments Every Successful /
Basketball Team Must Make \\

In a previous post, we mentioned the importancasibneering
and highlighted this quote by Antoine de Sdixupery:

I f you want t o Dbpeaplétdgetherte dolieg |
wood and donét assign them | a
them to long for the endless immensity of the sea.

Every great endeavor begins with a vision of something greater

than yourself, Dbut unythelteam,t 0 s
A ' : it will get no traction. So, as a coach, you are responsible to
create (or at | east mold) your teamds vision. [YoO

You can develop a successful vision for your basketball team by making three commitments:

CoMMIT TOTHE ART -- Coaching is an art and you have to embrace it as sucAnyone can learn a skill and

teach it. Anyone can put in an offense. Anyone| c
something completely different. A coaohderstands that there are no little things: it all counts, leasiketball
drill in practice each substition, each decisiolCoach | i ke your an artisté| be

COMMIT TO THE BRAND -- Your team should have an identity that it embraces and respectk.probably

already has a name and a logo, you need to develop a culture to go along with it. $tlitikgtethat that brand
isT it will depend on your philosophy and your players. And, every player, parent, and coach should be gble t
recite your brand message, your tagline.

Since everything matters (see first point), part of the al@ssyning practicesneetings, events that all point to
that brand. That brand is who you are as a team and everything you do should further develop that message.

CoMMIT TOTHE QULTURE -- You must intentionally create a culture for your teamotherwise a default
culture will just naturally wander into view (and, you may not like those wandering cultures). There are many
traits of a good team culture. Here are a few:

1 Players must be acootable to the team, the organization/school, and the coaches.

1 Players must be unconditionally bought in. Players who are engaged only when they are playing well, getti
enough playing time, or scoring their desired amount of points are not bought in.

1 Had work must be engaged, not avoided.

1 Discipline must be a pervasive trait amongst the players, coaches, trainers, parents, and anyone else assqciate
with the program.

2

g

Each of these commitments i s awilpittbesoke ti mi nygo uyro u derae
of or something you make excuses forPou are building regardless, so you might as well build a ship that|can
train young men and women to build their own shi

what coaching is &bbout anyway.

Once you build that ship, the wins will take care of themselves.
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READ & REACT OFFENSE
DVD #2
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OVERVIEW OF READ & REACT

0 OFFENSVEMECHANICS
1) Stops; 2) STARTS, 3) PIVOTS, 4) STANCE, 5) SHOT FORM; 6) BALL GONTROL; 7) FORMATIONS SETS; 8) REBOUNDING (QHECK-0UT, BOx-0UT, PUT-BACKS)
1 PASS& QUT
1) SPOTS& SAANG; 2) IFPASS THEN Baser QuT; 3) RLLBVPTYSPOTS, 4) RP; 5) PUPPY-DOG; 6) LEARN FRONT & REARQUTS, 7) UE" READ LINE';
8) ATTAKK
2 | POST PASS-&-QUT (NORTH & SOouTH)--Basic
1) LAKeRQUTHIGH; 2) LakerQUT Low; 3) FOUR PosT MovES OFF LAKER QUTS,
- THE "PEEK-A-BOO" DROP; "TURN-AROUND" JUMPER; THE "WORM' UP & UNDER; THE "PEEK-A-BOO WWORM'; (ADVANCED INCLUDES "PRO-STANCE')
3 DRIBBLE-AT -- (EasT & WEST) --
1) Bas<er QuT; 2) ALLTo OPeN SPoTS; 3) DRAFT OR QROSS-OVER ATTAK DRIVE
4 QRCLEM OVEM ENT--DRIBBLE PENETRATION--(NORTH & SOUTH)
1) MOVETONEXT SP0T;  2) NATURAL PITAHORDIH;  3) SAFETY VALVE, 4) DRAFTDRIVES, 5) BOUNCEORF& RE-ATTAK
5 BASCPOST SLIDES-DRIBBLEPENETRATION
1) DriBBLE FROM ToP--GO SHORT-CORNER;  2) FroM BoTTom--Go BBow;
6 BASHINE-DRIBBLEPENETRATION

7

ADVANCED FOUNDATION LAYERS

1) BaAsINEPITCH; 2) 45° ANGLE, 3) 90° ANGLE, 4) SAFETY VALVE,

PIN-&-SKIP

1) PN DEFeNDERWITH LONGEST RECOVERY; 2) AWAY TO GET BALL TO PoST

8

OROEREVERSE

1) UNINTENTIONAL REVERSE--READ (FAILED NORTH/ SOUTH);  2) INTENTIONAL REVERSE (WEAVEACTION); 3) POWER DRIBBLE, 4) BALL SCREEN

9 POST SCREENS
1) MUST ReAcT TO DRIBBLE PENETRATION;  2) SCREEN ALL QUTTERS
10 BACK SCREENS
1) FORTEAMMATE, 2) CORNER QUTOUT; 3) NBA="NexT BesTAcnoN";  4) QUTTERS GO WHEN SIREENERS FEET HIT GROUND!
11 MULTIPLESCREENS
1) 2 ORMOREQUICK PASES;  2) PLANNED OR UNPLANNED;  3) STAGGERED
12 BALL SCREENS oR REVERSEDRIBBLE
1) Post PLAYER SETSSCRERN; 2) PLANNED OR UNPLANNED; 3) REVERSE DRIBBLE (UNPLANNED); 4) DRAG SIRIES (PLANNED)
13 POST PASS &-QUT (EAST & WEST)--ADVANCED
1) HLL ADIAGENT SPOT; 2) LEARN TO READ DEFENSELAKER, RELOCATE, STRERN; 3) IF SPOT HILLED, THEN X-QUT--(SCREEN TEAMMATE & BASKET QUT);
14 CORNERS (PAss-&-QUT)
1) Make90° QUT TO OPEN SPOT; OR 2) MAKE90° QUT TOA BAKSIRERN;  3) READ " CHEST-TO-CHEST PO TION; 4) PASS& QUT FAILURE,
15 POWERDRIBBLE
1) SSREENER BECOMES QUTTER (WITH ALL OPTIONS); 2) DRIBBLER BECOM ES PERIMETER PLAYER (RLL-OUT RULES APPLY)
16 ADVANCED POST 91DES
1) QRAEMOVEMENT FOR POST; 2) SAFETY VALVE,
SUPPLEMENTAL LAYERS
17 TRANSTION OFFENSE
1) PRMARY BREAK TO SPOTS, 2) DRIBBLEBALL INSDEHAND; 3) SECONDARY BREAK
18 PRESSBREAK
1) Baxer QUTI1S"MIDDLEOFFLOOR"; 2) STAY UNTILNEXT ACTION; 3) FASH;  --"PASS& QUT" OR "DRBBLE-AT" ACTIONS-  --5-OUT OR4-OUT ALIGNMENT-
19 FULL-QOURT TRIPS
1) MULTIPLETRIP SENARIOS, 2) TRIGGERACTIONS, 3) SFQUENCE OF ACTIONS
20 AOW
1) 5-0uTT04-0OUTT0 3-OUT & BACK; 2) LINKING LAYER-TO-LAYER; 3) POST & PERIMETER SPOT GOMBINATIONS (SEEBELOW)
Sanpr FommaTIons £ ST
"I BLacx” "21 Busix ConseRs™
—L a7 TR 3 SroT & 3 AT T £ SPoT —Jar rhr BowT ELacw & 4 ar ree Lorr Evnow
—PERAACTEN PLAFERS 0N BLACY DTS ~—~PERRATTER O BLACY Comwns & Tor MionLs il
=15 Buur” 55 Buwcx™ =-our
e b e v 30 e o
- - OVENA DOTEN PERSIETER COMINRATIONS B
iﬁmnrmunmm :I;I.-l:'“'mmma methShﬂan‘:mu
—PERRETES PLAFERS ON BL0e DoTS -5 AT THE LewT Mc-PosT
"12 Brack™ [Lur & 1-4 Hicu) —2 PrmsErrn Prsnses v Cosens &
—F AT BT ELbowr & J ar Lrvr Ernow 2 Guanns &1 e Tor
—PrRnarTEN OW Bracy Sars
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1. PASS & CUT

GRADUATION
REQUIREMENTS

1. Spots = Spacing = Offense
2. IF Pass, THEN Basket Cut
3. Fill Empty Spots

<~ 4. Learn Front & Rear Cuts

- 5. Learn How to Use
FORMATIONS & SPOGTAbove, All Spots Shown
Below, 30ut Spots (left); ©Dut Spots (middle); -But Spots (right) The READ l'lNE




Pass & Cut has"®ouble" Benefit " PASS Eﬂj y

1) A Scoring Opportunity for Cutte J[toxth gBouts

2) A Scoring Opportunity for Playej@ ' ; :
Filling the Spot and Recognizing
the Read Line opportunity.

LAYER 1 "EXTRAS"

1. Double Attack

2. Defense must guard
North-South and
East-West

3. Shell Offense for
Training Defense

--The Weakside Players are alw&sting & Rotating
--The Strongside (or Ballside) Players are Basket Cutting (Front Cut or Rear Cut), Puppy Dogging, or D

DIETAIL

#1

DETAILS:

1) DO NOT-CZUT, instead, Move in an Arc to-Bibpot

2) DO NOT CUT if the Pass is a Skip Pass, however ydrenget to the receiver of pass MAY Cut . . . especially if
defender is over read line. Here are two reasons why:

3) NO NEED TO FAKE . . . JUST G
4) IF DEFENSE JUMPS TO "DENIAL" POSITION, JUST CUT. This would be a REAR CUT.

a) It could clog the middle for a Post Player; and, b) Stretching Defense for an immediate RETURN PASS.

27




FastDraw: Basketball -«

Read & React Basics-Layers
Layer 01 - Pass & Cut

Layer 01ac Fass & Cul; Frong Cut

Layer (Har Pass & Cuk; Front Cut

Laper O Fass & Cul; Front Cut

LayeriiHa: Fass & Cut; Froni Cul
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Layer 011 Pass & Cut 5-Cut = Zone Look

Layer 01 - Pass & Cut

Layer A Pass & Cut 5-Out + Zone Look

Lager 06T Pasme & Cut 5-0ut + Zone Look

Layer O Fass & Cut 5-0ut + Zone Liook

72N

— _

5
!
2

Fomrm 1 Frara 3
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1 1r N
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1
RN i~

Layer Ma: Read Line Orlll - 2 Uines.
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Ry
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4 <+ h 2
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e W

mess (NN

Layerbc Resd Line Ol +

Cplion # - Cow-ire-fAned Lirs 3

Layer Ol R ILine= Orlll =
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REACTION

DRILLS

Drill 1: Pass & Cut - FRONT CUT

Drill 2: Pass & Cut - REAR CUT

1

Drill 3: Pass & Cut - FILL,
READ LINE, CUT

1

1 passes one spot away to 2.
Defender x3 does not move.

1 passes one spot away to 2.

2Fills the empty spot on the wing.
Defender x3 crosses the Read Line
to deny the pass from 1.

Drill 4: Pass & Cut - FILL, SWEEP & GO

1

2 needs to Fill the empty spot at the top of the key.

1 Front Cuts, receives a return pass from 2,
and finishes with a lay-up.

BRE

A
;

£

Defender x3 jumps ball-side to deny the return pass.

Defender x3 replaces 1 as an offensive player.
1 rebounds, then takes the ball to the player
who passed for the lay-up (in this case, 2).

1 Rear Cuts, receives the return pass from 2,
and finishes with a lay-up.

4 1 becomes the defender. 4 ‘
5 | J -
T X
L x1 //
3 &7 B 3 N
[ £ %

2 starts the drill by passing to 3.
Defender x1 does not move.
2 Front Cuts, receives a return pass
from 3, and finishes with a lay-up.

Defender x3 replaces 1 as an offensive player.
1 rebounds, then takes the ball to the player
who passed for the lay-up (in this case, 2).

1 becomes the defender.

As soon as the defender steps over the
Read Line (but not sooner), 2 Rear Cuts.
1 makes the bounce pass as close
to the defender’s back foot as possible.

£

2 rebounds the shot and becomes the passer.
1, the passer, becomes the defender.
3, the defender, becomes the cutter.

3 Fills the empty spot on the wing.
Defender x1 crosses the Read
Line to deny the pass from 2.

2Fills the spot and receives the pass from 1.
Defender x3 does not step over the
Read Line as 2 Fills the spot.

x3 attempts to deflect the pass, but arrives a split
second too late. This puts x3 in an Overplay position.
2 catches the pass, sweeps low or rips high
and attacks the basket to finish with a lay-up.

2, the shooter, rebounds the shot and becomes the passer.
1, the passer, becomes the defender.
3, the defender, becomes the shooter.
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Why the Rear Cut Works SeskeTsall
aRpTICLeS

Fopums & BLOGS

WATCH YOUR LOCAL FRIENDS RIDE A DONKEY: |n thePass & Cut Layera rule is ,
° » o established that never changes
Funnier [ Wilder throughout the offensdf. you pass
th h one spot away, you must basket
- | cut. There are many reasons for this
|y i @ rule, but | want to focus on theear
Circus! | 5% & Rodeo! | Cut
@ ®
Most teams teach their defenderguimp to the balivhen a
pass I s made. Depending on a coachodéds defensivel| p
{ To establisidenial positionand prevent the return pass.
1 To getin a bettehelping positon closer to the ball (gap defense).
The Rear Cutis the best response for this defensive habit.
But | dondét want the ofifietnéssi vteo op | salyoew. tToh antabkse viah y
| Odm gi vi ng instAnereaotibrfhabin thaedcoumtarsthe defensive habits of most teams.
Look at it this way: by jumping to the ball, the defense just moved out of your way and allowed you a clear cu

to the basket. It then becomes a foot race from the perimeter with the offense fagogltand the defense
with its back to the goal. All things being equal, guess who wins?

If the defense&loes notjump to the ball to get denial position, then the paBsent Cutsthe defender. The
moment the offensive player steps in front of the defdend i it tiledlefemdeeig beat.

| t 6 s t h Hthe defendepjungsear Cut If the defender stay§ront Cut | could teach a donkey to do
that.

Rear Cutsare also implemented when the defense steps ov&ethe Line This usually occurs whehe

offensive player is filling a spot one pass away from the ball and the defense is either trying to deny or is|tryin

to steal the anticipated pass.

ThereasonthRearCuwor ks i n this case is the same ¢#disbe
weight moving away from it. And the offensive player is facing the goal with his weight moving toward it.
Advantage: Offense.

BythewayallRearCutd on 6t wor k in all situations, but t hey

scenarios thdt 6 v e d &whenrthe degedder is in the act of moving his weight away from the goal.

|l 6ve set up the habits of t heReBeaidtimédt Beabe def
vulnerable momento thinking. No decisions. Justut. Missing that timing or allowing the defenderget

& m

into your body(more on this in a future post) while in the denial position will lower your chances at an effective

Rear Cut
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. - ==sKeTBalL
Going Deeper into Pass & Cut pTICLES

FoRums & BLOGS

In our previous post, we talked abdle option of going
deeper into certain layers of the Read & React rather tha
constantly pushing to add more layers. At the same time

' team who has established themselves in the R&R can
N Go continue to build nuances into their offense to make it mc

dynamc (and ultimately harder to guard).

To illustrate this point, |l put together some [cl

This kind ofdepthexists in almost every layer of the Read & React. Many of you are already aware of this
Agpl e, yet Complexo aspect of the Read & React
you can see how to squeeze even more out of Layer 1 than just the most basic actions.

http://www.youtube.com/watch?v=qrCUFMHTgos&feature=player_embedled

Once youbve mastered the basic front and rear

When filling an empty s popuppydod® yyawu, dtelfem diemmd ¢
Anot her step deeper é

Use the basic Pass@ut action to distort the defense, then drive off the tail of the cutter.

.. .We call this, thé' Draft Drive'".

And deeper stillé

| f help comes, then combo the Draft Drive with

for theBasic Post Slide

Special "Forum" Note on Passing to Cutter"Do we cut after passing to a cutter?"

If a pass is made to a cutter and the cutter is stopped in the post area, the Pass & Cut rule still applies, but it
is a post feed situation _ (Layer 2 and 13). Something must be done to create movement and passing
windows for the cutter -turned-post-player. Any cut (Laker Cuts or X-cut or Relocate) will leave an empty spot
on the perimeter that must be filled (Layer 1) creating movement on the p erimeter. The cutter -turned-post
has passing opportunities to the cutter and to perimeter players on the move filling spots.

Circle Movement is a term and action reserved for those without the ball on the perimeter who are reading
and reacting to a teammate attacking North South with a dribble drive. It doesn't apply to passing. Some
coaches see the players filling empty spots along the perimeter and call it "circle movement", but it's not.
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A DasKeTsallL
Why Arenot More Coa -

TSrume & BLOGS

Layer 1 of the Read & React Offense?

For those of you checking out the Read & Rea
for the first time, the video below is an excerpt
of Layer 1: Pass & Cut from thieead & React
Offensive System DVD Set.

http://www.youtube.com/watch?feature=player embedded&v=7xAz
ANFC74c

Hereb6s why | think most coTheyhles
only see the initial scoring opportunities, i.e.the giveand-go that
comes from a Front Cut or a Rear Cut.They think that it is easily
defended (which we all know is not the case), but more importantly,
t hey dwhatélse trateagtion creates

Draft Drives

\v

After the basket cut an immediate help defender one position away has been temporarily taken out of th
picture. A dribble drive in the direction of that cutter takes advantage of this space. Now, the closest helf
defender must come from a distance of spots. By the way, that help defender is also trying to guard an
offensive player who is filling up and on the move.

|l td6s amazing how ef fdeaft drivegead inlgru s cawne rb et. hd Olvaec ks ee@f
defender.

Fill Cuts

There are unique scoring opportunities made possible for the player who fills the open spot, especially if|that
player is a Slasher.

Read Line Rear Cut the defender is denying.

Curl the Puppydog (Front Cut) if the defender is trailing.

And, if the pass is made to the Filler, he now has the opportunity to attack while in motion. This may be a rip
against therain, a shot in rhythm, or a variety of other actions.

|l tds obvious to say that a player in motion is| m
every pass.
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http://betterbasketball.com/the-read-react-offense/
http://betterbasketball.com/the-read-react-offense/
http://www.youtube.com/watch?feature=player_embedded&v=7xAzANFC74c
http://www.youtube.com/watch?feature=player_embedded&v=7xAzANFC74c
http://betterbasketballtribe.com/coaching-read-react/iowa-university-game-clips-e/
http://betterbasketball.com/the-read-react-offense/
http://betterbasketballtribe.com/coaching-read-react/dribble-at-fill/

Spacing, Player Movement, and Ball Movement

In only a few seconds, a Read & React team can make the defense change sides of the floor, defend on
perimeter, defend a NorBouth cut, defend in the post, arildse out multiple times. Modern day defense
requires that five defenders guard tthrds of the floor. Layer 1 can break that down for most teams in only
10-15 seconds.

This opens up gaps to attack wit h sooting action,a can stilb n
create the opportunity for the score. In many cases, it shoulgetiged with an assist

Next Best Actions

Next Best Actiordecisions are given to the players only after or during a basket cut. Layer 1 is a hinge la
the remaining 19 layers are contingentlo@ action of constantly cutting the lane and threatening the baske

Layer 1 is the door that players walk through in order to get to decisions like the following:
PostdzL) I FGSNJ 6KS Odzi o0AF GKSNBQa Iy | RGIEyGl3ISood
Set a screen for a post player befordridl out.

Set aPin Screemn weakside defenders.

Use a Pin Screen set by one of your Read & React teammates.

Set aBack Screefor anyone, anywhere on the perimeter.

Use another cutting teammate as a Brush Screen.

Set a Brush Screen for another cutting teammete then shapeup for the ball.

Use ascreen set by your post playeither coming into the lane or going aut

. Use both post players (if you have them) as double staggered screens.

0.' YR (KS tAaAald 328a 2yX

PBPOo~NOOA~LOWNE

| know of many high | evel coaches who have it a
layer as if it just applies to youth teams and camps.

As far as | 6m concerned, they dondét know what
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http://betterbasketballtribe.com/coaching-read-react/read-react-3-qualities-of-great-basketball-offense/
http://betterbasketballtribe.com/coaching-read-react/iowa-university-game-clips-f/
http://betterbasketballtribe.com/coaching-read-react/let-the-post-defender-determine-the-next-best-action/
http://betterbasketballtribe.com/basics/pin-skip-progression-in-the-read-react-offense/
http://betterbasketballtribe.com/drills-and-practice/alternating-current-drill-to-improve-screening-action-in-the-read-react-offense/
http://betterbasketballtribe.com/drills-and-practice/5-steps-to-introduce-post-screening-action-even-if-you-dont-have-post-players/

m=eKeTsall
arTICLES

Decisiveness is the Key to
Basketball Offense

FOR

The Read & React as a whole has

of the complexities needed to beat
L any defense at any level. This is
, | because it coordinates five players
—

using multiple basketball actions linked randomly
together.But t hat 6s not the wh

- -
e

It has been noted by almost everyone who has looked
’
- v ' simple. A layer consists of actions of a ball handler
. L S— followed by the reactions of those without the ball. Both
b4 E‘ the actions and reactions are simple. If you pass, then
e . . ————— cut. If there is an open spot, fill it. Simple.

So, how can the simple actions available to the ball handler and the simple reactions required dbahe non
handlers be so effective?

Because simficity allows us to be decisive and aggressive.
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the Read & React system that each layer of the offense is

you

When the offense is decisive and aggressive, it forces the defense to react. And, if all else is equal, the initiat

will beat the reactor most of the time. This accounts for the success of the Read & Reead wh e n i

executed perfectly and/ or when it hasnét been
Hereds a question | get all the time. #AHow do
I n the past, | 6ve answered this s eongreadyfornamother ,
|l ayer when the addition of that | ayer wondt in

Now, remember that first paragraph where | mentioned the complexity of five players moving as one,
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performing multiple actions ia random order. Imagine that complexity with decisiveness and aggressiveness.

Ultimately, that is your goal.

Rick Torbett Blog Whatis the Read & React Offense

Y o u 6 ri euttar mugttdécide whether to front cut or rear cut, but the decision about WHETHER to cut, screen awdye sta¥, gq
etc., has been taken away. lwaidt egor i ze this as HOW to cut rather than 4§

If you want to knovEXICEPTIONSo _t he r ul-malaibrodid, Gdeei si copupl e. They both
ofRead&Rect (Layer 2), when you pass to the po