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Cameron Bruce 

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

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

the highest levels. 

¶ Develop players while building your offense. 

¶ Use the same system against Man-to-Man and Zone Defenses; never practice two different offenses again. 
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Read and React offense is a layered 

collection of offensive basketball concepts 

that give players with the ball the freedom 

and players without the ball the structure 

necessary to generate scoring 

opportunities in an unpredictable yet 

organized and coordinated manner. -- 

Basketballogy.com 

DVD #1 

READ & REACT IS 

NOT AN OFFENSE . . . 

IT IS OFFENSE! 

Operating System  

Upper Level Teams may Learn One Way . . . A Youth Team may Learn Another Way! 

Concepts & Philosophy -- The Building Block  



7 
 

Defensive Player 

Guarding the Ball 

can't worry about 

anything else other 

than actually 

defending the Ball. 

Defensive Player 

Guarding "One 

Pass Away" has 1 

Rule (whatever 

philosophy you 

have) - ie) "On-the-

Line & Up-the-Line" 

Defensive Player 

Guarding "Two 

Passes  Away" has 1 

Rule (whatever 

philosophy you have) 

- ie) "Helpside" 

Defensive Player 

Guarding 2 Passes 

Away may be at Mid-

Line or 1-Step in Lane.  

Again, whatever your 

Philosophy is. 

Defensive Player 

Guarding "The POST" 

will also have a 

"Rule" . . . based on 

Location of the Ball. 

For example, If Ball is 

Above FT Line -- Play 

Post as a Perimeter 

Player. 

If Ball is Below FT 

Line -- DEAD FRONT 
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  If Ball gets Passed 

from Point A - to - 

Point B . . . then 

the Defense must 

adjust to that new 

Situation. 

When ball arrives at 

NEW location, each 

defender has a new 

"Rule" based on:   

1) On-Ball; 2) Off-Ball;  

&  3) Post 

-- DRILL THE DEFENSE -- 

OOnnee  DDeeffeennssiivvee  RReeaacctt iioonn  ffoorr  

eevveerryy  RReeaacctt iioonn  ooff  tthhee  BBaallll..  
Simple & Straight-forward.  Must be 

Drilled & Drilled until every reaction 

is mastered. 

FROM A DEFENSIVE PERSPECTIVE  

     AND FROM A PLAYERS PERSPECTIVE . . .  

FROM A N OFFENSIVE PERSPECTIVE . . .  

    THE " RREEAA DD  &&   RREEAA CCTT"  FOLLOWS THAT SAME PH ILOSOPHY  

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. 

Any Movement of the ball results 
in a Movement of another (or all) 
Player.  This can be Drilled with as 
little as 2 players.  That's why  
2-Player and 3-Player Drills are so 
important. 
 

Another Point 

is that there is 

always at least 

2 Rebounders! 
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Here, 5-Out, Point Drives to Basket but cannot shoot.  All 4 other Players Rotate RIGHT, and Ball Handler 

does a "Natural Pitch" to 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 the Ball 

Handlers 1 decision to Drive.  What if Ball Handler decides to PASS instead of Drive . . .  

The uniqueness of the Read & React is to give "FREEDOM" to players to play the game . . . however,  it is 

"FREEDOM OF CHOICE FOR THE NEXT BEST ACTION (or NBA)".  But, when that action is chosen, we 

expect  . . . no, WE DEMAND, that the 4 without the ball goes EXACTLY where we've Drilled them to go! 

Early on, players may not know WHY, but you as coach are putting them in the best possible position for 

the player with the Ball and the Team.  It gives the Ball Handler to chance to "Hunt on their own" . . . but, 

the Team must Hunt together . . . they can't break ranks. 
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THE FOUNDATION  

OF THE HOUSE 

is the FIRST 6 LAYERS 

THE 2 MAJOR ACTIONS OF THE BALL  . . . IF YOU'RE NOT GOING TO SHOOT 

IF YOU'RE NOT GOING TO SHOOT . . . THEN YOU ARE EITHER GOING TO  

PASS THE BALL OR DRIBBLE THE BALL  
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The order in which you teach is also important and the importance of each Layer is illustrated by the size of 

the Box in the diagram.  The Bigger the Box, the more important the features or number of features. 

(Layer 1) PASS & CUT, (Layer 2) POST PASS & CUT  

and (Layer 3) DRIBBLE-AT are interconnected and similar in nature. 

(Layer 4) CIRCLE MOVEMENT DRIBBLE PENETRATION,  

(Layer 5) BASIC POST SLIDES ON DRIBBLE PENETRATION, and 

(Layer 6) BASELINE DRIBBLE PENETRATION are also ALL related, 

are interconnected and similar in nature. 
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01:  Ball Handler may choose to SHOOT  

02:  Ball Handler may choose to PASS to the Right or Left  

03:  Ball Handler may choose to PASS or FEED the POST  

04:  Ball Handler may choose to DRIBBLE -AT Right or Left  

05:  Ball Handler may choose to DRIBBLE-DRIVE Right or Left  

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 & 8? 

Could be "Foundation" for some coaches/teams, while other it may not. 

Youth Teams it probably is not important. 

Advanced or Older teams, it may be very important. 

Pin & Skip is not predicated on any previous 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"?  Probably 

not, however, it's nice to have "bail out" for when things go wrong. 
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After you have your FOUNDATION LAYER mastered, you can take ANY of the ENHANCEMENT LAYERS and Add them to 

your Foundation.  This can be Your choice as Coach based on your personnel and skill level. 
My personal choice for 

the first two layers 

would be . . . 

Layer 12 - Ball Screens or  

    Reverse Dribble, and 

Layer 15 - Power Dribble 

Note:  You don't want to teach Layer 11-Multiple Screens until you've taught 

Layer 10-Back Screens and probably Layer 9-Post Screens as well.  If you REALLY 

WANT Multiple Screening Action, then you probably will teach Layers 9, 10 & 11 

in that order. 
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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 NBA or Next Best Action. 

 in addition, you also Train the Cutter in the Foundation.   

LAYERS 9, 10, 11, 12 
Allows for various and multiple screens. 

Note:  Layer 12 is actually a REVERSE DRIBBLE 

action that signals a teammate for a Ball Screen. 

LAYERS 13, 14, and 16 
These Layers are extensions of previous 

Layers . . . Layer 13 is an extension of 

Layer 2.  Layer 2 are North/South Cuts, 

while Layer 13 is East/West Cuts. 

Layer 16 is an extension of Layer 5. 
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The Roof of the House are the Supplemental Layers 

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 

Trains you how to "FLOW" from 5-Out to 4-Out to 3-Out without 

hesitation or confusion. 

20. FLOW  
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It's hard to say when a coach 

should "move on" with the 

enhancement layers.  It depends 

on experience, skill level, 

acumens, etc. 

A Majority of a Youth Coaches Practice Time will be spent on these 2 very important layers 
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WWhheenn  FFiilllliinngg  OOuutt ,,  iinnsstteeaadd  ooff  ttoo  aann  ooppeenn  

SSppoott ,,  AAddvvaanncceedd  PPllaayyeerrss  ccaann  ""SSccrreeeenn""   

tthheeiirr  wwaayy  oouutt   ..  ..  ..  ""BBAACCKKSSCCRREEEENN""   
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ALL PASSING & CUTTING  

ACTION IS IN!   

NEXT UP . . .  

 

3 DRIBBLE ACTIONS . . . 

THAT INVOLVE 2 PLAYERS  
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RREEPPEETT II TT II OONN   II SS  KK II NN GG  

TEACHING "DEFENSE" WITH A SHELL OFFENSE  

1) Teach Defensive Stance 

2) How to Close-Out 

3) How to Deny (On-the-Line & Up-the-Line) 

4) Helpside Defense 

5) Defending Post 

6) Rebound, Block-Out, Check-Out 

 

  7) Ball Pressure 

  8) Fill & Sink 

  9) All Sink 

10) Defending Screens 

11) Defending Cutters 

12) etc. etc. 
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5 Steps to Teach the Read & React 

 

 

H O W  S H O U L D  I  T E A C H  T H E  R E A D  &  R E A C T ?  

You have to run the Read & React in order to improve at the Read & React. Period. You canôt get good at 

something that youôre not willing to commit to. You canôt get good at something unless youôre willing to plow 

through the bad times and growing pains of learning something new. That applies to everything, and it applies 

here as well. 

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

Step 1: Teach the 3-player reaction drills for the layers you want to cover. 

Commit to running each drill for a few minutes at the beginning of every practice. The 3-player drills maximize 

the number of reps that each player gets and carve the habits into their muscle memory. Without the Reaction 

Habits, there is no Read & React Offense and understanding it is not good enough, each player has to 

internalize the habits ï the drills are the quickest way to do that. 

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

first 15 minutes of practice. I would integrate my warm-up, skill development, and shooting practice into that 

15 minutes. And, if I 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 Pass & Cut without taking a shot and without messing up. Once they are capable of 

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

with the same goals ï no shots and no mistakes.  

Give each group 5 minutes. If you have access to more goals, then get groups working simultaneously and train 

them longer. This could account for another 15 minutes of practice. 

By the way, thereôs no need to move on to the next step before perfection is achieved at this step. If your team 

canôt successfully run a layer without defense, adding defense will just lead to frustration. 
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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 Layer 3, but it isnôt perfect 

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. 

I would spend a minimum of 15 to 20 minutes on this section. Why? The half court is where most of the game 

is played on both offense and defense. You can sharpen both your half-court offense and half-court defense 

simultaneously right here. 

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

This is ñsemi-liveò and I donôt need to explain it. Look on the DVD! I explained it and demonstrated it in 

almost every layer. Spend 5 minutes with each group on offense and defense. Again, two birds with one stone. 

Step 5: bƻǿ ȅƻǳΩǊŜ ǊŜŀŘȅ ǘƻ ǘŜǎǘ ǘƘŜ ƻŦŦŜƴǎŜ р Ǿǎ р [ƛǾŜΦ 

With that said, be prepared to take a step back if their cohesion falls apart. Iôm not saying that it has to be 

perfect. Itôs not going to be perfect for a while. But if players ñfreezeò and donôt know where to go with each 

action, then you must take a step backwards and drill more. Itôs hard to say how much time to spend going live 

in the half-court. Since I donôt know your level, for this example, letôs say 10 minutes. 

Total time so far: about 1 hour. Now you have the remaining practice time to work on those other things that 

your teams needs: Transition, Press Break, Out of Bound, more Defense, just to name a few. 

 

Soapbox Time 

You cannot get good at something thatôs repeated for only 5 or 10 minutes per practice. The Read & React must 

become what you do when you play offense. It canôt be something you ñrunò; it must become how you play ï 

all. the. time. 

Shoulds . . . 

My players SHOULD know what Spacing means; she SHOULD be able to hit that lay-up; we SHOULD be 

able to get those rebounds ï weôre bigger than they are; he SHOULD be able to pressure the ball without 

giving up the drive down the middle one-third; they SHOULD know how to 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 get to class on time, sit up front, give eye-contact, be the first to greet, bring energy 

to practice and know what I mean when I say, ñéé.ò 
 ²Ƙŀǘ ŀōƻǳǘ Ƴȅ ƻǿƴ ǇŜǊǎƻƴŀƭ ά{Ih¦[5{έΚ hǳŎƘΧ  

http://www.betterbasketball.com/read-react-offense/rr-offensive-system-dvds
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3 Commitments Every Successful  

Basketball Team Must Make 

In a previous post, we mentioned the importance of visioneering 

and highlighted this quote by Antoine de Saint-Exupery: 

If you want to build a ship, donôt herd people together to collect 

wood and donôt assign them tasks and work, but rather teach 

them to long for the endless immensity of the sea. 

Every great endeavor begins with a vision of something greater 

than yourself, but until itôs shared and internalized by the team, 

it will get no traction. So, as a coach, you are responsible to 

create (or at least mold) your teamôs vision. You are the captain of that ship after all. 

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

 
CCOOMMMMIITT  TTOO  TTHHEE  AARRTT -- Coaching is an art and you have to embrace it as such. Anyone can learn a skill and 
teach it. Anyone can put in an offense. Anyone can fill out the book and shake a refôs hand. But, coaching is 

something completely different. A coach understands that there are no little things: it all counts, each basketball 

drill in practice, each substitution, each decision. Coach like your an artisté because you are. 

CCOOMMMMIITT  TTOO  TTHHEE  BBRRAANNDD -- Your team should have an identity that it embraces and respects. It probably 

already has a name and a logo, you need to develop a culture to go along with it. It matters little what that brand 

is ï it will depend on your philosophy and your players. And, every player, parent, and coach should be able to 

recite your brand message, your tagline. 

Since everything matters (see first point), part of the art is designing practices, meetings, 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. 

CCOOMMMMIITT  TTOO  TTHHEE  CCUULLTTUURREE -- You must intentionally create a culture for your team otherwise 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: 

¶ Players must be accountable to the team, the organization/school, and the coaches. 
¶ Players must be unconditionally bought in. Players who are engaged only when they are playing well, getting 

enough playing time, or scoring their desired amount of points are not bought in. 
¶ Hard work must be engaged, not avoided. 
¶ Discipline must be a pervasive trait amongst the players, coaches, trainers, parents, and anyone else associated 

with the program. 

Each of these commitments is a plank in your teamôs ship. Once itôs built, will it be something youôre proud 

of or something you make excuses for? You are building regardless, so you might as well build a ship that can 

train young men and women to build their own ships of vision, discipline, resolve, and commitment. Thatôs 

what coaching is all about anyway. 

Once you build that ship, the wins will take care of themselves. 

http://betterbasketballtribe.com/motivation/visioneering-how-to-build-a-ship/
http://betterbasketballtribe.com/drills-and-practice/alternating-current-drill-to-improve-screening-action-in-the-read-react-offense/
http://betterbasketballtribe.com/drills-and-practice/alternating-current-drill-to-improve-screening-action-in-the-read-react-offense/
http://betterbasketball.com/read-react-clinics-planning-the-r-r-practice/
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OO VV EE RR VV II EE WW   OO FF   RR EE AA DD   &&   RR EE AA CC TT   
FFOOUUNNDDAATTIIOONN  LLAAYYEERRSS  

00  OOFFFFEENNSSIIVVEE  MMEECCHHAANNIICCSS  
        11))  SSTTOOPPSS;;  22))  SSTTAARRTTSS;;  33))  PPIIVVOOTTSS;;  44))  SSTTAANNCCEE;;  55))  SSHHOOTT  FFOORRMM ;;  66))  BBAALLLL  CCOONNTTRROOLL;;  77))  FFOORRMMAATTIIOONNSS// SSEETTSS;;  88))  RREEBBOOUUNNDDIINNGG  ((CCHHEECCKK--OOUUTT,,  BBOOXX--OOUUTT,,  PPUUTT--BBAACCKKSS))  

11  PPAASSSS  &&  CCUUTT  

    
11))  SSPPOOTTSS  &&  SSPPAACCIINNGG;;    22))  IIFF  PPAASSSS,,  TTHHEENN  BBAASSKKEETT  CCUUTT;;    33))  FFIILLLL  EEMMPPTTYY  SSPPOOTTSS;;    44))  RRIIPP  ;;  55))  PPUUPPPPYY--DDOOGG;;  66))  LLEEAARRNN  FFRROONNTT  &&  RREEAARR  CCUUTTSS;;    77))  UUSSEE  ""RREEAADD  LLIINNEE"" ;;      

88))  AATTTTAACCKK  

22  PPOOSSTT  PPAASSSS--&&--CCUUTT    ((NNOORRTTHH  &&   SSOOUUTTHH))----BBAASSIICC  

    11))  LLAAKKEERR  CCUUTT  HHIIGGHH;;      22))  LLAAKKEERR  CCUUTT  LLOOWW;;    33))  FFOOUURR  PPOOSSTT  MMOOVVEESS  OOFFFF  LLAAKKEERR  CCUUTTSS;;      
----TTHHEE  ""PPEEEEKK--AA--BBOOOO""  DDRROOPP;;  ""TTUURRNN--AARROOUUNNDD""  JJUUMMPPEERR;;  TTHHEE  ""WWOORRMM""  UUPP  &&  UUNNDDEERR;;  TTHHEE  ""PPEEEEKK--AA--BBOOOO  WWOORRMM"";;    ((AADDVVAANNCCEEDD  IINNCCLLUUDDEESS  ""PPRROO--SSTTAANNCCEE""))  

33  DDRRIIBBBBLLEE--AATT  ----  ((EEAASSTT  &&   WWEESSTT  ))  ----  
    11))  BBAASSKKEETT  CCUUTT;;      22))  FFIILLLL  TTOO  OOPPEENN  SSPPOOTTSS;;    33))  DDRRAAFFTT  OORR  CCRROOSSSS--OOVVEERR  AATTTTAACCKK  DDRRIIVVEE  

44  CCIIRRCCLLEE  MMOOVVEEMMEENNTT----DDRRIIBBBBLLEE  PPEENNEETTRRAATTIIOONN----((NNOORRTTHH  &&   SSOOUUTTHH))  
    11))  MMOOVVEE  TTOO  NNEEXXTT  SSPPOOTT;;      22))  NNAATTUURRAALL  PPIITTCCHH  OORR  DDIISSHH;;      33))    SSAAFFEETTYY  VVAALLVVEE;;    44))  DDRRAAFFTT  DDRRIIVVEESS;;      55))  BBOOUUNNCCEE  OOFFFF  &&   RREE--AATTTTAACCKK  

55  BBAASSIICC  PPOOSSTT  SSLLIIDDEESS----DDRRIIBBBBLLEE  PPEENNEETTRRAATTIIOONN  
    11))  DDRRIIBBBBLLEE  FFRROOMM  TTOOPP----GGOO  SSHHOORRTT--CCOORRNNEERR;;      22))  FFRROOMM  BBOOTTTTOOMM----GGOO  EELLBBOOWW;;  

66  BBAASSEELLIINNEE----DDRRIIBBBBLLEE  PPEENNEETTRRAATTIIOONN  
    11))  BBAASSEELLIINNEE  PPIITTCCHH;;      22))  4455°°  AANNGGLLEE;;      33))  9900°°  AANNGGLLEE;;      44))  SSAAFFEETTYY  VVAALLVVEE;;    

AADDVVAANNCCEEDD  FFOOUUNNDDAATTIIOONN  LLAAYYEERRSS  

77  PPIINN--&&--SSKKIIPP  
    11))  PPIINN  DDEEFFEENNDDEERR  WWIITTHH  LLOONNGGEESSTT  RREECCOOVVEERRYY;;    22))  AA  WWAAYY  TTOO  GGEETT  BBAALLLL  TTOO  PPOOSSTT  

88  CCIIRRCCLLEE  RREEVVEERRSSEE  
    11))  UUNNIINNTTEENNTTIIOONNAALL  RREEVVEERRSSEE----RREEAADD  ((FFAAIILLEEDD  NNOORRTTHH// SSOOUUTTHH));;      22))  IINNTTEENNTTIIOONNAALL  RREEVVEERRSSEE  ((WWEEAAVVEE  AACCTTIIOONN));;    33))  PPOOWWEERR  DDRRIIBBBBLLEE;;  44))  BBAALLLL  SSCCRREEEENN  

EENNHHAANNCCEEMMEENNTT  LLAAYYEERRSS  

99  PPOOSSTT  SSCCRREEEENNSS  
    11))  MMUUSSTT  RREEAACCTT  TTOO  DDRRIIBBBBLLEE  PPEENNEETTRRAATTIIOONN;;      22))  SSCCRREEEENN  AALLLL  CCUUTTTTEERRSS  

1100  BBAACCKK  SSCCRREEEENNSS  
    11))  FFOORR  TTEEAAMMMMAATTEE;;    22))  CCOORRNNEERR  CCUUTT  OOUUTT;;    33))  NNBBAA==""NNEEXXTT  BBEESSTT  AACCTTIIOONN"" ;;          44))  CCUUTTTTEERRSS  GGOO  WWHHEENN  SSCCRREEEENNEERRSS  FFEEEETT  HHIITT  GGRROOUUNNDD!!   

1111  MMUULLTTIIPPLLEE  SSCCRREEEENNSS  
    11))  22  OORR  MMOORREE  QQUUIICCKK  PPAASSSSEESS;;        22))  PPLLAANNNNEEDD  OORR  UUNNPPLLAANNNNEEDD;;      33))  SSTTAAGGGGEERREEDD  

1122  BBAALLLL  SSCCRREEEENNSS      OORR      RREEVVEERRSSEE  DDRRIIBBBBLLEE  
    11))  PPOOSSTT  PPLLAAYYEERR  SSEETTSS  SSCCRREEEENN;;      22))  PPLLAANNNNEEDD  OORR  UUNNPPLLAANNNNEEDD;;    33))  RREEVVEERRSSEE  DDRRIIBBBBLLEE  ((UUNNPPLLAANNNNEEDD));;    44))  DDRRAAGG  SSEERRIIEESS  ((PPLLAANNNNEEDD))  

1133  PPOOSSTT  PPAASSSS--&&--CCUUTT  ((EEAASSTT  &&   WWEESSTT))----AADDVVAANNCCEEDD  
    11))  FFIILLLL  AADDJJAACCEENNTT  SSPPOOTT;;  22))  LLEEAARRNN  TTOO  RREEAADD  DDEEFFEENNSSEE--LLAAKKEERR,,  RREELLOOCCAATTEE,,  SSCCRREEEENN;;    33))  IIFF  SSPPOOTT  FFIILLLLEEDD,,  TTHHEENN  XX--CCUUTT----((SSCCRREEEENN  TTEEAAMMMMAATTEE  &&   BBAASSKKEETT  CCUUTT));;      

1144  CCOORRNNEERRSS  ((PPAASSSS--&&--CCUUTT))  
    11))  MMAAKKEE  9900°°  CCUUTT  TTOO  OOPPEENN  SSPPOOTT;;  OORR      22))  MMAAKKEE  9900°°  CCUUTT  TTOO  AA  BBAACCKKSSCCRREEEENN;;      33))  RREEAADD  ""CCHHEESSTT--TTOO--CCHHEESSTT  PPOOSSIITTIIOONN;;    44))  PPAASSSS  &&   CCUUTT  FFAAIILLUURREE;;    

1155  PPOOWWEERR  DDRRIIBBBBLLEE  
    11))  SSCCRREEEENNEERR  BBEECCOOMMEESS  CCUUTTTTEERR  ((WWIITTHH  AALLLL  OOPPTTIIOONNSS));;    22))  DDRRIIBBBBLLEERR  BBEECCOOMMEESS  PPEERRIIMMEETTEERR  PPLLAAYYEERR  ((FFIILLLL--OOUUTT  RRUULLEESS  AAPPPPLLYY))  

1166  AADDVVAANNCCEEDD  PPOOSSTT  SSLLIIDDEESS  
    11))  CCIIRRCCLLEE  MMOOVVEEMMEENNTT  FFOORR  PPOOSSTT;;    22))  SSAAFFEETTYY  VVAALLVVEE;;    

SSUUPPPPLLEEMMEENNTTAALL    LLAAYYEERRSS  

1177  TTRRAANNSSIITTIIOONN  OOFFFFEENNSSEE  
    11))  PPRRIIMMAARRYY  BBRREEAAKK  TTOO  SSPPOOTTSS;;    22))  DDRRIIBBBBLLEE  BBAALLLL  IINNSSIIDDEE  HHAANNDD;;    33))  SSEECCOONNDDAARRYY  BBRREEAAKK  

1188  PPRREESSSS  BBRREEAAKK  
    11))  BBAASSKKEETT  CCUUTT  IISS  ""MMIIDDDDLLEE  OOFF  FFLLOOOORR"" ;;    22))  SSTTAAYY  UUNNTTIILL  NNEEXXTT  AACCTTIIOONN;;    33))  FFLLAASSHH;;            ----  ""PPAASSSS  &&  CCUUTT""     OORR    ""DDRRIIBBBBLLEE--AATT""   AACCTTIIOONNSS----          ----55--OOUUTT  OORR  44--OOUUTT  AALLIIGGNNMMEENNTT--  

1199  FFUULLLL--CCOOUURRTT  TTRRIIPPSS  
    11))  MMUULLTTIIPPLLEE  TTRRIIPP  SSCCEENNAARRIIOOSS;;      22))  TTRRIIGGGGEERR  AACCTTIIOONNSS;;    33))  SSEEQQUUEENNCCEE  OOFF  AACCTTIIOONNSS  

2200  FFLLOOWW  
    11))  55--OOUUTT  TTOO  44--OOUUTT  TTOO  33--OOUUTT  &&   BBAACCKK;;    22))  LLIINNKKIINNGG  LLAAYYEERR--TTOO--LLAAYYEERR;;  33))  PPOOSSTT  &&   PPEERRIIMMEETTEERR  SSPPOOTT  CCOOMMBBIINNAATTIIOONNSS  ((SSEEEE  BBEELLOOWW))  
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FORMATIONS & SPOTS -- Above, All Spots Shown 

Below, 3-Out Spots (left);  4-Out Spots (middle);  5-Out Spots (right) 

Below, the "Extra" Spots are shown in each formation.  The 3-Out & 4-Out have Spots in the Corners you can use 

1. PASS & CUT  
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  Pass & Cut has a "Double" Benefit: 

1) A Scoring Opportunity for Cutter,  

2) A Scoring Opportunity for Player 

Filling the Spot and Recognizing 

the Read Line opportunity. 

DETAILS: 

1) DO NOT V-CUT, instead, Move in an Arc to Fill-a-Spot 

2) DO NOT CUT if the Pass is a Skip Pass, however, the player next to the receiver of pass MAY Cut . . . especially if 

defender is over read line.  Here are two reasons why: 

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

3) NO NEED TO FAKE . . . JUST GO 

4) IF DEFENSE JUMPS TO "DENIAL" POSITION, JUST CUT.  This would be a REAR CUT. 

 

This Layer makes it tough to guard players in different parts of the Floor. 

--The Weakside Players are always Cutting & Rotating 

--The Strongside (or Ballside) Players are Basket Cutting (Front Cut or Rear Cut), Puppy Dogging, or Drafting 
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Why the Rear Cut Works 

In the Pass & Cut Layer, a rule is 

established that never changes 

throughout the offense: If you pass 

one spot away, you must basket 

cut. There are many reasons for this 

rule, but I want to focus on the Rear 

Cut. 

Most teams teach their defenders to jump to the ball when a 

pass is made. Depending on a coachôs defensive philosophy, this is done for one of two reasons. 

¶ To establish denial position and prevent the return pass. 
¶ To get in a better helping position closer to the ball (gap defense). 

The Rear Cut is the best response for this defensive habit. 

But I donôt want the offensive player to make a decision ï itôs too slow. Thatôs why I made the basket cut a rule. 

Iôm giving the offense an instant reaction habit that counters the 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 cut 

to the basket. It then becomes a foot race from the perimeter with the offense facing the goal and the defense 

with its back to the goal. All things being equal, guess who wins? 

If the defense does not jump to the ball to get denial position, then the passer Front Cuts the defender. The 

moment the offensive player steps in front of the defender, itôs over ï the defender is beat. 

Itôs that simple. If the defender jumps, Rear Cut. If the defender stays, Front Cut. I could teach a donkey to do 

that. 

Rear Cuts are also implemented when the defense steps over the Read Line. This usually occurs when the 

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

to steal the anticipated pass. 

The reason the Rear Cut works in this case is the same as before. The defenderôs back is to the goal with his 

weight moving away from it. And the offensive player is facing the goal with his weight moving toward it. 

Advantage: Offense. 

By the way, all Rear Cuts donôt work in all situations, but they are more likely to be successful in the two 

scenarios that Iôve described ï when the defender is in the act of moving his weight away from the goal. 

Iôve set up the habits of the Read & React so that the offensive playerôs Rear Cut is timed to the defenderôs most 

vulnerable moment. No thinking. No decisions. Just cut. Missing that timing or allowing the defender to get 

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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Going Deeper into Pass & Cut 

 

In our previous post, we talked about the option of going 

deeper into certain layers of the Read & React rather than 

constantly pushing to add more layers. At the same time, a 

team who has established themselves in the R&R can 

continue to build nuances into their offense to make it more 

dynamic (and ultimately harder to guard). 

To illustrate this point, I put together some clips from the NCAA Division 1 University of Iowa Womenôs team. 

This kind of depth exists in almost every layer of the Read & React. Many of you are already aware of this 

ñSimple, yet Complexò aspect of the Read & React. But for those who arenôt, especially youth coaches, I hope 

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_embedded 

Once youôve mastered the basic front and rear cut, you can start to go a little deeperé 

When filling an empty spot, if your defender follows you, or ñpuppy-dogsò you, then immediately front cut. 

Another step deeperé 

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

 . . . We call this, the "Draft Drive". 

And deeper stillé 

If help comes, then combo the Draft Drive with another layer. So, if help comes from the post, youôre looking 

for the Basic Post Slide 

  

Special "Forum" Note on Passing to Cutter "" DDoo  ww ee  ccuu tt   aaff tt eerr   ppaassssiinngg   tt oo  aa  ccuu tt tt eerr??""  

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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Why Arenôt More Coaches Interested in 

 Layer 1 of the Read & React Offense? 

For those of you checking out the Read & React 

for the first time, the video below is an excerpt 

of Layer 1: Pass & Cut from the Read & React 

Offensive System DVD Set. 

http://www.youtube.com/watch?feature=player_embedded&v=7xAz

ANFC74c 

Hereôs why I think most coaches look past Layer 1 Pass & Cut: They 

only see the initial scoring opportunities, i.e., the give-and-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, 

they donôt see what else that action creates: 

Draft Drives 

After the basket cut an immediate help defender one position away has been temporarily taken out of the 

picture. A dribble drive in the direction of that cutter takes advantage of this space. Now, the closest help 

defender must come from a distance of two spots. By the way, that help defender is also trying to guard an 

offensive player who is filling up and on the move.  

Itôs amazing how effective this can be. Iôve seen draft drives end in lay-ups over the back of the original cutterôs 

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 if 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 the grain, a shot in rhythm, or a variety of other actions. 

Itôs obvious to say that a player in motion is more dangerous. Well, the Fill Cuts generate moving players on 

every pass. 

  

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/
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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 the 

perimeter, defend a North-South cut, defend in the post, and close out multiple times. Modern day defense 

requires that five defenders guard two-thirds of the floor. Layer 1 can break that down for most teams in only 

10-15 seconds. 

This opens up gaps to attack with other actions. Even if the Layer 1 action isnôt the scoring action, it can still 

create the opportunity for the score. In many cases, it should be credited with an assist. 

Next Best Actions 

Next Best Action decisions are given to the players only after or during a basket cut. Layer 1 is a hinge layer: 

the remaining 19 layers are contingent on the action of constantly cutting the lane and threatening the basket. 

Layer 1 is the door that players walk through in order to get to decisions like the following: 

1. Post-ǳǇ ŀŦǘŜǊ ǘƘŜ Ŏǳǘ όƛŦ ǘƘŜǊŜΩǎ ŀƴ ŀŘǾŀƴǘŀƎŜύΦ 
2. Set a screen for a post player before filling out. 
3. Set a Pin Screen on weak-side defenders. 
4. Use a Pin Screen set by one of your Read & React teammates. 
5. Set a Back Screen for anyone, anywhere on the perimeter. 
6. Use another cutting teammate as a Brush Screen. 
7. Set a Brush Screen for another cutting teammate and then shape-up for the ball. 
8. Use a screen set by your post player either coming into the lane or going out. 
9. Use both post players (if you have them) as double staggered screens. 
10. !ƴŘ ǘƘŜ ƭƛǎǘ ƎƻŜǎ ƻƴΧ 

I know of many high level coaches who have ñtaken a lookò at the Read & React only to skip over the first 

layer as if it just applies to youth teams and camps. 

As far as Iôm concerned, they donôt know what theyôre missing!  

  

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/
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Decisiveness is the Key to     

 Basketball Offense 

The Read & React as a whole has all 

of the complexities needed to beat 

any defense at any level. This is 

because it coordinates five players 

using multiple basketball actions linked randomly 

together. But, thatôs not the whole story. 

It has been noted by almost everyone who has looked at 

the Read & React system that each layer of the offense is 

simple. A layer consists of actions of a ball handler 

followed by the reactions of those without the ball. Both 

the actions and reactions are simple. If you pass, then you 

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 of the non-ball 

handlers be so effective? 

Because simplicity allows us to be decisive and aggressive. 

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

will beat the reactor most of the time. This accounts for the success of the Read & React even when it isnôt 

executed perfectly and/or when it hasnôt been completely mastered. 

Hereôs a question I get all the time. ñHow do I know when to add another layer?ò 

In the past, Iôve answered this several ways, but it comes down to this. Your team is only ready for another 

layer when the addition of that layer wonôt interfere with your teamôs decisiveness or aggressiveness. 

Now, remember that first paragraph where I mentioned the complexity of five players moving as one, 

performing multiple actions in a random order. Imagine that complexity with decisiveness and aggressiveness. 

Ultimately, that is your goal. 

  

Rick Torbett  Blog  What is the Read & React Offense 

Youôre right ï cutter must decide whether to front cut or rear cut, but the decision about WHETHER to cut, screen away, stay, go screen on the ball, 
etc., has been taken away.  I would categorize this as HOW to cut rather than a decision, but weôre splitting hairs at this point. 

If you want to know of EXCEPTIONS to the rule about ñdecision-makingò, Iôll give a couple. They both come from feeding the post. In the early stages 
of Read & React (Layer 2), when you pass to the post, you must ñDECIDEò whether to Laker Cut High or Low. When you get to Layer 13, the post-
feeder must decide between 4 options: 

1. Laker Cut High (Layer 2) 
2. Laker Cut Low (Layer 2) 
3. X-Cut or X-Screen a teammate and then basket cut (Layer 13) 
4. Re-Locate to an open perimeter Spot ï when no one is there to screen (Layer 13) 

Thereôs always an exception to the rule, isnôt there?! 

http://betterbasketball.com/tribe/2010/03/decisiveness-is-the-key-to-basketball-offense/
http://betterbasketball.com/tribe/2010/03/decisiveness-is-the-key-to-basketball-offense/
http://betterbasketballtribe.com/coaching-read-react/what-is-the-read-and-react-offense/#comment-10467
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In Layer 01 - Pass & Cut, we established that 

whenever we Pass "One Spot Away", that we 

MUST BASKET CUT. 

 

This is a Rule that will never be broken! 

 

 

 In Layer 02 - Post Pass & Cut, we 

do the same thing.  Well, the Post 

Position is ALSO ONE PASS AWAY! 

So, we MUST BASKET CUT.   

Our Cuts will be called: 

     -- LAKER CUT HIGH 

     -- LAKER CUT LOW 

 

Laker Cut High -- Cut and Touch the Elbow area of the FT Lane 

Laker Cut Low -- Cut and Touch below the Lowest Hash Mark 

The "Laker Cutter" Basket Cuts just 

like in Layer 01, and Fills-Out to an 

Empty Spot on the Perimeter. 

Note:  In 3-Out & 4-Out there are 

TWO perimeter Spots that can be 

filled. 

Not only does the Passer have choices they can make, but the CUTTER is beginning to have choices they can make. 

Just as in Layer 01, Perimeter players must Fill Spots that have been vacated by Cutter 

Generally, the direction of the Cut will "PULL" a perimeter player around to fill the Open Spot. 

2. POST PASS & CUT  
(NORTH -  SOUTH)  


