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High pick & roll with movement (flare (EiGIRElase for screener — good

e Pick & roll
= 15 different types
v" Mid P&R
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Wid P&R Types

-Traditional (flat)

-Lifted {loaded on 1 side)
-With a “bud” (flat]
-With movement
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*  Qverload or sometimes called “strong”
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*want the guard running down the hill w/the angle pick

= Elbow pick to a clear side
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= Elbow pick with each corner filled

= Step-up pick v@teams that push down
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= CornerP &R
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= Logo P & R{NBA logo)
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= Pistol action ‘DHO to 5 P&R
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Skills = What we Teach

s Ball handler
= Crossover step

Ball handler “always be ready to beat your man
away from the pick”; how?

-Crossover step — right over left (RIP pivot)
-lab & go, or
-Attack with dribble
**position
*¥sguare up
*butt to D w/"straddle position”,
5 P&R, etc.

e« Ball handler
= Position
= Set-up
= Separation
=  Screener



= Sprint for separation
= Change angle of pick late as you sprint through nail

Key Points —the 5's

Ball handler

Zay nandle
¥ Starting point
v" Setup
¥ Separation

gireencr
v" Sprintinto it
v Change angle
v Cometo a jump stop

Traditional P & R

Ball handler:

Ball handler

*knock the D off w/a bump

*pot below the line of the pick

*the one ball is for you; you are the quarterback
*pet into the paint!

Progression for ball handler once he uses@@Ry G4 BaL Freie

*drive — get to paint (turn corner get to paint)
*pull-up jumper
*pass ball to roll or replace man

4 e Prany wf 4 Dansg

*gpt a 2" middle penetration & pass to ballside corner o2 Faatc %
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(e.g. Bulls) — Deng
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What is the sequence/progression

. E*qu!z.-& ... D MoT M ALouT far the pop man
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Teaching Points

C Franks calls M P&R a “high P&R"

Check-offs or progressions

Given for ball handler & screener
Pick & Roll
= Ball handler

= Drive and get into paint
= Shoot the jump shot

*shoot

*drive

*high/low pass

*swing — “pass, follow, pick”

“gereener” = circle under the ball (sprint
(route)

Why?
*hedge defender 7 e - far out
*easier for ball defender to get under pick

= Throw it to roll/pop maze/ and/or replace man
* Geta2" middle penetration & pass to ballside corner pitch

Ball handler Crossover step

Three 8's *Rip pivot away from pick “always be ready to beat
*Start point (LEV L fﬂw&) your man away from pick”

*Set up {wumr ?b-"ﬁ'fau?'bm@&aﬂab & go (facing)

*Separation C 'QLW Eﬂ/wlﬁck dribble

Z—Dﬂ.:ﬂ)@tﬁr [Z'ULE'-
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**hump D
**spilf(G. Peyton/straddle position)

**inside out

Objective: Get below screener - Bav 4D LER.

Fist up — P & pop



Fist down = roll & replace

&9.
Review 5 3
s Ball handler ¥
= Drive paint J W
LR

= Jump shot

= Make a pass to roll/pop ;Zﬂq Mt—_ﬂm M
= Make a2" middle penetration & __ ¥A5% THE -Hball%.shooter . Copuert
¥" Stationary — crossover step “fade away from pick”; jab & go
¥" Dribble — square up bump & go vs. slower guy
v Straddle position __tf DRedBrLe
**hack down dribble &Lspin or back down & use pick over the top

Great Shot
*lay up
*FT
*rorner 3

“circle up” "we will do a whole drive & kick
sequence to teach ball handler to

z " .;E _EE J read” (see my notes)
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Ball Handler

*Get to paint
*Pull up jumper
*Pass ball to pop/roll

A

Pop §,n::l| — baseline

*shot e
*high/low .
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Sequence for pro slot shooter!

pedd

*drive
f o j’ *skip to pop man

Hit roll man; lay-up or pass to duck in man
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He called this a2 weakside [\
*Pass to corner, rim cut, set as

gl ollail STs

*swing to corner
*cut thru opposite for passer
*on ball pick for corner man by duck in Big



*Key: Every single player on each action
has a specific responsibility

.13
Position work: We want to teach €& guys the reads

Different reads that we work on:

*Attack the show man
**¢plit defender if you can
**heat defender away

*Shows by D
**attacked show
**hard show
**cheats
**¥poes under
Reads:

¢ (Contact show
*attack showman 1on 1

& Hand show
*cplit it if you can

s Cheats high side
*beat defender away

s D goes under
*we don't tell our guys to shoot it if they do fine
*foot race to paint with dribble — turn the corner

e Screener —see ball defenders go under, roll to rim. Why? Get a piece of ball defender
*Roll
*Re-screen

s Dribbler — hesitation move — cat-&-mouse; change direction .., ?ood ,{- ba{l c{ %aeg Uncl

e Under pick
*Make it a foot race — attack with speed
*Re-screen
*Hesitation move
**rat & mouse
**change directions



Fundamentals of P & R
“+ Three &'s:

# Start point

~ Setup

¥ Separation

= Start point—high P & R
s Set-up (1 of 2 ways)
= Crossover step

= Jab & go
Or

= "l can do it with the dribble”

¢ With the dribble
= Face up

%l
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= Straddle position

|
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I

Apain, starting point {e.g. square up position)

% Three&'s

¥’ Starting point (e.g. square up position)

Why? Always be a threat to beat my man
away from the screen!

Ball, you, man position — chest to sideline

v Setup (e.g. be prepared to beat your man away from pick)
v Separation {e.g. dribbler — attack to score with 2 hard dribbles, short, long)



Screener — separation

*Points of emphasis
**sprint your pick
**change angle of pick late
**broad jump into defender & make a jump stop as this keys the when for
dribbler to use pick
**soreener must force ball defender to go over the top — screen lower 1/2 of ball
defender’'s body

Traditional Pick with Ball Handler
*Knock off defender — hit him/bump him
*Oribbler get below the level of the screen
*Order of attack for dribbler
**pet to paint & go to rim (drive ball — attack score!)
**pull up for .
**Throw ball to roll/pop man
**get a 2nd penetration/ball side pass

P & R Action

¢ Guard with ball must know his sequence!!
= Drive — get to paint — score
= Pullup)
=  Throw back roll/pop replace man
= Geta 2" penetration

Guard must force an action & get defense to plugsoitisa strong side or a 3
on 2 weak side — force defenze ta help — period

Film — how are they covering the ball and how are they covering the roll man
*want a number advantage

If there is a throwback to pop man what are his reads: (sequence of attack for hib)
=  Shot
s High/low off duck-in
s Pass, follow, “get” (pick)



Sideupto W ialé  area

Pass, follow, get

If you have a pass, follow, get action

“center away action”

Angle of screen

¥ Cauge A LasT SeToD

Open post concept
Open gap concept

2 on ballside

Vetsus Hinb Heved; & .. Ueets D Goesiiic

Why?
1) Make D go over pick
*opens roll/pop up for screener
*show man gets caught in gray area

Fist up—Pick & pop----------- = coach’s choice

Fist down —Pick & roll--------- > coach’s choice

Flat angle — get below ball defender
so show man cannot extend/delay
dribble drive



Priorities
1) Lay-up
2) FT

3} Cornershot

Must have a drillis) to get your drive & kick sequence in!!

Shot
H/L pass
Skip

#1

Called the "mid-corner” I\J ;’
Corner catch
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Duck-in to a floor & seal

Shot or circle up action
*duck-in

*flood

*seal rotation by X5

Ball handler can't make throw back pass
HOW?

Pass to duck in man = 04



H2 ..-——2 Read one catch for 04
Cg ! ﬂ 4 1} Go back with _MeVE  to where you came
from (HE5 TAT o, 5@55! Ge
2) Bounce pass to back cut by carner man

(D 3) Face out pass to 03
#3
Ve D Joor detioe 16 D loresses
-shot
-drive
-skip
As a rule with weakside /\ Rean ol

*anytime | swing ball | @ cut and we go with @ ball @2ACBGAzRY
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As a rule w/weakside /\
The paint is this: Every single play/action! fUEno’ ok Hie 4 PPore~ ScpPT I'\:"ifﬂ-‘i’f-
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We like to get our reads down by using G/F work! e g Attached Show:

1) start point
) setup
3) Separation

Ball Handler Screener

Read: 1)turn corner— getto paint—drive it 1) sprint
2lpull up ! 2} make defender go over the top



3) throw back 3) contact — broad jump & jump stop
4) get a 2™ penetration 4) open top ball & get separation

Skills: 1) crossover/jab
2)straddle dribble
3} get below level of screen
4) 2 dribble rule
Attack mode

Mind of ballhandler mind of _ ©egeEl @ - secrets
Timing opens window = 2. De.pggee Bore Aulews Fot SOtce Té& ...

2.5, w
Hedgze (@b show)
Ballhandler . Screener

*pace — split it {turn corner harder)
Drive to score - :
@R Thdew P
@> PP lustearTon
D switches

'
*pocket pass (bounce w/o dribble) Sy
*roll it & bring another pick into

Switch man

*hack it up & attack switch man
[ Gees Under *hring smallest/tallest vs. switch
*Tendency when D goes under is to shoot *slip it

it: we say that is the last option{

Ballhandler Screener
*make it a foot race *D goes under roll
*Use the screen a 2™ time rescreen *Rescreen

#Hesitation & come to same side
widribble “cat & mouse & change
directions”



When D switches — go at switch man with another screen, e.g. 1 & 4 switch defensively
so 4 is guarding the ball; come right back with another on ball 5 more comes into on
ball; now you have 5 guarding a 1

"Overload P & R”

2&7%
? l *Good way to enter the post:

e

Use certain sets vs. the switch: Sﬁﬁ{dﬁ SeT

- 5 >
v

Switching can consume you: Fit. .. swingit & getasecond P & R

Vs, hedge, for example:
*go hard, hesitate (why? Keys big to go back to his own) * attack again mm

Sequence of }uwg; when big zones up

a) Hesitation at big —po

b} Attack & spin back

c) Attack outside shoulder —split it
d) Inside —out & go

e) Rescreen

Rescreen!
Tj’r& "ﬁu!.u-;[ Big turn & rescreen again

Eagcqas

What do you do against tearns that push you down & don't want you in the middle
of the floor?

Set screen as high as possible on

‘E SP&R/SIFPUP ﬁaﬁf Oﬁ%lgf

—1 | b 4



Point guard/any guard
)( 1) Knock off dribble to side of pick, cross it

/,,4 and attack big
@57 f,ff”” SPACE:  a) split & go middle
7 5 h) inside-out dribble go base
/ ! , c) pop the short jumper
15 ZSCW {r'. d} zo base, spin back & use

pick

What happens if screener pops the pick w/S P&R vs. team that pushes base

gp

Pnor:tles Checklist

1) Shoot )E’%Jgﬂaﬁ']_: Tg?fﬂ

2} Passit, follow it, get

1 like also = dribble hand-offs with non-shooters —like a rub-cut

b |
N R o ="
) Cutinto pocket

iL. )7le_'\f _ _ ____  X5shot/passto opposite big &

4) Replace _IgTo high/low action
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Wide pin down off swing or flare & slip
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Versus the blitz Y }(

1)

9

Really try to use the middle of the floor #1 :’(r
*Laker Red — trap before pick is set

4

Automatic slip
*anytime ball handler has ball & pass fakes — automatic slip “ball fake-slip”

If they don’t stay with trap, dribble off the ass of the big D who goes back to his own

2} Ball handler — attack big with 1 dribble, pass ahead ballside & he hits rollman
| Hrs e f
L e 6 WrreeS Fresss 'ra!?ou.”
-F K . -~ -
3) Pass to weakside, force rotatian, and play aggressive. . . we want people to trap
v 7 P
4_} Shoot @l_.n..---—"f)

3

4)

Drive
Pass to roll man

Pick the trap man — more preventative or use a “wedge-roll action”

|
9 —— o T S

*whoever is the trap man (Big) you screen your own man — rescreen on the outside

Trap — 1-4 flat with a cutting game: get the defense moving and then go with the m % 8,4.4:{

Key: Why —attack mindset
Ball _ MMenElde |

Player cut _
Misdirection T et QF.—"—(—T - 5 Mupon= Stot
Movernent

Spacing P & R Wizt TEAHCHUG EEVMDS ... Go TT
Ball fake slip

Spread — weakside pass HEKI__ A’C?-ZOH -~ ..



Turning Point — 5 minute slots — go to next thing — period

*Forget the “play” — read & go now 1%
*Against pood D it is difficult to get your initial option
*Trend — @gre In@dOED you see more and more multiple P & R (e.g. Houston —Van Gundy)

Continuity P & R

I

LISy 0

e s W

2 | 3

» Traditional SP & R
» Weakside stepup P & R

LA
Against teams that are pretty good with trapping —@pboth your bigs —= SHaS SET s Go

Ll-/ Cumist An
teTe -‘%2 —3-‘-"74_@_

”ﬂﬂ" Weergire & 25T

e.g. Multiple P & R is our motion game!




Our P & R game is to drive & kick
prrest
Penetration and &y thoughts:

*Middle penetration = top-down

Middle penetration : *anytime we drive & kidck we want
a 2™ penetration

/ *anytime | pass to start drive & kick |

C:/ want to replace outside the 3-pt.
line

*if 1 pass to corner & it is filled, go
weakside corner

*haseline drive - fill these spots

,}é Again, anytime | pass it replace myself outside the 3-pt. line

Kansas Play o >
Came L e g | Tl
@ : S 3 - SH_{GT

a) Floppy

b) 1 picks opposite big

c) (3 s ) 1 cross picks for 5 on ballside block
f MPM Dowq @ rolls his _Pied down for 1
Y 03 &

d) 4 rolls his pin down for 1 = pick/picker action
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