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DEFENSE:

The Defense and Then Defending
Diane Flick, Western Washington University

Diane.Flick@wwu.edu
I.  Overriding Principle for Designing A Defense:  Your Defense Should Reflect and Maximize Your Strengths
II. Play The Hand You’re Dealt:  Full examination time…not what should be on paper, but what actually is in the gym
· What is your team signature?

· Blocking?

· Floor Defense?

· Transition?

· Can your team handle change or do they need a one size fits all?
· Are they able to change defenses based on your opponent’s systems?
· Are they able to change defenses based on a single person’s tendencies?

· Would they be best to have one defense that they do very well?
III. Different Defenses:

· Every defense giveth and taketh away
· Perimeter
· Full Slide
· Half Slide
· Switch
· Rotational

· Middle, Middle

· Rover

· 2 x 2

IV. Conceptual Defense:  Kind of defense gets you to a starting point, but the game may dictate differently.  Prepare your team for the subtleties of defense.

· Team Defense includes all six people

· One moves, all must adjust

· Blocker/ Defender relationship

· String in the belly button

· The Counterbalance
· Floor Position Can Eliminate Options
· Play defense one direction

· Use the Thin Man
· “See The Ball”
· If you can’t see it, you are hiding more than defending
· The Extra Defender
· 6 players, 2 antennae
· Half It
· Split your responsibilities in half

· Include the tools in your responsibilities
· One Plane for me, One for you

· Defending the gray area
















































