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IMPROVING THE GAME WITH A FAST BREAKTHROUGH
BASKETBALL PLAYERS OF 15-16 YEARS
A.R. Yarullin, G.R. Danilova

Volga Region Academy of Physical Culture of Sport and Tourism, Kazan, Russia

The article tells about one of the most popular tactical interactions are the fast break system. It has many
options, but the goal of all of them is the same — the ball must be delivered under the opponent’s ring before the
defense has time to organize. The author considers that a quick breakthrough is a well-designed and organized
attack system. An attack can start from any place on the court, but very often the attack option depends on the
place where a quick breakout starts. As a rule, long or short transmission, guidance or a combination of these
techniques are used. The better a team is prepared, the better it will be able to identify and use attack methods.
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Introduction. Basketball is a team game, the result
depends on the correct, rapid and accurate interaction
of all players. Fast break is one of the main compo-
nents of a successful team play. Particular attention in
the development of the game with a quick rush should
be paid at the age of 15—16 years old, since this age is
important in the development of basic physical quali-
ties that help to develop the game with a fast break-
through [1].

Possessing high dynamism, emotionality, individu-
alism and at the same time collectivism, basketball is
one of the most effective factors for comprehensive
physical development. Basketball-develops all the im-
portant physical qualities: speed, speed-strength, coor-
dination abilities, flexibility and endurance. Almost all
functional systems of the body and the main mecha-
nisms of energy supply are involved in the work. The
specifics of competitive basketball activities place
highly depend on the development of speed and power
abilities of players. The speed-strength qualities are
characterized by unsaturated muscle tensions, mani-
fested with the necessary, often maximum, power in
exercises performed at a considerable speed, but not
reaching, as a rule, the limiting barrier. They mani-
fest themselves in motor actions, in which, along with
considerable muscle strength, quickness of movements
is also required. Thus, in a game activity, all these
physical qualities manifest themselves in combina-
tion with each other. The majority of technical and
tactical methods in the form and nature of the actions
belong to the group of speed exercises. Requirements
of the payers ability are in indicators: the height of
jumps, the speed of performing various techniques,
the speed of movement, the manifestations of dexter-
ity and endurance [3].

The leading trend of modern basketball is the strug-
gle not only for the speed of increasing the speed of
jerks of individual movements, but also in the ability
to quickly and accurately perform complex techniques
at maximum speed of movement, the ability to per-
form and prevent the rapid development of attack and
throw into the basket, the ability to withstand a high
pace until the end games [2].

Purpose of the research. A theoretical basis, to
develop and to determine the efficacy of a complex
of exercises to improve the game fast break in bas-
ketball 15-16.

Research results and discussion. In our study,
thanks to the methods of statistical processing of
games, we removed the initial statistical data of com-
petitive activity of the game with a fast break in the
experimental and control groups of basketball play-
ers aged 15-16.

The program of the state standard approved the
distribution of training hours for all types of training.
Every coach develops lesson plans and training ses-
sions. Therefore, it was not difficult to implement the
developed set of exercises for improveing the game
with a rapid breakthrough in the training process of
the experimental group.

At the beginning of the study, tests were carried out,
which revealed the initial performance of the game by
a rapid breakthrough of basketball players 15-16 years
in the control and experimental groups.

The test results showed that:

— «Interception of the ball» — the main indicator
of the game in defense, and an integral part of it is the
mastery of the technique of movement. In this game
indicator, the experimental group loses the control,
the average result of groups 10 and 11, respectively.
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— «Implemented rapid breakthrough» average re-
sults in the experimental group 4 times, and in the
control group 4.7 times.

—In the indicator «unrealized rapid breakthrough»
in the control group 9 times, in the control 9.7 times.

After determining the baseline statistics of com-
petitive activity of the game rapid breakthrough bas-
ketball players 15—16 years, we found that the results
of the main average performance in the experimental
and control groups are equal.

The experimental group is engaged in a micro cycle
5 times a week. At each training session, which usu-
ally lasts from 90 to 135 minutes, our set of exercises
is performed from 10 to 15 minutes. The complex
includes three groups of exercises that we use to im-
prove the rapid breakthrough, include a breakthrough
in threes, a breakthrough in the fives and what we call
the exercise «beep-beepy.

After we determined the initial indicators of a rapid
breakthrough, we decided to develop and implement a
set of exercises in the training process of the experi-
mental group.

1. Exercise in threes.

2. The passing game in the fives.

After the introduction of a set of exercises in the
training process of the experimental group, the analysis
of changes in the statistical data of competitive activ-
ity of the game by a rapid breakthrough at the end of
the experiment was carried out.

For a more accurate and visual review of the sta-
tistics of competitive activity of the game by a rapid
breakthrough, we have determined the increase in%,
basketball players 15-16 years.

The increase in the indicator «Selection on the
Board» was 4.7 % in the experimental group and 2.7 %
in the control group.

«Interception of the ball» — an increase in the ex-
perimental group of 17 %, while the increase in the
control group is less — 4.5 %.

«Implemented rapid breakthrough» average growth
results in the experimental group of 25 %, and in the
control group of 10.6 %.

In the indicator «unrealized rapid breakthroughy in
the control group 11.1 %, in the control 8.2 % increase.

Thus, the test results showed that the set of exer-
cises used by us contribute to the effective action of
the game by a rapid breakthrough.
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Conclusions

1. Having analyzed literary sources and improv-
ing the game features fast-break, based on the study
of scientific and scientific — methodical literature
identified the major components of the high-speed ca-
pabilities, also identified factors that curled result of
the development of these abilities. Without a complete
acquisition of the volume of knowledge and certain
skills, it is impossible to train players in these game
techniques with a fast-break.

2. In the initial statistics of the competitive activ-
ity of the game, a fast-break in the experimental and
control groups of basketball players aged 15-16 re-
vealed that the indicators of the experimental and
control groups are equal and have no differences from
each other.

3. The exercise complexes we proposed were com-
piled and implemented based on the analysis of the
literature we studied. At each workout, which usually
lasts from 90 to 115 minutes, our complex of exercises
is performed from 10 to 15 minutes. The complex in-
cludes three exercises that we use to improve the game
fast-break: break in threes, fives, and a breakthrough
in what we call the exercise «beep-beepy.

4. At the end of our experiment, the results of sta-
tistical data of competitive activity of the game were
revealed by a quick breakthrough in the experimental
and control groups of basketball players aged 15-16,
who proved that the set of exercises we use contributes
to the effective actions of the play fast-break.
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CoBeplLueHCTBOBaHUE UTPbl GbICTPbIM NPOpPbIBOM Yy 6ackeT6osMcToB 15-16 ner

PackppIBaeTCs OIMH M3 CaMBIX MOMYJISAPHBIX BUIOB TAKTHYECKOTO B3aUMOJICUCTBHS — CUCTEMa OBICTPOTrO TPOPHI-
Ba. OHa MMeeT MHOXECTBO BapUAHTOB, HO LIEJIb BCET/Ia OJJHA — MY JIOJI’KEH OBITh JOCTABJICH MO/ KOJIBIIO TPOTHB-
HUKa TIPEXK e, YeM 3alIUTa YCIIeEeT OPraHH30BaThCA. ABTOPBI YTBEPKIAIOT, UTO OBICTPBIN MPOPBIB — ITO XOPOIIO
NpoAyMaHHasi 1 OpraHW30BaHHAs CHCTEMa HamaJleHus. ATaka MOXKET HAUMHATHCA C JTF0O0r0 MECTa TUIOIIAKH,
HO OYEHb YaCTO OT MECTa Hadalia ObICTPOr0 MPOPHIBA 3aBUCUT BAPUAHT aTakH. McciaenyoTcs TeXHUKa JIIMHHOM
M KOPOTKOH IE€perayu, BEJEHUE NN COYEeTaHUE ITUX NPUEMOB. UeM Jlyulne noAroTOBJIEHa KOMaHAa, TEM JIydIle
OHA CyMEET OIIPEAEIIUTh U HCIIOJIb30BAaTh METO/bI ATAKU.

KuroueBble cioBa: maxmuxa, mexnukd, Moaoovle 6ackemooaucmel.
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