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THE BLUEPRINT SHIFT: CONCEPTS BEAT CHOREOGRAPHY

Talent without cognitive structure collapses under adversity. Elite performance is the ability to apply concepts at speed.

Drill Choreography (The Old Way) TCDgnitiVE Architecture (The Master Coach Way) L
& — %)
X | Focuses on movement first. /-'E-/ | Coaches understanding first. i ]
X | Relies on perfect, controlled conditions. ] /*ﬁ\/] Introduces noise, fatigue, and unpredictalgi_lity. T'—/l
X | Looks great in practice, collapses in games. —:{——-Euf] Messy in practice, resilient in games. Jﬁ\l
X | Players memorize sequences. I \*E’] Players read cues and apply principles. J
X | Vulnerable to opponent adjustments. \—°Ev'] Adapts instantly to shifting pressure. j !
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If your players cannot explain what they are doing and why, -_— 4 //

they are performing choreography, not playing the game.
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THE COGNITIVE LOAD FUNNEL

Under stress, athletes must manage a stack of simultaneous demands. Most athletes fail at the top of the stack, not the bottom.

PERCEPTION -

What they see and hear.
(Primary failure point)

What the cues mean.

=</ < INTERPRETATION

Which option to choose.

o EXECUTION

The physical mechanics.

RECOVERY - N\
How to respond if it fails.

=
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A Master Coach trains the top of the stack. If an athlete

cannot perceive the cue, mechanical execution is irrelevant.
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THE INTELLIGENCE MACHINE: THE TEACHING LOOP
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T EXPLAN

One clear sentence. Give the
concept in simple language.
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THE THREE QUESTION STANDARD
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: R E FL ECT (If you cannot an swzgﬁfe ﬁ?ﬂEﬁlﬁ:\:ntErg:rlr::;t not development) e - D E M D N ST RATE
Athlete explains what they ; ; Show it live, on film,

saw and why they chose it. 1. What decision is this training? E - oron a board.

& : 2. Where does this happen in competition? g / = J)
3. What are the consequences of choosing wrong? //

(g i . ~
4 APRESSURE | E 4 3 REHEARSE

Add time, fatigue, noise, Low speed with immediate,
or opposition. technical correction.
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MAPPING THE GAME:
THE CONCEPT ARCHITECTURE TRIGGERS APPROVED RESPONSES

(What the athlete sees) (What the athlete can choose)
— Level 2 I — | Level 3
—
3-5 NON-NEGOTIABLE |= — Level 2 Level 3
PRINCIPLES —
'_\—- Level 2 Level 3
Level
: Level 2 Level 3
JLEPRINARY 3-5 NON-NEGOTIABLE |5 ——
AL - ‘ PRINCIPLES : “Rglerel2 —
(e.g., Containment, :L
S Transition) — Level 2 Peval ... ..
N Level 3 '
L. Level 2 : : :
: 3-5 NON-NEGOTIABLE |—' ‘: f
PRINCIPLES : L“- Level2 |
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Level 1 Level 2 l ------- . Warnmg .
: Node

coaches teach the same map repeatedly, COMMON ERRORS “‘

with deeper detail over time. ftattheylicostike) Executmn
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_____ Incorrect \
Athletes learn faster when they can . @;}
place information on a map. Master
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The Tactical War Room -

TUNING THE ENVIRONMENT: THE FOUR STRESS DIALS

Stress is not the enemy; it is the teacher. Master Coaches do not break athletes; they build them through progressive overload.
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Shorter clocks, Tighter areas, less After sprint, after contact, Limited communication,
quicker decisions. room to operate. after repeated reps. unknown play calls,
random cues.
——

OPERATIONAL RULE: THE PROGRESSION LADDER

Turn one dial at a time. Later, combine two.

Do not combine all four until athletes achieve mastery.
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THE DIAGNOSTIC GRID: MEASURING DECISION QUALITY

DECISION QUALITY
(INCORRECT TO CORRECT)

|

NEEDS REPS

(Understands concept,
mechanics failed).

0

|

OPTIMAL
PERFORMANCE

SYSTEM FAILURE

(Overwhelmed,
dial back stress).
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EXECUTION QUALITY
(POOR TO GOOD)

" DEEP DIVE ON THE TARGET ZONE:

=)
Incorrect Decision + Good Execution.

cognitive understanding.
This is your highest-leverage teaching target.

————

This athlete has physical ability but lacks J
4
—

THE TWO SENTENCE RULE:

Under stress, athletes cannot absorb Iecture;

Use two sentences:
1. Name what you saw (factual).
/

2. Name the next best decision.




THE THREE FOCAL LENSES OF ELITE FILM REVIEW

Film is where experience becomes wisdom. Without it, athletes repeat mistakes
and call it hard work. It is never a shame session.

TECHNICAL LENS

How was the movement

TACTICAL LENS

What was the situation

and the right principle? physically executed?
:| CALL & RESPONSE PROTOCOL:
“| Train perception, don't lecture. (
'| Pause before the decision. EMOTIONAL LENS

|| Ask: What do you see? | : What was the response,
What are your two best options? '~; composure, and communication?
Which is best and why? ) -
- . —
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DIAGNOSING FAILURE: THE MISTAKE PATTERN BUCKETS

Most mistakes are not random; they are patterns. Master Coaches label the bucket
to ensure practice targets the correct root cause.

RECOGNITION SELECTION

EXECUTION

The athletefchnse right

but failed physically.
(Failure of Mechanics)

T

The athlete did not The athlete saw the cue

see the cue. but chose wrong.
(Failure of Perception) (Failure of Interpretation/IQ).

drills for a "Selection’ failure. Coach the cause, not the symptom
—

CDACHING IMPERATIVE: Do not waste practice time running condltlonlng]
A,




Situational Advantage: The Margins Playbook

Championship outcomes often come down to margins. Rule mastery is not trivia; it is a

competitive weapon to save points, possessions, and momentum.

The Three Tiers of Rules Knowledge

_' @ | Tier1: Safety and
“non-negotiables.

— Optimization: 53% S

Tier 2: High-frequency

" situations.

_ Optimization: S3%

= -

The Penalty Prevention System

-

v ifae Tier 3: Situational edgeém
\ ¢ (clock, subs, special cases).

— Optimization; 59% ;

|

Track penalties by root cause:

"The Penalty Prevention System ] H

- Late Decisions (Hesitation/Reaction)

A

- Emotional Response (Retaliation) I

- Poor Technique (Panic grabbing) —\‘

- k) BN

Performance Orange °
> Rule of Thumb: Coach the cause,
- not the symptom. Only designated
", captains speak to officials.




Hardwiring 10: Weekly Intelligence Habits

The Compounding Routine The Post-Game Growth Journal
N
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'WEEKLY CALENDAR

TUE WED ("_'ELD I ([ sar SUN

(il
E] What situation did | struggle with?

gt - ——

2 | L

. . - : 5
4 — _ F N ) 5 What cue did | miss?
Film sossion | | Concept quis | | Cencept-led Athlete-led Mt .
focused on (5 questions, | | teactiing teaching b.
. | one concept. fast). segmenl (60 | | segment .
_i'l seconds). (60 seconds). = e
> ' A : What is my best option next time?
I "
What will | practice this week to improve it?
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(((: Tactical Communication Loop: Name the Cue -> Name the Option -> Confirm the Action :))
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(e.g,, Switch left, stay tight, reset tempao).




The SyntheS|s Four Plllars of Player IQ

Most teams only train response. Elite teams aggressively engineer perception and prediction.
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LENDAR

TUE WED : _ 3 " What stluation did

IE "|r“ts. teactong ’

What the o0 leme® ||l Whatthe | What the athlete — What the athlete|
athlete sees. I athlete knows. expects next. ihatishIRt==RE chooses.
(Buiit by Film Lenses (Built by the . '~ (Built by Scenario ! g (Built by Stress Dials
& Concept Maps). | Teaching Loop). 5 Libraries). ' | & Decision Reps). |

[PERCEPTION]| |- mﬂ{m PRINCIPLES | PREDICTION| © (" “<#"¢ | RESPONSE |

s ; .
| What will | practic

The goal is not robotic execution. The goal is intelligent autonomy.
When athleticism is equal, the smarter team wins.
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