17. Your team has been unable to score a touchdown when they are within 10 metres
of their attacking scoreline. Using diagrams outline 4 attacking moves that you
feel may overcome this problem. Be prepared to present them at the course
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18. Using diagrams, outline the defensive policies that you would encourage your
team to adopt when defending 10 metres from their defensive scoreline. Be
prepared to present these at the course.
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STATISTICS IN TOUCH

You are analysing the State of Origin videos. What statistics would you extract from
this analysis & how would you use them in your own coaching sessions.

A.

There are various statistics that can be extracted from the observation of all high
level performances. The aid of video footage & the convenience it presents gives
you the ability to come up with precise statistics. The margin of error is eliminated,
as the statistics can be double-checked for accuracy.

The information extracted could also be broken into 2 specific areas depending on
how the coach intended to use the statistical data.

1) Individual player statistics, &
i1) Game or match statistics

The use of this information in your own sessions can be a valuable tool at all levels
of competition to give yourself not only an edge over the opposition, but a realistic
expectation of the ability of your own players.

'The Statistical information that I would extract as a coach would be as follows:
Team or Game Statistics

Completion rate: How often are the full sets of six touches used by both sides?
Hand over of possession, where on the field did it occur, is it six
again, touch count
Time in possession
Number of times caught from half

Penalties: Record all penalties handed over by your team & their nature as well as the
penalties you receive.

Attack: Number of chances capitalised on or blown
Amount of time on the attacking line
Completion of team pattemns & set plays
Number of acting half runs

Defence: Where the opposition scored the touchdowns
Number of diving touches

Number of times the opposition did not capitalise on our errors

General play: Calculate wraps, switches or even team discipline.



