MAN-2-MAN DEFENSE OR M-2-M - This is where your players guard one of their players on defense. 

ZONE DEFENSE - This is where your players cover a specific area on the floor, rather than a specific player. 

THE PAINT - This is the painted or shaded area from the free throw line to the closest baseline. 

BASELINE - The out-of-bounds line behind each basket. 

3 SECOND AREA - You can not spend more than 3 seconds at a time in the paint, or the other team gets the ball. 

THE BLOCK - This is the one foot painted black rectangle on the floor on each side of the basket. 

HASH MARKS - These are the little painted lines on the floor around the paint, where players stand during free throw attempts. 

TOP OF THE KEY - The area outside the little circle that 1/2 surrounds the free throw line. 

3 POINT LINE - This is the area outside of the top of the key and then diagonally toward the closest corners of the court. 

***BALL *** - This is what a player yells when they are open for a pass. 

DOUBLE DRIBBLE - Where you dribble with both hands at the same time. 

WALKING - This is where you have the ball and you move both feet before you start your dribble. 

***THE LANE*** - This is a term we will use for a designated area in our fast breaks. The lane is the area right beside the out-of-bounds line that runs down the length of the court. Both sides of the court have a lane. 

OPEN LANE - This is where there is a straight path to the basket without a defender in the way. 

STRONG SIDE OR BALL SIDE - This is the side that the ball is on. 

HELP SIDE OR WEAK SIDE - This is the side of the court where the ball isn't. 

FAST BREAK - This is when the other team shoots, we get the ball, and take the ball the length of the court as fast as we can for a quick basket. 

OUTLET PASS - This is where you get the rebound and have to go the length of the court. The 1st pass you make to start the ball down the court is the outlet pass. 

SCREEN OR PICK - Legal action of a player who, without causing more than incidental contact, delays or prevents an opponent from reaching his desired position.
