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MATCH TACTICS:

PLAY THE&E ODDS.

f/

EARLY GAMES ARE AILSO A
SCOUTING MISSION:

USE THEM TO ILEARN WHAT
THE OPPONENT CAN AND
CANNOT DO.

&

THE FIRST 3 GAMES:

~\

Z

THE BEST PILAYERS CHOOSE THE HIGHEST-

PERCENTAGE OPTION FOR THAT MOMENT BASED

ON WHAT THEY HAVE ILEARNED ABOUT THE
OPPONENT.

THE GOAL IS NOT TO HIT THE HARDEST SHOT;

TO CHOOSE THE SHOT THAT GIVES THE BEST
ODDS RIGHT NOW.
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TeEST I )) OET AN

ANSWER
TRY A BALL OR WATCH THE
PATTERN. REPLY.
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FIRST
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TEST MENU

TRY THESE TESTS IN THE FIRST 3 GAMES AND PAY ATTENTION TO THE
INFORMATION THEY GIVE YOU FOR THE REST OF THE MATCH.

TRY THESE
IN ANY ORDER

WHAT ARE YOU
TESTING?

WHAT DOES IT MEeAN FOR
YOUR ODDSP

IF THEY CANNOT CREATE PACE

FEED A FEW CAN THEY CREATE
PACE NEUTRAL OR THEIR OWN PACE, OR BUT REDIRECT WELL, STOP
SLOW ARE THEY ONLY GIVING THEM FREE POWER.
| CREATION galls to DANGEROUS WHEN USE MORE NEUTRAL, HIGH,
TEST BOTH YOU HIT HARD AND SILOW, OR SPINY BALLS AND
WINGS. THEY REDIRECT? MAKE THEM CREATE.
HIT A FEW DO THEY GET IF THEY REDIRECT PACE
> POWER FLAT, RUSHED, BILOCK IT WELL HUED POWER May
TEST FAST BACK, OR REDIRECT ILOWER YOUR PERCENTAGE
BALLS. IT COMFORTABLY? .
SEND HIGH DO THEY HANDLE
IF YES, USE HEIGHT
—3 HIGH HEAVY AoOvE THEIR UL DERVE THEIR | REPEATEDLY, ESPECIALLY TO
NORMAL CEPLY SHORTS THE WEAKER SIDE.
HIT SLICES DO YOU SEE SPEED, IF YES, KEEP THEIR CONTACT
L] SLICE/ AND DROP POR-UPS, AWKWARD | po|NT LLOW AND HIT MORE
DROP TEST BENDING, OR WEAK
SHOTS. REPLIESS UNDERSPIN SHOTS
IF THEIR FOREHEAD ANGLE IS A
FOREHAND RET%DTangH CAN THEY CREATE A WEAPON, KEEP THE BALL OUT OF
S CORNER P ONEHAND DANGEROUS ANGLE THAT CORNER MORE OFTEN
TEST CORRER FROM THERE? BECAUSE YOU ARE OPENING
. THEIR BEST GEOMETRY.
POES DEPTH THERE .
BACKHAND Deoon inTo | CREATE ERRORS OR SIDE THAT GIVES YOU THE '
B CORNER THE T AR O SAFER REPLY, AND AVOID
TEST BACKHAND BRET CROGECOURT OPENING THEIR BEST
DEEP HIT DEEP CAN THEY STILL -
7/ MIDDLE THROUGH THE | CREATE OFFENSE N L DL S O NE
TEST MIDDLE. WITHOUT ANGLES? )
WATCH SPEED, IF WEAK, USE WIDTH. IF THEY
WIDE BALL PULL THEM BAI-ANCE, LOVE RUNNING FOREHANDS AND
= TEST OFF COURT. RECOVERY, AND CREATE ANGLES, DO NOT
REPLY QUALITY. OVERFEED WIDTH.
SHORT- MoLE THEM CAN THEY HANDLE IF NOT, USE IT TO DRAG THEM
g ANGILE TEST FORWARD AND IT AND RECOVER? OFF THE BASELINE.
SIDEWAYS.
NET GAME  MAKE THEM CAN THEY HIT IF NOT, BRING THEM UP
10 TeE=T APPROACH VOLLEYS AND THERE MORE WITH DROP
THE NET SHOTS.

OVERHEADS?

“ONE TEST IS NOT A FINAL VERDICT.

I-OOK FOR A PATTERN.”




BUILD YOUR PERCENTAGE MAP

TARGET ZONES:
WHERE SHOULD | HIT MY SHOTS?

EXAMPLE - AFTER THE FIRST 3 GAMES, | KNOW:

1. THEIR BACKHAND IS WEAK - | WIN OVER 60% OF THE POINTS WHEN | HIT TO IT
2. | CAN'T ALILOW THEM TO HIT THEIR GOOD SHORT ANGI.E FOREHANDS
3. THEY ARE NOT FAST ENOUGH TO HANDI.E DROP SHOTS

FOREHAND
CORNER

MIDDLE

BACKHAND
CORNER

(” N [ N N\ S
GO NO Go NO
SHOTS SHOTS ZONES ZONES

SHOTS THAT PARTS OF PARTS OF
2285.5_.', COULE THE COURT THE COURT
IRUST LOSE ME | WANT TO THAT GIVE
TODAY POINTS OR HIT INTO ;:Em I
BECAUSE FEED THEIR THEIR Bt
THEY ARE STRENGTHS BALL (
HIGH %

(@ 2-3 GO-TO PATTERNS N

BUILLD THESE FROM YOUR SCOUTING INFO:

w

“THE BEST SHOT ISN'T AILWAYS THE HARDEST SHOT.
IT'S THE SHOT THAT GIVES YOU THE BEST ODDS RIGHT NOW.”

S




	MATCH TACTICS:
	PLAY THE ODDS.
	THE FIRST 3 GAMES:
	Early GAMES are also a scouting mission:
	use them to learn what the opponent can and cannot do.

	YOUR FIRST
	LOOK:
	TEST
	GET AN ANSWER
	CHANGE THE ODDS



	TEST MENU
	Try these tests in the first 3 games and pay attention to the information they give you for the rest of the match.
	WHAT ARE YOU TESTING?
	WHAT DOES IT MEAN FOR YOUR ODDS?
	TRY THESE
	IN ANY ORDER
	PACE CREATION TEST
	Do they get rushed, block it back, or redirect it comfortably?
	Hit a few FLAT, fast balls.
	If they redirect pace well, huge power may lower your percentage.

	POWER TEST
	do they handle balls above their shoulder or reply short?
	If yes, use height repeatedly, especially to the weaker side.

	HIGH HEAVY BALL TEST
	Do you see speed, pop-ups, awkward bending, or weak replies?
	hit slices and drop shots.
	If yes, keep their contact point low and hit more underspin shots

	SLICE/
	DROP TEST
	FOREHAND CORNER TEST
	Can they create a dangerous angle from there?
	Use the answer: attack the side that gives you the safer reply, and avoid opening their best pattern.

	BACKHAND CORNER TEST
	DEEP MIDDLE TEST
	Can they still create offense without angles?
	If not, middle is a high-percentage neutral zone.
	Watch speed, balance, recovery, and reply quality.
	Pull them off court.

	WIDE BALL TEST
	Can they handle it and recover?
	If not, use it to drag them off the baseline.
	SHORT-ANGLE TEST
	Can they hit volleys and overheads?
	If not, bring them up there more with drop shots.

	NET GAME
	TEST
	“One test is not a final verdict. Look for a pattern.”


	BUILD YOUR PERCENTAGE MAP
	TARGET ZONES:
	WHERE SHOULD I HIT MY SHOTS?
	EXAMPLE - AFTER THE FIRST 3 GAMES, I KNOW:
	THEIR BACKHAND IS WEAK - I WIN OVER 60% OF THE POINTS WHEN I HIT TO IT
	I CAN’T ALLOW THEM TO HIT THEIR GOOD SHORT ANGLE FOREHANDS
	THEY ARE NOT FAST ENOUGH TO HANDLE DROP SHOTS



	NO
	<25%

	GO
	>75%
	GO SHOTS
	shots i SHOULD trust today because they are high %

	NO SHOTS
	shots that COULE losE me points or feed their strengths

	GO ZONES
	parts of the court I want to hit into

	NO ZONES
	parts of the court that give them their best ball or angle

	2-3 GO-TO PATTERNS
	“THE BEST SHOT ISN'T ALWAYS THE HARDEST SHOT.
	IT'S THE SHOT THAT GIVES YOU THE BEST ODDS RIGHT NOW.”



