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HOCKEY SUBACUATICO 

PRESENTATION: 

This is a team game that is developed in a swimming pileta. 

Each team consists of 6 players inside the water, and 4 reliefs outside of the water. 

There are two background referees (in the water), and 1 arbitrate of surface. 

The duration of a party is of two times of 15 minutes with an interval of 3 minutes. 

The measures of the court are: 25m of long, 15m of wide and 2m of depth. 

The arches are located in the bottom on the heads of the pileta, and they measure 3m of long for 12cm of wide. 


ELEMENTS: 

Luneta (he/she chewed): it should be of low volume of two glasses. 

Snorkel (tube to breathe): without valve, it should not overcome the height of the head (to avoid the excess of residual air). 

Fins (frog paws): they owe being of complete check, without valves and without buckles. 

Glove: in general they are home-made, facts with a cotton glove, poliamida, etc. and recovered with silicona rubber or similar. 

Stick: these in their majority are fabricated wooden, the forms vary according to each player's pleasure. 

I tile: these they are made of plastic with lead soul to remain in the bottom of the pileta. 


ACUATICIDAD AND USE Of the TEAM 

Breathing with Snorkel 

If a player takes out the head outside of the water to breathe, automatically it loses visual contact with what happens to the game in the bottom of the pileta. For this reason it is so important to dominate the breathing well through the Snorkel. 

In the low part of the pileta, the student submerges and it emerges in the place, emptying the Snorkel blowing inside the same one, without taking out the luneta outside of the water. 

Kick movements 

The movement comes out from the hip without flexionar the knees, (this way it is avoided to take out the fins outside of the water). 


The push takes place so much when they descend and they ascend the fins. 


Kidney blow 

This movement differs of the one taught in the diving courses, where the legs rise outside of the water and the own weight sinks the body. 

The method that the player uses, is to lower the trunk without taking out the fins of the surface, for not losing push in the legs. Although the effort is bigger, the descent speed is also it. 


I swim of dolphin 

This movement is the same one used in the butterfly style. It is good to ascend to the surface or to go down quickly to the bottom of the pileta. 


The arms, head and part superior of the trunk should stay immobile. 

Lowered frog 

This form of descending uses to descend in the place. 


First they lower the legs and then the torso. 

TECHNIQUE 

MOVEMENTS of DISK 

Outside of the water 

When showing the movements outside of the water, one will be able to correct and to explain the technique with comfort. 

You can use any part of the stick to move the disk. 

The disk you cannot take with the hand (only with the stick). 

The disk you cannot take on the stick. 

The hand can play the disk while this stays in contact with the stick, this is very important because through the tact, the player knows that it is in possession of the same one. 

In the case that the disk is taken in illegal form the I arbitrate it will stop the game and it charged a lack, for example: an Advantage Puck (I tile advanced). 

Although they exist infinity of movements that can be carried out with the disk, we will show these five exercises that are the base of a sinnúmero of combinations. 

The main objective is to achieve the “feeling” with the disk for not disregarding the game. 

Ahead-behind (Protection, turns) 


Lateral (address Change, feint) 


Overturned stick (disk Recovery) 


These movements are important for the recovery of the disk, and to carry out quick address changes. 

8 external face (you Feint, address change) 


8 internal face (protection, turns) 


The 8 or slalom, they are movements that are good for the control of the disk. These are those but insurance to make feint and address changes, since the disk never separates the stick. 

The 8 internal face is fundamental for the protection of the disk and her for the realization of quick turns. 

It is very important to maintain the direct doll at every moment. 

The disk should always be near the hand, this way they will be able to be carried out any shot type. 

Inside the water 

Once well-known the disk exercises, you will begin to practice the same ones in the water, accompanied by a soft movement of kick and carrying out short itineraries to avoid to get tired. 

For a correct posture of the body, the hip should be near the floor with the torso and the elevated head, with the on view to the front. 

The arm that takes the stick, should maintain the high elbow, that which facilitates the movements of the stick on the disk. 

The hand gets rid it should take ahead, without Hiperextender the arm to balance the body. 


TURNS 

Technique without disk 

A good turn technique is important to protect the disk. 

Beginning with an I swim soft near the bottom, first broken the body until being lateral decubitus, and then the torso is taken toward the feet. 


It can happen that the student separates the floor when rotating; a solution is that it uses its free hand to lean on in the water and to remain plaster to the floor. 

Technique with disk 

The disk cannot hide under the body. 

The player that this in possession of the disk can and it should use their body to protect it, while the stick is in contact with the same one. 

If a player that, without possessing the disk, it rotates on him, or it is prefixed in the one on the way to an opposer, it is making a lack that you gets paid with an advantage puck, and until it can finish in expulsion. 

180º internal face 


Advantage) it is a quick movement and it is not necessary to come closer more than the arm distance. 

Disadvantages) In the complete movement the stick separates the disk twice, what implies some visual attention. 

180º external face 


Advantage) The stick never loses contact with the disk. 

Disadvantages) to be able to carry out the movement it is necessary to place the body almost above the disk. 

It is important to practice the two techniques in both turn senses, where the methodology is the same one: 

to advance with the disk, 

to rotate the body of lateral cube, 

to take the disk toward the feet, accompanied by the pleat of the body for the abdominal area, 

to straighten the body, 

to rotate the body to wing normal position. 

PERSONAL PROTECTION 

It usually happens, when it is marked an opponent that this rotates to protect the disk. In that moment it should be had much care, because their legs can end up playing us. 

Some forms of protecting us can be: 

Estrangement 

This movement is simply to separate the opposer when we see that it will rotate. 


Use of arms 

The arms cannot be used to push the opponent, but we can locate them before our face like protection. 


I rotate mirror 

Another form of being protected, is to rotate at the same time that the opponent, but a contrario sensu. 

This movement, possesses the advantage of not losing the position with regard to the opposer and our arch. 


HAPPEN 

Explanation outside of the water 

External face 


Internal face 


In both cases the technique is the same one. You begins with the disk near the hand, and with doll's soft movement, to make that this, travel the whole stick. 

Ejercitación inside the water 

External face 

Internal face 

1º) to Begin with doll push making rotate the disk on the stick, being careful not to displace the hand toward outside of the half line of the body. 

2º) If the first movement is carried out correctly, one will be able to observe that the disk adopts the vertical position, taking in advance off the stick. 

3º) to be able to take advantage of to the maximum the push of the stick on the disk, the forearm should be rotated taking the tip of the stick up. 

The two movements to carry out in the shot (doll and forearm), they combine in one alone. In any moment one supplants to the other one. 

Happen under-it Happens high 

In general a high pass, is slow and short, reason why a fairly skilled player can stop the this pass, although it is also important to know how to elevate the disk, because many times we are obliged to carry out passes above an arm or some contrary player's leg. 

Let us remember that what is won in height, gets lost in distance 


A long pass, he/she can make the difference him to be goal or nr. 

But he/she also can that it is a quick delivery from the disk to the opposer, if the distance of the pass is not controlled. 

In synthesis, it is better a precise pass that one high or I release. 

As carrying out a correct pass in different game situations: 

If we are ahead in a counterattack, and the road this free one, the passes should be carried out it but it advances and long possible. 


If the opposer forces us to rotate with the disk, and a partner comes from behind, we should make a soft pass, or to leave him the still disk so that this he takes it with comfort. If the pass is very strong back, the speeds of the disk and that of my partner's displacement, sink that he/she makes very difficult the taking of the same one. 


If we are to make a pass forward and we find a partner waiting, the first thing that we should observe, is that position has the opposer that marks it. This is what will define where to carry out the pass. 

Example: 

If the opposer marks it from behind, the pass should belong ahead to my partner. 


If the opposer marks it from the lateral right, I should make a pass to the lateral one left. 


In conclusion, the pass should be realized in a such way that my partner is between the disk and the opposer, so that this I finish he cannot take it. 

TAPES 

They call themselves tapes to the forms of transferring the disk between two or more players. 

If a player moves with the disk for the bottom of the pileta, in some moment he will have to abandon him to leave to surface to breathe. Before this happens, a partner should follow it in surface and to go down to receive the pass, and this way to avoid that the disk is alone in the bottom of the pileta. 

Once fact the pass, the first player is positioned quickly in surface and he gets ready to descend again, and this way to repeat the cycle. 

Many types of tapes exist, for example: forward, toward hangups, to the side, in diagonal, etc. All these they receive their name for the form in that the receiving player, and the address is located in that the pass is made. 











Tape stops ahead 

CRUCES AND BRAIDS 

The crossings and the braids, are some in the ways that but they are used to advance in team. 

These technical grupales, is a tape but swiming in form diagonal. 

The main objective of these techniques, they consist in that the player that possesses the disk the mark is taken, he/she stops then to make a pass to the partner that is free. 

They are very utilized for the attack line, because they allow to maintain the disk inside the central area of the court. 


The braids can be of two or but players, and the variants that can be presented are given by the address in which the shots, and the turns are made. 

cross 
It braids with three players 


RECOVERY OF DISK 

In front of front (to give to recover) 

When the opposer comes toward us with the disk: 

to) If the envestimos in the same address but a contrario sensu, the only thing that we will achieve is to push the disk toward the side of the opposer that recovers it again. 

b) If we begin with the stick and we give quickly, the contrary player's same push will make that the disk comes toward our side. 


From above 

In occasions, when we are in surface, we see to an opposer that happens to us for under with the disk. 

In this case what we should make is to swim for surface until reaching it, then we descend on him, maintaining distance, and with the picked up arm so that he/she cannot see us neither to feel. 

Once at distance of being able to reach the disk, we extend the arm quickly and with the stick we push the disk toward a side to separate it of the opponent, and immediately we go in their search to protect it. 


Of side 

If we are in the bottom of the pileta, and an opposer happens to us for a side with the disk, we should win him in speed and to locate us to its side, to be able to enter in contact with the disk and this way to recover it. 


In the three cases, first it is necessary to try to take the disk directly with the stick, if this is not possible, another option is the one of deviating the disk toward a side, and then to go in its search. In this I finish case, the important thing is to win the opponent in surprise and reaction, since we will know ahead of time that address took the disk. 

Feint 

Feint it is to show the intention of making something that is carried out from another way to the end. 

To carry out a good one it feints, they should be kept in mind the following points: 

Good disk handling: 

It is fundamental to have good disk handling to maintain the view on the opponent, and don't have more than enough the disk. 

To show the disk: 

The disk should be shown to the opposer, because the more he/she concentrates on the same, less attention it will put to the player's movements that he/she comes him to happen. 

Always to maintain a prudential distance, so that the opposer doesn't end up playing the disk for but that stretches the arm. 

To face to the opposer: 

The more faced it is a player with their opponent, but chances of passing it will have. 





As carrying out them: 

The first thing to keep in mind is the position of the body. 

The disk should not be taken with the whole stretched arm, because this hinders the movements a lot. (it figures 3). 

If the arm is taken flexionado a little, they will be able to be carried out a lot movements with the disk but wide (it figures 4) 


It figures 3





it figures 4 

If the opposer approaches for the right diagonal, the disk should be taken a little toward the left of the normal position. Example: 

Normal position




displaced to the left 


When a player you approaches to the opposer, it should show the intention of wanting to go it by the lateral one left, when the opponent tries to take the disk, (in a single movement) the player should take the disk to the right and to go it by the same one lateral. 

Example: 


If the opposer approaches for the left diagonal, the disk should move a little toward the right and to show the intention of going by the same side (it figures 5) 

When the opponent tries to take the disk, the same one will be taken to the left (it figures 6) and him to go it by the same place (it figures 7). 















When the opposer comes closer totally of front, it should incite it to him to that adopts some of the positions explained previously. 

Another option for this case is to make a car it happens, this method is quite effective he/she is carried out correctly, because when losing contact with the disk, they increase the probabilities of losing it. 

TACTICS 

BASIC FORMATION OF GAME 


The distance among the players this given by the reach of passes of the same ones. 

Line of Defense




 

He/she calls himself defense line to the two pivots and the defense. 

The main function when you is not in possession of the disk, it is the one of to brake the advance of the contrary team and to recover the same one. 

When you this with possession of the disk, serves from support and connection to the attack line. 

Line of Attack 

He/she calls himself attack line to the wings and the attack. 

The main objective of the same one, with disk possession, is of course, to achieve the goal. 

When you is not in possession of the same one, the attack line collaborates with the defense line in the recovery of the disk. 

GAME 

For the beginning of the game, the teams should be taken with a hand of the border in the head of the pileta, where he/she is their arch, and the disk is located in the center of the court. 


When the one arbitrates he/she gives the game order, in general it is the attack the first one in itching toward the disk, they follow it the wings, then the pivots and for I finish the defense. 

Once in contact with the disk, the attack line is connected to each other (making feints, tapes, crossings, etc.), trying to advance for the center of the court. The defense line accompanies closely to make from base and connection to the attack line. 


As we already said previously the main objective, it is to introduce the disk in the contrary arch to convert the goal. 

If the opposer this well located one, this you interpondrá  in our road. In this case, we should find the form of avoiding it. 

The player that possesses the disk can attempt an it feints, car happens, to be taken the mark to make a pass to a free partner, to use to a partner like wall, to carry out a crossing, etc. 

The variants that can be used to avoid to the opposer are infinite, these they depend on the creative capacity of the players and of the technician. 



As defending 

During a party, many different game situations are lived, and it is very important to know that to make at every moment, when one has or not the disk. 

If you this in defensive, first situation should be braked as soon as possible to the opposer so that it doesn't advance. If the first option doesn't work, it is necessary to take it toward the lateral ones to pen him there and this way to be able to recover the disk. 

As it is shown in the figure 1, it should always be marked from the center toward the lateral ones: 




As attacking 

Once recovered the disk, if you this near the own arch, first it is necessary to move away from the same one toward the lateral ones and then to advance like it is shown in the figure 2 (area TO). 

If you this more than half of the court (area B), the disk should be centered and to advance for it lines her central, since this area is the but vulnerable for any defense. 





Marcación singular 

A good player, he/she should know how any error that its opponent can make to take advantage. 

Now then, to be able to make this, good disk domain is needed, much practices, experience, and mainly an opposer that he/she makes a mistake. 

When marking, some errors can be made in: 

the “timeing” (I calculate of the time to descend to mark), 

the position that the player should adopt in the court, regarding his opponent and the protected arch, 

the coordination with their partners, 

the posture of the body in front of the opposer. 

The timeing, different according to the depth of the pileta and the distance that he/she is the opposer. 

If a player ends up late marking, he will have the very high legs offering little resistance to the opponent. 


The position to adopt, is always to be on-line with our arch and the opponent. 

If the opposer wins the central area of the court, it will be very difficult to displace it toward the lateral ones. 


The posture of the body to the moment to brake an opponent is very important, because through this, the opponent interprets as and for where to happen. 

Many players in defensive position, make the error of going above the disk, stretching the arm and the body to reach it, that which will be to the opposer very easy to go it by the skilled side. 

Example: 




If we observe the previous figure, the player of white cap goes to the mark with the free arm back, this allows him to rotate well toward the left side, but not toward the right. 

Therefore the correct form of carrying out this mark is to always face ahead to the opposer with both arms, and not to go toward the disk but there of the reach of the arm. 

Example: 















As it is already known, in the sub hockey there are not archers, although many players (most with little experience), they think that to defend the arch the best thing it is to be bet it arrives of the same one. What you/they don't realize is that if the opposer arrives to the area of penal, with making a good shot this he/she will only be able to convert a goal. 



The best form of defending the arch is to maintain to the contrary team far from the same one, for it is necessary to leave to press where he/she is the disk, without letting that the opposer advances. 

We already saw in other notes as maintaining to the opposer on the lateral ones avoiding that it wins the center of the court, but not alone it is necessary to come closer, but rather it is also necessary to force the opponent to that protects the disk, because in another way this will be able to look, to think and until making a pass to a partner. 

Marcación grupal 

In a team the players should be helped continually, but always trying not to be bothered among them. 

The coordination with the partners is fundamental, since in another way crashes can take place or they will be hindered the mark among them. 

On the other hand if a player takes a lot in lowering, a hole is caused that the opponent will know to take advantage. 






Another problem that is presented if the defense line stays near its arch, it is that if the disk gets lost in the middle of court, the contrary team will have a lot of free road to advance. 

In the moment that the defense line brakes this advance the attack line he/she won't be able to help to recover the disk, since this is far from the play. 











Disk recovery with the help of the attack line 

One in the ways of help that he/she has the attack line it is (for example), when a pivot stops the advance of the opposer, the wing he/she steals the disk from behind and they produce this way a sándwich to recover the disk. 




This alone sándwich works when the opposer rotates, and this doesn't always happen, for this reason the best thing is that the wing instead of locates behind the opponent it should be positioned at par or above its pívot. 







This technique possesses two advantages, one is that the wing pushes the disk in the same address that makes it the pívot. The other one is that when the wing recovers the disk it is positioned in advance address to the contrary arch. 


On the other hand, if the opponent decides to rotate, it will only be enough with which the wing jumps him and he/she steals him from behind the disk and always in advance address. 




It braids of against attack 
If a player in disk possession escapes from the mark of the contrary team, the first thing that should make is to swim toward the contrary arch to convert the goal. 

But with all these given conditions, a factor that can make truncate this objective, exists this it is the AIR. 

If a player is left without air, 1º the legs stopped him to respond losing speed, giving opportunity to be reached by the opponent, 2º his brain stopped to respond and it will finish abandoning the disk in any moment to leave to breathe. 

For this reason another braid type exists that serves to support the partner that escapes with the disk. 

For example: 







The objective of this braid, is to cover for both lateral ones to the player that takes the disk, without caring if it is wing, attack or pivot, but rather the important thing, is the position that you/they occupy in the court in that moment. 


Game swinging 

As we saw previously, many formations exist. All point to maintain the balance of the players in the court. 
If a player, (for example the right pivot) he/she takes the disk and he/she makes a diagonal toward the left, this looked for to their left wing to make him the pass. 
Now then, once fact the pass, will have two pivots in the left sector and none in the right. This produces a hole that the opponent can take advantage to advance. 


A form of correcting this problem, is to make a game swinging or the players' rotation. 

For example: 

The same thing happens to the attack line: 

If the left wing crosses toward the right, he/she surely met with its right wing which will give its place and reposicionarse. The same task should carry out the attack, going to the place that I leave free its left wing. 

This swinging or players' rotation, not alone it is good to defend, 

but rather it is an orderly form of attacking.
 











OTHER FORMATIONS 


Many known game strategies exist, to know, and because not to experience. It is difficult to define which is the best, since each one represents a solution for what outlines us the contrary team. 

A good team can change several times of strategy in oneself party, if necessary fuere. 


TERMINOLOGY OF THE HOCKEY SUBACUATICO 

UP - ABAJO : 

Place that the players occupy, regarding the surface and to the bottom of the pileta. 


AHEAD - ATRÁS : 

Game position, longitudinal to the court. 



I CENTER AND PAREDES : 

Game position, traverse to the court (left and right) 


HALF DE CANCHA : 

Area formed by the central line where the party begins. 


I PLAY ABIERTO : 

Where the passes prevail, and the players move with more freedom for the court. 

I PLAY CERRADO : 

Where the tactics solid, strong maintenance of the position of the disk prevails near those “walls” and very effective for the rigid defense near the arch. 

DE LINES ATAQUE : 

Formation of the wings and the attack. 


DE LINES DEFENSA : 

Formation of the Pivot and the defense. 


CONTROL OF THE TEJO : 

To carry out any technique movement without necessity of looking at the disk. 
TIMEING: 

I calculate of the time that the player carries out to descend to the action, determined by the distance that is this of the game and of the depth of the pileta. 


CENTRAL  MARKS: 

Action of winning the central position and from there to mark to the opposer, so that although he/she cannot steal him the disk, the contrary one cannot center it to their partners. 


SANDWICH : 

Tactics to recover the disk that consists on marking to the opposer of both sides “ahead and behind”, for a player of the attack and another of the defense, indispensable to win the quick disk and economically. 

TECHNIQUE: 

Improvement of the movements that a player obtains with the successive ones practical. 

TACTICS: 

Technique works carried out by two or but players. 

STRATEGY: 

Working Plan to continue for the team, during a party. 


Marcelo 

Luis Mocchetti 

Regular of the area of sports of the Commission Of Hockey Subacuatico Federation Argentina Of Activities Subacuaticas. 





Sticks 

They are many the factors that it is necessary to keep in mind in the moment of the election or construction of a stick. 

These are: 

the material with which they are built, 

the regulation measures, 

the advance, 

the different forms, 

the attack angle, 

the hook type, 

the mango, 

Materials: 

This debit side to be realized of a homogeneous material (to see regulation), as being plastic, wood, etc. 

For a good stick it is important to find a soft and resistant material. 

If a hard material is used, he/she gets lost the contact (" feeling") between the stick and the disk, what hinders its domain. 

Also, in the moment making a shot, the disk skates on the stick and it doesn't rotate, what produces a faulty shot. 

For this reason he/she seeks advice to use sticks of soft materials that allow good contact with the disk, and they give bigger control in the technique movements and shots. 

Measures: 

The stick should enter totally inside a box of 35 cm x 10 cm, like it is shown in the figure: 


Long stick 

For: 

the disk will receive but it pushes and rotation, this will produce a good shot. 

Against: 

difficult disk handling in the movements of you feint, slalom and lateral. 

Short stick 

For: 

Good handling and control of the disk 

Against: 

Little push and disk rotation. 

Thickness: 


The thickness of the stick not this regulated internationally, but some factors exist to keep in mind, which are detailed next: 

Wide: 


For: 

As much as but width is the thickness of the stick, adult it will be the contact that will have this on the disk. This is important point for the shot, like for the technique movements. 

Against: 

When increasing the surface of having braked of the stick in the water, the speed of the movement is limited. 

Narrow: 


For: 

In a narrow stick, he/she decreases the front crash, and in consequence the speed of the movement when carrying out a shot increases, improving this way the push of the disk. 

Against: 

The handling of the disk is hindered in the quick movements of displacements or technique. 
Radios: 

The radius of the curves, it should not be inferior to 10 mm. 




The radius of the edges, it should not be inferior to 2 mm. 



Advance: 

The advance of a stick, this die for the difference among the half line of the area of the mango, and the half line of the area of the game. 





Forms: 

The forms of the sticks are usually very varied, this is due to that they like to throw high, others prefer to make low passes, others like to have a lot of hook to steal and to other little hook to make good shots of internal face. 

Early 


The half line of the game area, is early regarding the half line of the mango 

For:

 

good domain of disk external face. 

it potentializes in the moment of the launching because it allows the doll's good rotation. 

Against: 

little domain of disk internal face. 

little hook to steal disks. 

good shot of internal face. 

Late 


The half line of the game area, is retarded regarding the half line of the mango. 

For: 

good control of the disk internal face. 

good hook to steal. 

Against: 

difficult handling of disk external face. 

to be able to take the disk in the external face he/she should stretch out too much the doll, what hinders the execution of the shot a lot. 

Right 
The lines stockings, they are aligned. 

For and Against: 

It is an I finish means among that developed previously, as much in their advantages as in their disadvantages. 

Other Forms: 

Curved 


For: 

it increases the journey of the disk on the stick, producing bigger rotation of the same one, what improves the stability of the disk in the flight of the pass. 

Against: 

It hinders the execution of shots of internal face. 

Wide shovel 


For: 

it possesses the advantages of the early sticks and put back in one. 

Against: 

much braked in the movements of it feints or lateral. 

A very utilized solution for the previous case, is to soak the stick (like it is shown in the following figure) to diminish the crash surface. 


Attack angle: 







A lot of angle 
he/she gets up quickly, he/she allows to carry out high shots. 

Little angle 
the disk takes in rising, ideal for low shots 

An exact measure doesn't exist for the attack angle, because this different according to the form of throwing of each player, of the disk that is used and the surface of the floor of the pileta. 

As base, we can say that it stops tile floor it is used but or less 10º at 12º, and it stops floor of cement of 13º up to 15º. 

Hooks: 

It is denominated hook to the curve of the internal face of the stick. The depth of this curves this regulated in a maximum 1,5 cm. ( to see figure) 


Open hook 


For: 

it allows good shot of internal face, because the disk becomes unstuck with easiness. 

Against: 

bigger difficulty in the moment to steal a disk, and in the movements of technique of internal face. 

Closed hook 


For: 

he/she allows to steal the disk with more easiness. 

it facilitates the movements of the disk with internal face. 

Against: 

it doesn't allow that the disk becomes unstuck with easiness. 

In oneself team, we can observe that the players use sticks in different ways, these they vary according to the characteristic of playing, to move and the position that you/they occupy in the team. 

The ideal stick is the one that better it covers each player's necessity. 

Mangos: 

The mango is one of the parts but important of the stick, since in its way the movements that we can depend or not to carry out. 

Many forms of mangos exist, one of the but common it is the one that we can observe in the following figure: 




The soaked one in the mango, is good to be able to lower but the stick against the floor, and this way to take the disk better in the moment to make the shot. To see figure: 



Anatomical 



For: 

It is a comfortable mango of holding 

Against: 

It doesn't allow to rotate the stick with the hand, fundamental for some technique movements 

Sunken mango 


For: 

He/she allows to hit the external face of the stick in the floor. 

He/she allows to carry out slalom movements with a lot of security. 

Against: 

The disk doesn't make end in the hand when it is taken with the external face of the stick, what hinders its handling. 
High mango 


For: 

he/she allows to take the disk well in the moment of the shot. 

Against: 

He/she hinders to carry out the technique movements in general. 

He/she doesn't allow to make movements with overturned stick. 

Alter: 

The retouches are small modifications that are carried out to the stick to improve their yield. 

In the following one he/she imagines they show some of them: 


Alter 1): 

It improves the taking of the disk with the overturned stick 


Alter 2) 

It improves the taking of the disk in the moment of the shot. 
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Línea de defensa muy retrasada.
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Si un  ALA se escapa con el tejo y se encuentra en un lateral, lo primero que debe hacer es llevar el tejo a la zona centradle la cancha, para ello tiene dos opciones:


a) se cruza el mismo con el tejo hacia el centro,


b) hace un pase al compañero que se encuentra en el centro.








Si el jugador adopta la opción a), el ataque que estaba en el centro debe dejar su lugar para cubrir el espacio que dejo el primer jugador.





Si el jugador opta por la opción b), luego de haber realizado el pase, sale a respirar y baja a la misma posición que tenia anteriormente.





Si cada jugador conoce bien su función dentro del equipo, y cree fehacientemente que la estrategia a seguir funciona... seguro que funciona.


                                                                                                                   												David Lambert
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El jugador que posee el tejo (aletas azules), se cruza en diagonal. El compañero (aletas rojas), se cruza  nadando en superficie y baja a ocupar el lugar que dejo el primer jugador.








El jugador (AA) le efectúa el pase a su compañero (AR) y sale a superficie.





Vuelve a comenzar el ciclo.








El jugador (A Azules) se cruza sobre la  diagonal izquierda, su compañero (A Rojas), se cruza nadando por superficie y baja a ocupar su lugar.





El jugador (AA) hace el pase y sale a superficie.








Una vez que el jugador (AV) recibe el tejo, el ciclo vuelve a comenzar.





El jugador (AR) toma la diagonal derecha, mientras que el jugador (A Verdes), se cruza al centro nadando y baja a esperar el pase.
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