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Ultimate Ball Screen Continuity - Contents (cont.)

Alley PNR

Alley w Movement (Big Big Pindown)
Alley w / Movement (lverson Action)
Alley w / Movement (Florida)

Alley w / Movement (Villanova #1)
Alley w / Movement (Villanova #2)
Zipper Fist

Zipper Fist Pin

Zipper Fist Pin Shake

Zipper Fist Give

Double 3

Flash 1

Flash 2

HPR - Flat Double

HPR Baseline Ghost

Flat 1

Flat 2

Flat 3

Flat 4

Alley Quick (Empty)

Alley Quick (Filled)

22

23

23

24

24

25

26

26

27

28

29

29

30

30

31

31

32

32

33

33

34



