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I¥TROLOCTION

The purpose of this presentaticn is to introduce 2 Computer Aided Coaching (CAC) systes called TEAX MANAGER
Im¢}. The system covers almost the vhole field of data processing related to coaching. Different versions have
neen devaloped for football, ice hockey, basketball and volleyball with assistance of experts . The managezent
systen includes all aspects of coaching.

T4 has a graphical user-interface making the program very user friendly. All commands are given with a mouse.
The Xeyboard is needed to use only for information input.

With TH used one can handle, follow-up and analyze

1 basic information about each player

¢ the objectives for the year

t the training progras

* the structure of the drills

* the objectives that the drill is to accomplish

+ hov much time has been spent on each objective during the year and
+ peasurepent of the performance of each player in a gawe situation.

SYSTEM REQUIRENENTS

To run TN the hardvare is needed as follows:

* IBM AT , PS/2 Series or a 100% compatible computer

* EGA or VGA {or true compatible) graphics adapter and display

+ 640 KB RAK

# Nicrosoft Mouse, or a compatible pointing device

* Hard disk at least 10 MB free space and

¢ Printer (rather Laser).
The software requirements are as follows:
* ¥S-D0S or PC-DCS operating systes, version 2.1 or later and
t The MOUSE driver program.

TEAM MANAGER FUNCTICNS

The TN progras has several pull-down menus on the main screen. Most options activate a sub-program, which
contains more pull-down menus. It is possible to return to previous menu screen. On each TX screen several
windows can be seen. A window can have different characteristics, like text editor, browsing arrows, free hand
dravings etc. The chosen screen can be activated by a mouse.

The pain sub-programs are as follows: Planning has been divided into four parts
* Planning * Goal
+ Pollov-up t Season
t Analysis * Practises and
t Databank and t Games
* Specialist
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Pigura 1 shovs an example on the season planning.
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* Teaa game info and
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Anaiysis seny includes as folloes:

t Chjectives
* [rills

¥ Tests

¢+ Material

+ Teap analysis

* Gaze aralysis and
s Player analysis.

This function allows and to measure the time spent on specific skills during practize down to

pirute,

into cbjectives in

After each skill shown in the Figure 2, there is a number which shows the evact amcunt of time spent wn the
skill in football. In football the highest level includes eight separate skills.
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Figure 2: Analysis of the skill objectives in football.
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These skills are then broken down further into ten subskills and these skills are subdivided further into
the lovest level.
Batabank includes as follows @
* Players
* prills
* Objectives and
* Tests.
A1l planned drills, tests and test results can be saved in a databank and printed vith drill dravings for
separate practice sessions. Pigure 3 explains an output of a2 shooting drill in football. The description and
objects of the drill will be printed simultaneously.
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Figure 3: A visualised drill with descriptions and objects from the drill databank in football.

The Test screen contains information about tests that the players have performed and tracks the player's
results. Cbjects window shows vhat the test is measuring.
Goal window shows the goal values for the test.

The Draw function allows the coach to visualise drills on the screen as vell as using it as an instruction
tool for individual players. The user can make a choice, a half view or full view of the practice area. Any
mistakes made while drawing can be quickly erased. The Drav screen is divided into four different functions as
follows:

* praw functions

+ Sports functions

t Color functions and
* Pattern functions

The Specialist function allovs to evaluate the psychological make up of the team. There are three types of

mliti choice tests that can be per‘omed
+ Arcument test
+ Cpinion test and
* Bstimation test.
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All of the tests bave 2 differsat function in the seasuremant of the players. The graphical display will
represent the player's characteristics in bars or nusbers.

In e2ch version for different ball games there is an unlimited capacity for the coach to apply his or der
own ideas in the planning, follow-up, analysis and databank of the players, teass, drills and games.
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