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Using basketball sensors to compare the differences
in basketball skills between professional players

and novices
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This study explores the performance of experts and novices in basketball training
and integrates exercise science into training, conduct training in a more correct,
safe and effective way. Research has found that when experts take action after
catching the ball,

The ball is shorter, the goal angle is close to 45 degrees, and the dribbling
power is greater. On the contrary, beginners shoot after catching the ball

The time is longer, the goal angle deviates from 45 degrees, and the dribbling
power is smaller. We recommend that for beginners

Players should increase practice in training to shorten the shooting time, shorten
the shooting time after catching the ball after teammates pick-and-roll, and
Control the goal angle at about 45 degrees and increase the power when dribbling

to improve basketball skills and reduce
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Injuries caused by incorrect training. In addition, this study used the 94Fifty
smart basketball as a measurement tool, which
The tool detects the goal angle of each ball and transmits the data via Bluetooth

to a program on the tablet.

analyze. This study concludes that the application of sports science in basketball
training can help beginners improve

techniques to improve training efficiency and avoid injury. This is important for
training and improving performance of basketball players

meaning.

Keywords: smart basketball, sensors, experts and novices
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1

Shots Taken

Shot Speed

o
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166

Not ‘ Too

Enough Much
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Skill Training
SKILL TRAINING
Dribble Power - 20 sec

Total Dribbles

(+28 POINTS)

Average Power 9 e

(+18 POINTS)

Total Power Score 46

POINTS

[0 Digital Coach Feedback

Excellent. Excellent - the more power in practice,
the more confidence in games.

DO IT AGAIN

B4 ~ @ L7 X F
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Ideal Shoot Arc:

QO

Shoot To Begin!

Player 3
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