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Abstract. Oxsy team was founded in July 2002 for a graduation project of one 
student, Sebastian Marian, in the field of Multi-Agent Systems, at the Depart-
ment of Computer Science of Lucian Blaga University (Sibiu - Romania). After 
graduation he continued the work on this project and so was born Oxsy team. If 
we will qualify to the competition, this year we will reach at the 7th consecutive 
participation in RoboCup Soccer Simulation League. 

1   Introduction 

In July 2003 at RoboCup competition, held in Padua - Italy, we won the first round 
group and for us it was a good surprise for first year of participation. Then, next year 
we participated in Lisbon - Portugal for the second time and again we obtained a good 
result (the 11th place). In 2005 in Osaka - Japan we participated for the third time and 
finally we entered in the first 8 teams, in the world soccer simulation league of Ro-
boCup, as we won (the 8th place). In 2006 the competition was held in Bremen – Ger-
many and we won (the 7th place). In 2007 we went to Atlanta – Georgia (U.S.A), 
where we obtained (the 5th place), the same result which we achieved last year (2008) 
in Suzhou – China, in this amazing competition of soccer simulation. 

This year the competition will be held in Graz – Austria, and we want to obtain a 
better result, because we already have a good experience in this league of “2D Soccer 
Simulation”. We hope that our ideas and our new improvements for this year will be 
materializing in the competition, where we will can tests many others tactical ele-
ments developed. 

2   The Defensive Phase 

This year we re-write almost complete our defensive phase, as we decided that there 
we still have primitive problems. So in this phase, we concentrate on the role of the 
players when the team is on defense. 

The objective of the defensive phase is to win the ball. A team’s defensive and of-
fensive phases are closely connected. The better a team’s defense is at winning the 
ball, the more opportunities the team will have for a quick and decisive counterattack 



by the offense. Just as on offense, it is also important that the defense has a team 
strategy, so that the players move in a coordinated way. 

 
The necessary steps to winning control of the ball are: 
 

• Forcing the opponent’s action towards certain zones of the field. 
• Winning the ball upon the opponent’s pass. 
• Stealing the ball from the opponent. 
• Winning the ball subsequently. 

 

Fig. 1. The defensive sub phases 

Definition and objectives of the defensive sub phases: 
 
Forcing: this refers to a movement which, by attacking the ball, aims at forcing the 

opponent either to play in a certain zone of the field, or to pass it at a certain time, that 
is, when the team is ready to intercept the ball. An example of forcing movement is 
when the forward attacks the opposing back, who has the ball on the inside, so as to 



force the back to play the ball on the wings, where it is easier to double-team him 
(with subsequent creation of a “weak side” on the other side). Other examples of forc-
ing movements are when the defender plays for time while waiting for a teammate to 
double-team the opponent with the ball, and when the only space the defender leaves 
the opposing forward to dribble or pass is an unfavorable one. 

 
Interception: after forcing the opponent’s action, the team and the individual player 

must be ready to steal the ball by intercepting it either after a mistake by one of the 
opponents or in one of the following ways: Intercepting the ball while it is being 
passed. After forcing the opponents into certain zone of the field, the team places one 
or more players in the position called “watcher”. The objective of the “watcher” is to 
intercept the pass independent of the movement of the offensive player. Stealing the 
ball from the opponent – immediately: this refers to stealing the ball from the oppo-
nent by anticipating him or by a tackle. Stealing the ball from the opponent – subse-
quently: this refers to when the defense wins control of a loose ball after a partially 
successful attempt to intercept the ball. 

 
Adaptation: after the defense intercepts the opponent’s action, there is the adapta-

tion phase, with a counterattack if the control of the ball is won, or a return to one of 
the previous phases if the control of the ball has not been won yet. 
 

Role of the player involved in the defensive phase: 
 
When the team is on defense, one or two players are involved in tackling the oppo-

nent with the ball, while the rest of the team is involved in intercepting the opponent’s 
possible pass. 

 



Fig. 2. The role of the player when the team is on defense 

2.1 The Player Facing an Opponent Who Has the Ball 

• How to tackle the opponent. 
• Possible options when tackling the opponent who has the ball. 
• When to give space. 
 

How to tackle the opponent: 
 
The player (or the players, in case of double-teaming) involved in tackling the op-

ponent with the ball has a very demanding technical and tactical task. He must opti-
mize the technique and the time of the tackle, while applying great pressure on the 
opponent and closing off the space in order to make the opponent’s development of 
the play more difficult. In order to apply pressure as soon as possible on the opponent 
receiving the ball, the defender should quickly get closer to him while the ball is still 
on its way. Once the defender is close to the offensive player who is in control of the 
ball, he should slow down his run in order not to be out placed, making his last steps 
shorter, so that he can correctly position himself. The defender should place himself 
between the opponent dribbling the ball and the goal itself, keeping a diagonal posi-
tion. This enables him to force the opponent towards the zones that are less risky. The 
defender should not react to the movement of the opponent player (feints) but to the 
movement of the ball. His main objective is to win control of the ball. In most cases, 
it is advisable to force the opponent’s action towards the wings. Once the opponent’s 
action has been slowed down, the defender should try to take the initiative in order to 
complete the defensive intervention by directly stealing the ball or by interrupting the 
opponent’s offensive action. 



 

Fig. 3. The defender’s possible options in tackling the opponent with the ball 

Possible options when tackling the opponent who has the ball: 
 
The objective of the player tackling the opponent who has the ball is to win control 

of it by a successful intervention. He may win the ball directly: this occurs when his 
intervention immediately enables him to win the ball. He may win the ball indirectly: 
this occurs when the defender’s intervention enables one of his teammates to win the 
ball. The defender’s action can also force the opponent’s play. This too can be in-
strumental in winning the ball. In many circumstances, the ability to force the oppo-
nent to certain tactical choices favoring the defenders is an important step towards 
winning the ball. Another objective of the defender can be the temporary interruption 
of the opponent’s action. This happens when the defender deflects the ball out of 
bounds, or clears it. This delay of the offensive action may be tactically helpful to the 
defense, despite the fact that the offense retains control of the ball. If the defender is 
beaten by the opponent, it is difficult for the defense to adapt to the new situation, so 



the defender must do his best not to be beaten. Just like it is fundamental to win the 
ball, it is extremely important not to be beaten. 

 
When to give space: 
 
Let’s consider the typical situations in which it can be better to give space instead 

of tackling. In situations of inferiority in numbers it is important to be able to “float” 
between the two opponents so as to slow them down as they move towards the goal, 
relying on the teammate’s recovery of their positions. The defender must be ready to 
take advantage of any possible mistake made by the opponents while the offense is 
passing the ball, dribbling or controlling it. An example would be a slow or wide pass. 
Another situation in which it is better for a defender to give space in order to slow 
down the opponent’s action is when he faces an opponent type that is quicker that the 
defender is. By giving space, the defender can play for time while waiting for a 
teammate to double-team the opponent. 

2.2 The Defensive Player Not Facing the Opponent with the Ball 

• The passive player. 
• The player active in marking. 
• The player active in stealing the ball. 
• The player active in tactical work. 
 

Just as on offense, it is very important for the defense to be able to move without 
the ball. It is the organized movement of all the players involved on defense that en-
ables the team to gain possession of the ball and start a decisive counterattack. On de-
fense, the player not tackling the player with the ball can be termed either “active” or 
“passive”. He is “active” when he participates in the attempt to gain possession of the 
ball; he is “passive” when he does not. As a general rule, on defense we can term “ac-
tive” any player who is in the area between the line of the ball and his own goal (“un-
der the line of the ball”), while we can term “passive” any player beyond the line of 
the ball (“over the line of the ball”). However, there are some exceptions. The player 
over the ball line can also be active when he closes down on the possible back pass. 
When the development of the play places the player in a passive position, he should 
quickly recover to a more useful position which will help his team to gain possession 
of the ball. The “points of reference to counterattack” are those players who remain 
over the line of the ball in the defensive phase, ready to receive a pass and start coun-
terattack if their team gains possession of the ball. The “active" player may be in-
volved in marking, stealing the ball or in tactical work. With regard to his direct op-
ponent, the marker can position himself in anticipation, in the cone, or in a T-shaped 
position. The marker is said to be in anticipation when he is between the offensive 
player with the ball and the offensive player he is marking. The marker is said to be in 
cone when he is inside the triangle whose base is the goal line and whose top is the 
offensive player he is marking. The marker is in a T-shaped position when, on the 
side opposite to where the ball is (weak side), he shifts towards the inner side of the 
field. 



 

Fig. 4. The possible tactical tasks of the defender not tackling the opponent with the ball.



3   Future work 

For the next year we want to pay more attention to the coach. Already we use some 
information from coach, but we feel that we can use it more efficient, in order to give 
some tactical advices during the game. 

As the coach has the privilege to receive full visual information without noise, we 
can use it to make an opponent modeling. In fact, we believe that is more important to 
adapt the strategy during the game, instead before it. 

So, we can use a neural network that will try to find, a typical pattern for each op-
ponent team, in both of these defensive and offensive phases. Than the coach can de-
cide, if something goes wrong, to send some advices to change things. 

We think that importance of the coach is not speculated very well right now, and 
maybe it will be a good point for research, not only for our team but for all teams in-
volved in soccer simulation. 
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