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	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACNxklEQVR42uy9CXxU5dn3fzA1YcjA	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACW70lEQVR42uy9CXRb1bn3fcAX2bIV=
	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACVT0lEQVR42uydB3wU17W4B8e2tBQt	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACcUElEQVR42uydCXxU1b34b4wkmWTI	Enter session notes here.: The coach begins by telling the players, they are drivers and the ball is a car. Their aims is to not to crash their cars into anyone else’s or go off the road (Out of the grid). They players dribble their cars (soccer ball). To start the coach holds up three cones that represent Traffic, that the players must perform the correct action.… Green Light= Dribble without crashing into other cars, Red Light = Stop driver and put your car in park (Foot on the ball and remain still) and Yellow Light = Drive faster. 
	Enter key coaching points here: - 1st touch (out of feet and into space) - Head Up (Look for free space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position, BUT DONT USE TOE) - Keep ball close but out of feet (small touches) - Use both feet to dribble - Dribble into space - Change of Pace - Always be moving 
	Enter session notes here.: -Cones are scattered around inside area (Upright= Volcanoes & Upside Down = Craters) - Split Players into two even teams and give them a team name (E.g. Volcanoes or Craters). - Teams try to turn over all cones to suit their team name. -Each game should last 45-60 seconds, then change teams. *Health and Safety: Make sure players bend knees, not back*
	Enter key coaching points here: - 1st touch (out of feet and into space) - Head Up (Look for free space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position, BUT DONT USE TOE) - Keep ball close but out of feet (small touches) - Use both feet to dribble - Dribble into space - Change of Pace - Always be moving 
	Enter session notes here.: -Fish (Red Players) move around inside the sea, trying to find space. -Coach shouts 'Stop Stand Still', Fish must stay exactly where they are. -If the Fish get too close together or too close to the Fisherman's net, they will be scooped in the Fisherman's net (Hula Hoop or Players Lock Arms together). - Fisherman and caught (Blue players) fisher aim to get close to as many players possible to scoop in the net. 
	Enter key coaching points here: - 1st touch (out of feet and into space) - Head Up (Look for free space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position, BUT DONT USE TOE) - Keep ball close but out of feet (small touches) - Use both feet to dribble - Dribble into space - Change of Pace - Always be moving 
	Enter session notes here.: -Players drive the Bat-Mobile (Dribble the ball) around Gotham City. If they go outside the area, the Bat-Mobile loses its armor. The Bat-Mobile can only go out 3 times until it loses all its Armor . If a player loses all their armor they must go to the Bat-Cave to resort their armor. -Coach calls out commands:-“Ring Ring” : Players must answer the Bat-phone by putting their foot onto of the ball and listening to the Mayor’s (instructions)-“To the Bat-Cave” : Drive to the Bat-Cave in under 10 seconds, then 5 seconds. 
	Enter key coaching points here: - 1st touch (out of feet and into space) - Head Up (Look for free space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position, BUT DONT USE TOE) - Keep ball close but out of feet (small touches) - Use both feet to dribble - Dribble into space - Change of Pace - Always be moving 
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: *Don't Crash The Car* Progressions: -‘Gas Station’ = Dribble to yellow cones and perform toe taps to fill cars.  -‘Car Wash’ = Dribble to orange coach, Tick Tocks. -‘Police Cash’ = the coach tries to tag the players (with the ball in their hands).  Drivers get points for every player who isn’t tagged.-‘Wind-Screen Wipers’ = Players stop, then perform Tick Tocks)  
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: Activity 1
	Enter details of small sided activity: Station Two
	Enter details of small sided activity: *Volcanoes and Craters* Progression: - Increase or decrease area- More or less cones - Only use one hand 
	Activity3: Station Three
	Activity3: *Fisherman's Game* Progressions: - (Easier for Fish): All Players in the Fisherman's net must dribble a ball. - (Harder): Bigger Fisherman's nets (more players in the fish to start). - (Harder): Start with two Fisherman's net. - Smaller or Bigger area.
	Activity 4: Station Four 
	Activity 4: *Batman* Other Commands: - Joker is in Town (Coach laughs): Ten toe taps. -Pick up a Penguin : Ten Tick Tocks- “Its starting to get Chilly” (Mr Freeze): Stop  - BANE is on the Rampage: Bane (Coach) aims to smash the Bat-Mobile (throw a pinney at the Soccer ball). 
	Click to print form: 
	Click to email your completed form: 
	Select / Enter Team or Age Group: U8s
	Enter session duration: 1 Hour
	Enter name of organization: Baldwin Whitehall Soccer Association
	Enter session theme: WEEK TWO: Ball Familiarity



