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	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACdv0lEQVR42uy9CXxU5fX/PzY1ySQT	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACCPUlEQVR42uy9CXgU15mvX1hYooVQ=
	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACcUElEQVR42uydCXxU1b34b4wkmWTI	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACHYklEQVR42uy9B3gUV5b3XbbGSC2E	Enter session notes here.: -The players start in the small square with a ball each dribbling. -Nominate a player to audition their funny turn. -The player called dribbles to one of the outside cones and shows a turn that all the others must perform. -The selected player becomes a judge (with the coach) to select the best 3 players performing that turn. -The rest of the rest of the players have to work their way around the bigger square performing the turn and returning through the small square.
	Enter key coaching points here: - Head Up -Use both feet - Keep ball close to feet- Slow down to perform turn . -Check shoulder for space to turn into.-Be creative with Turns-Select part of the foot to turn with (Inside, Outside, Laces?) -How many touch turns? (1 touch, 2 touch etc)-Play the ball out of feet as player turns with first touch (Don't get stuck under feet).- Accelerate away after turn. 
	Enter session notes here.: - 1 Ball per player, dribbling inside the area. -If they come close to the boundary are (Electric Fence), they must perform a turn to allow them to change direction and get away from the fence. -If a player goes pasted the boundary, they electrocuted and must perform a task to come back in 'E.g. 10 Toe Taps'
	Enter key coaching points here: - Head Up -Use both feet - Keep ball close to feet- Slow down to perform turn . -Check shoulder for space to turn into.-Be creative with Turns-Select part of the foot to turn with (Inside, Outside, Laces?) -How many touch turns? (1 touch, 2 touch etc)-Play the ball out of feet as player turns with first touch (Don't get stuck under feet).- Accelerate away after turn. 
	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 session notes here.: -Split players into two teams and name each team either Superman or Flash (If coaching girls, Super Girl vs Wonder-woman). - All soccer balls are lined up in the middle of the playing area.  -The objective is for each to team race to the soccer balls and dribble them to the opposite end line (e.g. Superman’s team wants to dribble the soccer ball to the Flash team’s end line). No player can tackle another player with the ball. -The team that gets more to the opposite line wins.
	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: *Baldwin's Got Turns* Progressions: : -(Harder/Easier) Bigger or smaller area.-(Harder): Players must perform 2x Turns. - (Harder) Add 1 or 2 defenders inside the big square which the players must avoid while dribbling.  
	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: *Electric Fence* Progressions: -First player to perform four different turns on each sides of the square, wins. - Add a tagger in the middle of the square for players to avoid when turning. 
	Activity3: Station Three 
	Activity3: *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). 
	Activity 4: Station Four 
	Activity 4: *Superman vs The Flash/ Super girl vs Wonder woman * Progression: - Team's can nominate one player to be a defender. (If a defender TAGGS a player with a ball, that players must go back to his/her team's end line). Progress to tackling. -Smaller/Bigger area.
	Click to print form: 
	Click to email your completed form: 
	Select / Enter Team or Age Group: U6s
	Enter session duration: 1 Hour
	Enter name of organization: Baldwin Whitehall Soccer Association 
	Enter session theme: WEEK THREE: Ball Familiarity and Turning



