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	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACOMklEQVR42uydCXxU5bn/j6YmDAmM	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACDVUlEQVR42uydd5QU15X/C60kmGGg	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACJxklEQVR42uydB3wc1bn2BxssrSx7	Click to insert session image: iVBORw0KGgoAAAANSUhEUgAAAhMAAAGRCAYAAADfMzFqAACfVElEQVR42uydCXxU1dn/L1LJQmDE	Enter session notes here.: - The players are in pairs, and are either the Incredible Hulk (Green Pinney) or Dr Banner (White Pinney).- Dr Banner dribbles around the area wearing a white pinney, while the Hulk follows Dr Banner trying to throw a Green Pinney at the soccer ball.  If the green pinney hits the ball, the Hulk  now wears the green pinney and dribbles away  from Dr Banner, who tries to hit the soccer ball with his/her white pinney.-Play for 1-2 minutes a round, winner is the player who has at the ball at the end of the round.
	Enter key coaching points here: - Head Up (Look for free space) & 1st touch (out of feet and into space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position) - Keep ball close but out of feet (small touches) -Creative and experiment to perform different feints and trick to get passed partner.  - Use both feet to dribble -Accelerate  into to space once passed partner. 
	Enter session notes here.: - Players dribble through the corridor and exit the corridor as show on the diagram. -Players than undergo challenges:*Dribble through having as many touches as possible.*Dribble through using as many parts of the foot as possible. *Dribble through forwards/backwards/sideways* Dribble  having as few touches as possible.  * Dribble in a zig-zag rather than a straight line. Perform a turn at each side. 
	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.: -2 to 3 player link arms together to be Spider's web. - One the Coach’s command ‘GO’ the ‘Moth’ players (reds) and ‘Spider’s web’ players (blues) move around the square. - If any of the ‘Moth’ players’ ball hits the web, A pinney throw by the ends of the web hits their ball or they go out of the jungle, they join the spiders web.-The game continues until one ‘Moth’ player is left. This player is declared the 'Super Moth'.   
	Enter key coaching points here: - Head Up (Look for free space) & 1st touch (out of feet and into space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural  running position) - Keep ball close but out of feet (small touches) -Creative and experiment to perform different feints and trick to get passed spider's web. - Use both feet to dribble -Accelerate  into to space once passed Spider's web. 
	Enter session notes here.: -Dribblers (Reds) try to dribble through the three zones occupied by the defenders (Blue). = Zone One= 3 Defenders = Zone Two = Two Defenders = Zone Three = One Defender*Number of defender can be altered depending on number of players*-Defenders must stay in their zones and try to tag the player. -Dribblers go three at a time. -As soon as the dribbler in front  moves to the next zone or their ball is knocked out, next dribbler can go. 
	Enter key coaching points here: -1st touch (out of feet and into space) - Light on toes (Like a boxer)- Use all different parts of foot (Mostly laces to keep a natural running position) - Keep ball close but out of feet (small touches) -Creative and experiment to perform different feints and trick to get passed defenders. - Use both feet to dribble -Accelerate  into to space once passed defenders.
	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: *Dr Banner vs the Incredible Hulk* Progressions: -(Easier): Both players have a ball to dribble around with, the chasing players just take of their pinneys. - (Easier/Harder): Bigger smaller area. - Both players wear the pinneys and tackle to win possession of the ball. 
	Enter details/description of Technical Warm-up: Activity 1
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	Enter details/description of Technical Warm-up: Activity 1
	Enter details/description of Technical Warm-up: Activity 1
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	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: *Skill Corridor* Progressions: -Dribble through changing from having lots of touches to only a few (in between each set of cones). - Rely Races - Put into 3 teams, add a tagger in the middle. Every-time a players is tagged, his/her team loses a life. 
	Activity3: Station Three
	Activity3: *Spiders and Moths*Progressions: -(Easier): Spider's web must dribble a ball around. - (Easier): Add 2x Safety zone (5 second time limit)-(Harder): 2 spider's webs. -(Harder): Coach is the spider, gets players to join the web by throwing pinneys at Moth's soccer balls. 
	Activity 4: Station Four 
	Activity 4: *Conquer the Pyramid* Progressions: - (Easier) Rotate number of defenders in zones. (E.g. Zone 1= 1 defender etc)-(Easier) Defenders have a ball to dribble.-Defenders can tackle - Add lives if defenders tag all three players they gain a life, if a dribbler goes through all three zones they gain a life. 
	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 FOUR: Dribbling 



