@f,, Football

 Progression

Sheriff Chase

Sheriff chases cars, if caught then must go to jail
Football passed into jail opens gates to let out racing car
prisoners.

Week 3 - Cars

Warm Up Driving School
Full Area used as road for kids to turn into their cars and
drive

Equibment Coach Shouts: Super Fast, Reverse, Roundabout (spin seated

quip on ground), Speed Bump (jump)

Cones .

Footballs Introduce Traffic Lights: Red = Stop (Balance on one foot),
Yellow/Amber = Start Engine/Jog On Spot, Green = Go!

Drill Driving School (with steering wheel = football)
Introducing football as steering wheel using similar game as
above

Equipment Firstly using hands (steering wheel) and then feet (wheel of
the car)

Cores Super fast - running/dribbling quickly

Fosilal Reverse - jogging slowly/toe taps moving backwards

Break - stop/foot on top

Roundabout - jog around football / roll football around
body / step-overs

Speed Bump - stop football and two footed jump over ball
Horn - two toe taps on top of football (shouting beep beep)

Traffic Lights

 Equipment
G Prisoners could also be let out after completing 10 toe taps
. Footballs
. Bibs
Conditioned Game
 Game
‘ Split group into even teams and play matches vs each other.
5 Ensure teams are fair and preferably small sided, 4v4.
- Equipment
Can add in several footballs at first to ensure plenty of
- Cones touches and opportunities to score.
- | Footballs
- Bibs
- Goals
Cool Down Sit participants down and show a few basic stretches they
3 can copy.
While cooling down, review the session and ask what they
§ learned/enjoyed from it.
- Equipment
N/A Fundamental Skills Involved In Session:

Balance
Reaction/Response
Coordination




	warmup text: Driving School 
 
Full Area used as road for kids to turn into their cars and drive 
Coach Shouts: Super Fast, Reverse, Roundabout (spin seated on ground), Speed Bump (jump) 
 
Introduce Traffic Lights: Red = Stop (Balance on one foot), Yellow/Amber = Start Engine/Jog On Spot, Green = Go! 
	drill text: Driving School (with steering wheel = football) 
 
Introducing football as steering wheel using similar game as above 
Firstly using hands (steering wheel) and then feet (wheel of the car) 
Super fast  - running/dribbling quickly 
Reverse  - jogging slowly/toe taps moving backwards 
Break  - stop/foot on top 
Roundabout  - jog around football / roll football around body / step-overs
Speed Bump  - stop football and two footed jump over ball
Horn  - two toe taps on top of football (shouting beep beep) 
 
Traffic Lights 
	progression text: Sheriff Chase 
 
Sheriff chases cars, if caught then must go to jail 
Football passed into jail opens gates to let out racing car prisoners.
 
Prisoners could also be let out after completing 10 toe taps 
 
	game text: Game
 
Split group into even teams and play matches vs each other.
Ensure teams are fair and preferably small sided, 4v4.
 
Can add in several footballs at first to ensure plenty of touches and opportunities to score.
	cooldown text: Sit participants down and show a few basic stretches they can copy.
 
While cooling down, review the session and ask what they learned/enjoyed from it.
 
 
Fundamental Skills Involved In Session: 
Balance
Reaction/Response
Coordination
	equipment1: Cones
Footballs
	equipment2: Cones
Footballs
	equipment3: Cones
Footballs
Bibs
	equipment4: Cones
Footballs
Bibs
Goals
	equipment5: N/A
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