TEMPLATE FOR A U6 / MICRO TRAINING SESSION
OBJECTIVES OF THE SESSION
While the overall objective of each session is to provide "soccer fun" for child and parent alike, underlying each session will be development and learning.  These will be presented in a fun way to give the opportunity for:  
1. Pure skills development (kicking, shooting, dribbling, control, handling, etc.).

2. Developing "game savvy" (knowledge of the game and how to take advantage, i.e., rules and game-smarts such as cooperation, field perimeters, ball in and out of play, what a goal is, how a mini-soccer game is played, restarts, when and where the hands can be used, etc.).

3. In all sessions children need to be encouraged and given the opportunity to kick, dribble and control the ball with both feet. 

At the end of each session practical and theoretical homework (Funwork!) can be assigned from the Activity presented in the training session.
The Session Plan should be 45 minutes (maximum) guided by the outline below:

1. RUN AND PLAY BEFOR PRACTICE 

5-minutes or so of fun and unpressured time when child and coaches play together.  The overall aim is for coach and child to PLAY together in a pure fun way for 5 to 10 minutes before the "formal" program commences. The Head Coach will lead the first session, but from then onwards should allow the kids to have fun with their own imagination and the Head Coach should be available to support their creativity.

2. LET'S GO! (warm up)
This is the collective phase of 8-10 minutes of fun games and activities that develop the individual skills of the game. Led by the Coach.  See attached list of age appropriate games.
3. TIME OUT!
At the end of the Let's Go! Introductory Phase, all take a water break.

4. HERE WE GO AGAIN! 
This is the "game savvy" segment where one or more aspects of the playing of soccer are presented and learned. For example:

· When the ball is out of play? 

· What is a goal? 

· The field perimeter. 

· Dribbling and shooting 

· Kick offs
· Basic defending (kicking ball away from other team) 

The "game savvy" is also enacted in a fun, learning way.

5. HALF-TIME!
The whistle blows for half-time and a water break before the Grand Finale.

6. THE BIG GAME!
This is the moment each child is waiting for.  Line up the two teams and let them play.  As a coach encourage the kids to work hard and get in there, avoid giving them any coaching points.  You can remind them what direction they are going, to get back on defense, shot, etc put avoid tactical coaching at this point. Let the kids have fun and get in the action.
7. HOMEWORK! (actually Funwork!)
Assigned from the soccer skills worked on in Let’s Go (warm-up) portion of training.
8. THE CHEER!
Finally the group disperses with the team cheer. Maybe something like this…  

· Circle with everyone holding hands and do the wave 
· Then the cheer 
· "One, Two, Three -- Gooooooaaaaaaaal!" 
· On the word "Goal!" everyone together throws both arms above the head. 
Or you may come up with your own cheer, but the children will enjoy a collective, lively, fun conclusion.  

HEAD COACH REMINDERS
REINFORCEMENT & MAINTENANCE (R & M)
It’s important that the skills and “game savvy” learned in earlier sessions are given the opportunity for further development and maintenance in each session.  So the amount of completely new learning needs to be balanced with the time needed for reinforcement.  It may only need a quick reminder…i.e., "When is the ball out of play?"  Or incorporate skills already learned into a game which allows the required reinforcement and practice to take place.  In the Lesson Plans, we will refer to it as R & M. The Coach is required to refer to previous lessons to ensure that the R & M takes place.  At least five minutes is factored in for this aspect of the session.  “Remember what we did last week…?”

MAGIC MOMENTS & GAME SAVVY
Throughout the season we will include “Magic Moments” — a time when individual soccer creativity is shown and experimented with, e.g., stopping the ball with the sole of the foot, turning the ball with the outside of the foot, faking to go one way and then going another, passing the foot over the ball and cutting in another direction, faking to kick and then bursting away on a dribble. Two-footed trickery will be encouraged in the “Magic Moments.”  Similarly, work on the development of Game Savvy knowledge that will bring about greater cooperation with team mates and the guile required to outwit the opposition.

SAME OLD, SAME OLD?
Throughout the season there will be many activities both on the field and in the attached games that will be the same or similar. Don’t be overly concerned about repeating activities. It’s the way that children learn. Just spice up a repeated activity with a fresh challenge within the “adventure” activity. “Try to kick the ball with your heel!” “Sit on the ball!” “Put your knee on the ball” etc. All these little additional challenges can be added to the Square Dance/Jungle/North and South-type activities. 

Equipment/material requirements
· Ball for each player (child and coaches)
· disks to outline zones / fields 
· 12" cones if available
· Lesson Plan with flexibility to adjust as children struggle or master with games.
CHEERFUL GOOD-BYE!
The final cheer to finish the session can be developed or customized by the Coach(es) and / or the children.

Learn to play... play to learn!
OBJECTIVES OF THE SESSION
Skills development
· Running and dribbling with the ball 

· Kicking the ball with both feet 

Game savvy
· Ball in or out of play 

· Field perimeter 

· What is a goal?
Magic Moment
·   Change of pace with the ball

45-minute session maximum
Kick & Catch
The first five minutes of fun, unpressured time is left between child and their imagination. In the subsequent sessions this will be a fun time where the skills learned in previous sessions and at home (Homework - er, Funwork!)) should be reinforced by the coach – however don’t focus solely on previous sessions that the kids don’t have time to explore their creative side.  In Session 1, the Kick and Catch is introduced and led by the Coach. Thereafter, the coach(es) stay around as a resource and for positive reinforcement.
Let’s go!
· Dribble through the Jungle 

· Knock the Jungle down 

· Reforest the Jungle 

Time out!
· Water break 

Here we go again!
· Square Dance at the Soccer Field

· North and South -- Red, Blue, Green and Yellow<
· How to score

· All score in the North goal (dribble though the two cone goals)

· All score in the South goal

· Dribble around the perimeter of the field

· Dribble as close to the touchlines, but stay inside the field (explain “inside the field”)

Half-Time!
· Water break and perhaps a snack.

The Adventures Continue! (if time permits)
· Crocs and Swamps
Fun (Home) work!
Assigned from the Let’s Go training portion.

The Game!!!!

The Cheer!
Finally, the group disperses with the team cheer.

OBJECTIVES OF THE SESSION
Skills development and R & M
· R & M: dribbling and kicking

· Running and dribbling: faking

· Kick-in’s: directional from sides or goal kicks
· Shooting on an empty net: Mack I & II

Game savvy
· What is a goal kick / corner kick?

Magic moment
· Ball dragged back: sole of foot

45-minute session
Kick & Catch
The first five minutes or so of fun, unpressured time is left between child and their imagination. After that, the skills learned in the previous session and at home (homework) should be reinforced (see R & M). 

Let’s go!
· R & M

· Square Dance
· Mack 1: Demo by Coach and then a Child

· Downtown Cruising : including going into reverse (drag the ball) 

Time out!
· Water break

Here we go again!
· Stop Coach from Scoring
· Pirate’s Treasure
Half-Time!
· Water break and perhaps, a snack.

The Adventures Continue (if time permits)
See Lesson 1 and choose from the games list.

Fun (Home) work!
Assigned from the Let’s Go training portion.

The Game!!!!

The Cheer!
Finally, the group disperses with the team cheer. 

OBJECTIVES OF THE SESSION
Skills development and R & M
· Dribbling progressed 

· Shielding 

· Dead ball kick: angle of approach 

Game savvy
· Cooperation and passing; a goal. 

Magic moment
· Feinting and going away using outside of foot.   

45-minute maximum session
Kick & Catch
The first five minutes or so of fun, unpressured time is left between child and their imagination. After that, the skills learned in the previous session and at home (homework) should be reinforced.

Let’s go!
· R & M 

·  Me and My Shadow (including shielding). Coach to demo – then a Child 

·  Dribbling through the Jungle 

·  Knock the Jungle down 
·  Throw across the river: must not touch water or ground  

Time out!
· Water Break 

Here we go again!
· Square Dance:& 

 HYPERLINK "http://bsc-48.insinc.com/WebPageDisplay.php?wpname=Doggy%20Wants%20the%20Ball" Bowser wants the Ball and Magic Moment 

· North and South – Red, Blue, Green and Yellow 

· All score in the South goal (dribble though the two cone goals) 

· All score in the North goal 

· Dribble around the perimeter of the field 

Half-Time!
· Water break and perhaps, a snack. 

The Adventures Continue (if time permits)
· Two or three activities from the Game sheet including the Circle Game.   

Fun (Home) work!
Assigned from the Let’s Go training portion.

The Game!!!!


The Cheer!
Finally, the group disperses with the team cheer.

