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	Text Field 1: PROGRESSION: Creating Numerical Superiority - RECEIVING ON THE MOVE / TO TURN
	Text Field 2: U12
	Text Field 3: 
	Text Field 4: 
	Text Field 5: DEVELOP RECEIVING TECHNIQUE ON THE MOVE AND TO TURN. RECEIVE TOWARDS SUPPORT.
	Text Field 6: DEVELOP MOVMENT TO SUPPORT AND CREATE NUMERICAL SUPERIORITY. 
	Text Field 7: TRUST. TEAM COHESION.


	Text Field 8: MOBILITY. BALANCE. CHANGE OF DIRECTION.

	Button 1: 
	Text Field 11: Quality of passing technique - crisp, good weight, accuracy.
Receive to turn - sideways on, check shoulder, awareness, touch to space.
Receive on the move - weight of touch into space/
Cushion or redirect ball when receiving.  
Movement to create angles and to support / create numbers up.
	Text Field 12: What should you be looking for before receiving?


	Text Field 9: 15 - 30 mins depending on session length
	Text Field 10: 30x20 for dribbling / Two 20 x 15 grids for rondo
	Text Field 13: Warm Up / Technical:
Part 1: Individual dribbling, work through foot patterns, teach following skill moves: Step Over / Scissors / L-Turn / Cruyff Turn. Add in juggling challenges.
Part 2: Transitional Rondo: Team keeps possession 5v2 (or 6v2 etc) , if defenders win ball, pass across to team mates, shift across, and opposing team sends two defenders. Every pass = 1 point.
	Combo Box 1: [Warm Up]
	Button 2: 
	Text Field 15: Pass to feet if player doesn't gave much space. Pass to space if player is on the move into space.
Decision making when receiving - whether to turn, receive into space etc.
Movement to support player - read the cues - where is the space, where is the direction of the 1st touch, where is the pressure.
Create numerical superiority via movement, direction of first touch, receiving away from pressure towards space and support. 
	Text Field 16: Where do you want to receive ball towards?
What should the passer be doing as ball is moving?



	Text Field 18: 40 x 30 yard area. 4x4 yard boxes
	Text Field 19: Play 5v5 or 5v5+2 Neutral (adjust. to suit)
Set up with 4 4x4 yard boxes in corners of area and a 5x5 triangle in center.
Game 1: Teams score a point by teammate receiving a pass in any square or central triangle.
Game 2: Teams score 2 points by passing through central triangle to teammate. And 1 point for pass to teammate in a square. Receiving player must then connect next pass.
Game 3: Teams score by passing through triangle to team mate on the run, and by passing into square to teammate but ball must leave a different side of the square either via dribble or pass.
	Combo Box 2: [Exploration Game]
	Button 3: 
	Text Field 20: Visual and verbal communication - where do you want the ball??
Quality of passing technique - crisp pass to feet, weighted pass to space. 
Cushion ball when receiving or redirect to space.
Be side ways on when receiving and turning. 
	Text Field 21: When should you pass to feet and when should you pass to space?
What are the different ways to communicate? 


	Text Field 24: Set up in two working groups. Work through below variations depending on ability level.
1 - A passes to B, who checks to and turns and passes to D on the move, who receives and passes to E. Each player follows their pass. Pattern starts again from E and work opposite side.
2 - A passes to B, who checks to and turns and passes to C, who passes to D on the move, who passes to E. Restart and work opposite side.
	Combo Box 3: [Execution Game]
	Button 4: 
	Text Field 25: Decision making - when to pass to feet vs when to pass to space.
Visual and verbal communication - where do you want the ball??
Check surroundings before receiving.
Placement of pass and movement to support to enable numerical superiority.
Angle and distance of movement.
	Text Field 26: How can you create numerical superiority when you receive the ball?


	Text Field 29: Set up field in thirds. Set up with a GK-2-2-1 or 3-2-1 depending on numbers.
Game 1: Team not in possession must stay in their thirds, team in possession can advance through thirds, but must be via a pass and move - can't advance through on the dribble.
Game 2: Free play and movement for all players. But goals scored via a pass and move through two or three thirds count double.
	Combo Box 4: [Autonomous Game]
	Text Field 30: 20 mins. 4 x 4 mins: 1 min rest
	Text Field 31: 20 x 15 yard Y shapes
	Text Field 32: 20 mins. 7 x 2 mins: 1 min rest
	Text Field 33: 40 x 30 yard area (adjust to suit space available)
	Text Field 34: 20 mins. 3 x 6 mins: 1 min rest


