Lincoinzhirg Multi-zkilis Academies Pian: Day 2
Theme Component Tiemsing Description Equipmen Learning focus
=

Fusion warm- | 30 méns | “Inside out” p. 5} Spots x B *  Spatial awarenass

up Start wilh & spols making a cross with 3 players behind ¢ Salect and apply skills
gach cudside poinl of the cross, Varous balls = Make good decisions
- walch iraffic imin. & ditferent) | =  Cope with mulliple stirmul
= highitsaby 5 e Cope with change in stimuli
= loohwork paltems (ond stays 10 leach)
= garry ball and pass {various) v Foolwork pattems
= mova ball as you go = Ball skils: sendingirace
= bawe and swap balks in middie squane " .ﬂw_-mmmﬂum

- change hands and gel highbaby 55 = AgiMy: changing haight
- Stay alert (add a fifth ball passed round tha back)

Game 20rmns | “Rainbow Baseball™ {p. 30) Spols (2 x eath |« Develop strategy and tadlics
Based on G-a-side, with 5 coloured bases aranged in a af & colours) *  Select appropriate siriking
rainbow in fren] of the batler, Baiting team slarts on bases equipmen] {recognise own
apart from batter, Corresponding strengths)
= Runs scored for each player ‘through’ home basde. coloured balls
= Play stops whin fielding leam refuem ball 1o sama
colgured basa. Variaty of bats
- Gatch = no muns and striking team walk a base.

COGHITIVE - Teams change after 10 plays.
'Home ren’ (whole team rolates) if hit past boundary.

Activity 20 mind | FUMS card 3 (p. 18) [Coordinalion = Ball Skills) Various balls ¢ Evaluate others strengihs and
Caught Behind (min. 13} wiraknasses
= In pairs, 1 thioewas ball aver 2's head who catchies bahind, « Recognise and apply skills
> Change distancg and ball; introduce competition.

Grand Prix +  Take wrme and shane

= In pairs. sotup small circuit and take tums o push ball e Calculate sk ve. reward
arcund track (bry to gel round in least numbaer of touchas ), = Cope with change @ ubes
# Challenge anothar pair o a race and use pi-stops.

Gama 20 mdnd Rainbow baseball (extend) Ag abdve ¢ Evaludbe swn and olhisrg

{raturm) = move bases fther apa strengihs and weaknessas
= gtriking Leam stas on backs/eliies s Cope with mulliphe stinul
= plect & coach/captain and review tactics = Read and react
= gl beamms time 1o introduce nenw rules (based an =  Splva problems
assessment of beams’ sirengths and weaknesses)

Assessmend A0 mins Sell assossment (look al posters and stalements) Postors and « Evaluale sell and cthers
Peer assessmont (compare self scores with friends) assassmiant = Recene and give feedback
Coach assessment (coach arbitrales on disagraemant) cards »  Creals & personal leaming plan
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