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Slam Jam Introduction

Focus on involvement and game-based activities, 
not technical competence or performance. 

Success is not measured on the scoreboard, but 
by children smiling and coming back next time.

Positive first experience
Providing children with positive first experiences of 
sport and physical activity is essential if they are going 
to remain active for life. Research highlights the 
importance of providing children with experiences of 
sport that foster movement and self-esteem as well as 
motivational and social development. Supporting 
children in the development of these areas will ensure 
they associate basketball with having fun, leading to 
healthier and happier children. 

Children are children, not mini adults.

All children must be involved all of the time.

Mistakes are a part of learning: they are to be 
encouraged, not criticised. 

Slam Jam Principles

This Slam Jam resource is aimed at children aged 
between 7 and 11 and is not about developing elite 
basketball players, but supporting children’s physical 
and emotional needs. Adopting the Slam Jam principles 
will help activators to provide developmentally 
appropriate basketball sessions, where players will 
naturally develop at their own pace.  



Running a 
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MOVEMENT DEVELOPMENTStuck in the Mud

Challenge players by starting with more catchers. 
Adjust the size of the area to challenge players.

Ensure all players have a go at being a catcher.
Challenge players to use a ball while playing.  

 Top Tips

Activators can use a time limit or number of tags 

to determine the duration of each game.

Organisation

Set up an area big enough to allow players to move 

around freely.
Select 2 players to be the catchers.Players have to evade the catchers by running 

around the court.
Players are tagged if the catchers touch them with 

one hand.

Once tagged, a team-mate can free them by 

running under their arms or crawling through their 

legs.

EQUIPMENT 

15 MINS
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4A 

O�ence and Defence 

3A 

Shooting

EQUIPMENT 
15 MINS

BEEF is only a guide. Remember a child’s enjoyment is more important than technical competence.

If players are struggling with BEEF, challenge them to try only one action.
Challenge players to use tennis balls in ‘juggle the ball’ and ‘figure of 8s’ drills only.

 Top Tips

Figure of 8s – Players dribble the ball around the court. On the activator’s call, they stop and perform figure of 8s through their legs. This can be done with the ball on or off the floor.
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Organisation

Shooting form - Introduce the players to balance, eyes, elbow, and follow through(BEEF). Players then dribbling around the court in 
any direction they 
wish. On the activator’scall, players demonstrate BEEF shooting the ball into the air. Continue practice.

Juggle the ball - Players move around the court with the ball above the head, juggling it between their hands. On the activator’s call, players swap between juggling above 
their head and dribbling around the court.

BEEF

GAME DEVELOPMENT

Ball Controll EQUIPMENT 15 MINS

2A Dribbling and Passing and Receiving 

Challenge players to use both hands to dribble.

Challenge players to use their non-dominant 
hand only.

Adjust the size of the grid to challenge players.

 Top Tips

Before returning to court, once a players ball is 
knocked out of the area, players must perform a 
figure of 8.

Organisation

Each player has a ball.

Set up an area big enough to allow players to move 
around freely.

Players dribble the ball around the area and try to 
avoid each other.

Once players are comfortable with the practice, 
introduce ‘steal.’ 

‘Steal’ allows a player to knock the other player’s ball 
out of the court.

MOVEMENT DEVELOPMENT

Dribble 
Mania
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        Follow the Leader 
In pairs, players are numbered 1 and 2. Without a ball, 

number 1 moves around the area in the most creative 

way possible. Number 2 follows and copies the 
movement. On the blow of the whistle, players get into a 

triple-threat position. Swap the leader every 30 seconds. 

Organisation
Set up an area so players can move around freely.

Control the Ball 
In pairs, the players stand on a designated line. In a 

press up position, players take it in turns to move 5m 

away from their line and back, whilst controlling the 

ball with their hands. Challenge players to move 
forwards, backwards and sideways. Remove the ball if 

players are struggling to control it. 

1

2

        Animal Shapes
Players start on the court. On the activator’s command, 

challenge players to move around like their favourite 

animal. If a player is demonstrating a creative shape, 

stop the group and ask them to observe. The group will 

then copy this shape. Continue this cycle.

3

Encourage players to 
get into squat positions 
wherever possible.

Balls can be removed or 
added to challenge players
accordingly.

Praise players who try to be creative and 
demonstrate a good triple threat position.

 Top Tips

1A 

MOVEMENT DEVELOPMENT SHAPES

Target 
Pass
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EQUIPMENT 15 MINS

Athletic Development and Movement

Triple threat

 position

a

b a On balance. Ball in the pocket so the 
player can shoot, pass or dribble 
without moving the ball.

Arms in front of body and bent knees.b

Session Format
Adopting the Slam Jam principles, each session will 
follow the format of movement development (A 
cards), game introduction (B cards) and game 
development (C cards). Cards are colour coded to give 
activators flexibility with activities; mixing cards up is 
fine as long as the same colour cards are used 
together. Sessions will last between 45 and 60 minutes 
and should aim to keep all children engaged for most of 
the time. Cards can be delivered in numerical order or 
in an order that suits the children’s motivations, so 
don’t worry about delivering the session in a
linear fashion. 

The movement development section of the cards will 
support children to enhance their physical literacy skills 
and should always be delivered first to prepare the 
children for the game-based activities. The game 
element of the cards will provide players with 
opportunities to solve problems, work with others and 
experience the exciting parts of basketball. Games 
should not be viewed as reward for good behaviour, 
but an essential learning tool that also supports 
children’s motivations.  

How the cards work
Although Slam Jam is not about developing the next big 
star, all of the activity cards support the development of 
basketball skills. Each card has a session focus.  
However, some children may struggle to master these  
skills, so be flexible and prioritise fun and enjoyment 
over technical competence.

Slam Jam sessions will naturally support the 
development of skills anyway; they just might not look 
like adult skills. 




