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Supplementary Material
Materials Used
- SVTA Panel with 2 Impulses: Sequence of circles in two different colors (red and blue) printed on a panel. It is used together with two banners, one red and one blue, which the athlete must interact with depending on the stimulus identified on the panel.
- SVTA Panel with 4 Impulses: Sequence of numbers from 1 to 4 printed on a panel. It is used together with 4 banners, also numbered from 1 to 4, which the athlete interacts with according to the stimulus identified.
- BlazePod: Kit composed of 6 lights, turning on in a random sequence, turning off upon touch or following a pre-set time sequence.
General Objectives
For each session, two exercises aimed at improving hand-eye coordination, two for improving foot-eye coordination, and one for improving reaction time were included. The exercises were proposed following a didactic progression of increasing difficulty.
Week 1: 4 Training Sessions
	Exercise
	Description

	Exercise 1
	4 players involved. 1 player at each vertex with a BlazePod light placed on a space delimiter. The fourth player is in the center of the triangle and must exchange a pass with the athlete corresponding to the light that turns on. The goal is to perform the maximum number of passes within the time unit.

	Exercise 2
	4 players arranged in a square with 3 balls pass the ball simulating the technical gesture of a throw-in. The goal is to perform the highest number of passes within the time unit.

	Exercise 3
	Using an SVTA panel with 2 impulses, the athlete is placed X meters away and must identify the sequence displayed on the panel by performing a technical gesture (pass) in correspondence with the banner of the color matching the one displayed on the panel.

	Exercise 4
	Two athletes dribble the ball along a strip of space delimiters with two differently colored markers at the ends. One of the two athletes will declare one of the colors at the ends, and both must dribble the ball towards the identified color.

	Exercise 5
	Using an SVTA panel with 4 impulses placed X meters away, the athlete must touch with their hand the banner corresponding to the number read on the panel. The goal is to read as many numbers as possible on the panel within the time unit.


Week 2: 4 Training Sessions
	Exercise
	Description

	Exercise 1
	4 players involved. 1 player at each vertex with a BlazePod light placed on a space delimiter. The fourth player is in the center of the triangle and must exchange a pass with the athlete corresponding to the light that turns on. The goal is to perform the maximum number of passes within the time unit.

	Exercise 2
	4 players arranged in a square with 3 balls pass the ball simulating the technical gesture of a throw-in. The goal is to perform the highest number of passes within the time unit.

	Exercise 3
	Using an SVTA panel with 2 impulses, the athlete is placed X meters away and must identify the sequence displayed on the panel by performing a technical gesture (pass) in correspondence with the banner of the color matching the one displayed on the panel.

	Exercise 4
	Two athletes dribble the ball along a strip of space delimiters with two differently colored markers at the ends. One of the two athletes will declare one of the colors at the ends, and both must dribble the ball towards the identified color.

	Exercise 5
	Using an SVTA panel with 4 impulses placed X meters away, the athlete must touch with their hand the banner corresponding to the number read on the panel. The goal is to read as many numbers as possible on the panel within the time unit.


Week 3: 4 Training Sessions
	Exercise
	Description

	Exercise 1
	4 players involved. 1 player at each vertex with a BlazePod light placed on a space delimiter. The fourth player is in the center of the triangle and must exchange a pass with the athlete corresponding to the light that turns on. The goal is to perform the maximum number of passes within the time unit.

	Exercise 2
	4 players arranged in a square with 3 balls pass the ball simulating the technical gesture of a throw-in. The goal is to perform the highest number of passes within the time unit.

	Exercise 3
	Using an SVTA panel with 2 impulses, the athlete is placed X meters away and must identify the sequence displayed on the panel by performing a technical gesture (pass) in correspondence with the banner of the color matching the one displayed on the panel.

	Exercise 4
	Two athletes dribble the ball along a strip of space delimiters with two differently colored markers at the ends. One of the two athletes will declare one of the colors at the ends, and both must dribble the ball towards the identified color.

	Exercise 5
	Using an SVTA panel with 4 impulses placed X meters away, the athlete must touch with their hand the banner corresponding to the number read on the panel. The goal is to read as many numbers as possible on the panel within the time unit.


Week 4: 4 Training Sessions
	Exercise
	Description

	Exercise 1
	4 players involved. 1 player at each vertex with a BlazePod light placed on a space delimiter. The fourth player is in the center of the triangle and must exchange a pass with the athlete corresponding to the light that turns on. Three out of three lights turn on, and the athlete must exchange a pass only with the athlete at the agreed-upon light color. The goal is to perform the maximum number of passes within the time unit.

	Exercise 2
	Players are divided into 2 pairs and stand facing each other. Each pair has 3 tennis balls: 1 for each player and 1 shared. At the signal, one ball is juggled normally, while the other is passed to the partner with one bounce. If any athletes have difficulty, the juggling becomes simultaneous with 2 balls always in collaboration with the partner.

	Exercise 3
	Using an SVTA panel with 2 impulses, the athlete is placed X meters away and must identify the sequence displayed on the panel by performing a technical gesture (pass) in correspondence with the banner of the color matching the one displayed on the panel. Obstacles have been added between the banners that must not be hit during the execution of the technical gesture.

	Exercise 4
	Players are divided into 2 pairs and stand facing each other. A strip of 6 cones acts as a divider for this exercise. At the signal, one of the two players must knock down the cones one by one, while the partner must quickly raise them.

	Exercise 5
	Using an SVTA panel with 4 impulses placed X meters away, the athlete must dribble the ball towards the banner corresponding to the number read on the panel. The goal is to read as many numbers as possible on the panel within the time unit.







Shapiro-Wilk test results

	Variable
	W
	p_value

	Right Hand
	0.818
	0.0000000726

	Left Hand
	0.912
	0.0001200000

	Both Hands
	0.809
	0.0000000425

	Right Foot
	0.826
	0.0000001220

	Left Foot
	0.962
	0.0344000000

	Both Feet
	0.834
	0.0000002220




