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ATTACKING PLAY



SHOOTING SCENARIOS - WARM UP IDEAS
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ACK DOOR SHOOTING

(AJSTARTS AND RUNS DIRECT

(B) RELEASES BALL TO (C) FORWARD PASS

ACROSS (1) PATH TO DISTRACT DEFENDER

T (2) RECEIVES BALL, (3) TIMES RUN AND LOOPS
AROUND THE BACK AND TAKES SHOT ON

(A) HAS CONTINUED THE RUN AND RECEIVES
FINAL PASS CUTS IN AND TAKES THE SCORE

\
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_ POP THAT SHOT (POINT SCORING SCENARIO)
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/ POP THAT SHOT (POINT SCORING SCENARIO) \
WORKING 2 SIDES OF THE GRID

[ (A/1) KICKPASSES TO (B/2) \
(B/2) THEN BANDPASSES TO (C/3) TIMING THERE RUN AND COMING OF THE SHOULDER
(C/3) THE POPS BALL TO (D/4) WHO CARRIES BALL HARD AND TAKES SHOT ON GOAL.

ALL PLAYERS MUST FOLLOW THERE BALL/REPEAT ONCE BALL IS DEAD



3 SHOTS/ 3 GOALS (SCORING PRACTICE) | |
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BREAK/ WIN/ DELIVER GBS ATTACKING SCENARIO
BALL STARTS WITH COACH FROM OUTSIDE THE WHITE CONES
COACH THROWS BALL INTO ZONE 1

WINNERS OF POSSESSION MUST DELIVER BALL INTO ZONE 2 UNDER 10 SEC OR COACH
RESTARTS
ONCE BALL IS DELIVERED TO ZONE 2 THEY CAN WORK THE SCORE




[2) KICK/MOVE/SHOOT
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WORKING THE MARK
PRACTICE |

/

/ WORKING THE MARK PRACTICE

(1) & (2) STATIONS ARE RAN UNOPPOSED WITH A DIAGONAL BALL COMING FROM OUT
TO THE PLAYER STARTING HIS RUN AT THE TOP OF THE DIAMOND. PLAYER ON DIAMOND
CAN DECIDE WHICH DIRECT HE IS RUNNING AND IT°S UP FOR KICKER TO REACT AND

EXECUTE THE PASS.
(3) IS A GAME RELATED SCENARIO WHERE ITS A 2V2. OUTSIDE KICKER IS TRYING TO

. EXECUTE PASS TO INSIDE FORWARD WITHOUT BEEN TURNED OVER OR LOSING POSSESSION
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BEAT THE BI.ANKE'I' GBS

DYEAROFTHEMURPH PIVOTIOUA‘I‘ ER BACK

~BALL STARTS IN CENTRE OF PITCH AS SHOWN———

~OVERLOAD FOR DEFENDERS 10V 9

-FORWARDS LOOK TO MOVE THE BALL CREATING WIDTH AND DEPTH IN ATTACK
j -IF FORWARD WORK BALL INTO EITHER RED BOX ITS 1 PT FOR TEAM

~IF THEY CAN HIT THE POCKETS WITHOUT LOSING POSSESSION AND CREATE SCOREITS 3 PTS
~iF DEFENDERS OVERTURN BALL ITS 2PT REWARD AND RESTART GAME




QUICK ATTACKING/RECYCLING GB:!
(DECISION MAKING)
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CREATING WIDTH IN ATTACK w ATT " DEF
RUNNING FROM DEEP |




3 WHISTLES , 3 MOVEMENTS

(1) i
1ST WHISTLE = 3 MAN WEAVE 2 KSD

2ND WHISTLE = LOOP TOP OF D(HSA) AND STRIKE

3RD WHISTLE = QUICK K/O TO EITHER SIDE IN A 2V2
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Ball starts atred cone

Delivery of ball into square 2v2
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Creating Width Attacking
Game Based Scenario

w Attackers w Pefenders
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Game Based Scenario

[

H/B Attacking Space

[}
Creating widThon channels waiting for
ball to pass before filling gaps, ‘ \

Creating Pockets of space for Attackers /B Attacking Space
Inside Forwards DRIVE § CUT n.
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Pressure Cooker
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Pressure Cooker
$S6
— PO Creating space
(Finding the pocket of space)
HSA( High Scoring Area)
No Plays
Overlaps/Support Runners
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SHOOTER - SCORING ‘-ir—
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~ ANGLED RUNS
DECOY RUNNERS
CREATING OVER LAP

WORKING BOTH FEET
SCORES COME FROM HSR
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Shot Attack

Layout as shown

player's starting with the ball

atingas
unity

With dellvering ball out to at
chpnnel$ we are trying to ¢
ovierlap fto develop a seoring

in Imgcmd ttacking area must
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When early ball is on ! Wit

/ Out Ball H H Out Ball \
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How do you breakdown a Blanket
defense?

/ Are the 4 key Areas width depth

transition & Movement?
Late Runner




DEFENSIVE PLAY
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6 OF THE BEST

45 =) S 548
6 Of the Best -Game Play
- Engagement @43 Blues have 6 opportunities to attack the
__weter line defense and ereate scores,
- All backs move left and If defense turn ball over they work it out

either threw the red cones in the wmiddles(lpt)
:li'ﬂ‘ei;"}?.geﬁﬁaeﬁ:f et Or White cones (2pts)



R FORWARDS w DEFENDERS

4-4-2 K-O/PRESS
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~ AT - UpposiTion KicK out

[
Attackers Pefence ’H‘
What are the key principles when

calling sit ?
When should {ou engage opposition? / \
& L]
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~ Kick out
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QUICK TRANSITION GAMEPLAY"S



| S @YEAROFTHEMURPH 2 LAST TEAM STANDING GBS (TRANSITION DEF/ATTACK)
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OBJECTIVE FOR ONE TEAM TO WORK THE BALL OUT THROUGH ANTOME OF THE GATES AND THEN THEY CAN ATTACK AND SCORE

START THE GAME BY CALLING BIB COLOUR AND THEY MUST TAKE A HAND PASS FROM KEEPER AND PLAY




GAME 1- STRIKE AND REACT (GBS} J
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GAME 2 - 3RD MAN RUNS MSG
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GAME 1- STRIKE AND REACT (GBS) GAME 2 - 3RD MAN RUNS MSG

AIM OF THIS GAME IS TO ENCOURAGE AIM OF THIS GAME IS TO CREATE

TEAMS TO HOLD POSSESSION OF THE SUPPORT AND JRD MAN RUNS

BALL UNTIL A GOAL NUMBER IS

CALLED TO ATTACK AND TAKE SCORE. BALL STARTS IN BLUE GRID AS SHOWN
PLAYERS MUST GET 5 HAND PASSES

ONCE BALL IS DEAD COACH SHOUTS BEFORE DELIVERING BALL TO COACH.

ANOTHER GOAL NUMBER AND

RESTART COMES FROM THERE. THE SAME PLAYER WHO PASSED TO
COACH CAN NOT RECEIVE THE BALL

WE ENCOURAGE REACTION, QUICK BACK AND MUST ENCOURAGE ONE OF

THINKING & GOOD DECISION HIS TEAM MATES TO RECEIVE BALL OF

MAKING COACH (3RD MAN RUN) AND PASS INTO




WORKING THE SCORE (QUICK TRANSITION GBS)
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M ONE GK INTO EITHER

LOOKS UP FOR
ATTACKERS &
PPORT

ONCE BALL IS DEAD OPP GK RESTARTS




YW @vearOfTheMurph GAME ON - 4V4 REACT & OVERLAP




END ZONE TOUCH DOWN - TRANSITION GB
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3in 3 out w Attackers Pefenders
Attack / Defence /Attack & o
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/20 AP CREATING OVERLAP
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Play as your facing

Sub Principle
( Quick transition from PEF to ATT)

(nﬁ_

Support

runs (Timed Runs)
Attacking in numbers

\

Good

Finishers Staying wide § cutting in!
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(Finisher) (Finisher)
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Pouble Trouble
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Quiek Fand s Quiek Seores 4 . e

Blues vs Yellows
Handling game - no plays

Player must work ball past their end zome to earn score
(.2 Blues work ball past orange cones)

Once ball is worked past cones opposition restart, blue team picks up
orange cone and brings it back to their end zone

Flues ¥V Yellows
2 Statie players on Red comes
Owe Play

Player must pass a ball fnn a:v of the 2 Players on the

Player that passed ball cammot get the return pass,
support players must try look for pass

Focus- supporting the play

8"

Theme: Quick Transition Game Based

Pouble Trouble
2- 20x20m Sq
Blues Vs Yellows
One Play

Players must get 3 passes before delivering fo the
other zonelsquare)

2 balls will go at same time in both squares to
inerease foeus, Pecision making

Pearly Gates
Flues Vs Yellows
Unlimited Plays

Team must work the ball through either of their gates to
receive seore

(Le - Blues attacking Green Gates can score in either)

Omee team seores, Opposition Restart




SKILL DEVELOPMENT/CONDITIONED GAMES




ATTACKING CONDITIONED GAMES
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GAME 1- THROUGH THE GATES GAME 2- SCORES GALORE
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WIDE COMES. IF TEAM SCORES, THEY GET THE BALL BACK, & m

TEAM CAN ALSO SCORE BY FISTING THE BALL OVER THE MIDDLE POLES.
CANNOT SCORE IN THE SAME GOALS TWICE IN A ROW.

I s, OTHER TEAM G4 T BALL A 4
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INTRODUCE 1" BALL FOR SAME TEAM GREATER FOCUS OM MO VEMENT AND WORK RATE

CHANGE OVER POISEIHOM. CAN INTRODUCE HIGHER NUMBER OF SEQUENCES FOR PLATERS RECEIVING POSSEISON v



Pressure Boxes
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Creating the Overlap
Sub- Principle practice
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Ball starts with Player A at either end, White hand
passes to Blue and continues run around red pole
Blue player completes a quick 1-2 with Green Player
who drives and cuts back
Blue kick passes to White
y @Year0fTheMurph White hand passes to Green coming off his shoulder

who finishes the pass into opposite Group A



Roulette
Attack - Pefend

3 Blues Attack the goal against 2 whites

i HI_V. Focus - Handling

Practice ldeas

Once ball is dead e r gives to any of two
greens either side/of the post and they team up
'rhe whites
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This then makes it a 4v3 Pefensive sitvation
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Quick Hands/Quick Feet(Hand passing)

player on the right

Its all about the timing of the runs,
communication and execution of the pass

|

. /"

\

Hand pass to the right run to your color.
Timing ,communication & execution
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COACHING MANUAL 2023 WILL BE ON
SALE THIS DECEMBER
OVER 100 GAME-BASED IDEAS FOR
YOU TO BRING TO YOUR PRACTICE

COACHING WORKSHOPS ALSO AVAILABLE:

CONTACT INFORMATION:
083-8029119
AMULLENCOACHING@GMAIL.COM
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