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Characteristics of U6, U8 and U10 Children

Although children difier significantly, there are some common traits that all

coaches need fo be familiar with and take into account when “coaching” children. If we

observe young children closely, we see that many of these charécteristics inhibit their

ability to play “real soccer” and practice activities are adjusted accordingly. Activities

should fit the developmental levels of the children; the children should not fit the

activities.

U6 Children (Run with the ball; Turn with the ball; Kick the ball)

Short attention span — get to activities ASAP

Most are individually orientated - me, mine, my ball ... I'm not going to pass!
Psychologically easily bruised — we must consider how to give feedback, being
positive, being the odd one out, our reaction to losing, etc.

Little or no concern for team activities - teamwork does not exist

Boys and girls physical development is similar

Eye hand and eye foot coordination is primitive — simple activities designed to
help them gain more coordination are needed

Love to run around, jump, etc. - so let them (not every activity has to have a ball,
try an activity without a ball and then with it)

U8 Children  (Dribble; Run with the ball; Turn; Pass; Receive; Shoot; etc.)

Attention span beyond U6 but still not extended — we can expand siightly on skill
repetition

Some children inclined toward group activities (pairs) - i.e., passing
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Some children become quite astute and rule conscious — varied abilities

Still very sensitive — we must consider how to give feedback, etc.

Growing awareness of space and freedom — soccer must be fun

*

Many children still unconcerned with team activities — team practices futile
Beginning to develop physical coordination — will vary amongst the players
Boys and girls physical development still similar — but do girls like playing

with girls?

U10 Children (As U8'’s plus Heading, Shielding and Goalkeeping)

Memory ability develops — players can be asked to recall/perform tasks or
ideas taught earlier, i.e., 1 v 1 moves, passing technique

Can focus on tasks longer — more skill repetition, longer activities, etc.
Ability to sequence thoughts and/or actions — ‘if | do this, then this can
happen,” A passes to B and B passes to C leads to a pass from C to A
Become more serious about play — but it's still “play time”

Think like adults — need a reason to do something

Association with “team” — but ability to play in large groups primitive

Motor performance improves significantly - potential to learn new
techniques very rapidly

Differences between girls and boys appear — separate programs preferable
“Stronger” players may dominate — speed, strength and size can help a
player dominate at U10, but this is often a poor indicator of who will

develop into the best soccer players




COACHING ACTIVITIES CHECKLIST

1. Are the activities fun for the children? Are they enjoyable to participate in
and will they keep the children’s interest?

2. Are the activities organized?

3. Are the players involved in the activities? (NO LINES!)

4. ls creativity and decision-making being used? Are decisions ever
changing or are they just repeating things without thinking? |

5. Are the activities developmentally appropriate?

6. Are the spaces used appropriate?

7. Isthe coa.ch’s feedback appropriate? For younger players feedback
should be positive and frequent. (NO LECTURES!)

8. Are there implications for the game? Are the objectives of the activities
related to the demands they will face in the game? (NO LAPS!)

Remember soccer is a unique and dynamic gamé that involves

decision-making. Soccer practices should be active and involve playing

the game and SHOULD NOT look like a baseball or football practice.

RISK MANAGEMENT

Accepting a coaching position means accepting responsibilities. Important

points to remember:

1. Exercise Reasonable Care (use tried/tested activities, have a first aid
kit, take a Red Cross first aid course, have an emergency plan, etc.)
2. Fulfili Your Duties (Be safe, appropriate and reasonable)

3. Use Common Sense to Foresee Potential Problems
*ADDITIONAL POINTS*

¢ Never leave a player alone after training or games.
» Be certain that players depart with their parents or designated
individual.

» Avoid being left alone with players who are not your children.




COACHING GUIDELINES

It is the responsibility of youth soccer coaches to create a positive and enjoyable learning
environment that ultimately makes playing soccer a rewarding experience for our young players.

How do coaches know if they have achieved these aims? First, youngsters should still be
playing when they are 18 years old and heyond. Second, when a player moves from youth
socoer to another playing environment, their soccer playing abilities are the best they can be
based on their natural capacity. Consequently, it is vital that coaches take a fong-term approach.
Developing soccer players is a marathon and not a sprint . . . winning in recreational soccer isn’t
indicative of future success!

To create a positive and enjoyable learning envirenment in soccer, coaches must focus upon
three key concepis:

COMPETENCY - Players will put forth more effort if they feel they have the skills required to
excel. Coaches can help players naturally put forth 100% effort by: teaching them the skills
needed to excel at the game, having them participate in activities that promote skill development
that are not boring drills, using activities that are "unregimented” and involve 360 degrees of
movement, organizing half of the practice so it looks like the real game, efc.

CHOICE - Player participation is hurt if our youngsters feel a lack of ownership or freedom.
Players will have a sense of ownership and freedom if coaches: allow players to make decisions,
ask questions rather than tell the players what o do, allow youngsters the opportunity just to play,
avoid creating an overly structured training/playing environment, give players some control, etc.

CARE - Young players need fo feel cared for and respected. Coaches play a vital role in this
area by: being a good role model, inspiring players to love the game, keeping winning and losing
in perspective (children know winning is important and they don't benefit at young ages by
coaches making.soccer more stressful), reats all players fairly, making sure players are safe, etc.

IF COACHES FAIL TO PAY ATTENTION TO THESE THREE AREAS, THE PLAYING
ENVIRONMENT WILL BECOME TOXIC!

A toxic playing environment manifests itself in many ways: players don’t enjoy soccer
anymore, “win at all costs,” cheating, fear of doing something wrong, anxiety, burnout and
ultimately PLAYERS STOP PLAYING.

One key element in avoiding the creation of a toxic playing environment is to understand the true
meaning of competition. Typically competition is referred to when we compete against other
teams for a plastic trophy!! However the word "competition” is derived from the Latin words com
(with) and petere (to strive) and means “to strive with.” Hence, competition occurs over time and
has some nurturing and cooperative elements. Competition involves coaches: encouraging
players to outperform their best, valuing effort regardless of the outcome, encouraging
cooperation between team members, allowing players to learn from mistakes, encouraging skill
mastery, allowing the players to have fun, efc.

in order that coaches can achieve these and have their players “compete” better, they need to
pay attention to points 1-5 and follow the competency, choice and care strategies detailed below:

1. Concern yourself with only those things you can control. Coaches cannet control the
referee’s decisions, how good the opposing team is, the final outcome of the game, etc.

2. Set simple goals for your players. This might be as simple as five juggles by the end of the
season. However regardless of how simple or informal the goals set, they need to be specific,
measurable, attainable, realistic, have some time orientation, be evaluated and rewarded.




3. Help players to become intrinsically motivated . . . encourage players to work hard (effort is
a choice and can be controlled), encourage skill development, allow chitdren to enjoy just playing,
discourage ego-orientated behaviors (e.g., soccer’s only fun if | win or if I'm the top scorer or i I'm
the MVP, etc.), etc.

4. Communicate effectively . . . be careful what you say and how you say it. Be positive, ask
open-ended questions, praise effort, give simple feedback/corrections, tell athletes what you want
not what you don’t want, praise the things you want repeated, give non-contingent feedback {i.e.,
the nature of feedback should be similar regardless of the outcome), be consistent, be aware of
non-verbals, etc.

5. Words of wisdom - Stay positive, compliment others {not just your team), focus on important
things (things you control}, be humble/gracious, treat others fairly and have fun.

COMPETENCY, CARE AND CHOICE STRATEGIES

Competence - give good instruction
» Encourage the pursuit of skill mastery.
* Give good feedback (see above).

* Provide opportunities for children to achieve success.

+ Don't compare young athletes to each other.
* Show how players can learn from mistakes.
= Use activities where everyone is participating.

+ Reward and encourage effort.

Choice - provide appropriate/meaningful opportunities for choices/control
.« Allow athletes to have ownership . . . it's their game.
+ Share decision-making.

» Don't constantly yell instructions . . . get players thinking for themselves.

Use activities and play games that challenge players to solve problems.

Ask for athlete opinions regularly.

Focus athletes on what they control.

Care - Be friendly and warm with all ptayers . . . show equal care and concern for all players

¢ Keep winning and losing in perspective.

¢ Create a climate of belonging amongst the team.

+ Deal with negative behaviors that hurt the team'’s experience.

¢ Listen and be observant.

+ Make sure facilities and equipment are safe.

» Provide proper supervision.

» Provide reasonable selection of players for activities.

» Deal with injuries promptly and guard against post-injury aggravaiion.

* Respect opponents and referees.




MEETING THE PARENTS

All coaches should take time to meet briefly with their players’ parents.

This meeting should take place after at least one practice. Important things to

remember include:

Prepare information ahead of time.

Use “we language” when talking about the team, not I/me language.
Example: We are all responsible for making this .season a success for the
kids. We need to make sure that the kids have the proper equipment.
Your expectations of the kids (sportsmanship, commitment, work ethic,
attitude)

Your expectations for parental behavior

o Communication with you

o Champion behavior for yourself & for them on the touchlines

o Clarify their role to team (schedules/locations, attendance,
equipment, transportation, snacks, positive support)

Ciarify how your role is different in terms of the 3C’s.

Your Philosophy

Share your personal coaching goals for the season. |

Share tearh goals with parents once you've set them with your team.
Outline communication processes and boundaries.

Discuss playing time philosophy and system for playing time.

Share team rules and consequences (e.g., coming late, missing practice,
poor sportsmanship, violation of team code) once you've set them with
your team.

Gather information from parents in survey form (e.g., their
concernsfissues, expectations, priorities, goals for child). Short answers.
Facilitate realistic expectations for their child. (statistics/odds for college,
pro participation)

Decide together how inappropriate adult behavior on the touchlines will be
addressed and consequences.

Ask for volunteers if needed.

(From 2005 Play Like a Championm Educational Series, University of Notre Dame)




Advantages of Playing Small-Sided

Games

“‘Kids get tied up in the emotional level of the game. A littie one playing 11-a-side
says, ‘We won! but he touched the ball three times today. Our responsibility is
DEVELOPMENT! So we must play 4 v 4 and 7 v 7 with plenty of time and space

L H

to learn — to learn combinations, skills, awareness, ‘smartness’.” - Rinus Michels,
Former Dutch National Team Coach.

The Child Has:

More practical space fo be successful

Increased number of contacts with the ball

More actual playing time

Energetic workouts due to playing both offense and defense

To make more decisions

Experience repeating game situations more freguently

To learn both offense and defense a player will become more complete

and will understand more readily the roles and importance of teammates

More time with the coach

The Small Field Enables:

More efficient use of space . 7

Games to be played simultaneously across a full size field

Children to be physically more efficient in smaller space

Young players to achieve a shot at goal or advance to goal more easily

Children to be more actively involved for a longer period of time




Goalkeeping

Many law changes in soccer have been centered on goalkeeping. How
many steps, how quickly the ball is released, what is allowed in the pass-
back, etc. More than ever before the goalkeeper cannot detach themselves
from the game. They have become vital elements of the attack as well as
their more traditional role as the last line of defense. They must be accurate
passers of the ball when distributing (feet as well as hands), reliable in
receiving the ball under pressure and even show capability in heading when
dealing with errant back passes.

In essence, goalkeepers must be as competent with their field skills as
any player in the field. Most goalkeeping skills are specific to the position
(catehing low medium and high balls, diving, throwing). Older players are
more likely {o take on goalkeeping as a permanent position. How well these
players combine the physical and mental skills of both field player and
goalkeeper will determine their effectiveness in being the first line of attack

and the last line of defense. Goalkeeping starts at U10.

Key Considerations:

* Players at the U-10 level and up should be encouraged and exposed,
but not forced, to goalkeeping roles in practice. Many goalkeeping
skills are developed at older ages. Exposing many players to the
position could help identify a hidden talent ... a player who had never
considered trying it before. Exposure to the goalkeeper position may
help field players understand the difficuity of the position.

¢+ Goalkeeping should become an éctive part of every practice.
Unfortunately we often set up practices where goai-keepers work by
themselves and call on them only for shooting practice. Goalkeepers
should be involved early in training when working on technical
development with the ball at their feet, and either as targets or in their

primary role in front of the goal. They should not only play as shot




blockers and distributors of the ball, but as an active communication
link with the rest of the team.

Whenever possible, goalkeepers should distribute the ball. Often
coaches do not allow the goalkeeper to distribute the ball, instead
ending play on a save or missed shot or the coach handling the
distribution. This denies the goalkeeper work in their key offensive
role, that of first line of attack.

Be active. Concentration by the goalkeeper is vitally important to their
effectiveness. Goalkeepers who stay on their line or who are not
attached to the rest of the tearﬁ will soon be reacting to a desperate
situation instead of a relatively safe one. Encouraging goalkeepers to
be involved and ready goes a long way in reducing dangerous
situations.

Goalkeeping is a tough job. Much is expected of goalkeepers, but they
receive very little praise. In many ways, goalkeepers are subject to
open and unforgiving exposure. Mistakes are clearly showcased and
become very personalized, and psychologically deflating. Mistakes will
be made. Encouragement and understanding mixed with sound
coaching advice will go a long way in creating a stimulating and fun
playing environment.

When to begin is a frequently asked question. It is widely felt that
initiating goalkeeping in games prior {0 age nine is inappropriate.
Children should be exposed to body movements that simulate what
goalkeepers do, but to put them under the pressure of being a
goalkeeper before they have developed some basic psychomotor and

cognitive skills is inappropriate.




Under 6 Modified Rules and Field Structure

The Field: 30 x 20 yards (approx.) recommended
4-5 yard (approx.) arc in front of goal
Two equal sized fields next to one another are
recommended 1o set-up ‘side by side’ format

The Goal: 6 feet wide by 4 feet high (approx.)

Cones or flags can be used if goals are not available
The Ball: Size 3 is recommended
Players: Number on the field at one time: 3 (no goalkeeper)

Roster Size: Single team rosters of 5-6 players are
recommended ora maximum of 8-10 players for clubs using
the ‘side by side’ game method.

The Kick Off: One team will be designated to kick-off at the start of the
game. Kick-off is intended to insure possession and can go
forward or backward fo a teammate. The ball is not kicked
‘football’ style to the other team.

Playing Time: Games for this age should last approximately 30-40 minutes.
The use of quarters is recommended, but thirds or halves
can be utilized. There should be a 2-3 minute break
between periods for water and physical recovery.

Ball Out of Play: When the ball goes completely out of the boundary lines, a
player from the opposite team should place the ball at a
point near where it went out of play and dribble or kick it
back into play. Opposing players must be five yards away.
Once the ball has been reentered, it can be touched by
anyone. Throw-ins are not utilized.

Equipment: Players should wear athletic type shoes. Soccer shoes are
not necessary but are OK. Players must wear shin guards
and should be covered by a pair of high socks. Shorts are
recommended. Clothing should not be restrictive. Every
player should have a soccer ball or have access to one at
practices and games.

Referee: A referee is not necessary at this age group. Coaches should
monitor play on each field and enforce rules regarding rough play,
handballs, and rule violations approved for this age group. All
fouls result in an indirect free kick for the opposing team. Use the
rules as per US Youth Soccer’s U6 and U8 Official’'s Handbook.




Under 7/8 Modified Rules and Field Structure

The Field: 40 x 25 yards (approx.) recommended
4-5 yard (approx.) arc in front of goal (optional)
Two equal sized fields next to one another are
recommended to set-up ‘side by side’ format.

The Goeal: 6 feet wide by 4 feet high (approx.} 12’ x 8’ maximum
Cones or flags can be used if goals with nets are
unavailable.

The Ball: Size 3 is recommended.

Players: Number on the field at one time: 4 (no goalkeeper)

Roster size: Single team rosters of 6-8 players are
recommended or a maximum of 11-12 for clubs using the
‘side by side’ game method.

The Kick-Oif: One team will be designated to kick-off at the start of the
game. Kick-off is intended to insure possession and can go
forward or backward to a teammate. The ball is not kicked
football style’ to the other team.

Playing Time: Games for this age should last approximately 40-45 minutes.
The use of quarters is recommended, but thirds or halves
can be utilized. There should be a 2-3 minute break
between periods for water and physical recovery.

Ball Out of Play: When the balfl goes completely out of the boundary lines, a
player from the opposite team should place the ball at a
point near where it went out of play and dribble or kick it
back into play. Opposing players must be five yards away.
Once the ball has been reentered, it can be touched by
anyone. Throw-ins are not recommended but can be used.

Equipment: Players should wear athletic type shoes. Soccer shoes are
not necessary but are OK. Players must wear shin guards
and should be covered by a pair of high socks. Shorts are
recommended. Clothing should not be restrictive. Every
player should have a soccer ball or have access to one at
practices and gamss.

Referee: A referee is not required, but recommended at this age group.
Coaches should monitor both fields and enforce rules regarding
rough play, handballs and rule violations approved for this age
group. All fouls result in an indirect free kick for the opposing
team. Use the rules as detailed in US Youth Soccer's U6 and U8
Official's Handbook.




Under 9/10 Modified Rules and Field Structure

The Field: 50 x 35-40 yards (approx.) recommended
Two equal sized fields next to one ancther are
recommended to set-up ‘side by side’ format

The Goal: 18’ x 6" recommended (21’ x 7° maximum)
The Ball: Size 4 is recommended
Players: Number on the field at one time: 6 (5 plus a goalkeeper)

Roster Size: Single team rosters of 10-11 players are
recommended or a maximum of 14-18 players for clubs
using the ‘side by side’ game method.

The Kick Off: One team will be designated to kick off at the start of the
game. Kick off is intended to insure possession and
‘foothall’ style kick offs are to be discouraged.

Playing Time: Games for this age should last approximately 50 minutes.
The use of two 25 minutes halves are recommended.

Ball Out of Play: When the ball goes completely out of the boundary lines,
throw-ins are utilized.

Equipment: Players should wear soccer shoes and other appropriate
soccer gear (shin guards, etc.). Every player should have a
soccer ball to practice with at home.

Referee: A referee is necessary at this age group. The referee should
use the US YOUTH SOCCER modified U10 rules. Offside
does not need to be enforced




U6 Coach’s Guide

Coaching Emphasis - Individual Play and Fun
Coaches of U5 and U6 children should ensure that their players enjoy their
soccer experience and are eager to come back.

Soccer Knowledge
Not using hands (during the game), in & out of play, direction to attack, etc.

Team Positions
NONE — Shape can be addressed, i.e., ‘Magic Triangle’. The kids can be set up
in a triangle fo start the game and at other natural breaks in the garme (Kkick offs,
goal kicks, etc.). During the game, children must be aflowed to run around freely.
UNDER NO CIRCUMSTANCES, SHOULD CHILDREN BE MADE TO STAND IN
POSITION, STAND ON A LINE OR STAY IN A CERTAIN AREA, ETC.

Technical Emphasis
The following techniques should be covered indirectly through the use of
developmentally appropriate GAMES (NO DRILLS):
1. Running with the ball
2. Changing direction while running with the ball
3. Kicking the ball (with multiple surfaces)

Tactical Emphasis
Players should be aware of the direction they are attacking. In addition, coaches
should develop players to be ball-orientated (i.e. always moving toward the ball,
always wanting to be involved in the action, etc.)

Practice Schedule
One 45 minute’ practice per week.

Recommended Activities
One player-one ball activities (Tag games with/without the ball, target kicking
games, maze races [no dribbling around cones set up in a straight line!ll], etc.),
1 v 1 games and small sided scrimmages.

Player Equipment
Size 3 ball, athletic shoes, appropriate clothing, shin guards, water botile, etc.

Coaching License
Y17 or *Y2” Certificate




U7/U8 Coach’s Guide

Coaching Emphasis - Individual Play with “some” passing and fun
Coaches should continue to emphasize fun and encourage their U7/8 players to
be ball-orientated. 1 v 1’s continue to be important. Older/more insightful
children should be gradually encouraged to move away from the ‘swarm’ around
the ball and to recognize moments to pass.

Soccer Knowledge _
What constitutes a foul, throw-ins (for players at some clubs), what we do when
we lose the ball, etc. '

Positions
NONE. Shape can be addressed, i.e. ‘Magic Diamond’ (one back player, two
wide players and one forward). The children ca be set up in a diamond to start
the game and at other natural breaks in the game (kick-offs, goals kicks, etc.)
During the game, children must be allowed to run around freely. UNDER NO
CIRCUMSTANCES, SHOULD CHILDREN BE MADE TO STAND IN POSITION,
STAND ON A LINE OR STAY IN A CERTAIN AREA, ETC.

Technical Emphasis
The following techniques should be covered with children (most indirectly)
through the use of developmentally appropriate GAMES. The key techniques to
be covered are:

1. Dribbling and running with the ball

2. Short passing (with multiple surfaces)

3. Shooting the ball (with multiple surfaces with emphasis on striking the ball
with the ‘laces’)

In addition, the foliowing techniques can be addressed indirectly through games:

1. Turning with the ball
2. Receiving the ball
3. Shielding the ball

Tactical Emphasis
Several areas can be covered with U7/U8 players gradually by the recreational
coach:
1. Players need continual reinforcement to be ball-orientated.
2. Once most players are ball orientated, coaches can also focus on those
players (it is very rare that it will be all players) who show a willingness to break
out of the ‘swarm’ around the ball. As coaches see this happen, they need to
encourage it and help teammates recognize a moment to pass.




3. Encouragement and indulging of players that run with the ball and/or dribble
past defenders to move the ball forward.

4. Everybody attacks together and everybody defends together. If players are
bali orientated this should happen naturally.

5. When the team is not in possession of the ball, what do the players do ...
work to get the ball back (this is not an invitation to run defending clinics, but
coaches need to clarify the difference between defense and attack with their
players).

Practice Schedule
One or two ‘1 hour practices per week.

Recommended Activities
Tag games with (and without) the ball, gate games, maze games, target games,
1v 1 games, 2 v 2 games and small-sided scrimmages.

Player Equipment
Size 3 ball, athletic shoes, appropriate clothing, shin guards

Coaching License
“¥Y1" or "Y2” Certificate




U9/U10 Coach’s Guide

Coaching Emphasis - Individual technical development, small-group
decision-making and fun

Because of the cognitive and psychomotor abilities of U9/10 children, coaches
should focus on teaching their players the key fundamental soccer techniques.
Special emphasis should be placed on developing players who are willing and
able to go 1v1. Coaches should not sacrifice their players’ technical
development in order to win games, regardless of what the parents want.
Players’ decision-making can be enhanced through small group play in small-
sided games. )

Soccer Knowledge
‘Spreading Out’ to create length and width when we have the ball, the ‘moves’
used by professional players and greater awareness of professional
teams/players through watching ‘pro’ games.

Team Positions
Players can be exposed and asked to play a position. Wisconsin Youth Soccer
Association recommends 3 defenders and 2 attackers. The goalkeeper should be
encouraged to “join in” when the team is in possession and make a diamond on
the ball side of the field by positioning between the two defenders on that side.
However, coaches must remember that positions are ‘fluid’ not fixed and that,
developmentally, many children will still have a difficult time playing a position.
Coaches must make allowances for these children, enable them to roam and
adjust their team accordingly. Rotate those players into the goalkeeper position,
who are willing to go in goal.

Technique
The foliowing techniques should be covered with children through the use of
developmentally appropriate games (especially conditioned small-sided games).
- Drills are to be avoided by inexperienced coaches (drills focusing on intricate
individual technique can be used for short periods by qualified, experienced
soccer coaches). The techniques to be covered in the order of importance are:

1. Dribbling the ball (coaches should place special emphasis on developing the
skills to go 1v1 and beat defenders).

2. Running with the ball to attack space.

3. Turning with the bali to elude a defender or change direction.

4. Shooting (nurture an aggressive attitude towards shooting and cover multiple
shooting skills while stressing the volley and driven techniques).

5. Passing (with inside and outside of foot).

6. Receiving the ball (wedge and cushioning techniques to minimize the number
of touches needed to control the ball).

7. Heading (to be introduced in a ‘user friendly’ manner).

8. Shielding the ball for possession.




Tactics
Below are some tactical considerations for the U10 coach. Coaches must
remember that our players’ technical development is vastly more important than
tactics at this age. However, coaches can help players make better use of their
greater technical prowess by making superior decisions. Team tactics can be
addressed one practice out of every ten.

1. 1v1 or individual attacking tactics. Players must first be coached to be
aggressive to take on defenders 1v1. In addition, they need to leam the
techniques used to beat defenders 1v1. Players should be taught an array of
1v1 moves (ball feints, body feints, fakes, turns, etc.). Only then can we guide
players to apply them effectively by learning how, when and where to beat
defenders. Players need help becoming more comfortable when playing with
their back to the opponent’s goal.

2. Creativity. Players need to be encouraged to improvise and take risks in
“solving tactical problems. Coaches and players need to remember the difference
between creative decisions (good/unique ideas...that might not always work out)

and bad decisions {making the same mistake twice!).

3. Vision. Players should be encouraged to ‘get their heads up’, to ‘see the field’
and to scan for options before receiving the ball, so they already know upon
controlling the balt what their next action will be.

4. Play quickly but with purpose. Coaches are compelled to discourage ‘kick
ball'. Players should not be allowed nor encouraged to kick, ‘send’ or ‘dump’ the
ball aimlessly down the field. However, our players have to be encouraged to
play (think, execute) quickly.

5. Small-group play. Focus on support play. Do players move or stand still
when not in possession? Do they move into open spaces at the right time?
Players should be encouraged to “find’ new positions to help their teammates,
rather than be told where and when to move.

6. Individual defending. Do players try to recover the ball after losing
possession”? Encourage players to defend actively with caution, rather than over
pursue the ball. Do not use a sweeper, since this will hinder individual defending
development.

7. Team play. Does the team attack and defend together as a large group?
Does the team transition quickly (on their own) from attack to defense after losing
the ball and from defense to attack after winning the ball?

Practice Schedule
Two ‘one hour' practices per week. Practices should not last more than 70
minutes. Players can be encouraged to attend a third ‘skills’ practice if it is
offered by the club.

Recommended Activities
Tag games with the ball, 1v1 games, small group activities, small-sided
conditioned games and small-sided scrimmages.




Player Equipment
All U10 players should have their own ball (size 4) to take home and practice,
soccer shoes, appropriate clothing, shin guards.

Coaching License
“Y1”" or “Y2" Certificate




- berbetween 1 and 15 as the Player gives. the coach the ball. The player's chal-

Body Part Dribble

- body part and player immediately stops
- the ball with that body part. Call “right

- of30x 40 yards.

SUGGESTED ACTIVITIES
- Us

Ball Retrieve . o

Each player has a ball. . A -

“The player hands the coach their bail, (The coach can only handle one ball at
ime). ' B : : ' S
~The coach then tosses the ball away and the player must retrieve the ball as. -
quickly as possible, bringing it back to the coach anyway they want. The players

are encouraged to bring the ball back a different way each time..; : -0
After several opportunities to bring the bail back, the coach then calls out 2 num- -

tenge is 1o bring back the balf touching the ball that number of times.
VARIATION: ’ a T T )
The coach can also move, so that the players must look up to see where the
coach is now standing. . . Pl '

“Within 2 confined area, players stand in
random formation, each with a bali. -
On the command, players dribbis to
‘keep conirol while avoiding touching oth-
ers. While they dribble, ceach calis gut a

sibow’, "chin’; 'left knes' elc.
Vary by playing "Simon Says" _

. ¢
Gates B B
Place cones three yards ‘apart as smalj ~
goals or 'gates’ randomly spaced in a 30
x 30 yard area. Each player has a ball. )
On the signal, players must dribbe trielr
ball through as many gates as possible
in 60 seconds. At the eonclusion, ask - -

layers "How many gates did you
resdy for their -

Then pose the next challenge: "Can you
go again-and improve on your last fry??

The Blob
This is a variation of an age old tag game.

Players areArandomiy spaced on & half fleld, cr an area

The player that i3 it", runs and tries to tag the other
players. As a player is tagged, they join hands and
hegin o form 'the blob". Jolned players try to tag others.

When the blob reaches six players, it can break up and
mutate into 2 blobs of 3. Continue untif all players are
caught. : E :




U6 (cont'd)

Everybody’s [t

Within & confined area, players stand
in random formation, each with a
ball. -

‘Each player dribbles within area
attemnpting to tag anyone while main-
taining controf of the ball. Each time
a player tags somecne, hefshe

‘receives apoint. ’

Red Light, Green Light :
Two lines 20-30 yards apart. All players-have a
ball, except the playsr who is "IT*
Players with a ball start at one line. the player
that is "IT" is at the other. :
- T is facing away from his or her teammates
- 8nd calls "Green light. Players begin dribbiing
their bail towards "IT" and the other line.
When "IT" calls "Red Light", players must
freeze by placing their foot on top of the ball,
before "IT° turns around and ¢atches them still
dribbling.. Anyone eaught must go back to the
starting line. The first player to cross the end
line, becomes the new "IT" or ks permilied to
. pick someone else who may not have been "™

Cross Over .
Players work in a circle formation, each
with a ball. .

Players dribble around the circle- On the
coach’s signal, the players attempt o
. CToss through the circle without touching
€ach other. If group is large, have pilay-
ers count off by two. When the coach -
calls number one or two, players quickly
furn and dribble across the circle without *
lauching other players or their soccer -

Do

YA TRl P T § P s
HEHH R H T S

| Can Do Something, Can You?
This is a fun, creative and empowering activity. :
~ The challenges from the coach can be with and without a ball.

Examples: .

The coach says, " | can do something without the ball, can you?” and begins skip-
ping, at which time the players skip in a random fashion within a defined area.

The coach then repeats the challenge and demonstiates ancther movement.
Hopping, running and clapping, walking backwards, whatever you can think of.
After the players get the hang of i, the coach then asks the players, "Who can
show us something they can do without the ball? (Be ready for anything)

After several opportunities for the players to express themselves, the coach now
goes through the-same challenging phase, but this time with a bali. -
Le.” [ can do something with the ball, cari you?" - g _

And then again, involve the players with the chance to show what they can do with

the ball. : :




" The player hands the coach their bafl. {The coach can only handle 6ne ballata . - : g

p!ayertshlt. he gets his ball and becomes the second 'Pac Man',
- Game continues untit all players have been hit and have a ball,

.y G'aterPassing‘!h Pairs -~ -

SUGGESTED ACTIVITIES | -
us | - ngl .

Bajt Retrieve - In Pairs. : ' S S -
Each pair has a baft . - : y j_

time). . . . . : R -
The coach then tosses the bail away and the pair must refrieve the ball as S f /f/

‘quickly a5 possible, bringing it back to the coach anyway they want, The players

are encourageéd {o bring the ball back a different wayedachtime, 0 . - TEL L
After several opportunities to bring the baft back, the coach then calls outa :
number between 1 and 15 as the player gives the coach the ball. The player's o %

VARIATION: - T
The coach ¢an alse move, so that ths playsrs must look up to see where the
coach is now standing. o : _

ehallenge is to bring back the ball touching the ball that number of fimes. -~ . -

PacMan. = S . .

Players work in a 20 x 20 yard area, with one player with the hali.’ .
Player with.the ball dribbles and attemnpts to hit the other players below the waist
by passing the ball at them. Players fry to avoid getting hit with the ball. Ongce a

Each pair has a ball, stand opposi'te each other with a"coﬁe ‘gate’ T 4 .
between them. Players practice passing between the cones after . o
demonstration by the coach (gates placed randomly around area), A " iz - o’?&

~After a bit of practice sée how many they can get in 15 seconds, : i At
- thenlet them try to beat that score. ' ' ' “% ' 7 *

Coach may need to emphasize key technical poirts after firstround. ©
Try one touch. Change distance between players or gate size to : f
make more or less difficult, ' ) X p
Now let players move about and pass through gates, see how many ke ‘; _
they can get in 15 seconds (they carvt go through the same gate twice). o %{

_—

Knock the Ball Off the Cone o
Two balls per pair, one set on top of a disc cone. Players take tums
trying to pass the bail into the one atop the cone, score a point every _
time they dre successful. Progress to two points if they can hit it with \Dz& _
rogress A

- one touch.




US (cont’d)

Balls Galore
Play on z half or jull field
with goals. Divide the
players into two teams of |
: 6-11 per team, including
goal keepers, with 3-8
bails.
Play a normal small-
sided game, with the
‘exception of playing with
_more than one ball. If the
players always chase
after one ballin a bee-
hive fashion, give them
more honey!

Small-sided 4v4, no goalkeepers
The final activity of every practice session should be a small—s;ded match ran-
.domly selected by the coach {do not pick captains to choose teams). The =
-coach shou!d simply divide by shirt colours, count off, or just spiit the group in
two.
_This smali-sided match should ideally be a four vs four scrimmage w:thout
*  goalkeepers. The feedback from the coach should confinue to be positive, bot
reduced to ket children play. This is their time and their game. The coach
should concentrate on obsemng player behawours and o make sure that the
players are safe. . g
The area should be adjusted to meet the needs of the players, but generaliy &h o
"area 25-30 yards wide and 35-40 yards in length should work. L




- at the coaches fest.
VARIATION:

. 5e¢ where the coach is now standing.

"This makes the game contlnuous and no one is ‘eliminated’.

: Four Comers

_ ~beg-made with flags or cones and coufd be 4-7
" yards apad.

. and quitkness.

SUGGESTED ACTIVITIES
u10

. Ball Retrieve — In Groups of Four

Each group has a ball and hands it to the coach, The

The group must retrieve the ball and complete that
Number of passes before ﬁmshlng with the !ast pass

. coach then tosses the balf and calls out a number. . j‘

The coach can move, so that players must look up to-

Knock Out

Each player with a ball in an area. While dn‘bbf:ng,
players try to kick others’ balls out while maintaining
possessien of their own. Two rules: players cannot
leave thelr ball fo kick another out, and everyone

must keep moving at all times. Once kicked out, .
players-must work on ball skills, jugghing, etc. until there
is a winrier/s OR set up another area but smaller than
the first. . When a player is kicked out of the first area,
they go fo the other, then back again if kicked out again.

Key Points:
Shielding; changmg direction and speed vision of the
whole field. Refined skill requirements for smaller area.

This is a small-sided game p!ayed with 4-8 piay-
ers per team. The field size is 30-50 yards long
and 20-40 yards wide. Goals are placed af each
of the four comers of the field. Thesé goals can

The game is ptayed wrth no goal keepers .
Each team must defend and aitack two goals.
Key Points

-Dribbling, passing, receiv-

ing, shoofing and heading.

-Cardiovascular endurance

-Organizing and reorganiz-
ing an atfack and defense.
Collective play. Small group
tactics of pressure, cover.
and batanca.

-Teamwork and communica-
Hon.




2vit ' : 7 , -
Divide piayers mto groups of four, with one ba!l per group Work in an ‘ J
area 10 x 20 with small goals. {use cones or shirs), '

Play 2v1-with the second defender as goalkeeper. Once a goal is scored
or the single player wins the ball, the goalkeeper comes onto the field and
joins his pariner. One player from the other team drops off and defends: .
their goat, reversmg roles with a 2v1 in faveur of the other team. ‘ . A
The team in possession of the ball always has both pfayers out; while the defend- o :
ing team can only have one player on the field. ) ) :
Variation:

Bring on tha second player and piay 2v2 emphasizing the transition from attack fo-
defense and vice versa, as well as combmaﬂon play.

Key Paints s .
-Dribbling, pa&smg, recewmg under pressure af an onpponem. All ypes ef two player combmauons wall pass, takeover, '
double pass, overlap, ) o .
* and any vafiation thereof. Phyers will ﬁnd a playmg ‘thythm. '
© -Cluick short sprints, anaerobic filness.
_ -Decisions regarding angle and dimWe of support based onthe amoum of pressure (doseness} from the defender. The
closer the.defender is
to the bal, the more supportthe mcond aftacking player must pﬁmde to his tearnmate. When the defending phyer Is not
pressuring the ball )
the supporting player may run in advance of the ball to penetiate the defending drea. B ; :
- ~The playet’s abilities to read each other and the situation depends on the pressure on the ball. -
Cooperahon between players when attacking and defending. Develops the abiﬁtym make quick dec:sronsin smaﬂ areas..

A A

‘Triangle Goal
Organize players into iwo teams of 6-9 players. Using
cones or flags create a triangle with each side approxi-
mately 6-8 yards apart. Placement of the three sided goal
area should be in the center of your playing spacs.
Ouiside boundaries are not that important, unless there are.
safety concerns with your space. The defending team
‘places three players in the triangle who act as the goal
_keeper for their friangle side. = _ .
- The remaining players play with three players down on the . -
field against the attacking team, i.e. 6v3 orgv6. - . o e X
if a goal is scored the aftacking team retdins possession. If - B TR I S
the defending team wins the ball on the field or one of the o . . 1

" three goalkeepers make a stop, there is a quick transition
) where three players from the new defendmg team mist
quickly take po,_qmons in the’ mangle_ :
Key Points -
- -Dribbling, passing,
heading, receiving,
‘shooting
-Cardiovascular
endurance, sprinting,
changing direction
-Playing with unever
numbers, team pos-
session, changing the
peint the aftack,
develops transiton
play.
-Small group feam
- play. Communication.




U10 (cont’d)

Get Outta Here 7 -
A medified playing area with two small goals and cones for the boundaries is all that
Is necessary {o create the field of play. Next, all of the available balls are placed at

the feet of the coach who is standing at the middle of the field on one of the touch
lines. (This is absolutely necessary to keep the activity moving).
Bivide the players into two groups. The groups then line up on either side of
the coach at the middle of the field.
The play is begun by the coach playing a bafl onto the field and calling out & number.
That many players from each team enter and play until the bail is out or a goal Is scored, /4
When this occurs the coach shouts "Get Outta Here.", at which point all players must
return to the end of their line and a new number is called. The coach plays one of the
balls at his feet into the game enabling him/her to pass a ball to a player who hasn't had P

- alottouches, orinto an open space that right improve upon bunching. When the coach | - %
Is completely out of balls; the game is haited and ALL of the players run with haste to get |
all the balls back to the coach so that the game can be resumed. |
Trust me, it works and they LOVE IT]!
Key Points
-Dribbling, short passing, receiving

— X

‘R

-Quickness, sprinting, anaerobic endurance
Werking In pairs, two player combinations
-Concentration, feam work

X X X

Smali Sided 4v4, No Goalkeepers

- The final activity of every practice session should be a smalk-sided match randonr-

ly selected by the coach {do not pick captains to choose teams), The coach

- should simply divide by shirt colors, count off, or just split the group in two,

This small-sided match should ideally be a four vs four scrimmage without goal-

. keepers. The feedback from the coach should continue to be positive, bui reduced
- to let children play. This is their time and their game. The coach should concen-

trate on observing player behavior and to make sure that the players are safe,
The area should be adjusted to meet the needs of the piayers, but generally an
area 25-30 yards wide and 35-40 yards in length should work. -

X
<
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Some coaches get stuck in the rut of
drills, drills, drills. Their players quickly
get bored and lose interest. Other
coaches skip the drills and just have the
kids go cut and scrirmmage. Nota bad
approach, but continual scrimmaging
often slows the development of weak-
er players. It doesn’t allow coaches to
focus on improving individual and team
weaaknesses.

Dr. Ron Quinn, a U.S. Soccar staff
coach and the women’s head soccer
coach at Xavier University, believes in
spending most of a team’s practice time
playing small-sided games. His book
“Peak Performance” explains dozens
of such games — eight of which are
described here. VWWhile the games may
~ntreplace drills or scrimmages, they

+ give coaches fun ways to develop
skills and tactical understanding

‘The key behind the games is opportu-
nity. The small sides give each player iots
of chances to touch the ball. The more
ball contact a player gets, the faster he
or she develops skills, Simifarty, the more
times a player has to decide what to do
with the bal, the faster he orshe devel-
ops tactical understanding -~

Srnall sided games can be used with
any age group. lfa game is too easy for
your players — or too difficult — it
can be easily modified. You can
increase or decrease the playing area,
thie length of the game and the num-
ber of balls, players or goals. You can
- also specify particufar types of passes.
These changes allow all players ta par-
ticipate at their own ability levels.

The games and exercises shown here
will increase player motivation, allow
for growth and individual differences
and, most impartantly, they’ll develop

fted, enthustastic players.

10 FOCCER JR

Setup: Each player has a bal! The number of pfayers and size
“of the playmg areq for all the games should be determined by
the skill level of the players. For this game, try starting with
five players within a boxed area 10-15 yards on each side.

Rules: Each player dribbles and attempts to tag any player
while maintaining control of the ball. Each time a player is
tagged somewhere, that spot becomes injured. The player
must hold that spot and continue dribbling. After he’s been
touched three times, the plaver must go to a designated
place off the field (the hospital) and do an activity chosen
by the coach to get healed (5-10 alternating ball touches.
with the feet for example) before re_;ommg the game.

ILLUSTRATIONS BY Glahing
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Setup: A confined area about 20 yards by 20 Ruigs: Each playey dvibbles her ball and tries
ards. Each player has a ball. to kick the other players’ balls. away. When
player’s ball gets

kicked, that player

must immediately

chase it. If she can get

to it before it stops
volling, she stays in the
game. If the ball stops
rolling, she must do a
drilf of the coacht’s
choosing before reen- )
tering. After a few min-
utes, the coach may

want to say that there

are only 30 seconds

left in the game. If a
player’s ball gets
kicked out after this
point, that player must
stay out. This way, the
oSt anyone stays ous
of the game is 320 sec-
onds. The key is to
keep everyone

involved.

Setup: A confined area about
20 yards by 20 yards. Each
player has a ball.

Rudes: Pac Man controis his
ball while the other players
#un freely without conirvolling
their balls. Pac Man dribbles
and attempts to hit the other
players below the waist.
When a player is hit, he gets
his ball and becomes the
second Pac Man. The game
continues until all players

ve become a Pac Man.
vWhen playing this game with
girls, call it Pac Woman or
Pac Girll)

12 socm L3




; CERLE
Seiup: One bail for every two people; two
rams on half a fieid.

Rules: Team A is on the field. Each player on
Team A has a ball. On the signal, Team B

_- Setup: One ball per person; players
" ave set up in pairs. Play in a large,
' open spdce.

iles: This is a passing game where
players take turns trying to hit each other’s
balls. It starts with one player playing his
ball away 5-10 yards while the second player
aitempts to pass his ball and hit his partner’s
ball. On a hit, scove a point, On a miss, the

Setup: Two teams on a baseball diamond
with bases and an outfield, or use the
penalty box with the 6-yard-line mark on
the right side of the goal as home plate.
The corners of the box are first, second
and third bases.

Rules: Play the game like regular baseball

e

runs ouato the field and atiempis to kick alf
the balis off the field. The coach starts the
clock on the signai and stops it when the last
ball is kicked off the field. Team A players
whose balls are kicked off the field help othey
teammates by geiting into position to receive
passes. Time stops when Team B kicks all the
balls off the field.

Vary the game by having Team B players
gain possession of the balls and kick them
into the goal. Shots on goal should be taken
outside the penalty box. The clock stops
when all the balls have been kicked into the
goal. Team A players who have lost posses-
sion attempt to regain control of the ball or
hely teammates by receiving passes.

= %@;s * ball moves completely

past the other ball,

the next player’s-turn
begins and he now tries to hit his partner’s
ball. Players immediately chase their balls
after passing so that if their parmers miss,
they are ready to strike their balls. After a
hit, restari the game with a hew pdass.

except for two rule changes: 1. Play with no
outs so everyone gets a turn at bat. The
inning is over when everyone has kicked.

2. The fieiding team tries to place the ball in
the goal before the kicker completes his run
to home plate. One variation may be that all
shots must come from outside the penalty |
box. Players on the fielding team can dribble
or pass to each other to get the ball into
shooting position. The kicker is out if the
ball goes into the net before he crosses home
plate. If he crosses home plate before a goal
is scored, a run is scored. Depending on the
skill level of your players, you may have them
play three-, two- or one-touch or state that
the shot must cross the goal line in the air.
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Setup: Two teams of é piayers each. Play on
half a field with three or four goals set up
woughout the field, with more goals if you play

Setup: Two equal teams with one ball

for every two players. Play in a confined
area about 20-30 yards on each side.

One team starts without balils in the area,
and the othey team starts with balfls out-
side the avea.

Rules: On the coach’s signal, the team
with the balls dribbles into the area-and
tries to hit the other players below the
waist. The players without the balls do
ail they can to avoid getting hit by a ball.
Once a player is hit (below the waist)
with a ball, she becomes frozen and
stands with her legs apart. The objective
is to freeze the entire team. A frozen
player can ounly get defrosted and rejoin

S A

on a full field. For goals, use cones set about six
feet apart. You may use large goals, too. -

Resfes: The coach tosses a ball in the agir to
start the game. The team
that gains possession tries
to scove goals in the cone
goals or in the large goal. A
goal in the cones counts
only if a teammate s on the
other side of the goal and
cleanly receives the bail
without an opponent inter-
cepiing it or knocking it
away. Score one point for
every goal put in the cone
goals and two points for
those that go in the large
goal. Vary the game by
playing with or without
goalkeepers and by playing
with move than one ball.

the game when a teammate crawls
through her legs. When a teammate is
crawling through another player’s legs,
she and her teammate are safe from get-
ting hit until she has finished the crawl.
This game can be p!ayed with g time hm:t
or until all players are frozen.

To get a copy of Ren Quinn's book “Peak Performanca,” which includes 53 mo,re-fun games,
coaching concepts and sample practice lessons, send a check for $23.50 to: QSM Censuitants,
PO, Box [5176, Cincinnati, OH 45215, or call (513) 745:1084 (days) or (513) 76/-6240 {evenings}-
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_ “aggers” and play again,, £4dd gxtra points for the featured L

.- Baggio or Outside Hook Tum before scoring.

LESSON2 (1 V1ITURNS)

Skills to be Taught
1.~ Baggie Turn (Roli ball with the sole of the right foot under

right hip. After rolling the ball clear out right hip by
stepping inside the line of the ball and take away with the
inside of the left foot) . o

2. Qutside Hook (Some distance from the ball, reach out = -
with a relatively straight leg and chop down on the ball
with the outside of the foot so the balt changes its direction
of movement 180 degrees. Take ball away with the
outside of the same foot) :

Warm-Up (10 Minutes)

“Body-part Dribbls.” Each player dribbles a ball, Tell the -

" players to stop the ball with 2 bedy part . . . be creative, Also, - A
o 1 youcanhavefhep ers dibble the ball with different surfaces.

-k Stop thic ball with knee, chest, clbow, head, eic. S
7. 2. Dribble theball using left foot, bottoms of feet, kness, | -
Dribibie the ball bit afier 5/6 touch, change direétion

ball with sol of foot, using the heel of foot, -~

* Skill Tesching {10 minuies)

“Téach he Baggm and ,Onfsidé;ﬁuak Torns. Thiscan be done -

-as alarge group with a'ball each or in 2 “drill-type” activity. If e : "
| youuse a“drill-type” activity, it should be completed quickly. . o e

Skill Repetition Game (5 10 minutes)

“Monster Tarns.” Let the players dribble arovnd in 2 defined
area. 2-4 players do not have aball and are “iaggers.” The .
other players have.their ball and dribbie around fiom “tagger to
tagger.” ‘They must approach a “tagger” and execute a fyn - -
without their ball being touched. Play for 2 minute and see who
gets the most turns without having their ball touched. Switch = *

(both left and right).. - o

Sét-up 9 goals throughout your playing-
Score in amy goal: A player . - .

&

atter-a‘couple of gawies that you can lead your defender fo o
-and then tumm to attack another. "Add points for executing a

3v3ordvd lStlréét Soccer Games {20+ minutes)

4v 4 games (or 3 v 3 with smaller groups) to be played for at
least 5 minwtes per game (2 games arc played at same time).
Before first game and at the end of each other game, get the
children on a Fne and mix them into different teams (1,2,3, 4;
1,2, 3,4; etc). All teams to play a dismond formation Q
defender, 2 midfielders and 1 forward). You can play the 2
games sinntktaneously on the same field by having one game
played N-8 and the other E-W. Keep coaching to 2 winfmum.
Keep interruptions to a minimum, but remind the kids to try and
maintain the diamond as they play.




AGES UNDER 8 | YOUTH TRAINING

Bingo (U6)

A number of cones ore
distibuted throughout
the field. Two playess ore
the “replacers;” sach of
the others has o bal - -

CGNEEPT -
i The ployers with balls iry Io. knack cfawn i muﬁy cones as possfble wﬂh Thei. balls
i The “reglocers™ {all players foke tums in i role) set up the cones osfust o ihey’ e
i knocked down. When g pluyer knocks down a cone, he yells “Bingol” (ihe suursd
| - adds to the excitement). Who cen score the mast "Bingos?” :

§_

_Every man for himself (us)

Four mipkgoals are sef ¢
up in o field. Thereare ¢
ahout, h[ﬂf gs-muny bells
3 pluyers. '

CGNCEPT S
, voiing befwden-the. mnes.
- Fach-goal cmmts one pomt -Afte: Sf:nng, ) pfayermust move'iD’ u dﬁfmaﬂgua!

Which pluyer can'score. iﬁe masf ggu 'm 8 mmetes?

‘Runters and rabis

i Two ployers (huniers)

! have one boll-each. The.”

- other ployers (rabbifs) -
spread out over the field.
The cooch stands off to
the side with mors hofls.

. JONCEPT , '
the fuaters fry to "shoot” the rbbits with fheir balls. When o robbit s hif, be gets @
soft from the cooch oad becomes a hunter foo. The round ends when onfy two mbhlts
e left; they he{i}me the first hunfers fur the next rm;nd

B hﬁ]ls o pfuyers :

CUNCEPT e
Faxch feam tries fo keep its own hﬂht "deun hy shnnimg all rhe alls info rhe ofher

half os fast os possible. Players miay.nof «oss e centerlina (shoofing line). From ~ -
fime fo time the coach whisfles; all pfuyers freeza and the bicls ore courted. The feom
with fewer bolls in s holf scores-ons point, (up o f;ve pmnis)

Qu “lI{TRAINER

FEIR’I’ABLE REBOUNGING GOALS

~ Reguest info toll-free: 1-877-800-GOAL
= - OF Via email: quiktrainr@aol.com

« Strong 7.5x18" two-sided geal for the serious coach.

* Rapidly improves player technique and fitness]

» Quik set-up and take-down. Durable in all weather!

« Lightweight, compact &:éasy to carry. Fits in the truskl

« Priced for a team to afford. Buy two for ultimate workouts!

2075

plus shipping

e
wpt
4

= lMum #s e o L

o




YOUTH TRAINING

AGES UNDER B

GGreat wa_li of china (us)

Each ployer hos o bafl,
The “Great Wl is the
coack, who maves back
and forth along the cen-
terfine. A goal is morked
on each endling.

- BONCEPT R
Each pluyer ties to dribble from ong:gick 5
and forth, frying fo keep everyane from crossing. Plovers st waltfor 4 fo
scoot” through. Each goof scores. orié:poifit Bt itihe coath fouches wilk
that player loses @ point. Who cdniscors fhe i :

| . Players may anly shost bl et

(ug) shooting at the wall-ters;

Two teams fuce scch
ather, one in ench half.
. The centeiline is cleady
marked. There are obout
half as many balls as

- players.

_CONGEPT . R e LT
* Eoch playes fes to fif the opposire.woll with.o ball, without issing he certerfine.
1 the sume fime, <o ayer &5 goakeaperan iriay Sfog incoming shofs with his

- shoof) - Whidhrfeam €on-Scoiio:ih

res Iy dowm ¢ bl look rum,

Foch ployer hus a bofl, . !
except for the “figer.”

CONCERT - , .
At the conch’s signal, the tiger fres fo sien
i, he must fold it in his hands br
comes & tiger foo. The Jost
in the next ound.

"V Eoth player hos o b,

* bt moves ahout the field

The toach has no boll,

with the playars.

Euch plover has e boll

The coach hos no bol,
* but moves about the

Field witt the pleyers.

) CONCEDPT

-\ Each ployer fies fo it thes conch with is Lol as ofien as pssible, il the couch
- fifes to dodge all the shots. Whenever she conch gets it, e yells “ouch!” which

mokes it more excfing for the chikdren, Fuch it scores one pint. Who con scoredfie

most points in 5 minutes?

1 Haif of the players

- Each of the other players

(sharks) sit on fhe
ground withaut balls.

!ms g hall,

CONCEPT - Fid
Kesging their bolls tlose totheir bodies, the players with bull iry fo drbble from one
endline 1o the ofher as ofter as passible. Eoch cossing scores one point. ff o layer lo-
ses its ball fo o shork, the two players immediately switch roles. Who can score the
most peints in 10 minutes?







Coaching Education — Christophe Brown
10708 West Hayes Avenpue - West Allis, WI 53227-2027

_ Telephone 414-545-7227 Ext. *825
WISCONSIN Toll Free 800-937-7778 Ext. *825
YOUTH Fax 414-545-7249
S@@CER Email chrown@wiyouthsgccer.com

ASS0OCIATION Website www. wiyouthsoccer.com

“Y1” GORCHING RESOURCES

Recommendations

“The Baffled Parents Guide to Great Soccer Drills” by Quinn and Fleck.

Can Coach CD Rom’s: U6/U8 and U10/UJ12.

The Wecekend Warrior by David Griffiths (800-331-5191. Recommended for U9/10 coaches).
US Youth Soccer Official Coaching Manual by US Youth Soccer.

Other Reading

Assistant Coach Series: U6/U8, U10 and U12 Activity Aids, US Youth Soccer.
Coaching Kids for Dummies by Rick Wolff.

The Baffled Parent’s Guide to Coaching Youth Soccer by Bobby Clark (800-7224726).
24 Easy to Follow Practices for 5 to 8 Year Olds by Schreiner and Twissen.
Soccer Coaching for 5 - 8 Year Olds published by WCC (888-3426224).

Out Of Control by Nack and Munson, Sports [llustrated, July 24, 2000.
Coaching 6, 7 and 8 Year Olds by Waiters and Howe (800-3315191).

~ Coaching U8's by Tino Stoop (800-331-5191).

Coaching U10's by Tino Stoop (800-331-5191).

10 and Under Practice Games by Quick-Flip Coaching Guides (800-297-6386).
Games Approach to Coaching Soccer by ASEP (800-297-6386).

Success in Soccer Magazine - January 2004 onwards (888-828-4263).
Developing Youth Soccer Players by Wein (800-762-2376).

Videos

Coaching Under 9°s by Johan Neeskens (800-331-5191).

The Dutch 4x4 Training Method by the KNVB (800-331-5191)
Club Coach by the Football Association (800-762-2376).

a
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Practice Plan

Name:

Theme:

Date:

Age Group:

Activity

Coaching Points

1* Activity (wa rm-u p) Hunters and Hares

Players are in a marked playing area. One to three hunters have a ball
and are hunters. The other players are hares. The hunters throw the
ball at the hares {must hit hares below the waist). When a hare is hit
by a ball, he picks it up and becomes a hunter.

Progressians: The hares each have a ball and the hunters have to throw
their ball and hit the hare’s ball. Or, make it so the hunters have to
kick the hare’s ball.

The hares must constantly be looking all around for
hunters who may try to throw a ball at them

By making the hunters throw their ball at the hares ball -
the technique of shielding is introduced for the hares

2" Activity  Foxes and Hunters

Players on the inside.of a marked area are foxes. Players on the
outside are hunters (have one to three). Hunters dribble into the grid
and try to dribble their ball into the foxes so that it hits them below the
knees. Ifa fox is hit, the fox drops down to one knee and tries to kick
the ball away from the other hunters that are dribbling by. Once all of
the foxes are down the teams switch roles. Time each team, the team
that stays alive longést wins.

Progressions: Specify how hunters must dribble. Give foxes a ball too.

Can hunters use disguise in their dribbling to catch a
fox off guard?

Once again, great vision is required by the foxes to
Iook for hunters dribbling the ball at them '
Hunters could be required to kick their ball off of the
fox’s ball,

3% Activity  Tigerball

Each player has a ball except for the “Tigers.” At the coach’s signal,
the tigers {2) tries to steal a ball from one of the other players. To win
it, he must steal the ball with his feet and then hold it above his head in
his hands. The tiger should then take the ball to the coach. Now, both
players are tigers. Plan uatil only two people are left and then those

players are the next tigers.
Progressions: Use only left foot, outsides of feet, soles of feet.

When someone is trying to stop their ball from being
taken away, can they keep their body in between the
ball and the defender?

4™ Activity  Tunnel Passing

Two players face each other ata distance of one yard. Player one has
30 seconds to pass the ball as many times as possible through the
tunnel formed by the separated legs of player two. While the first
player is kicking the ball back and forth through the second player’s
legs; the second player should be counting how many times the first
player kicks the ball through his or her legs.

Progressions: Use left foot only. use only soles of both feet, etc.

A fun little game to play that gets the children moving

5™ Activity (the game) German Game

Set up several 20 x 10 yard playing areas. Have the players play 2+2
inside the areas. Instead of scoring by kicking the ball through goals,
players must score by dribbling the ball over his opponent’s endline.
Play for two minutes and then the teams rest for one minute. Switch
whao plays who as well,

Comments: The pair that wins the most games could be the tournament
winmner.

By changing how goals are scored different demands
are placed on the players

By taking away the goals, players mustiake on
defenders and beat them to get to the line behind them,
they can't just fire shots off and hope one gets through
into the net

Scrimmage 2v2 or 3v3
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Practice Plan

Name: Date:
Age Group: Theme:
Activity Coaching Points
1* Activity (warm-up)  Pair T. ag Don’t let games like this go on for too long, young Kids

Setup a fairly large area and have everyone geta parmer. Everyone
jogs around in the area and on the coaches signal one pre-designated
person tries to tag the other as many times as they can in 10 seconds.
Players get a point for each tag. Who can score the most points in five
rounds?

Progressions: Might be possible to add a ball, may be too difficult
though. L

will go il out for about 20-30 seconds and then they
will be exhausted

Player several short rounds rather than one or two very
long rounds

2" Activity Shadow Running

Everyone has a pair again. This time, one person moves around in an
area while the other tries to shadow them, doing everything they do.
The person can stop to stretch, change direction, pretty much whatever
they want. Play for 20 seconds at a time.

Progressions: Add a ball for each player.

Stretching can be added to this game

3T Activity Coconut Shy Game

Everyone pairs up and stands 10 yards apart; one of the players needs a
ball. In between the players is a ball on top of a disc cone. The
players pass the ball back and forth trying to knock the ball {coconut)
off of the cone. The person who knocks the ball off the cone puts in
back on while the other person retrieves the game ball. Which pair can
score the most points in a minute?

Can the players lock their ankles (toes should be
pointed up) and follow through in the direction of the
target? '

Progression: Specify what surface they must use to strike the ball.
4" Activity  Pairs Game

Set up several small gates inside an area (one more gate than the
number of pairs). The players are divided into pairs who play 1v1 to
the small gates. Each pair has a ball; whoever has the ball tries to
dribble through as many gates as they can. When they lose the ball the
other person tries to scote as many points as they can as well.
Progressions: Score by dribbling through a goal. Score by dribbling
through the goal and stopping the ball within two yards for your
opponent to take.

Try to make sure everyone is with a parmer of
relatively the same ability

The progression is good because if one player is
dominating the other player will get plenty of
opportunities

5% Activity (the game)  2v2 to multiple goals

Use the same set-up as in activity four but now each pair becomes a
team. Play 2v2 into the multiple goals.

Progressions: A team can score by dribbling through a goal. A team
can score by passing through a goal. A teamn can score by passing the
ball through a gate to their teammate on the other side.

Have three or four small goals so theirisn'ta lot of
congestion

Can we try fo score on 2 goal where there is not a
defender (very simple language for advanced tactical
concept of playing the ball away from pressure)

Scrimmage 3v3 or 4v4
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Practice Plan

Name:

Age Group: Theme:

Date:

Activity

Coaching Points

1" Activity (warm-up) Bal! Retrieval

The coach tosses the ball for each player to bring back with his or ker
hands, elbow, forehead, erc. Have all the players gather closely around
vou, but not ina line. Each one hands you their ball, which you toss
randomly into an open area where they have to go retrieve it and bring
it back to you in the manner that you specify as quickly as possible.
Progressions: Bring the ball back with two hands, one hand and one
forehead, right foot only, etc. The coach should move around the area.
Play in pairs now that the children are older.

After a few commands the coach should move to force
the players to look up before heading back

This game is great for teaching body awareness, it's
fun for the kids too! '
Start off by just asking the players to bring the ball
back, see if anyone thinks to just pick it up and run it to
you?

-

2™ Activity Hospital Tag

All players have a ball and are dribbling in an area. The coach is the
doctor and stands outside the area. Players dribble in the area and try
to tag each other. When tagged, the person has to hold that body part.
Once a player is tagged for the third time they go to the doctor and do a
task before coming back in. Play to see who can visit the doctor the

{east.
Progressions: Can only dribble with one foot, outsides of feet, soles.

Typically, this game is an elimination game. The
players that get their balls kicked out first have td sit.
The players that are eliminated first though are the
players that need the most help with their shielding
technique. The hospital gives them a chance to get
back into the game and continue to practice.

3" Activity  Crew vs. Riverhounds (from U6)

Split the team into two groups and have them spread out and face each
other. Between the two groups set up several large cones. One of the
groups needs balls. On the coaches command one of the groups (make
up names for them) strikes the ball and tries to topple as many cones as
they can. The other team collects the balls and after the coach sets the

cones back up they do the same activity.
Progressions: Must strike ball with laces or inside of foot only.

If the teams are having trouble hitting cones put more
down
“Can the players lock their ankles (toes should be
pointed up) and follow through in the direction of the
target?

4™ Activity  Soccer Marbles

Everyone needs to be in pairs with a ball for everyone. One player
plays their ball and the other person tries to play their ball and hit the
first ball while it is still moving. If the person misses the first person
quickly goes to their ball and tries to play it to hit the second players
ball. Players get a point each time they hit the ball.

Progressions: Must strike balt with laces, inside of foot, left foot only,

elc.

Can the players lock their ankles (toes should be
pointed up) and follow through in the direction of the
target?

5" Activity (the game) GK Game

Setup several small 10 x 20 yard fields and bave the team play 2v2 in
them. When a team is on defense they have to have one person drop
back and be a goalie. When the defender steals the ball he passes the
ball back to the goaiie and they then start to attack. While this is
happening the other team is having someone drop back into their goal.
Comments: Have several games voing at once and rotate the teams so
everyone two person teams gets to play all the other teams.

Physically demanding game
The nature of the game demands instant transition from
attack to defense

Scrimmage 3v3 or 4v4
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Name:

Date:

Age Group: Theme:

Activity

Coaching Points

L Activity (warm-up)  Island Game

Use disc cones to set up small islands (small squares) in a large playing
area, Have everyene dribble around in the area. On the coaches signal
everyone must dribble with speed to an island; however, only two
people are allowed per island. The player (or two) who does not get to
an island scores one minus point. Play to see who has the least minus
points.

Progressions: Start game without balls and then add them.

= When dribbling for speed the players do not have to
dribble the ball as close
®  Their should be about five or six steps in between each

touch of the ball

2" Activity Ball Stealing

Split the team into two groups and give one group red vests and one
group blue vests. Give one of the teams balls to dribble. Those
players ory to dribble inside the area without losing-possession of their
ball to the other team. The objective is to see which team, red or blue,
has the most balls at the end. Players from the same team can work
together to steal balls or te keep possession (passing??7?).
Progressions: Rotate who starts with the balls.

*  When someone is trying to stop their ball from being
taken away, can they keep their body in between the
ball and the defender?

= [fyou are going to lose your ball can you find a
teammate to give your ball to?

379 Activity Everyone vs. Everyone

Set up several small gates in the playing area. Give half to three-
quarters of the team a ball. Players with a ball try to dribble/shoot
through as many of the small gates as they can. Players without a ball
try to steal a ball from someone who has one and then they try to score,
Play multiple games and allow everyone to have a chance to beat their

oW1 score.
Progressions: Define how goals are scoted - by dribbling or shooting.

* Don't tell the players that they can’t dribble through
the same gate twice, see if anyone is creative and
dribbles through the same gate back and forth

*  As soon as players go through a gate they should look
up te find an open gate and then go for it!

4" Activity  Edge of the World

Each player gets 2 ball and stands on one sideline of an area. The
objective is for everyene to pass their ball so that is stops as close to
the other sideline as possibie. If the ball goes past the sideline it falls
off the edge of the world. Players gets points for geiting their ball
within one yard (distance depends upon ability) of the line without
going over.

Progressions: Players piay ball with laces, inside of foot, etc.

* Instead of having a line you could also have an end
zone that the players try to get their ball 1o stop in

5™ Activity (the game)  Qutta There

Ina25x I35 yard grid with a goal at each end, play 1v1l. The coach
stands on the touchline with a supply of ball and a small line of players
on each side. The coach plays a ball mx and the first person from each
line plays 1vl. Ifa player scores they stay on and the other person
leaves. A ballisimmediately plaved back into the game. If the ball
goes out of bounds both players are “outta there.” This should be a

very fast paced game.
Progressions: Start with 1v1 and progress to 2v2.

*  This game should be very fast paced

*  Assoon as the bali goes out of bounds throw another
ball in immediately

*  The coach is the master of the balls, ook to see for
players that aren’t having a lot of success and distribute
the ball straight 10 them

*  Vary how balls are distributed into the playing area

Scrimmage 3v3 or 4v4
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Practice Plan

Name:

Age Group: Theme:

Date:;

Activity

Coaching Points

1 Activity (warm-up) MNutmeg Competition

Mark off a rectanguiar area and have the teamn find a buddy. One
buddy from each pairs stands with the legs about two feet apart spread
cut n the area. The other partmer needs to have a ball. The players
should start to dribble around and on the coaches signal they have to
dribble/pass through as many “gates” as possible. Play for 30 seconds
and then swiich roles.

Progressions: Specify how the players must dribble,

Can the players keep their head up to see an open gate?

_ 2" Activity  Dribble to Safety

Set up an area with two end zones at each end. The players must try to
get from one end zone to the other. Between the two end zones should
be two or three players with balls. As the players are going from end
zone to end zone the players in the middle try to pass their ball into one
of the players running to the other end zone.

Progressions: Give the people going from zone to zone a ball.

Players going from zone to zone should change their
direction/speed to deceive the players trying to hit them

3" Activity  Sequence Passing

Mark off an area and give everyons a number. The players must pass
the ball sequentially from playerto player{l t02,2t0 3,3 t0 4, etc.}). -
Progressions: Have the players pass from the highest number to the
lowest number. Specify with what surface the players must use to pass
the ball.

" so that person doesn’t have to tum

When a person is about to be passed to they should try
to get in the field of vision of the person with the ball

Can players call for the ball as it is halfway to the
person that is going to pass it to them (the person
receiving the ball will then know where to play their
first touch)

4™ Activity Wolves and Sheep

Set up a large rectangular area with four zones in each of the comers,
Split the players into two teams and give each team a name. Have the
players dribble around randomly in the area. When the coach calls out
one of the team names that team leaves their balls and tries to tag
mermbers of the other team. The other team tries to dribble to a safety
zone without being tagged and sarn a point for doing so. Play multiple
rounds and see which team can score mere points,

Progressions: Specify how players must dribble. When a team name is
called those players have to continue to dribble their ball.

.The first touch when they head to a safety zone should

The players should keep the ball close so when they
have to dribble to a safety zone they can take off right
away

be larger than a normal dribble

5™ Activity (the game)  Get Outta Here

Ina23 x 135 yard grid with a goal at each end, play 1vl. The coach
stands on the touchline with a supply of ball and a small line of players
on each side. The coach plays a bzl in and the first person from each
line plays tvl. Ifa player scores they stay on and the other person
teaves. A ball is immediately plaved back into the game. If the ball
goes out of bounds both players are “outta there.” This should be a
very fast paced game.

Progressions: Start with 2v2 and progress to 3v3.

This game should be very fast paced

As soon 15 the ball goes out of bounds throw another
ball in immediately

The coach is the master of the balls, look to see for
players that aren't having a lot of success and distribute
the ball siraight to them

Vary how balls are distributed into the playing area

Scrimmage 2v2 or 3v3
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Practice Plan

Name: Date:
Age Group: Theme:
Activity Coaching Points
1" Activity {warm-up) Math Dribble Use a math problem where the solution is one more

Each player needs to have a ball. Have them dribble in a confined, the
coach calls out a math problem and the players immediately solve the
problem by forming the appropriately sized group. After everyone is
in a group the players should start dribbling again until the next
problem is called. This is a great activity to get groups formed quickly
for the next activity.

Progressions: Mix between addition and subtraction

person than the number of players at practice; see how
long it takes them to come and stand by you

Can the players keep the bail close so when the
problem is called they can quickly get in a group
Players should keep their heads up so they don’t try to
ioin a group that does not need them

2" Activity Knee Tag

Everyone should be without a ball moving around in a marked area.
On the coaches signal everyone irtes to tag as many people as they can,
In order to score a point they must tag someone els¢ on the knee. Play
several rounds of 30 seconds each. -
Progressions: Add a ball after a few rournds. Play to see who can tag
the most people. Play to see who can be tagged the least.

When the players are tagging each other, instead of
standing upright and trying to tag someone’s knee can
they bend their knee's and get down low (just like a
defensive stance, hmmm...)

3T Activity Draw

Everyone needs to pair up and each pair needs a ball. The partners

should face each other with the ball equidistant between. Both players

neead to have both feet on the ground. When the coach says “Draw”
the players try to be the first to step on the ball and pull it backwards
for apoint. Play to 5 points and then switch partners.

Progressions: Add a line behind each player, after they get the ball
they have to dribble past the line to get a point.

This is an alternative way to start a scrimmage or a
dead ball situation

Throw in a few words like “Straw” to make sure they
really have to listen

4" Activity Junkyard Soccer

Nota game to be played for teams where boot ball is a2 problem. Have
two teams with at least one bali for every two players, more can be
used. Have the two teams face each other with a 10-15 yard zone in
between them. On the coach’s signal the teams try to kick the balls
quickly enough so that all the balls are on one side. Teams eam one
point for doing so.

Progressions: Specify how balls must be played (on the ground, in the
air, one touch, with the left foot, etc.)

This game could be modified to work on several
different skills

5™ Activity (the game)  Ger Outta-Here2v2

Ina25x 15 vard grid with a goal at each end, play 1v1. The coach
stands on the touchline with a supply of ball and a small line of players
on each side. The coach plays a ball in and the first person from each
line plays 1v1. Ifa player scores they stay on and the other person
leaves. A ball is immediately played back into the game. If the ball
goes out of bounds both players are “outta there.” This should be a
very fast paced game.

Proyressions: Start with 2v2 and progress to 3vd.

This game should be very fast paced

As soon as the ball goes out of bounds throw another
ball in immediately

The coach is the master of the balls, leok to see for
players that aren't having a lot of success and dismribute
the ball straight to them

Vary how balls are distributed into the playing area

Scrimmage 2v2 or 3v3
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Activity

Coaching Points

1" Activity (warm-up)  Ball Retrieval-Groups of 4

Players are in groups of three or four with one ball in a large unrmarked
space. The coach tosses the ball away and the players must return it to
the coach with each player touching the ball at least once. The final
pass should be played to a player standing next to the coach.
Progressions: The coach can move within the area to make the players
look up. Specify how many passes or what type of passes must be
used to bring the ball back.

Be creative and make the players hand the ball to you 7
in different ways (give me the ball using your back)
©  See how the players solve the problem, do

they just pick it up and put in one someone’s
back or do they try to do something more
complicated

By this age players can receive more instruction on

how 1o pass the ball technically correct

2™ Activity  Elbow Tag

Players are int pairs with their elbows hooked and standing int a random
formation. The other hand is on their hip with their elbow bent. The
coach breaks one pair apart and designates one person as “it”". That
person tries to run down their partner and tag them. Their partner can

| become safe if they link elbows with one of the other pairs, Whena
person links with a pair, the person who is not linked to the new person
must then unlink and is fair game to be tagged.

Progressions: Break apart more pairs.

When changing direction to shake off a tagger can they
stay low to the ground

Can players use changes of speed and direction to
shake off taggers

Can players use feints to deceive potential taggers

3" Activity FHurricanes and Ladders

Play consists of two teams of 5 to 7 players with one ball using halfa
field. The coach tosses the ball and the ladder group runs to the ball as
quickly as possible and forms a line. Then, they have to hand the ball
to the end of the line in an over the head/between the legs fashion.
Meanwhile, the other team forms a tight circle or huddle. One person
from that group runs around the circle as many times as they can until
the other team yells stop. Switch. Play to 10 points.

Great activity that encourages teamwork and problem
solving

Be vague in your instructions, don’t tell them to get in
a tight circle

4" Activity  Defrost Tag

Start with two equal teams in a larger area. One team is on the inside
of the area without balls and the other is outside the area with balls.
On the coach’s signal the players on the outside dribble into the area
and {ry to freeze the inside players by passing their ball off of them
below the knees. Inside players can be unfrozen by other inside
players by crawling through each other’s knees.

Progressions: Give both teams bails.

SAFETY NOTE - As long as any part of a person’s
body is still underneath a frozen player, a ball cannot
ke played at them

5™ Activity (the game) Get Outta-Here2v?2

Ina 23 x 13 yard grid with a goal at each end, play 1v1. The coach
stands on the touchline with a supply of ball and a small line of players
on each side. The coach plays a ball in and the first person from each
kine plays 1vl. 1fa player scores they stay on and the other person
leaves. A ballis immediately played back into the game. If the ball
goes out of bounds both players are “outta there.” This should be a
very fast paced game,

Progressions: Start with 2v2 and progress to 3v3.

This game should be very fast paced

As soon as the ball goes out of bounds throw another
ball in immediately

The coach is the master of the balls, look to see for
players that aren’t having a lot of success and distribute
the ball straight to them

Vary how balls are distributed into the playing area

Scrimmage 2v2 or 3v3
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1* Activity (warm-up) Too Many Players

Split the players into two teams and have each team stand on a line of
cones that faces each other. In betwezen the teams their should be a line
of balls, but there should be two balls [ess than the number of players.
On the coaches command the players try to sprint to the middle, collect
a ball, and then return it past the line they started on. Teams geta
point for each ball returned to their line. Players that don’t get a ball
try to steal one from the other team.

Progressions: Change the number of balls or how players must dribble.
Specify how plavers must turn with the bali.

SR :
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2" Activity Shooting Fish in a Barrel

Split the players into two teams. The teams play around the center
circle (or any large circle). Several cones should be placed in the
circle. Teams play soccer and score peints for passing the ball into the
circle and knocking over a cone. Players can’t enter the circle. Play .
until all the cones are knocked down.

Progressions: Specify how the players must shoot. Change the number
of cones in the middle. Have different cones (colors or sizes) and
assign different point values for the different cones.

The team that has possession of the ball should spread
out to make the defense spread out (this will create
lanes or gaps that the attacking team can pass through
Don’t foolishly strike the ball towards the cones; if the
ball is intercepted the opposing team will have a very
short shot — when a good opportunity arises attack with
speed — but otherwise possess the ball until a good
opgportunity presents itself

3 Activity Shooting Cones in the Safety Zones

Play small-sided games with the team. Instead of scoring on goals
there should be a group of cones placed in an end zone at each end of
the area. Teams score points by passing the ball so that it knocks over
cones in the opponent’s end zone. Play to a set number of points, a
time limit, or until of one team's cones are knocked down.
Progressions: Specify how players must strike the ball. Have the cones
spread out or place them close to each other. Put some cones close
together and others far apart, assigning different point values to the
cornes.

Does the team make good decisions on which cones to
try to attack, can they head in one direction and then
switch the point of attack, heading to another cone to
try to knock it over before the opponents can get there

4™ Activity  Game with a Central Goal

Play a regular small-sided soccer game, but instead of each team
having a goal set up one goal in the middle of the playing area. Teams
can score by shooting the bali through the geal from either direction.
Progressicns: Have no GK or have a neutral GK. Specify how players
must shoot.

Players should stay spread out
A team should have players on both sides of the goal

" Activity (the game) Numbers Game

Split the players into two teams and have them stand on opposite
endlines. The game is played on a small soccer field. Assign each
player a number on each end (1-3 on one side and 1-3 on the other
side). Play a ball into the area and call put a number; those players
must then sprint onto the field and play 1v1. Play until a goal is scored
or the ball goes out of bounds.

Progressions: Have moce than one Iv] game going on at the same
time. Call out two and then threg numbers. Mix up the numbers.

Don't be afraid to have more than cne 1vlor 2v2 game
going on at the same time

Encourage players to shoot whenever they have a clear
line of sight to the goal

Serimmage 3v3 or 4v4
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Good for you!

Superb

You did that very well

You’ve got it made

Terrific

That’s not bad!

Couldn’t have done it better myself
Marvelous

You're doing fine

. You’'re really improving

. You’re on the right track now!
. Now you’ve got it figured out
. Outstanding!-

. That’s coming along nicely

. T know you can do it

. Good work

. You figured that out fast

. Ithink you’ve gotitnow
. I'm proud of the way you worked today
. Tremendous!

. You certainly did well today

. Perfect! '

. Nice going _

. You’ve got your brain in gear today
. Now you’ve go the hang of it
. WOW!

. Wonderful!

. You're getting better every day
. You're leaming fast

. You make it look easy

. That’s a good boy/girl

. That’s very much better

. Super!

. Youdid lot of work today

. Keep ttup!

. You’ve got that down pat

. Congratulations

. Exactly right!

. Nice going

. Excellent!

. Sensational! _

. You’re doing beautifully

. You’ve just mastered that!

44,
45,
46.
47.
48.
49.
50.

3l
52.
33.
34,
53.
56.
57.
58.
39.
60.
61.
62.
63.
64.
65.
64,
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
8.
82.
83.
84,
8s.
86.

86 Ways to Sav “Very Good!”

That’s really nice

That’s the best ever

That’s great!

Way to go!
That's the way to di it!
That’s quite an improvement
Good thinking

You really are going to town
Keep up the good work
That’s it!

That’s better

You haven’t missed a thing
Fantastic!

You outdid yourself today
You're doing a good job
That’s the right way to do it
That’s better

Right on!

Well, look at you go!

“That's the best you've ever done!

That’s RIGHT!

You must have been practicing!
Great!

Keep working on it... You're getting better
You rernembered!

That kind of work makes me very happy.
You're really working hard today
That’s what I call a fine job!

I knew you could do it!

['m very proud of you

One more time an you’ll have it
Fine!

That's good

Good job

You really make this fun

Good remembering

Nothing can stop you now

You are doing much better today
Keep on trying

You are really learning a ot
You've jut about got it!

I've never seen anyone do it better
You are very good at that.




