AYSO REGION 55
U08 COACH CLINIC HANDOUT

We than k youfor volunteering to coach . We hope you will
have a great seasonand a wonderful experience teaching
these little players to love the game of soccer.

A LITTLE BIT ABOUT THE PLAYERS
1 Attentionspanis a bit longer than U06 players but not much
Inclined toward small group activities

Always in motion: scratching, blinking, j erk

= =4 =

Easily bruised psychologically. They will remember negative comments for
a long time. Shout praise. Give Ahintso.

They want everybodyto like them.
Developing physical confidence. (Mostare able to ride a two -wheeler.)

Starting to imitate older players or sports heres-heroes .Want the same
gear as them.

1 Lack of sense of pace. They go flat out until they drop.

1 Skeletal sys tem growing rapidly. Often results in apparent lack of
coordination.

1 Cardiovascular and temperature regulation systemis not developed. Their
heart rate peaks quickly and they overheatquickly. Make sure they get
adequate waterbreaks.

9 Limited understandi ng with personal evaluation. Their assessmentof
themselves - if they tried hard then they performed well. Regardless of
the actual performance. Thus, they need to be encouraged constantly,
and asked, ANow, can you do this?06 They wil/l

1 Betteratr ecognizing whenthe ball is out of play, and remembering what
goal they are going for but in the heat of battle, they will sometimes stil
forget. They still find it difficult to really be aware of more than one thing
at a time.

1 6,7 and 8yearold players are a bit more compliant than their U06
counterparts. They will be able to follow 2 or 3 step instructions and are
starting to have a good understanding about what it means to play a
igameo.

They are starting to cooperate more with their teammates.

Oftent hey repeat the phrase, fAl canét do that!
to youto show you that they can, even when they only think they can.
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THINGS YOU CAN EXPECT NO MATTER HOW GOODA COACHYOU ARE

1 There will be atleast 200  -300falls during the season, but, now they will
usually pick themselves back up.

The puddle in front of the goalis still too tempting to resist.
Some ofthe girls are a lottougher than the boys.

They still want to wear a pinnie, even when the coloris identical to their
shirt.

T ftwillbeimpo ssi bl e t o r e me mbsbestfiehdoas yoatrytoh o 6
make up teams.

T School conflicts wildl come upéplease, l et th
teachers 5 days a week).

1 They wil weartheir uniforms to bed. J

SO, REMEMBER THIS

1 Smallsided socceris the bestoption forthese players. Not only will they
get moretouches onthe ball, but it is an easier game to understand.

1 Because ofrapid growthspurts during this age, players will go through
time when they seem to have lost control of their body. What they could
easily do 2 weeksago now seems unattainable. Be patient.

1 Passing is not an important part of their game, no matterhow much
anybody yells at them to do otherwise, it is much more fun to dribble and
shoot.Let them.

i Training onceort wice aweekis plenty, and should not last longer than
one hour.

1 Each player needs to bring their ownsize 3 ball to practice. Learning how
to controlit should be the main objective. They need to touch it as many
times a possible during fun activities tha twil engage them.

1 Challenge them to get better by practicing ontheir own. There is no rule
which states that they candét |l earn by themse
important we think we are.

1 Incidental things are important. They are forming the habits that will
impact their future participation. Ask them to take care of their equipment
(waterbottles included), cooperate, listen, behave, and try hard. Realize,
however, that they oftenforget and will need to be reminded often.

1 Ask them to workwith others to solv e a particular challenge. Start them
with just one partner and work from there.
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WHAT TO DO FIRST ?
Read your Regional Handboo  kand this Coach Clinic Handout thoroughly.

WHAT TO DO SECOND? CALL YOUR PLAYERS

Before yourteam meeting you need to call all your players and make some

decisions. Have these items set before your tea
really wantthem to be open for debate at the meeting . Be flexible, but
remember, you are the one who s tepped up to coach. They had their chance,

trust me. Make sure it worksforyou first.

Some parents ofU08  players will stay for practices and somewil not .Remind

them of this when you are trying to get each parent to step -up and volunteer for
something. If they are going to stay anyway, they may as well participate. Make
it clear that everyone must do something. The o

pracic e and game any wa Yarentsoeednst knowedny . thing about
soccer. Older siblings, particularly thosewho already play soccer,are also very
valuable. They can help assist at practice or even be one of your referees.

PRACTICE DAY / TIME

Practi ces canbegin as of August 1  st. That said, a lot of U08 teams do not begin
practicing until mid August. Whatever worksforyouand your players is fine as
long as you do not practice before August 1 st,

As coach, youwil determine the practice days and ti mes that work best for you
Mostcoachesdo ask their players parents if there are any days that they

absolutely cannot practice in orderto ensure that the players can attend. Do this
whenyou inttially call them so that you can have practice days set bef ore your
team meeting. It is best NOT to leave practice days up for debate.

U08 should practice late afternoon. You cannot practice too early since schoolis

stil in session , and our permit does not apply that early anyway, andyoucanno t
practice too late since U0O8 players should be  homefordinner by 6pm. MostUO8
teams practice once a week ortwice aweek ,forone hour, sometime between4

and 6pm.

You can practice at any of the schools listed in your Regional Handbook (you

read it, right?). A goodp lace to practice is Larkview since that is where the U08
games wil be played. The reis alot of space and a goodsize parking lot there.
Plus, you are essentially training the parents, grandparents and anyone else
responsible to get your players to games, onhow to get to there. Remember,
everyone must park in the parking lot and not drive up on the pavementat all.

If you have a player who absolutely cannot make your practice day/time they

can just attend the games and not practice. Or, if they chooseto ,they can be

removedfrom your team and placed onthe waitlist for another team if a spot

opens up. But, we dondét guarantee t haillbet here wi
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abl e t o mak e spractce time eitlkec Wé&do not move players from
oneteam to anotheronce they are formed. And, if you have this packet, they
are formed. Essentially, they need to decide if they want to play socceror do
their other activity forthe 10 -12weekseason.

TEAM PARENT

Find one when you make yvour initial _calls. If vou have a Acareero team
mostlikely they wil tell you onthe phone. Be sure to look at the player

reqistration formswhen you make your calls to see who volunteered to team

mom, ref, etc so you know who you areeaalling.
team parent you need to find some people wiling to do the job. Once you find

these people make sure they know the date of the team parent meeting to pick

up their folder. This will give them all the in
their job. If they have questions there is a resource listed that they can contact.

a¥a O AL en O A - O A ) aalla
AT \/ v \/

ASSISTANT COACH

Again, try to find this personwhen you are making your initial phone calls.
REFEREES

Youwantto find three referees . Essentially a Referee and two Assistant

Referees . Referees just take a short class, get a uniform and whistle and ref

games. |t 6s easy. And, youth referees are perfect
brothers to do this work.

Remember, you candét coach and referebeyoart t he sa
own team 'sre feree. And, there are at least 8 parents on your team. You are one
and ar e coaching, #we—one-two to team mom,three to ref, and two to do field
set-up/ takedown. Everyone does something. |1 tbés an

TEAM MEETING

fyou dondédt already have them asseywywdd twegou wi | |
one Team Parent s, three Referees and two Field Set -up/TakedownPeople

Remember, your team must set - up the goals and line the field if you have the

first game ofthe day on that field and you must take down the goals if you have

the last game. Field set -up needs to be done 15 minutes before game time.
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Youd !l | wover dhe folowing during the team meeting:
1 Pick a team name so the Team Parent can get your banner order going

_Email your coordinator the names of your volunteers for each position
and make sure your AC, Team Parents and Referees have turned in their
volunte er paperwork.Field Set - up People do not have to do paperwork. If
they have not already, they will need to give it to you. Volunteer
paperwork must be done every year so even if they did it last year they
need to do it again for this season.In orderto ge t your uniforms you
must have emailed your volunteer names and any outstanding volunteer
paperwork.And, yes, we will know who has not turned in_paperwork. If
you are not sure about a volunteer, your Coordinatorcantell you if their
paperworkis in or not

1 Let the parents know what you expect the players to bring to practice.
That you expect them to be ontime. And, that if they do not stay they
must pick their kids up on time.

1 Explain the AYSO philosophy specffically d&veryone Plays 6 Remind them
that the mostimportant thing is that the players have fun. It is not about
winning or losing.

1 Explain your parent behavior expectations for practices and games. If you
are clear about this now you wil have no problems with unruly parents or
bad behavior. Tell them that they may only cheer positively. That they are
not to instruct or coach. That they are to say nothing negative to the
referee before, during or after the game. This is where youreally need to
conveythat you are in charge.

1__Make sure to tell the Team Parent the date of the Team Parent Meeting!

1 Be sure to hand outa Team Contact List with all the player and parent
info.
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RUNNING PRACTICES

Here is a list of the things you should have with you at each practice/game:
1 Size 3soccerball T provided in your coachbag
9 Extrabottles ofwater - foryouor forthe kid whodoesnét omeve
1 SmallFirst -Aid kit 7 youcan pick -up an inexpensive one at a drug store
1 Ball air pump i providedin yourcoachbag
1 Registration forms - you must have these with you at all practices/ games
9 Practice Discs 1 provided in yourcoachbag
1 Scrimmage Vests (ak a Pinnies) i provided in your coachbag
1 Goalkeepergloves i—giventocoachelnicatendees—
P L helini |

1 Stickers - we have given yousome. If youwant to give treats, such as
candy, that is fine as long as your parents agree. Rememberto| etthe
kids equate soccer practice (exercise) with fun not candy.

Your players should have the foll owing at every practice/game:
1 Size 3 ball
1 Shin guards covered by socks
1 Cleats (baseball cleats ARE NOT allowed I no toe cleats)
 Water

CONTROLLING SIX6 &7 YEAR OLDS FOR 1 HOUR

Player Circle

When you want to talk to the players all together, instruct them to put their

balls in the center of a circle and sit surrounding the balls. This gets the balls out

ofthe hands ofthe players and reduces mayhem. | f you dondt separate
from players, you will be amazedat the mischief they can invent. They are truly

creative! The circle also ensures that no player sits behind another, another

opportunity for fun. Sitting players do not have the samefr eedom to moveinto

trouble that standing players do.

Water Break Time

A key component to getting and keeping attentio
for rest, water, and downtime . Use breaks in the action to give your playe rs

rest, water, and downtime. Use the time to organize yo ur assistants for the

next activity

Pl ayers who dondét want to Pl ay

That 6s o0k, | edtwatthh &wmwaysendourage their participation, but
never force them to do iBHEventudly theh eilyseedhe atfiet want t o
kids having fun and they will want to join in too. If they dondét thatodos ol

Unruly P layers
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Sooneror later, you are going to have o ne or more players get unruly. Dealing
with them is multilayered and ther e is no single rule to follow. First, look at
yourself. Are you at fault? Is practice boring? Have you dwelt toolong ona

single activity thatis boringtoa7  year-old? Has the practice run solong tha t
players are losing interest? Are your players tired  orthirsty? Are too many
players watching ot  her players perform the activity ? Next,rememberthat a

guiding principle is that the children should have fun. Is it more fun to finish the
dribbl ing activity or play tag? Balance the work componentof pr actice with the
funcomponent. The world wondét end if two players get

Now, if you do have a difficult child. One who disrupts practice repeatedly in a
negative way. | recommendfirst that you have your AC continue the practice
and youta Ik to the chid awayfrom the team. Explain how the behavior is not
acceptable and that you will not allow it to continue. Tell them that if it
continues you will be forced to speak with their parents. This usually doesthe

trick. If not, speak with the pa rents and they should take care of it. But, give the

child a chance to change their behavior on thei
how e ffective this can be with children. Remember the days of i
father gets home!o This is the equivalent.

If you have a child that this does not workwith and you are at your wits end,
contact i coach@ayso55.org .Seriously. You should have fun too and dealing
with difficult situations in notfun and notin yourvolunteer job description.

Unruly P arents

OK. Thereitis . We have parents who get out ofhand . Parents get out of control

at practice, sometimes hounding their child to run faster, to do better, or to pay

attenton . Al t hough it doesnét happasagewoatofgontoof t en, par
at games, ficorrectingo volunteer referees who m
they have ever seen

If the parent is hounding their own child, first try reminding them that their
childds behavior and s kil ltherchidrem Oftenpareritser ent t han
are concerned that their child is not doing as well as the other children. Really,

they just arenbét seeing the other children. You
practice or call them. Bottomline is that they need to understand t hat their

yelling at their child is hurting their childods
children on the team and, as the Coach, you can

If they are getting too worked up at the games, yelling at referees or just
cheer ing too loudly, ornegatively towardyour opponent try the same approach
as above.Have a chat with them explaining that they are making the team look

bad and negatively affecting all the children o
that. I f theytbaméel centtrivpdy ol | need to stay ho
Agai n, if you just canét convince a pdrent to c

coach@ayso55.org _and we will assist youin the mostdiscreet way possible.
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EACH 1 HOUR LONG PRACTICE WILL HAVE THIS  SAME STRUCTURE

5-10MINPRIOR YOUAND YOURAC ARRIVE AND SET -UP
5MIN FREE PLAY / LATE PLAYER ARRIVALS - Sel ect a
Playo that follows in this h
5MIN STRETCHES
13 MIN ACTIVITY 1 - Select an Activity that follows in this
handout . It doesndt matter w
2 MIN WATER BREAK (yes, again)
13 MIN ACTIVITY 2 - Select another Activity that follows in
this handout. 1t stilldl doesn
2 MIN WATER BREAK (really)
15 MIN 4v4 SCRIMMAGE (4v3if oneis missing, 3v3if two are
missing, etc)
5MIN WRAP-UP
5-10MINAFTER YOUAND YOURAC STAY TO ANSWER QUESTIONS
AND MAKE SURE ALL KIDS GET PICKED UP
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SET-UP

Be sureto arrive 5 -10minutes prior to  each practice to set -up and plan to stay
5-10 minutes after to answer parent questions or wait for all the kids to be

picked up. NEVER LEAVE A KID AT THE FIELD EVEN IF THERE IS MORE THAN
ONE WAITING TO BE PICKED UP.

When you arrive at the field you should set-upina way that allows youto do

the activities and finish with your scrimmage without having to place morediscs.

Youshould only have topick  -up discs asyougo . So, start with your 15 x 30

yard scrimmage grid. Dondt useAmwplaceyoarflay di scs t
forgoals as shown bel ow.eedYaeyunuahspacé tb ruma U08

practice.

All of the activities in this handout can be done using either the 15 x 15 or
15x 3 Ogrid (as shown below).

15 yds < x‘} 2 y ia (m) o_

: ‘.
15 yds
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FREE PLAY

Free play describes the condition where individuals play without restrictions
Players are given gener al directions ontime or space, onwhat they should
attemptto accomplish and then left on their own. Free play allows players to
develop natural abilties. Youshould notinstruct during free play except fo rthe
intial direction. ForU08 ,youwill probably have to give the initial direction

several times but you should not give any more direction than that. You will also

have to makesure the parent s understand that they are notto instruct. After a
few practices players may understand that free play is the first thing they wil

do. Let players know as they arrive what free play is that day and have them

start. No need to wait for the whol e group to arrive.

FreePlay 11 Tel yourplayers totake thei r ball and dribble ar oundin a

set space (use your 15 x 30 yd grid) . Tell them that they need to make

sure they stay inside the space marked by the discs and that they should

notrun into othe rplayers . Dondét tell them anything el se
whateverthey do.

FreePlay 21 Tel yourplayers totak e their ball and juggle. For U08 ,you
will need to show them what juggle is. Then just let them juggle however
they want evenif they use their hands a lot.

Free Play 3 1 Tell yourplayers to take their ball and go shootonboth
goals (youuse your flags for goals). Remember, no instruction on how
they do it.

FreePlay 4 i Make somethingup. J Or, repeata previous Free Play.
Dribbling is alway sgood.

STRETCHES
For U0 8, youreally just want to teach them that yo u stretch before you

exercise . A q uick touching of toes,jumping jacks, leg stretches, etc will suffice
forthis already limber age group.

ACTIVITIES
No matter which activities you choosefromthis handout youwill deliver them to
the players using the same process i SAY IT, SHOW IT, HAVE THEM DO IT,

ASSESS IT , INSTRUCT.

1. SAYIT. Tell the players what activity they are going to do. The name and
a very, very simple verbal description. You are simply trying to elicit
excitement for the activity. pdy®demayway! mow we a

2. SHOWIT. Then, using your AC and a couple of your players , demonstrate
theactivty ( donoét pick the same players for every
the de monstrationplayers  actualy doit while the other players watch
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Rememberto keep it shortand s imple. These players have a short
attention span.

3. HAVE THEM DO IT. Nowget all the pla  yers involved. Be patient, they will

get it. It will take time though. D ondt stop them to explain ai
help it. Just help eachkid one at a time if necessary until the activity is
running well.

4. ASSESS IT. Assess the activity and how your players are able to do it.
Can they? If not, simplify it. If it is too easy, m ake it harder. If the
activity breaks out groups, are the groups balanced? If not, correct the
groups so they are balanced.

5. INSTRUCT. During the activity you will instruct individual players on
proper techniqgue. Please do notembarrass players. When you g ive them
Ahintso do it quietly with just that player.
positve 1 igood jobo, Agreat worko, fAexcellento,
these things even if you dondét think them! T
they are, the better  they will be, seriously. Rememberthat U08 players
will naturally use BOTH feet. That is, until some adult asks them, why
arendt you usi ng BEaanplayerrwilglavelopthero to®nstyle.
This is VERY, VERY importantin soccer.There is a huge am ountof
creativity in this sportand it is what makes the difference betweena good
player and a great player later on. Dondét quANDNEVYER,NEVE R
CRITICIZE A SHOT . Once a player is criticized on how they shootthey
becomeless likely to  take sho ts. The more they hear it the less they
shoot. Every shotis a good shot. The only bad shots are those not taken.
Encourage shooting. And, praise attempts not just goals.

4v4 SCRIMMAGE

Useyour15x3 0grid , withflag s in place forgoals , torun a4v4 scrinmage.

Make sure your teams are balanced. Dondét put yo
team and weakestonthe other. Webve given you pinnies so they
tell who is onwhat team. Be sure to trade the pinnies so that all the players get

to weart hem sometime since pinnies are pretty popular with U8 players.

Set eachteam upinadiamond shape (oneplayer up, one back, one right and
oneleft) .Dondt worry ikeepthdrshaped oNeare justtrying to get

the conceptofshape into their lit tle head early on.  So, explain that it is a
diamond and show them. They will get it. During areal game they will not
maintanmuch s hape. Dondét be disappointed.

The best wayto help them with shape and spacing is to tell them to pretend

that the four of them (their team) are attached with rubber bands. If they get to

close to each otherthen the bands will fall onthe ground and they will trip over

them. If they get too far away from each other then the bands will break. us

players get this and it makes it easy foryouto remind them about shape

without saying fishaped which U8 players wono6t wu
tell them, fibe careful your rubber bands are go
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Now, this 1is tlheet htahredm ppalratyé. Donét stoem them eve
correctthem. Just let them play. As they play, youcan pull players aside to give

them Ahintsodo on what t tmetotegchapkyer s toipass orkitk t he
orthrow -inthough . Youdo that in your activity time . Watch them. The things

youse e in the scrimmage  that need fixi ng are your activities for your next

practice.

Remember not to give them too much to think about with your comments. They

just canét absorb too many concepts at once. Fo
maybe two,if one  ofthe things is a goodthrow -in. S o,for example, keep

remindng them notto | et t heir rubber bands hit the grour
If a throw -inis takenyou can tell them to rememberthe throw -in practice,

remind them to keep theiritf.eeDomdtwnf,| cedd .t lfehmt i
dribbling technique, passing technique, shooting technique in one 4v4

scrimmage. Once they get the rubber band thing you can move onto something

else for your next scrimmage.

WRAP UP

At the end of practice have the players get their water and come back to you in

the circle . This is whenyou can remind them of things they learned. Praise

them. Handout stickers. Let them ask questions. They will ask yousilly things
notrelatedtosocce r at al | i ke ADoD Bnoj ubwil reikiied yqutoz z a
be morelke akid. J Alwaysremind the parents whattime your game is that

weekend and what time you want the players there.
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GAME DAY

THE FIELD, PLAYERS & GAME DURATION

Approximately 40yards wide by 6 0 yards long
Goalsare 6 feethigh by 12 feetwide

Eight players onateam

Gamesare played 6v6 including the goalkeeper
Four10 minute quarters

Half -time breakis five to ten minutes

E I ]

The two things you need to do before each game are:

i A Gameline -up Card - see the exampleofhow  tofil this outin your
Regional Handbook)

9 Yourplayer Line -up Plan. Below are some example s. If youdo them
this way you can easily see whois playing each position in each
guarter and reference the bottom forwho the subs are for each
guarter. No matte rwhat formatyou choose, make sure you have a
plan.Don 6t count on remembeounhgawtoduing hasnot
a game . All players must get 3 quarters of play each game.

A56ar——» Awmber Bobe |
Z2r g —+> DN (<4 Autier
2 Gar-—2 194

Ht a1 —1 M-Uba"‘\’ Savah

$U%{W*M Aentery | Pmbzer | Jezre.
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When youneed more players back:
Amber

Boger

oy

M
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Haveyo urteamarrive about 20  -30 minutes before the game is scheduled to

begin. Yourfield set -uppeople should have already handled that part if

necessary. If not, get the other parents to
You need to prepare yourteam. P reparation simply consists of making sure your

players know which goal they are shooting at in the first half, where they are

playing the first qua rter orif they are one ofthe subs. Make sure each player

knowswhat they are doing the first quarter.

An elaborate warm -upis not necessary for UO8  .Have your AC handle the warm -
up part while you handle the informatio nal part. A quick jogaround the field ,
then some stretches, then some passing or shooting on goal will suffice. At this
point it is too late to teach technique.

During the game rememberto be positive. The mostimportant thing is for the
players to have fun. Nothing yousay oryell during the game will change the

outcome. Likewise, keep the parents under control. You are responsible to make

sure ALL the players have fun -on both sides of the field.
gett oovocalwhenyour teamscores , especially if yourteam scores mor ethan

t he other team. Donodt | et t hem make a scene.

havetowriteths but é) NO negative c¢shidsaewvithswritingoabdutt i n g,
your team or the other team. Some parents like to collect moneywhen goals are

scored to put into a party fund . Please discourage this. It absolutely sends the

wrong messageto the kids. They p |l ay because itds fun and

Donét run up the score. No matter what. So,
your first game in case yourteam is strong. A run up sco reis anything overab

goal differential. So, if your team scores 3 goals in the first quarter you are

going toneedto  quickly controlthem . H ere are someoptionsto even things out

if needed :

9 First off, make sure your team understands well before yourf irst game
that i f your team scores 3 goals then
the otherteam doesfirst. Yes, they will getit. Yes, they wil make

not
something .Dondét put a monetary value on anything

set

Do n

Al

k
t h

you

y o u

mi stakes, forget the score, etc. But remem

when that happens.

i I youare aheadby 3 at the first quarter break tell your team that
they can now only score a goal if they kick it with their left foot. If they
are a lefty, then their right foot. Make sure they understand this. You
wonot have anything else to cdeadAtthet t
same time, move your scoring players back and tell them they need to

defend and are notto crossthe halfline . Do this now, donot
because they wildl forget and youdl|l need

But do not tell your entire teamto sta y behind the halfine. Make
everything you do to controlthem subtle.

9 I you are still ahead at halftime you wil need to make sure your
scoring players know that they should not score anymore goals. Pull

he b

W ¢
t

them aside and explain t htem.Thersecet a secr et

mission is to defend and not score any
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team not to score anymore. What will happen is that they will go out
onthe field and talk about it. They will remind each other that they are

notallowed to scorean y moreand that is just rude. Notgood
sportsmanship.

Now, pick your player who is the least likely to scorethat day and tell

all your players that everyoneis to pass to that player. That it is their

turn that day to score a goal. Best case scenario is that your game

ends with a scoreofsay3 -1or5 -3or 6-4and yourweakestplayer got
a goal. Thatodésl a good day.

Page 16



THE GAME BASICS

Be sure to coverthe game basics during your activity time in practices. But,
dondt just d,anakehbues yduacsthe otheractivities that are onthe
pages thatfollow . They are fun and teach skils . And, it is about the fun.

KICKOFFS - Show the players what should happen during a game for kickoff .
Have two players stand near where the halfine would be. One player will kick

the ball as overthe halfine  to the otherpla yer. Then have that player kick it
forward. Make sure your team knows that they should move forward on kickoff.

You can have the first player just kick it as hard as they can towardthe other

teamds goal but then you wonodot be drAteasthi ng

let them practice that first pass.

THROW-INS - Show the players what should happen during a game forathrow -

in. If you have not done the throw -in activities in pragd.ice

Do one of those for your first activity then tra nslate that to a game situation. At
U08throw -ins should always be up the line towardthe goal you are shooting on.
Never towardthe goal that you are defending.  Practice using your 15 x 30
space.

GOALKICK 1 Showthe players what should happen during ag ame foragoal
kick . Youwant your players to know to kick the ball to the side and not up the

middle. If they kick it up the mid dle in a game the other teams forwards will get
it and score quickly. Practice technique too.Have them try to lift the ball on

their kicks.

CORNER KICK i Showthe players what should happen during a game fora
cornerkick . Youwantyour players to kick the ball from t he cornertowardthe
goal box in front of the goal

Make sure you are having all your players take the kicks and throw -ins
during a game and not just having your strongest players do them.
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THE SHADOW
Skill:  Dribbling

Organization: Using cones layout a 30 X 30 yard grid. Divide the team into pairs. All

players are within the grid, with one ball per player.

How The Game /s Played: Players begin to move in any direction throughout the grid
one partner leading and the other closely following. The trailing player tries to imitate
the dribbling movements of the lead player. Coach will blow his or her whistle after
about 20 to 30 seconds, the leader than becomes the follower.
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Variations: This is a very good warm-up activity.
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MY BUDDY
Skil:  Passing

Organization: Create a 20 X 20 yard grid marked with cones. Create 4 or 5
goals that are arbitrarily placed in the grid. Group players in pairs, 1 ball for every
pair.

How The Game Is Played: Both players in the pair will move to a goal with one
of the players dribbling to one of the goals in the grid. When the pair gets to a
goal they then pass the ball through the goal 3 times to score a goal. Pairs move
throughout the area until they have completed all the goals in the grid. If another
pair is at a goal, players must go to a goal that is vacant.

; é‘i '
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Variations: Left foot passing only, right foot passing only.
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TAKE -OVERS
Skill:  Dribbling and Take

-overs

Organization: Using cones layout a 30 X 30 yard grid. All players are within the grid,

with one ball for each two players.

How The Game Is Played: All players begin to move in any direction throughout the
grid. Half of the players will have a ball at their feet and all players will be moving at
half-speed. When the coach shouts “takeover” the players with the ball will exchange
possession of the ball with one of the players without a ball, using good takeover

technique. Coach should shout “takeover” about every 10 or 15 seconds.
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Variations: Add a pass just before the takeover.
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YOU AND ME (1v1)
Skil: - Dribbling, Attacking and Defending

Organization: Create a*~ 15X 15yd  grid marked with cones and create a goal
with cones on the center point of the grid. Group players into pairs, place one
player from each pair standing any place on the end lines.

How The Game Is Played: Coach will direct witch player has the ball first. The
coach will yell, “go”. Player with the ball is on the attack second player defends.
Attacker tries to beat the defender by dribbling past the defender through the
goal. If the defender gains possession she attempts to dribble through her goal.
Play is stopped when a goal is scored or the ball goes out of play. A point is
scored every time a ball is dribbled through the goal. First player with 3 points
wins.

Variations: Coach can play the ball to the center of the grid. Players can pass
the ball between the goal for a point.
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YOU AND ME (1v1) 2
Skil:  Dribbling, Attacking and Defending

How The Game Is Played: The coach direct which player has the ball first. The
coach yells, “go”. Player with the ball is on the attack second player defends.
Attacker tries to beat the defender by dribbling past the defender through the
goal. If the defender gains possession, she attempts to dribble through the goal.
Play is stopped when a goal is scored or the ball goes out of play. A point is
scored every time a ball is dribbled through the goal. First player with 3 points
wins.

Variations: Coach can play the ball to the center of the grid. Players can pass
the ball between the goal for a point.
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BULLDOG
Skill:  Dribbling and Tackling
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Description

All players line up at one end of a grid with a ball each

One player begins in the middle of the grid

On the coach's signal all players must try to get to other end of the grid without getting tackied
Players who lose their ball join the defender for the next run

If a player runs out of the side of the grid they are also out and must become a defender

The winner is the last player to lose their ball and they become the first defender in the next round

Skills they will be learning

* Running with the ball * Winning the ball, tackling

* Playing with head up - can they see the spaces? * Playing by the rules - do they admit to being out?
* Dribbling, taking on defender 1 v 1 * Cooperation - can they work together?
Adjusting The Game

I Adjust the length and / or width of the grid
ii Have players use only their weaker foot to dribble the ball
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LINE TAG
Skill:  Dribbling
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As well as being great fun, regular use of tag-type games will help young players improve their move-
ment skills. At this age children still need to develop all the generic movements such as, running, stop-
ping, turning, jJumping and landing. Be creative in inventing new types of game with or without the use of
footballs. More ideas for tag games are in the section on warm-ups - see page 149.

Description

Two players begin either holding hands or linking arms

All other players have a ball each and dribble freely around the grid

The two taggers are trying to kick one of the balls out of the area

When a player loses their ball they must join the line

The winner is the last player to have a ball

It is difficult for long lines to stay together so when it gets to four or five allow them to split to form 2 lines
With the youngest players the coach can start as part of the line

Skills they will be learning
* Dribbling + Working together to isolate an opponent

¢ Tuming + Communication
+ Observing space

Adjusting The Game

i Reduce size of the grid
il Only one ball players have to pass the ball around and keep possession, bad pass - join the line
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SEQUENCE
Skill:  Passing
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Description

Spiit the group into two squads with one ball per group

Each player has a number and the ball is passed in sequence, begin by passing the ball with hands
All players should be constantly jogging around filling space, make a run after passing the ball
Players should show quickly for the pass when the player before them gets the ball

As they get success have both squads play through the same area

Ball should now be played with the feet

Skills they will be learning
* Passing * Vision and awareness

* Movement off the ball
+ Communication

Adjusting The Game

i Stipulate how the ball should be passed; back-heel etc.
it Add additional ball/s to each squad
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KEEP YOUR YARD CLEAN
Skil:  Passing / Shooting or  Throw -in

How The Game Is Played: Create a 6éneutral areab
where no player is allowed into. This area can be as small as one yard and as

big as 10 yards wide. The width is determined by how far the players can kick

the ball. Each player starts with a ball at their feet . On coachcommand, each
team tries to keep their yard free of balls by kicking their ball overto the other
teamsside. They also kick back any balls sent over by the other team trying to

get their yard free of all balls. After a shorttime T when the bal Is becometoo
scattered, or, the players are losing focus i call the game and count which side
has the fewestballs. They are the winning team.

Variation : Have players do throw -insto the other side to clear their yard.

bet ween
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SHOOT FOR THE SHOES
Skil:  Throw -in

How The Game Is Played: The coach yell s, Agoo.

targets in the feet (for sure below the waist). All t hrow -ins must be legal.
Targets canmoveanyplace in the central grid. Players onthe opposite end
collect balls not hitting a target. A target player who'is hit with a legally thrown
ball returns the  ball to one ofthe throwersand play continues. One (1) point for
each hit below the waist, deduct a point forillegal throw, first team to ten (10)
wins. Play three  rounds .
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THE BIG RACE
Skil: - Dribbling

How The Game Is Played: The coach will say, “Start your engines” after which
he will yell go. The players must dribble their ball around their cone and back to
the starting line. The first player back is the race winner.

|

Variations: Have a staggered start. Race in teams of two or three, players.
Have the player’s race individually against the clock (time trials).
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MUSICAL BALLS
Skill:  Dribbling

Organization: Using cones layout a 25 X 40 yard grid, divided by a midline. Divide the
team into two equal groups and place one group on each endline, facing the center of
the grid. Place balls along the midline (two fewer than the number of players).

How The Game Is Played: The coach will yell, “go". Players from both sides rush to
the midline and compete for possession of a ball and attempt to return to their endline
by dribbling. The players who did not get a ball will try to steal a ball from someone from

the other team and return it to their endline. Game is over when all the balls have been
dribbled and are stopped on an end line. Play the game S times.

—/ MR~

Variations: Keep reducing the number of balls and player (those who didn't get a ball)
so that the last round is 1 v 1 with one ball on the midline.
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SHARKS
Skill:  Dribbling and Turning

Description

Mark a circle appropriate to the size of the group, every player has a ball each

Nominate a couple of players - Sharks - to stay outside the circle without a ball

All players dribble around inside the circle and the two Sharks jog around the perimeter

On the coach's signal the Sharks have 10 seconds to kick as many balls out the circle as possible
Any players who get tackled leave the circle and the Sharks go back to jogging

Players who are out help the coach count down 10 seconds for the next attack

Make it competitive - award points to the last 2 players to survive, they become sharks next

Skills they will be learning

+ Dribbling, keeping close control of the ball * Protecting the ball from pressure
¢ Turning with the ball * Work ethic of defenders
* Looking up to observe space

Adjusting The Game

i Reduce the size of the area to increase pressure on players on the ball
il Use more than two attackers
il Once players are out they all join the next attack
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THE RACE
Skill:  Dribbling and Passing

Organization: Using cones layout a circle 20 to 30 yards in diameter. Number all
players 1 — 10 (depending on the number of players at practice). Position all players on
the perimeter of the circle.

How The Game Is Played: The coach will call a number and that numbered player will
immediately start dribbling counter clockwise around the grid. The player that is one
number removed from the number that was called will leave his or her ball in place and
will immediately pursue the number that was called trying to tag the called player before
he or she reaches his/her starting position. So if the number 1 is called, #1 dribbles and
3 chases.

]
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Variations: Change the size of the circle as needed. Change the chaser to be two
numbers removed from the number that was called if needed to gain required results.
Have both players dribble.
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VOLCANO
Skill: Dribbling
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