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Set Up:
Two equal teams
One Goal, one keeper
A large number of balls

Rules:
The players have a turn at attacking in a 1v1 situation and
then immediately defending a 1vlsituation.
The game is played continuously for a set time period or until
a set number of goals is scored.
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Set Up:
Two equal teams
One Goal, one keeper
A large number of balls

Rules:
The pairs of players take turns at attacking in a 2v2
situation and then immediately defending a 2v2 situation.
The game is played continuously for a set time period or
until a set number of goals is scored.
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PASSING
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Emphasis : Accuracy and weight off one touch lay-offs.

Set ups: Grid is 10m x 15m. With three players in each grid. Players are arranged as
shown, with two balls per grid. Repeat to ensure enough grids for whole team.

Objective: Server player (a) passes the ball to middle player (b). Player (b) must move
towards the ball and play a one touch pass back to player (a). Then quickly turns and
repeats the sequence with player (c). Player (B) continues this alternating sequence for
approx 30 seconds. Then rotate the players. Points are awarded for each successful return
to server.

Progression: Introduce a race format. - first player to get to 25 points wins.

Key Points :
» Concentrate the correct technique — Lock the ankle and strike the middle of the ball.
» Accuracy and weight are equally important.

24



-75

25



26



Emphasis : Accuracy and weight of one touch passing.

Set up: Grid is 10m x 10m. 3 players per grid with two balls. The players are positioned as
shown, at each end of the grid with a ball each one player in the middle.

Objective : The middle player (a) receives a pass from (b), he passes back to (b) (first touch),
then quickly turns and runs in the direction of (c) to receive a pass from (c), play is continuous
for 30 — 60 seconds. The middle player must not stand in the middle oft  he grid and just
turn and pass. He must run towards the ball before passing. This will encourage players
to meet the ball in a game.

Progression: Introduce a competitive format.
Key Points :
* Lock the ankle. / Non kicking foot must land in line with target.

* Follow through and adjust the weight as necessary.
* Move towards the ball. Do Not Stand Still.
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Emphasis: Passing, receiving, dribbling, turning and mobility.

Set up: Grid is 30m x 30m. Two teams of 4 — 6 players are positioned inside the playing
area. Randomly place 5 -7 cones randomly inside the grid. Have two different coloured
bibs. Place a good supply of bibs around the outside of the grid.

Objective: Both teams attempt to maintain possession and try to knock over the cones, while
doing so the team not in possession tries to stop them from hitting the cones and try to regain
possession. The team that knocks over the most cones wins the game.

Progression :
Limit the amount of touches. / Reduce the size of the grid.

Key Points :

» Create supporting angles. / Use the inside of your foot to pass accurately.
* Look to combine and play the way you face.
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Emphasis : Warm up, dribbling passing and moving.

Set up: 30m X 30m grid. 15 players with five balls. Five players inside the grid with a ball
each. 10 players are situated around the outside of the grid.

Objective : 5 players inside the grid dribble the ball across before passing the ball to one
the players on the outside players. The outside players receive the ball before continuing
the sequence.

Progression : Players must not run straight across the grid they must complete at least
two quick change of directions at speed.

Key Points :
* On receiving the ball players take first touch in the direction they want to go.

» Keep eyes up and scan the field.

» Encourage changes of speed and direction.
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Set up: Area is 20m X 20 m. Players are organized as shown. Red players are in
possession of a ball each, Yellow players do not have a ball.

Objective : Red players move freely inside the player area playing combinations
with the yellow players, i.e. one — two’s and overlaps. Yellow players must move
continually around and through the grid, through out the activity. Switch roles after
appropriate period of time.

Key Points :
» Vary the combinations.
e Communication.
* Weight and accuracy of passing.
* Speed of play must be realistic.
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Set U

p:
Pitch size: 30 x 20 yards (minimum)
up to 40 x 25 yards (maximum)
Two teams of equal players
One normal sized goal at one end
One keeper
Two mini goals at the other end
If the ball leaves play, feed a new ball in immediately.

Rules:

Under 6 and Under 7 — No keeper to be used.

One team attacks the normal goal.

One team attacks the two mini goals.

The game is played in two halves with each team taking one half
attacking the normal goal and one half attacking the mini goals.
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Set Up:
- Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards

(maximum)

Two teams of equal numbers

No offside

If the ball leaves play, you have a few re-start options:

The coach passes a new ball onto the pitch

The players take a roll in

The players take a throw in

The players make a pass in

The players dribble in

alrwNPE

Rules:
The nearest player(s) to the goal become the keeper(s) but only
one per team.
The game is played for a set time period.
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Set U

p:
Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
One full-sized goal

One keeper

Two teams of equal numbers

Three mini target goals

Rules:

One team starts the game as the attacking team.

One team starts the game as the defending team.

The keeper starts the practice with the ball in his hands.

The defending team must attempt to pass out of defence and into one of the mini
goals in order to score a goal.

The attacking team must try to win the ball and shoot into the net to score a goal.
The game is played for 10 consecutive balls.

The two teams then reverse roles for a further 10 balls.
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Set Up:
Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
Two teams of equal players
No offside
If the ball leaves play, you have a few re-start options:
1. The coach passes a new ball onto the pitch
2. The players take a roll in
3. The players take a throw in
4. The players make a pass in
5. The players dribble in

Rules:

The aim for both teams is to score in all four goals. The team to complete
this task first is declared the winner.
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Set Up:
Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
Two teams of equal players
No Keepers
Four mini target goals
If the ball leaves play, you or a helper must feed a new ball in immediately

Rules:
The game is played as a normal game without keepers, but each team must
defend two goals and attack two goals.
The game is played for a set time period.
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Set Up:
Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
3 teams of 4 (or 3 teams of equal numbers)
No Keepers

If the ball leaves play, you or a helper must feed a new ball in immediately

Rules:
4 v 4 inside the playing area, but 1 team can use 4 players along each
side line as an out let to pass too.
Players on outside 2 or 3 touch maximum

To score a ‘goal’ the team using the side players have to make 5
passes.

The team not using side players only need to win the ball and make 2
passes to score.
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Set Up:

Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)

Two teams of equal players

No Keepers

If the ball leaves play, you or a helper must feed a new ball in immediately

Rules:
A possession game to encourage taking on opponents.
To score a “goal” a player must run or dribble across the end line with
the ball under control.
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Set Up

agRhONPEC

Rules:

Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
Two end zones, 10 yards in from each goal-line

Two teams of equal players

Two keepers

No offside

If the ball leaves play, you have a few re-start options:
The coach passes a new ball onto the pitch

The players take a roll in

The players take a throw in

The players make a pass in

The players dribble in

Under 6 and Under 7s — No keeper to be used.
Each team selects one player to be the “target man”. This player stands in the attacking
end zone.
The aim of the game is to make a pass into the target man and then receive a lay off
pass in order to shoot at goal.
After a shot is made the shooting player swaps position with the target man.
The game is played for a set time period.
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Set Up:
Pitch size: 30 x 20 yards (minimum) up to 40 x 25 yards (maximum)
2 teams of equal players
1 goal keeper
If the ball leaves play, you or a helper must feed a new ball in immediately

Rules:
Both teams try to score in the 1 goal from either side.
Continual play on after every goal.
Play for a set amount of time and keep score.
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