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Caaching Touth sports 

W

5 Ways for Coaches to Enhance Their Athlete's
Experiences

By Lisa Guarneri

There are five main points that remind coaches and teachers how to enhance their athlete's
experience in sports. These points are participation in sport should be fun, the 'process'
should be emphasized over the outcome, success is defined by effort and improvement,
successful athletes leam how to face adversity and over@me obstiacles, and participation in
sports should lead to leaming and self-discovery.

1. Participation in sport should be fun:uFun' is a critical variable in optimizing motivation. People are likefy to lose interest in certain
ac'tivities if they feel like they are participating for others and not themselves. The more the
athletes have fun, the more they will try, and the more likely they willcontinue to be involved in
the activity. Coaches who want their athletes to enjoy the sport should include a variety of
activities that make the sport less of a chore and more of a positive experience.

2. The "process" should be emphasized over the outcome:
To many times athletes and coaches get so bcused on the outcome that often miss the
possibilities of the moment. Athletes have more control over the process rather than the
outcome. \Mren athletes focus on the process, they are more likely to develop a love of sport
and for being physically active for the rest of their lives.

3. Success is defined by effort and improvement;
Researchers say that teachers and coaches should try to teach task involvement among their
kids by maintaining a bcus on their efbrt, improvement, and mastery of skills over time. Too
many coaches were taught a "win at all cost" approach. The realwinners are the athletes who
strive to be the best they can be, and who are less concemed with comparing themsefves with
peers.

4. Successful athletes learn how to face adversity and oyercome obstacles:
Participating in sports most likely helps athletes build self-esteem and confidence, teach them
to take responsibility for their actions, and help them face adversity. There will be difficult times
br athletes, but sport teaches them to cope and how to overcome the obstacles along the way.

5. Participation in sport should lead to fearning and self-discovery:
Sports provide a great atmosphere for self-discovery. Many researches believe sport has a
tremendous positive influence of children and it adds to their development of hard work,
sportsmanship, goal-setting, selfdiscovery, and good citizenship. Sports are an excellent way
to complete a child's total development.
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What To Teach

The challenges of coaching change dramatically depending on the age of your tear4 but the
information hsre should be appropriate to all but the oldest and most competitive teams.
Coaching requires more than just skills and driils- It requires sensitivity, discipline, respect,
communication and above all a good senss of humor- Here are some basic goals to strive for
when coaching yotu team.

. For teams less han 12 years old, focus on teaching the basic skills. Inboduce 'finesse'
skills slowly and one at a time, all the while ensuring that the basic skill is still being
perbrmed conecfly.

. En@urage and prabe the perbrmance of the team
and the individual players, not so mucfi on winning
and losing. Many younger teams won't even knor
what the scotre was, so yvfiy remind them? A "Team
Talk" after every practice and game is a great way to
communicate witr the team AND individual players.

. Respect every child, and they will develop respect br
you,

. Challenge yoursetf to have evry child experience some level of sucess at every
practice and game. Let lhem know that you are proud sf them for their effort,
accomplishment, concenbation, discipline etc-..

. Try to use skill dewlopment exercises and drills that foster teamwork and cooperation,
not competition amongst the players. You'll have enough touble witr this without
encouraging it further.

. Talk to the parents. They can do wonders to UNDO everything you try to teach if you
don't communicate your expectations of the team and their child with them. Take the
time to send out a parent letter cornplete with a Code of Conduct for them while they
are at the games or practlces.
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Funf Since when was a soccer game supposed to be firn? For 4 to 8 year olds, they play
completely for fun. For players 10 to 12 years olds, they play for competitive fun, and beyond
that, it is mostly for the competition and camaraderie.

Fr'fness. If you've read a paperrecently, you\e undoubtedly read about the declining fitness
of Canada's Youth. It is your charge to instill amongyour players a lifetime appreciation of
exercise and fimess. It means developrng a fit min4 spirit and body. Always include warm-up
and conditioning exercises in your practice sessions, and NEVER use running laps, sit-ups,
push-ups or any other physical activity as prmishment- Tte player will begin to associate
punishment with exercise. And this is bad.

Teamwork Try to balance yorn team by equaiizing skills, sizes and abilities. Having strong
players assist less skilled players can belp the less-skilled player greatly, and you never know,
you might just have introduced life-long friends! And always discuss skill-development one-
on-one with each player, not in front of the other players.



Skitts. Depending on the age of your t€am, you will have to modis the information you teach.
Forwards, mid-frelders and defense are difficult concepts for Under 8 teams. Be sure to prepare
your practice sessions in advance. Practice and review previously taught skills, then introduce
and practice new skills. Encourage other skills in your "Team Talks", such as communication
and decision-making skills.

Flexibility. Your team wiil most likely have good players, OK players and a novice player or
two. You'll have players from high-income families and players from low-income families.It
shouldn't matter If it does matter to you, you may want to think about your desire to coach.
You must treat every child as an equal, regardless of any of these other factors. This is an
opportunity to set an example. At younger ages, don't pui your players in the sarne positions-
Make sure they all get to play and that they all get to try out different positions on the field.

Respeet. Your leadership and example will instill most of these points. For them to
respect themselves, they must feel good about themselves. So, a little praise for minor or major
accornplishments goes a long way, and guarantees their respect for you.

. Respect for the game.
r Resped for themselves. This encourlges them to take responsibility for their behavior.
r Respect fur you, the coach. You will foster this by listening and respecting them.
. Respect for the other players and ofier teams. Encourage and praise players that

unselfishly contribute to the whote team.
r Respeci for the Rules. Uft is fulf of rules, so ifs easier to leam this sooner than later.
. Respectforthe Officials. I know, I know, this depends on the officials. lf you have a

disagreement wih an official, talk about it after the game, or out of sight of the play€r.
o And while you're in the neighborhood, how about respect for their parents

Communication

In your role as coach, you will need to communicate with a number of individuals. Fi$t and
foremost, you will need good communication skills with yorn playsrs. Tben there are parents,
officials, other coaches, association dirgctors, etc...

- The Players
Communication rvith yourplayers goes farbeyond simply giving them instruction. Do you
-lcnow that more tban7|% of communication is non-verbal?Facial expressions and tone of
voice convey a gteat deal of the communication. Players may place a great deal of imporance
on anything you may say or do, possibly more than what theirparents' may say or do. Alsq
although it canbe tough with 16 energetic kids, try to listen to each one, allowing each ons to
talk in turn.



A few pointers:

1- Talk to he players'on their level, both physically and emotionally. This may mean
getting down on one knee and looking into their eyes as you communicate. Use
simple, direct staternents that will be less likely to be misinterpreted.

2. Don't wear sunglasses on the practice or game field. Players need to make eye
contact with you to fully understand the communication.

3' Be positive, honest and sincere with your players. Players willrespect a coach that is
honest. Be positive: constrant'nagging'will onlytum off your players'.

4' Tell them what you wanl to tell them, tell them again, and them tell them once more.
Try to reword your @mmunication eacfr time. This will give you a mucfi better chance
of getting the communication across with ALL the players.

5. Be loud enough that all players can hear you, but don't scream at them. Clearly
understood voice communication witlgettheir attention and your respect. Tlp: ln one.
on-one communication, a whisper may serve tre purpose and be much more effective
than a normal or loud voice.

6- Avoid inconsistent or.cwrfusfng body tanguage. l.a. don't tum your bac* on a player
talking to you, expecting praise, attention or instruction.,. Shaking your head whiie
telling the player "nice bf ...

r l
-sE Itte Pareats

{fter your initial parents meeting you may or may not have a great deal of conact with the
players' pments. But, getting them involved on tbe field will leave you more time working with
the individual players'and their skill development. If a parentshouid contact you during tie
season, you shouid...

1. Listen
2. Listen
3. Listen

They may be concamed about their child's skill development. l.e. "Johnny makes a lot of
goals, but my kid..." Just be positive about their child's development unliss you too have a
concem that their may be a medical or physical condition that needs utt*tion

ThgJ mav think you're a lousy coach, or you just haven't developed a relationship with their
child. If this is an anomaly, try to rectiry the miss-communication, but not at the expense of the
ieam. It could just be the parents or child's problem, and you probably can,t "fix it'i.

Finally, if you need to talk to a parent, do it after a practice or game where you can speak to
them without the child being present. Sometimes a phone call will work jujt as well.



g. Praise, Praise, Praise. Have an afiergame Team Talk. Since refreshments will most
likely be served, (and at the very least, water should be available) use this opportunity
to piaise an acmmplishment that each player had on the field. ("Great g@lie',
'lncredible defenge", etc...) Getthe players to discuss the game and see where they
feetthey need improvement and implement this in your Practice Plan.

End of Season Agenda
This will be the finaL get-together for the parents, players, and coaches for this season. While
this is somewhat optional, it places far more emphasis on the players' awards if it is not held on
the field immediately after the last game. Make a big deal out of it, at least for the players. If
your association does not have a league evsnt, then consider some of our options.

. Go to a local park after the last game and have hot dogs and awards.

. Have a bowling party. Most alleys have affordable, tumkey packages for this,

. Srimming Party.

. Pizza party.

After snacks, drinks or whatever let the kids play for a bit together. Then, get them together
and present the awards. These can be trophies, certificates, and ribbons, whatever...

1 . First of all, be sure to thank your assistant coach and other parent volunteers.

2. lf you have pictures of the season or team photos, present them next. lt increases the
anticipation for the players. lf you have photos of the game, pick some depicting great
play (try to have one for all the players) and pick some funny ones as well. Having
multiples where you can share with the parents would be appreciated.

3. lf you wish to suppty the parents an report card sf their child's performance do that
now.

4. Present token awards to the volunteers and other assistants.

5. Then present the awards to your players. You will have talented kids and not-so'
talented kids. You'll have attentive and non-attentive kids. Butat this event, all players
should be on an equal level. Make every award as important as the other. Try to name
each aurard, suclr as "Most lmproved Offense, BestAttendance, Best Offense,
Sportsmanship, Team-Player, Best All Around" etc... Give out the Sportsmanship
award just before the "Best ..." awards, affer all, thafs a tait you really want to
en@urage.



As you present the awards, ask each player what they liked best about the season.
Ask them how well they leamed the game. Ask them what skill(s) they leamed. Ask
them how well that you taught them the game and skills. Try to avoid 'Yes;/No"
answers. Get a photo with players if you wish.

After the awards, let the parents and players know about the next season you are
coaching or when the next league or season begins. lf you are with an association,
trere may be other information, such as camps, lessons, and other activities than you
can share.

The Practice

Before you walk onto the practice field, you should have a well-defined plan of yorn goals and
objectives for the practice and be mentaily prepared for dealing with a iarge group of kids. If
your child is on the team, think about how you can best deai with that situation- A majority of
our volunteer coaches get involved because their child is playing the game. Prepare your plan
either mentally or on paper, although the later is prefened. If you prepar€ a Practice Plan on
papsr, then an assistant coach or another volunteer could continue the team development in
case ofyour absence.

This plan should include:

1. Provide objectives that should be accomplished during the practice. This can include
both subjective and non-subjective goals.

2. Oufline the goals and requirements of the four basic activities and the amount of time
you would like to devote to each.

3. Prepare a list of the equipment required. This helps ensure you only take what you
need and makes sure you get what you need if you should be in a hurry. (Our other
commitments can often intemrpt our ability to be on time).

A Practice Plan gives you an area to take notes as to what aspects of the practice went well,
what didn't, or maybe ideas you had to make the skill developrnent simpler for the players.
You can also take notes about the players' responses during your Team Talk regarding the next
practice. Keep these forms for a reminder next year.

6.

7.



Warm Up (Sminutes)- This is especially important in developing long-t€rm
physical fitness awarsness for your players and greatly reduces the risk of
injury to your players. If your lgam is like most, the kids will 'wander' onto

the practice field. Do low impact 'garnes' with them while waiting for everyone to
show. When the warrn-up 'officially' begins, first demonstrate the exercise and
then begin the exercise. Be swe to explain the exercise in words the players can
understand- Sometimes you will have to teach them new words for this to work.
Be sure that you participate with them, because the players will learn quickest by
example.

Team Talk (l minute maximum!) Have a brief Team Talk with
them and let them know what you want to accomplish today and
what you expect of them today. Keep it simple and in words they
can understand-

Skill Development(25 minutes). Begin skill developmentdrills and
exercises. Spend the first l0 minutes improving skills taught in previous
practices. You will need to focus on the less-talented players at this time
to help them improve at a quicker pace. Consider providing these players

a 'mentor', another p{ayer that can show them good execution of the ski[[. This
mentoring approach also keeps more players busy and'engaged' providing more
fun and participation.

After the rsview, begin introducing anew skill. You should strive to introduce one
new skill, or a variation or refinement of a skill at every practice session. This may
require abrief Team Talk with the players to provide a foundation ofwords or
expectations. First explain the skill, and then with other assistants, if necessary,
demonstrate the skill using proper technique. Then turn the players loose to try it
themselves.

Once they begin the skill development exercise, try to keep further instruction and
refinement to a minimum, and spend your time one-on-one with the players.
Having othervolunteers and coaches mrnage the 'team' allows you to spend some
'quality time' with each player while they are striving to lea::n.

Water Break lf you are ln wann or surnmer conditions, take a water break
often. Have the players' gather in the Team Talk location and use this as a
brief cool-down. All players should have theirown waterboftle.

Play- (2O minutes) Play a modified game or small-sided game. This will
increase the likelihood that the skills you have just introduced or have
previously introduced have integrated into the game.

Be sure to have the playe/s rotate positions so that each player can
understand the requirements of the position, and possibly develop an
appreciation of other players that play that position.
Playfor a predetermined amount of time, not until a scrimmage team
reaches a certain scona.
Focus on only one or two rules or skills at a time. Trying to teach too many
skills / rules at a time can be ovennhelming for most players.



Team Talk(5 minutes, I minute to get them quiet!). This
provides time for the players to cool-down and reflect on their
recent accomplishments. It also provides a time for you to repeat
today's instnrctions and to

communicate with your players.

A sarnple agenda on the closing Team Talk could
include the following:

. Ask the players to tell the team what they
leamed today. Try to refrain ftom using "Yes" or "No" questions. Don't
force a player to make provtrde an answer to yotr questfons. He may be
too tired or mentally drained to answer your question. lf they give you an
inafrentive answer, simply acknowledge their answer with a nod, smile or
"that's interesting" and rnove on to the next player.

. Talk to the team about a parlicular rule or situation that may have
happened in practice or the last game. For instance, in so@er, "Johnny
pushed Jason down while going to the goal. \Alhat foulwould be called?
What would the penalty be?"

. Ask the players what they would like to do in the next practice. This will
give you a good pulse on what part of the game is the most fun, and will
let you use this in between "less fun" ac{ivities.

. lf you're going to give the players'homework', now would be the time to do
so. Give them very specific instructions on skills and rules they should
practice and leam.

. Summarize your discussion and repeat the important teachings of the day.
With younger kids a small 'reward' can help keep the players' aftention.
(Bubble gum, etc...)

. Make a game out of wrapping up the practice. Have the pfayers'pack up
the equipment, balls; retrieve the bases or @nes, etc.-.

If you're like most typical volunteer coaches, you will get the child's attention for about 3
hours per week. That equates to 2 hours ofpractice and I game. So how do you make great
players in 3 hotns per week? You don't. You introduce skills in simple, memorable lessons and
then HOPE they practice some on their own. At the end of every practice, during your team
ta1k, you should give the players some 'homework'to complete until the next practice. An
example:

1. Repeat the new skill leamed today at least twice before the next practice.
2. Have the player review the rules of the game (simplified for younger players) with a

parent.
3. Do the warm{Jp exercises every day before scfrool for a week.



These'assignments' couid involve the family as well. For instance:

1. Instead of watching W for an hour, have the player teach the family your warm-up
exercises.

2. Take a family walk.
3. Jog in place during Saturday morning Soccer on W..
4. Encourage the players to request their parents to take them to a professionalgame.

Protect Yourself
Liability. A word that hopefully you will never cross and we hate to have to include in this web
site. But in this day and age, it can't hurt to protect yourself from your own good intentions.
Here are some tips to protect you from legal liability.

. Donl Be Stupid. Seriously, be sure the practice and field en'rironments are safe for
the players.

. Use Prcper Equipment- Make sure you and the kids have the proper equipment.
Require shin-guards (soccer) even for practice. Be sure the soccer field doesn't have
holes that could break a leg.

. Waming, Wamingt Warn the parents at your first meeting of the risks of the sport.
"Soccer is a contact sport requiring challenges for the ball"... That ought to get the
point across.

. lnjuries. When someone complains of an injury, take it seriously. This is more difficult
for coaches of young players where a grass bum may require major surgery, but don't
forget they may just want your attention.

. Be Smartl Know basic first aid. Have a first aid kit available. I personally would hate to
have to explain this oversight to a jury!

o Medical Release Form. Have a medical treatment form for each player on your team.
At the very least it show's yotr are a responsible coach. At the very best, it let's you get
medical treatment for a serious injury.

For younger players, present the 'assignment' on a note-card or flash card in simple words
they can read. At the beginning of the next practice at your Team Talk, then see how many of
them accomplished their goals. Questions about the rules and abilities will confirm their
completion. And a reward of some kind, AFTER PRACTICE, can be very helpful in getting
them to complete the assignment.

It's been a lot of work, and we hope you feel great about your accomplishment.
Remernber that you may never know what positive influence you may have had on a child. But
you'll get a good idea when they're back next season. lf you have some feelings or questions to
share, be sure to send me a note at techadmin@bcsoccer.net. Many other coaches may gain
from the sharing of your experiences. Congratulations again!

Gord Rogers AScT

Technical Administrator BC Soccer
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THE INFORMAL PHASE: Grades K -4 (Ages 5-9)

The goal of the informal phase is to reinforce fundamental motor skills and
develop basic individual soccer skills, such as, stationary, and slow to
intermediate pace movement while controlling the ball. To "hooK'the kids to
soccer, special emphasis must be placed on the creation of a fun, non-
threatening-child centered environment. A child friendly atmosphere will
certainly result in a reduction in the number of youngsters telling their
parents on practice, or game days, that they do not feel like going to soccer.

The focus of each practice session should be placed on ample opportunities
for qualitative active participation. Numerous studies have repeatedly
demonstrated, that of all factors, the most important one for cognitive and
motor learning to take place is'time on task." Practice in itself, however,
does not make "perfect." Wellplanned, organized, and delivered practice
does. Thus, each child must have a personal ball and the coach must be
prepared to deliver fluent, interesting, engaging and accurate information. At
this level, children should be encouraged to use a variety of ball s2es, and
allowed to manipulate the ballwith both, their hands and theirfeet, in
soccer-related, and in creative, non-soccer-related ways.

In order to maximize player participeition and satisfaction during games,
special aftention must be given to the organization and implementation of
the "Saturday game" experience. Since for most kids, game day is their
second or third weekly soccer experience during soccer season, 3Oo/o - 5oo/o
of the time spent during the league is game time. Playing the game is the
ultimate goal of Little League Soccer. lt also is (at least supposed to be) the
most exciting and the most fun part of participation. Preliminary results of a
pilot project on youth soccer in Southern Califomia (Frankl, 1997) revealed
that in games played by children 5€ years old, 9 or more a side, less than
30% of the participants dominate the game for more than 70% of the action.
For example, analysis of game performance of an AYSO 1996 Boys'
Division 6 game via videotape and Second Look for Soccer software,
revealed that of a total 312 contacts with ball by 9 team "A' members during
one 40 minute league game, four players made a totald 260 (80o/o)
contacts with the ball. The remaining five players (played equaltime and
were rotated, including the goalie position) contac'ted the ball amere 52
times, or 10.4 contacts per player for the game. lt should be pointed out
here, that no qualitative analysis of the "total contacts" data is currently
available.

BacLlo-,tpp.

Based on the above observation, as well as the overwhelming consensus in
the related literature, children's games should be played on relatively small
fields with no more than 4-5 players a-side. Folloring, are reasons why I
would also recommend to eliminate the goalie position at this level of play:
(1) it imposes a disproportionate responsibility for game outcome on the
youngster filling the position, (2) it is a very passive, low action position with

h@://www.kidsfi rstsoccer. com/firdmntls. htrn 8/29t2002
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few opportunities to respond (3) typically, the goalie that gets plenty of
action is the unfortunate kid that can't punt or distribute the ball properly and
the ball keeps coming right back to her or his chagrin, (4) the gpalie position
at the 6-9 age group makes the scoring of goals an "elite club" phenomenon
(5) since the position is very critical to winning, coaches are tempted to over
use competent goalies, thus creating an inappropriately early specialization
and focus, (6) coaches who lack in understanding of the game and the
weight of the goalie position, tend to fill the position with children who
posiess very poor field skills, thus, effectively eliminating the field
experience that these kids sorely need.

Children at this age group enjoy organized games but find cornplex rules
and complex requirements of proper position and team play difficult to
follow. Therefore, game rules should be kept simple, involve only_the most
basic skilfs, and include no more than two to five kids per team. Coaches
should wear distinctively visible outfits and be allowed on the field. Children
should be involved in the refereeing of their game (with adult supervision);
referees should facilitate and instruc't, not rule. As pointed out by Leonard
Koppett, sport reporter and columnist:

The most important paft of play is learning how to set up the game,
cDoose sides, agreewith your peers, make compromises, figure out
answers, submit to self4irected rulings so that the game can
continue. . .These imporbnt civilizing funetions arc by-passed hy
adult-run leagues.

Ba_ct to.-tp-p-.

Children ages $7 should be given continuous positive reinforcement along
with specific feedback refening to "successive approximations" (what
appears like, but isn't quite the correct technique) of skilled perf_ormance
with little or no emphasis on performance outcomes- How a skillwas
performed, or the process of action, should be the focus of
coach/player/parent com m unications.

ln order to facilitate positive efficacy expecktions (one's view of her/his
personalability and potential, e.g., "Can lcontrolthe ball? Can I play
befense?') and positive outcome expectations (the expeclation of some
actual success, e.g., play well as defender or score a goal) in young
children. the term '\rvinne/'needs to be redefined. lf a winner is a person
that can perform today a little more than what he/she accomplished last
week, every child can become a winner. Repeated suc@ss and steady
improvement may be achieved through leaming progrcssions and
prticipatory modeling.
The ta6k, e.g., balt control, is broken dcnrn into a number of coherent and
logical parts. The child then observes a demonstratorwho proceeds to
assist the chitd in the successful performance of the task at hand. This
format follows Albert Bandura's (1982) modef of self+fficacy, and is crucial
for the development of feelings of competence and self-esteem in young
athletes.

Copyright@ 1996-02, Daniel Franld, Ph.D'

questions and/or comments; thank you!

Home ll K&b Flrslsgpse! ll ADeul4ulhel ll ,c-oec-binq 8-b,ilssep-lllf
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u-6
CHARACTERISTICS OF U - 6 PLAYERS

r Short attention span.
. Can attend to only one problem at a time.
o May understand simple rules that are explained briefly and demonshated.
o May or may not understand or remember: what lines mean on the field; what team they are on;

what goal they are going for. We need to be patient and laugh with them as they get'losf on the
field.

o Easily bruised psychologically. Shout praise often. Give "hints", don't criticize.
. Need generous praise and to play without pressure. No extrinsic rewards (trophies, medals, etc.)

should be given for winning.
o Prefer "parallel play" (Will play on a team, but will not really engage with their ieammat'es. Thus,

a 3 against 3 game is, in reality, a I against 5 game because they all want the ball at the same time.
. Very individually oriented (me, mine, my).
. Constantly in motion, but, with no sense of pace. They will chase something until they drop. They

are easily fatigued but recover rapidly.
o Development for boys and girls are quite similar.
. Physical coordination limited. Eye - hand and eye - foot coordination is not developed. Need to

explore qualities of a rolling ball.
r Love to run, jump, roll, hop, etc..
o Prefer large,soft balls.
. Catching or throwing skills not developed.
o Can balance on their "good" foot.

INVOLVING THE PARENTS

It is imperative that coaches get the parents involved. Not only are they are a major resource for your
teamn but the U-6 player still views their parents as the most significant people in their lives. A pre-
season meeting should be held with the parents so that objectives and team policies can be addressed.
Some topics that you may want to address at this meeting are:

o A means of contacting everyone without one person doing all ofthe calling. @hone chains.)
o Choosing ateam administator-someone to handle all of the details.
o Complete all paperwork required by your league or club.
o Discuss the laws ofthe game.
o Carpool needs.
o Training and game schedules. How you feel about starting and ending on time, what your

attendance expectations are, what you think is a good excuse to miss training.
o What each player should bring to training: in{lated ball, filled water bottle, soccer attire, shin

guards (Cleats are not mandatory.)
o Most importantly, your philosophy about coaching U-6 players. Let them know that everyonr .... ,-.

plays; that the game does not look like the older player's garnes; that you are there to ensure that t. ,
their player is safe and has a good time, as well as learn about soccer.

o What your expectations for them is during game time. How do you want them to cheer? Do they
know that they should not coach from the sidelines?

o Above all, ty to enjoy yourself. If you do they probably will too.
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THII\GS YOU CAN EXPECT

As coaches of these younger players there are things that we know that we can expect during training
and games. If we know what to expect, we will be more effective in dealing with the hundreds of
situations that come up. This will help us relar<, and, in turn, allow us to enjoy the unpredictable nature
of working with these children even more. Here are some of the things that we can expect.

o Most players cry immediately when something is hurt. Some cry even when something is not hurt.
o No matter how loud we shou! or how much we "practice" it, they can not or will not pass the ball.
. Somebody will come offthe field in need of a toilet. Somebody will stay on the field in need of a

toilet.
. The only playerto hold a position is the goalkeeper (if you play with one). Don't even consider

teaching positional play.
o Twenty seconds after the start of a game, every player will be within 5 yards of the ball.
o Several players will slap at the ball with their hands, or pick it up. Several parents will yell at them

not to do that.
. A model rocket that is launched from a nearby field will get99o/o of the playe/s attention. By all

means, stop whatever you are doing and go watch for a couple of minutes!
o During a season, you will end up tying at least 40 - 50 shoe laces. They will do something that is

absolutely
o During a season, you will end up tying at least 40 - 50 shoe laces.
. They will do sornething that is absolutely hysterical. Make sure that you laugh!

COACHING RATIONAL

It is important to understand at the outset that players coming to any sport prior to the age of 6 years old,
in general, do not do so by their own choice. As a result, their coacheJneed to give theri something
{oytw_lich to get excited. Further, at this age, learning to play soccer is secondary to most other t[ings
in their lives.

With the above assumptions, lets look at some things that we can do to energize the U-6 players, and,
hopefully, get them to the point where they will enthusiastically initiate the sign up for nixt yeart

. Each session should be geared around touching the ball as many times as possible. Involve the
ball in as many-activitiesas possible. Basic movements such as running, ikipping, hopping, etc.
need to be emphasized. If these can be done while kicking, catching, rotting, br Atimiiitg i-Uan...
all the better!

r Training should not last for more than one hour. This is primarily due to physical fatigue and
attention span considerations. Train once or twice a week. Any more than this may leid to their
and your burnout.

o Have as many different kinds of activities ready as you can get into one hour. Emphasis needs to
be placed on what is FUN!.

o Every player should bring his or her own size #i or#4ball.
. Remember, although they may have very similar in birthdates, their physical and / or mental

maturity my vary as much as 36 months. Activities need to accommodate these individual
differences whenever possible.

. Teart play and passing is an alien concept to these players. They know that if they pass the ball,
they may never get it back. In fac! they often will steal it from iheir own teammates. Do not get
uptight if they do not pass, Iet them dribble to their heart's content.

r Plan for at least 4, 90 second drink breaks, especially in warmer weather. Their "cooling system"
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is not as eflicient as in older players.

TYPICAL TRAIIT{ING SBSSION

Here are some items that should be included in a U-6 taining session:

WARM-UP: A brief warm-up is appropriate in order to get the players thinking about soccer and to
prepare them physically for the time ahead. This should involve individual body activities that may or
may not involve the ball. They can chase their ball as it is thrown by the coach, bringing it back wittr
different parts of their body. Or, they can chase someone with their ball at their feet. Static stretching is
also appropriate at this time, again, hopefully done with the ball. "Soccernastics" activities are very
appropriate, like: rolling the ball with the bottom of their feet, with their elbows, backwards, with the
back of their neck while holding on to it; throwing it up and catching it; keeping it up with their feet
while sitting.

INDMDUAL ACTTVITIES: Follow the warm-up with some kind of individual activit5r, not a real I
v.I game, but some kind of activity where players act as individuals in a game environment. An example
would be a kind of tag garne, or "Red Light - Green Light", or a game where players are trying to knock
their ball through gates. Keep players in motion at all times. Avoid having them wait on lines. Play
games of "inclusion" instead of games where the "looser sits".

PLAY THE GAME: Move on to the real game, but, make sure it is a 2 v. 2,3 v.3, or 4 v. 4 game.
Switch the game every 5 minutes or so. Be creative. Play with 4 goals, or 2 balls. Play with or without
boundaries. Use cones ifyou don't have real goals. Keep players involved. Have more than one game
going on at a time if necessary. It is important that every player has a chance to shoot on goal as often as
possible.

WARM-DOWN & HOMEWORK: Finish the session with a wann down. Give them some more
stretches to do with the ball. You may want to review what you started the session with. Also, give them
some homework so that they practice on their own. Think of some ball tick that you would like to see
them try to do, like, bounce it offtheir thigh and then catch it. It is important to finish on time. This is
especially essential if the players are really into it. Stop at this point and you will get an enthusiastic
return.

U-6 PRACTICB TDEA:
"Keep Your Yard Clean"

Here is a game that involves kicking and is a good example of parallel play in that it involves all players
on the team at one time, but, they are all acting as individuals during the game. This allows for
individual differences in skill. The game is simple, fuq and easy to adapt to account for team size and
experience.

TIIE GAME: Create a'neutral area'between the two teams where no player is allowed into. This area
can be as small as one yard and as big as l0 yards wide. The width is determined by how far the players
can kick the ball.

Each player starts with a ball at his / her feet. On comman4 each team fies to keep their side of the
g,rme free of balls by kicking their ball over to the other teams side.

After an appropriate amount of time (when the balls become too scattered, or, the players are loosing
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focus), call the game and count which side has the most balls on their side.

Distribute the balls evenly for another try if the players are still interested.

After players have found some success with this basic game, try these variations:

o Players can only use their left foot.
o Throw the ball back.
o Punt the ball back.
e Dribble the ball around a cone that has been set up in the middle of their "yard", then, kick the ball

back.

U-6 PRACTICE IDBA:
"Red Light...Green Light'r

Here is a game that should be familiar to
most U-6's. Again, the game is fun" simple to
set up, and has direct application to the
game. The skill that it is targeting is
dribbling.

THE GAME: Each player has a ball, except
the one player that is designated as the

"light".

Lines from start to finish should be approximately 20 - 30 yds..

Players start from the line opposite the "light". The "light" then turns away from the group shouting out*GREEN LIGHT". At this signal, the players start to dribble towards the "light".

When the "light" tums back around, calling out "RED LIGHTU, players must freeze their bodies and
their ball.

If the "lighf' catches players or a ball still moving, that player must take 5 steps back.

The first player to cross the line where the "light" is standing is the winner and becomes the new "light".

You can start the game without using balls for younger players, then have them roll the ball with their
hands, then use their feet.

Written by Jeff Pilt, NHSA Director of Coaching. Special thanks to Dr. Thomas Fleck and the National
Youth Coaching StaS Bill Buren, Dr. David Car, Dr. Ronald Quinn, Virgil Stringfield.

Back to Pill's l)rills
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Fun games for under 8's

Fun Games that Teach Skills

NOTE: Several of the games listed are "knock out" games where the losers are knocked out and the last
player left is the winner. Since the first ones knocked out are often the ones who need the most practice,
those knocked out should be required to do something to either get back into the game or to keep them
working on their ball skills until the game is over. One possibility is to set up a parallel game for those
knocked out to participate in.

NAME OF GAME Simon Says

PURPOSE OF THE GAME: To encourage children to run with the ball, keeping it close to their feet

AREA NEEDED: 20 mx20 m

STORY: Simon is the King of Knotty Ash. In Knotty Ash all of the people are children. When King
Simon says "foot, knee, sit, elbow, head on the ball' you have to do it sfraight away. The coach can also
integrate commands such as change direction, go faster and so on, into the game. If King Simon does
not issue the command or a child responds slowly, he/she receives a "GOTCFIA". However, children
should notbe eliminated from the game.

EQUIPMENT. Eight cones to mark area and one ball per child

ORGANIZATION: Mark out a 20 m x 20 m area using the cones. Ask each child to dribble around
Knotty Ash (the area) with the ball remaining close to the foot. (Tell children to imagine that theball is
connected to their feet by a short piece of elastic.) The coach calls out a command which the child
should follow only when preceded by "Simon says ....."

The drilVgame "Simon Says" encowages children to move with the ball under close control. They have
now begun the process of dribbling.The next progression would be to encourage the children to use their
peripheral vision. The following game "Tigers in the Jungle" will create an environment to enhance this
process.

NAME Of'GAME. Tigers in the Jungle

PURPOSE. To encourage children to look up whilst dribbling at speed

AREA NEEDED. 20 m x 20 m

STORY. Each child chooses to be a type of animal that lives in the jungle and makes the sound of that
animal. Only tigers are not allowed. The tiger is the most feared animal in the jungle gnd is going to ty
to kick the other animals' footballs into the surrounding alligator infested swamp. If the tiger kicks a ball
into the s\ilamp the child can dodge the alligators and bring it back into the jungle again. The child then
stands with legs apart and ball in the air making the animal noise. When another animaUchild dribbles
the ball through this child's legs, he/she is free to continue the game. BEWARE OF TFIE TIGER!

EQUIPMENT.. Eight cones and a soccer ball for each child except "the tiger"
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ORGANISATION.. Set out a20 m x 20 m area with the cones. Ask the animals to dribble around the
jungle, without dribbling into each other or the swamp (ie, the area outside of the gdd). The tiger, a child
without a ball, is going to prowl around the grid and on the coach's command enter the jungle and
attempt to kick as many footballs as possible into the swamp. Remind.children of safety points regarding
challenging for the ball. All players can re-enter the grid once they have retrieved their ball from the
swamp.

A drill such as "Tigers in the Jungle" encourages children to dribble the ball at speed whilst using their
peripheral vision in a confrolled, pressurised and "futt" situation.

The next coaching technique to be taught when dribbling would be to change speed and direction whilst
beating a defender The game "Crabs on the Beach" will help to illusfrate how to develop these
techniques in a fun environment.

NAME OF GAME: Crabs on the Beach

PURPOSE. To encourage children to dribble with the ball and change speed and direction to beat an
opponent. The art of "feinting a dummy" can be introduced at this stage.

AREA NEEDED. 30 m x 20 m grid

STORY: Each child assumes the name of a sea creature, except the crab. Each creature has to run from
the beach to the sea with a ball, avoiding the crabs who are trying to "pinch" the balls. A child whose
ball is pinched then becomes a crab.

EQUIPMENT: Ten cones and a football for each child except "the crab"

ORGANISATION: Set out a20 m x 30 m area with the cones. Make one 30 m line the sea and the other
30 m line the beach. Ask the children (sea creatures) to stand on the beach line, each with a foot on the
ball. Place a child (the crab) in the middle of the area in a crab like position (on all fours with tummy
upwards) On your command tell the creatures to dribble their ball from the beach to the sea whilst
avoiding the crab. When they reach the sea line they must wait with a foot on the ball until all players
have crossed the beach. The crab must aim to kick each child's football out of the grid via the20 m side
lines. Any creatures losing their balls then become crabs. The game continues on the coach's command
with players now returning from the sea back to the beach. The last three children to be dribbling their
footballs become'SEA CHAMPS'.

Puppy in the Park

The coach tells them how they must imagine that the ball is their new'birthday puppy'. Their leg is the
'lead' and their foot the,colla/.

A puppy is safely on the lead if their foot on top of the ball.

The grid area is the park and outside the grid is a river or busy road. Once in the park, the child must
keep his puppy under'control'. Failure to do so may result in the puppy leaving the park and running
into the road or river.

Task I The first task is for the child to take his puppy for a run around the park (ball familiarity,
dribbling and running with the ball).
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Task 2 The'park keeper' enters the park (the coach) 'if he comes near you - show him you have your
pup under control" (stopping/checking).Move offwhen the'parkie'has gone (stop start movements).

Task 3 The'dog catchef enters the park (coach) and chases you - "keep your puppy away from
him' (dribbling, feinting, screening).

Task 4 The coach places some cones in the grids.

'You have now entered a section of tees in the park - move around but don not let your pup near another
puppy in case they fight and don't let your puppy near a tee in case ...... (use your imagination).

Task 5 Take half the group and their ball out. Put bibs on them. They are now the 'Rottweilers, @).

The puppy group moves around avoiding each other and the tees, the road and the river. On the
comruud the 'Rottweilers' enter the park and try to chase the puppies out! The Rottweilers must stay on
their leads with theit'masters'whilst the puppies must getaway - still avoiding the river, trees and each
other. The group change roles.

Task 6 Increase park to 60 yards x 30 yards

The puppies must leave the park to go home but they must cross some wasteland where the Rottweilers
are waiting. The R's must stay in the wasteland once the puppies make it through to home (without being
kicked out into the road/river) they are safe. Reverse roles again .

Task 7 Puppies now have to confront the Rottweilers at the park gets to get safely into the wasteland and
then again at the garden gate to get safely home! @ractice both ways.)

These practices can be progresses to shooting and beating the goalkeeper at the end of the dribble. This
is guided discovery, - so think those progressions out for yourself.

Numbers

The exercise is good for I vs I dribbling skills. It is especially good on a hot day as the kids defending
can rest a bit. Divide the kids unto 2 goups. If you have ten kids, say, assign each kid a number between
one and five. So each team has a number one, a number two, etc. Try to make sure tlte kids with the
same number are evenly matched. Set up two very wide "goals" with pylons. Spread the five kids on
each side across each goal line. Call out one or more numbers, and those kids come out to play I vs 1,2
vs 2, etc. and the rest of the kids stay spread across the goal line as defenders. Throw a ball from the
sideline into the centre and let them play it until agoal is scored, the defenders stop it, or it goes out of
bounds.

Variation: Colours. Use two each of different coloured pinnies, armbands, or stickers to place on shirts,
rx younger kids will have ftouble remembering numbers.

Monkey in the Middle

All players form a circle and choose someone (the "Monkey") to be in its center. The players forrning
the circle pass one ball among them while the person in the center tries to gain control of the ball. When
this happens, the person in the circle who last touched the ball goes to the center. Some level of
competitiveness develops but never on an individual basis and the "losers" quickly gets a chance to
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redeem themselves.

Ice Monster

r 45r, -T rI rz

Mark offan area for the game to be played and select one kid to be the "Monster". Have the rest of the
kids (each with a ball) dribble around within the area. The "Ice Monster" attempts to touch each playe/s
ball, at which point that player "freezes" with their foot on the ball. If a player's ball goes out of bounds,
they also freeze. The last remaining unfrozen player gets to be the new Ice Monster for the next round.

Cops and Robbers

Have the kids (each with a ball) line up on one side of the field. These guys are the "Robbers". Have two
more kids (the Cops) facing the Robbers somewhere near halfivay to the other side. The object is for the
Robbers to dribble to the other side without having a Cop tackle the ball away.If a robber loses his ball
to a cop, he goes to jail (designate a small area offto the side or use a Goal structure.) Have the Robbers
repeat the crossings until there are oriy 21eft. Make these guys the new cops, pull everyone out ofjail
and start over.

Pirate (or Monster)

A keepaway gamg. Cgaching points: concentrate on the playels close dribbling and screening
techniques. Everybody inside a circle (center circle is fine) with a ball. One player without a ball is the
firate. lyerybody starts dribbling around. The Pirate player tries to steal a bill from any player and pass
it out of the circle - now, the two players are Pirates and go after the others.....then threi, itren mur.
Finally only one player is left with a ball. He/she becomes the Pirate the next game.

Variation: Bomber. Just like above except tl e "IT" player has a ball and tries to roll/throw it at the other
player's and knock their ball out of the circle.

Kick out

Everyone dribbles and shields their ball within a circle while trying to kick everyone else's ball ou! and
simultaneously to protect their own. You can't kick someone else'Jball out if your ball isn't in the 

"irct".If ygur ball goes out you have to leave the circle it gets down to two kids in a duel. The coach may
participate to keep the game from becoming to competitive, as the ones eliminated early may feel bad.

Give and go

This one is good for getting the kids to move after they make a pass. It is appropriate for kids a little
glder, who pass the ball but like to stop and really admire their better passes. Everyone spaces
themselves around the center circle. Give the ball to one person and they call out iomeone's name and
P{s t-o them. They then run to the receivet's position in the circle. The receiver upon hearing their name
called steps forward to receive the pass and yells "I got it!" The sequence is then iepeated. S-everal
thinqs are accomplished besides getting them used to movement. The "I got it!" yeil addresses the
problem of nobody playing the ball in a game because they thought the other was going to play it. We
all learn each other's names quickly.

Invariably, someone is always left out so start a countdown from l0 to 0 and they have to figure out who
has been left out (the left out person should be quiet). They start yelling among themselves io figure out
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who it is and this fosters communication on the field. (It's pretty humorous too).

ffter a few practices, they get it down so they look pretty sharp. Then you toss in another ball. They
love it! Now they have to think a bit because people are moving and two are busy with the other ball.

Egg Hunt

Have more balls than players. Have the players line-up urcross one end of the field. Take their balls and
spread them out around the field, these are the eggs. At the other end of the field is a goalcalledthe
"basket". Blow the whistle and turn them-loose. Ge object of the game is to get all th-e "eggs,, in tft"
basket asquickly as possible. They are all on the same ieanr, and ien't allowid to take u 6'ff u*uy fron,
another player. Time them to see how fast they can accomplish the task.

The kids really like this game. The more balls (eggs) the better You should see them score, and turn
right around and go back for more balls.

Marbles

Split your team into two groups and line them up behind two opposing lines. Each player should have a
ball. Place an unuslal color (or size) ball in the middle. This is tire 

-iUtr 
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them try to move the marble across th"- o$"r teanl's line by striking it with; ball. After tfr" gu-i, ,turtr,
don't require them to use their own ball, they are free to ur" *y otier ball they can find.

,A't first the players may get really excited and kick the marble. If this happens, call tirne-out and put it
back.

Variation: eliminate the teams and play it in a circle. The game is over when the ball exits the circle.

Teach the parents

During the-last practice of the season have a scrimmage between the parents and the players (with thecoaches helping the players). This serves a cguple-o-fpurposes. The kids love this garire.'mey gi;
chance to show their parents rylat they c-an Oo ana th6y enloy beating tfreir parentsl lrn puoinT, n"rr'
win' the coaches make sure of that.-.) Also, since many of Ui" p*nL have never played soccer it showsthem how diflicult the-g,ame really is. The hope is th-ut; parent may now think turice 6rior";'v!lft" ut
a child for missing and "easy" shot in a game. Everybody seems toenjoy this scrimmage. 

- --c

Shark and minnows

Teaches kids with the ball to shield it from an opponent and teaches kids without the ball how to take itaway from an opponent' Use pylons to create a is-yard square. One player, the shark, starts outsia" tntsquare without a ball' All other PJayers, the minnows, start inside ttre square with a ball. When the coachyells,-"Shark's getting hungry!" the shark starts running around the outside of the square and the fish
start dribbling around inside the square. When the coach yells, "Shark attack!" the shark enters the
square and has 30 seconds to send as many balls as possi6le outside the square. When aballleaves the
Suaryfor any reasqn, the correspol4ing fish must leave the square and stay out until the coach gives the
"Stop!" command at the end of the 30 seconds. A fish has done well if still alive. The shark has done
well if few fish sunrived. Choose a new shark and play another round until every player has been the
shark once.

r' |.lrl 64rrlt;J rvl ulrtlgl o J
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Camp Town Races

Line up all the players on one end of the field. They each have a ball. On the whistle, they all dribble to
opposite end, shoot ball into goal, get ball out of goal, and run back and finish with a shot on opposite
goal. The first one to finish is the winner. Ask them "Who is going to win the race?" They all learn to
say "The player who can dribble it the straightest!" A variation is to start half at one end and half on the
other. This really teaches them to try to do it fast while maintaining possession. This drill really helps
players deal with the balls that pop out of the bunch.

DRIBBLING

Explode

Every kid has aball. You get them all around you dribbling theirballs as close as they can get Make
sure they begin their dribbling using the insides of both feet...no toe balls at the fust practice! Make
them keep contol of the ball....always within one step....and do not let them run into one another or
dribble their ball into another ball or another player. Keep telling them to get their heads up and see the
open spaces. Yell nExplode!" at which point they all run away (dribbling their balls) as fast as they can.
First one to get to a boundary or cone "wins".

FIags

Players start with a ball and2 flags. A flag is a cloth strip about 2 inches wide and a foot long. Flags are
stuck into the waistband of the players'pants at each side. A player is eliminated when he/she loses both
flags and his/her ball. A ball is lost when it is kicked out of bounds (by another player with a ball) or
stolen (by a player with at least one flag but no ball). You can only take someone's flag away when you
have a ball, The first flag usually goes pretty quick. The real fun comes when they learn to protect both
the ball and the remaining flag by using the flagless side to shield

Dribble Relay

Set up an'obstacle-course'with cones as'gates'- and team'A'races team ts'-they have to go out and
back - if they lose control and miss a gate, they have to regain confrol and go through the gate. A
variation is to have a small 'square' at the end. They have to stop the ball in the square, then sprint back
and high-five the next player before he,/she can take off. Another variation is to have several parents
positioned at different places along the'course'and have a different one hold up a number of fingers at
random times during the race - and award points to the player that sees it and correctly yells out the
number first This gets the players heads up.

Freeze Tag

Set up a large rectangle with cones and have the players dribble in the rectangle. After a short time, take
the ball away from one or two players who then become "it." Any player whose ball is touched by an
"it" player becomes frozen and has to stop dribbling spread his legs aprt" and hold his ball above his
head. He is frozen in this position until another player dribbles his ball between the frozen players legs.
Switch the "it" players often and make it a contest to see who can freeze the most at one time.

Red Light/Green Light
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Each player with a ball lines up at one end of the penalty area. A coach stands at the other end and yells,
"Green light," and tums his back to the players. The kids race across the penalty area to see who can
reach the coach first. After a few seconds, the coach yells, "Red light.'At that command, the players
must stop and put a foot on top of the ball. The coach turns back around and looks for players whose
ball is still moving. Those players must move a certain distance back to the starting line. Repeat calling
red lighUgreen light until someone wins the race. This game encourages fast dribbling while keeping the
ball close.

Simon Says

Just like the common children's game, the coach gives instructions like "Simon says dribble with your
left foot" or "Simon says switch balls with someone." The players only follow the instructions if they
being with "Simon says..." Anyone following instructions that do not start with "Simon says..." are
knocked out. Butthe knocked out players should be doing something with the ball, not just watching the
game continue. Continue the game until one player is left.

Follow the leader

Pick a leader and have him dribble anywhere on the field, encouraging him to make lots of turns,
changing speed, etc. All other players have to follow the leader and do whatever that player does. Switch
leaders often.

Get 'em

All players must stay within a grid. Player'A' is "It" and is the only player to start with a ball. Player'A'
dribbles and tries to hit the other players below the waist wittr the ball. When hit, that player gets a ball
and joins player'A'. The game is over when all of the players have been caught. The last player caught
starts with the ball for the next game. If you think the task will be too difficult for the one player to get
another at the start of the game, start with 2 players being "It". Encourage quick movements and sudden
changes of direction to catch players offguard. Encourage deceptive passing of the balt look one-way
and pass the other; use the outside of the foot. Players not caught should run, jump, and use zig-zag
movements.

Dribbler's Alley

Four or more players needed. Set up one less pair of cones (gates) than the number of players you have
in a line. Each gate should be about 6 feet wide and have about l0 feet between each gate. Every player
guards a gale and the remaining player tries to dribble through the gates.

Last Man Out

Two players or more needed. All players stand at a cone about 2O feetfrom a group of balls. There is
one less ball than the number of players. On the coach's command the players run to the balls, get one
and begin dribbling. The player who didn't get a ball tries to steal one from the others. The coach keeps
time and after apreset period has passed, the coach stops the game. The player who, at that time does
not have a ball, is out. Remove one ball from the group and repeat until there is only one person with a
ball.

Tag
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This drill is based on the common kids' game of tag. Mark offa grid or circle. Everybody needs a ball.
Whoever is "it" must dribble to another player and tag him. The other player avoids being tagged by
dribbling away from "it." If the player being chased loses his ball outside the Sn4 dribbles out of the
grid, or is tagged, he is "it" and the game continues.

Ball Tag

Everyone has a ball and dribbles in a confined area" The player who is "it" must pass his ball so that it
hits another playels ball. The player whose ball was hit then becomes "it."

Hat Tag

Bring a half dozen baseball caps to practice. Then, in a slight variation of ball tag, we assigned hats to
the "taggers," gave everyone a ball and had them dribble within a grld about the size of the penalty area.
Whoever got tagged, got the hat and went offin search of someone else to tag.

Bumper car dribble

The whole team does this in a small gnd. Try and match players of similar height. Have one player
dribbling while another parfirer is trying to nudge them offthe ball shoulderto shoulder. This teaches
them to dribble under physical pressure and teaches the players that contact is a good and fun thing.
Before games I have 2 players inside a circle formed by the rest ofthe tearn playing for possession of a
ball, gets the players in the mode of fighting for the ball on the field (30 sec).

Musical Chairs

One less ball than the number of players in the drill. Players nm around in goal areas in a scrarnble until
whistle is blown. Players race to get ball from center circle and dribble to score on goal. Player without
ball help get balls to center, repeating this until only one player left. Make sure to keep things moving
aloRg, don't wait very long to blow the whistle. Once players have concept start adding in defenders.
One more that may work foryou is using aball as the goal. Have players match up by ability. Throw
one ball out as the goal. Throw a second out that the two players will tT' and possess and score. First
player to ball is attiacker, second defends goal (ball) and tries to gain possession of ball. If successful,
roles reverse. Only run this for 30-45 sec depending on effort of the players. I usually have 2-3 pairs
doing this at once each with their own goal (ball) and playing ball.

Egg Hunt

Have more balls than players. Have the players line-up across one end of the field. Take their balls and
spread them out around the field, these are the eggs. (If you have an unusual colored ball -make it the
Golden Egg or something special.) At the other end of the field is a goal. I use a portable goal and call it
the "baskct," Blgw the whiotle, or wh.at-e.ver, and tum thcm loose, The objcst of the game is tq get th.e
"eggs" in th'e basket as quiokly as possible. They are all on the same team, and aren't allowed to take a
ball away from another player. I like to time them to see how fast they can acoomplish the task.

Snake

Players are grouped inlo threes (prefened) or fours. !'irs-t player is the "head" of the snakg, and does not
have a ball. Shs's sssentially tho lsader in a follow-the-leader game. Sooond playor has a ball at her feel,
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and must follow the head of the snake, dribbling wherever she goes. Third player is the "rattle". No ball,
just following. Emphasizeto the "heads" to vary their lead -- some fast, some slow, some sideways,
some stopping, etc. I let one lead for about 20 seconds or so. Then, on a whistle from a coach, #2 drops
the ball to #3 and becomes the head of the snake. The rattle (#3) becomes the dribbler and the former
head circles around to become the rattle.

Line Soccer

Start with two lines of players facing one another. Give each player a number and a "matching" player in
the other line. Kick the ball between the two lines and call out a number. The two players with the
corresponding number will play one on one while trying to kick the ball through the opposing line. This
game teaches the players in the line not to chase after the ball since they have to defend their line in a
limited area

Circle Game

Set up a2Ax40 yard gnd, make a center circle, and split players into to teams that can be identified by a
color. Have all the kids dribble their balls in the center circle. Call out a color, That team dribbles toward
their goal. The other team leaves their ball and runs to slow the attackers down trying to get them to a
sideline and to dribble out-of-bounds, or not get to their goal line before the coach counts to 7 or Award
I point for each out-of-bounds and I point for each player "held" for the coach's count. Attackers get I
point for each "goal". Play to 10 points.

Sharks and Minnows

Start with a defined area marked, adjusted for size depending on the age of the players. Half the players
have balls and are Minnows. The rest do not have balls and are the Sharks. The Minnows start at one
end of the area and must dribble across the area and across the opposite goal line without losing
possession of their ball. The Sharks defend the area" trying to kick the Minnows' balls out of the defined
area Minnows who retain possession tum around and go back for round two. A Minnow who loses their
ball join the Sharks for round two. The last successful Minnow is the Grand Champion.

Variations of Sharks and Minnows

Sharks steal ball and go to a goal instead ofjust kicking the ball out.

Instead of eliminating players until only one is left, give points to the sharks for kicking out balls but let
everyone stay in the game. Everyone gets a furn as a sharlc

Sharks who take possession of a ball immediately become Minnows; Minnows who lose the ball
become Sharks.

Players are not knocked out, but must perfonn some task before getting back into the game. (Such as
ball dance.)

Minnows must control the ball in a goal area to encourage good ball control instead ofjust kicking the
ball over the end line if a Shark gets close.

Death Square
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Everyone dribbles around trying to keep their own ball and kick out everyone else's ball. If a player's
ball is kicked out, he must retrieve it, then dance on the ball for 10 touches before getting back in. A
player gets a point for every ball he kicks out (so if you spend time outside dancing on your ball, you
have less time to win points).

Under Pressure

Get all the kids dribbling around in a square area and then remove one, two, or three balls, depending on
how much pressure needed. Then announce that whoever has possession of a ball after I minute is a
winner. Ifthey can chase someone out of bounds they automatically win that ball. Count down the last
10 seconds real loud to increase the activity. Kids without a ball have to do some token penance; a
couple of pushups, make a weird face for the others, nothing real negative.

IvLtoGoal

Divide players into two teams of 4 or 5 each + one goal and a supply of balls. Station each team at a
corner post of the goal, standing off, but facing the field. Place a GK in goal facing the field.
Coach/assistant stands behind the center of the goal with a suppfy of balls. Coach tosses a ball over the
crossbar to about the penalty spot. A player from each team both sprint to the ball and attempt to contol
it, turn, and get a shot off The second to the ball defends (if he then wins the ball, then he tries to shoot).
When there is a score, save, or ball goes out of play, restart the same way with a different pair of
players.

Treasure Chest and Trolls

This is a three-team, three-goal game. Play with 1-3 balls to keep everyone moving and looking up.
Three players on each team play, while a sub is kept locked in "troll prison," Each team has three pieces
of gold behind the goal they have to defend. Small disc cones, waterjugs, etc. can be used. Whenever a
team scores in the opponenfs goal, they get to claim a piece of treasure for their treasure chest. The
frolls, older kids or parents, had their own treasure chest and would occasionally run randomly within
the field of play. Ifyou hit the froll with the ball, you could claim a piece of troll treasure OR free a
teammate from troll prison. (decision-making!) The grand finale is the "breakout" from troll prison. Let
each ofthe prisoners escape with a ball and head for the goal while the trolls run wild on the field for a
final, furious minute of play.

PASSING

The Name Game

4 or more players needed. Players stand in a circle and pass the ball to one another, but they must call
out the name of the person they are passing to. This is great at the beginning of ttre season, so they learn
everyone's names. If the players are doing well and you have enough players, add additional balls.

Battle Field

Any number of players can be used. All players line up on one end line and try to run to the other end
without being hit with a ball kicked by a coach. Those who are hit join the firing squad. The game ends
when everyone has been hit.
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Each player will need a ball. Player'A' is "It" and is the only player to start with a ball. All the other
players are around the outside of the gddded space. Player'A' dribbles and tries to hit the other players
below the waist with the ball. When hit, that player gets a ball and joins player'A'. The game is over
when all of the players have been caught. The last player caught starts with the ball for the next game. If
you think the task will be too difficult for the one player to get another at the start of the game, start with
2 players being "It". Encourage quick movements and sudden changes of direction to catch players off
guard. Encourage deceptive passing of the ball: look one-way and pass the other, use the outside of the
foot. Players not caught should run, jump, and use zig-zagmovements.

Monkey in the Middle

The players make a circle with one player (the monkey) in the center. The players try to pass the ball
around and the monkey fries to intercept it. When the monkey gets the ball he joins the circle and
whoever made the "fatal" pass becomes the monkey. This game can be modified by increasing the
number of monkeys and/or balls that are used.

Marbles

split your team into two groups and line them up behind two opposing lines.

Each player should have a ball. Place an unusual color (or size) ball in the middle. This is the inarble.
Have them ty to move the marble across the other team's line by stiking it with a ball. After the game
start! I don't require them to use their own ball. If they lose theirs, they are free to use any other ball they
can find.

Who's Open

Four or Five players in circle formation about l5 yards in diameter (adjust for age). All players except
one have a ball at feet. Two playen inside circle with one designated as attacker and thoother defender-
To start attacking player moves and calls ftlme of player he wants to serve him a ball. He must confiol
ball and retum to the open player who did not have a ball at start of exercise (you can't give it back to
the player who served it). Attacker then asks for another ball (calling name and making appropriate run)
and repeats the exchange. Defender tries to dispossess attacker.

JUGGLING

P.E.L-E

Play with two players. first player juggles one, second player has to match. First player then juggles two
and second player matches. First player then juggles three and so on. When a player misses, the other
player gets a letter - first P then E then L then E. After awarding a letter, the players start out at one
again. The first player to spell PELE is the winner. This can be played thighsonly, feet only, head only
or any combination.

Black Jack (21)

Play with two or more players. First playerjuggles as many touches as they can and keeps tack of
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count. Second player goes after first misses. After second player misses, first player goes again starting
count where they missed in first turn. For example if player got five touches in first fum, they would
start second turn at six. First player to Black Ja*k(21) wins. This game can also be made more
challenging by restricting it to certain body parts.

Combinations

Work to get "called" combinations. For example "Alound the World" would be left foot, left thigh head,
right thigh, right foot.

Juggling with Movement

Start at one spot and walk/jog/run while juggling the ball. See how far you can go without dropping the
ball. One variation of this is to start at the outside of the penatty af,ea on the field, juggle up to the goal
area and shoot/volley the ball into the net without letting it hit the ground.

Timed Juggles

See how many touches the player can get in a certain amount of time. We do a three minute timed
contest, They don't have to be consecutive without a miss. This works great for getting the players
focused and working hard for a certain time period and is great for aerobic fitness.

Team Juggling Contest

Have each player juggle and see how many touches they can get. Add the total touches for the whole
team and create a team record. If they beat their team record, the coaches nm a lap around the field. If
they don't beat their record, the players run a lap around the field. When the kids are not very good
jugglers, it doesn't take very long. I have seen huge improvements in my teams' juggling skills by doing
nothing more than this in practice. Ifs just enough focus to get them working on their own.

GOAL KEEPING

Keeper Wars

Using four cones create two goal about 5-10 yards apart (depending on age, ability, etc). The width of
the goals should be just beyond the armspan of the keepers. The keepers sitjust in front ofthe cones
facing each other. Each attempt to score goals on the other by throwing the ball through the goal. The
ball must be kept below their shoulders.
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