Free Dribble---Everyone with a ball, use inside, outside, and sole of the foot. Have players dribble with speed (outside of foot), change direction, and perform moves. Coach calls out moves or changes in direction and sets the pace as the manipulator of the session, kids carry the ball towards someone and try a move. Version 2: As players get comfortable, coach can walk around and put pressure on players as they are performing dribbling tasks. This adds fun and interaction. Version 3: Make the game a knockout game in which players try to knock each other’s balls out of the grid while maintaining possession of their own. Note: You may wish to have them perform a skills task before re-entering such as 10 toe touches or juggling 5 times. You do not want players sitting out.

Combination Square--- Make a grid about 25x25 yards and break it into quarters. Place 4 or 5 players in vests and have them roam around the entire grid in order to give support to the other players. Players in vests do not have balls, all other players do. Players with balls look to dribble around the grid and try to connect with the vested players to perform wall-passes. However, in order for this to happen the player on the ball must pass to a vested player in a different quarter than him and the pass back from the vested player must go into a quarter that neither he or player who passed the ball is in. The player initiating this wall pass needs to play a firm pass, sprint to an open space in a different quarter, receive the ball, and burst again with speed once receiving the ball. The vested player must show themselves to others constantly in order to give support and look. Version 2: Build to overlap, then take over. **If struggling with any of the combinations, can have vested players more stationary.

[image: image1.emf]Numbered Passing---Number the players on your team and have them move around and pass the ball to each other in sequential order. Make sure the ball never stops, players never stop moving, and the ball never leaves the grid you have set. Try to add balls to add challenge to the activity. Stress proper passing technique as well as having receiver’s show for the ball and communicate. Version 2: You may tell players to pass with a certain foot or a certain part of their foot as the activity continues. Version 3: As players get comfortable, you can limit their touches to 2 touches. (20 minutes)

4v4+4Bumpers --- Three distinct teams in colors (red, green, white), one team starts as  defenders and the other 2 teams play together to keep the ball away from the defense (so it is actually 4v2 or 6v3). When the ball is taken by the defense, the color (two/three players) they stole it from becomes the new defenders. Players must pay close attention to who the defenders are, to score the teams in possession must make 6 passes before losing possession. If they do this, both teams on offense receive 1 point.  

3v3 or 4v4 to end zone --- In the same 25 x 40yd grid, add 25 yd x 5yd end zones at each end. Play a 3v3 or 4v4 game to end zones. Each team defends one end zone and attacks the other end zone. If a team successfully plays a ball into the end zone opposite them to a teammate, they receive one point (the player must arrive in the end zone as the ball arrives…NO attacking player is allowed to “hang out” in the end zone). The defending team can only defend in front of their end zone…they cannot enter the end zone that they are defending. 

4v4 plus team on deck --- On a small field, 25 yards x 40 yards, place two full size goals, with goalkeepers, at each end. Teams of three play games. If a team is scored against they must leave the field and are replaced by the team that was on deck. This teaches teams to go to goal with pace and to take chances quickly.
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Shoot Keep Retrieve---on a field that is only 20 yds in length, with full size goals, divide your group into two teams.  Player P takes their turn to dribble at least one touch, OR all the way to the half way line.  Player P then shoots.  Once player P shoots, they become the goalie at their end. Player Q tries to save player P's shot, then retrieves the ball, and goes to the back of their team's line.  As soon as player P has shot, player R must take at least one touch, and then can shoot OR dribble to the half way line and shoot at player P, who has now become the keeper in their goal.  P retrieves, and joins the end of their line, and Q becomes keeper for the next shooter from P's line. First team to ten goals wins.  

Four (4) Corner Shooting (20 minutes)- 
On a field 20 yards wide x 25 yards long, position two goals at each end. Split group into two teams (red and blue). Position half of the red team in a line behind one corner of the field and the other half of the red team in a line behind the other corner of the field, at the same end. Organize the blue team in the same manner at the other end of the field. Select a goalkeeper for each goal and rotate that player every 5 minutes. The coach is positioned at the midfield line, outside the field, with all the soccer balls. When the coach kicks a ball into the field, the first person in each of the four (4) corner lines enters the field to play. The game becomes a 2v2 + keepers activity. Play continues until the ball goes out of play or a goal is scored. When this happens, the players on the field quickly get back into their original lines, keepers stay on, and the assistant coach kicks the next ball in for the next 4 players. The coach should play the ball toward one of the corner lines (risk/safety management). 
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4 vs 4 + 4 on deck (15-20 minutes): Two teams playing to one goal each. First team to two goals stays or if two minutes pass by, the longest team on gets off and new team comes on. Captains on each team keep score. [image: image2.emf]
Paired Shield-Steal---Break up the group into pairs. One player in the pair has the ball and the other does not. On coach’s signal, the player with the ball tries to shield/protect the ball and the player without the ball tries to regain possession. Player with the ball when coach yells time wins. Version 2: Coach can switch players around so they play against different players (and do several rounds of this). Version 3: Coach can limit time player with ball needs to shield off defender before dribbling into open space (3-5 seconds). 
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Shield-Steal---Half of players in the group have a ball and half do not. If you do not have a ball you need to steal one from someone who does. If ball goes out of bounds, person who touched it last does not get possession. You can teach players the technical points of shielding as a group at start of activity. Show technique with body sideways, arm providing protection, ball on outside foot, knees bent, turning as defender attacks, using feel to understand where defender is going. Fix technical shielding errors throughout this activity and make sure entire group knows how to properly shield.     Version 2: make this competitive by breaking the group into two teams and seeing which team has more balls at the end of the time

Get “Outta” Here---Place two small (2 yard) goals at the end of a field 15 x 10 yards. The coach stands at halfway line with all of the soccer balls. Half of the players are lined up on his left side and half of the players are lined up on his right side in different colored bibs. When the coach kicks a ball onto the field, the first two players in each line run out and try to score on each other’s goal. If the ball goes in the goal or out of bounds, the coach yells “get outta there” and plays in a new ball immediately for the next two players. Version 2: Coach can stop yelling “get outta there” after a while and see if players recognize when balls go out and are attentive. Version 3: Coach can vary service of ball. Sometimes play it to one player, sometimes toss the ball up in the air. 

5 Goal Game---4v4+2 in 35x40 yard grid. Five 2-yard goals are spread out throughout the grid. The plus 2 players are always on the attacking team. The teams score by passing through any of the goals to a teammate. Must receive with inside of foot, then outside, weak foot inside/outside are different expectations that can be put on the players. First team to 10 points wins. Players need to be able to see where the open goals are, and receive with a “picture” of what is around them. With this in mind, if the players are advanced enough, the player receiving through the goal must play 1 touch. Coach could require receiving player to perform a feint before touching ball.
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3v3 or 4v4 to six small goals---In a 30x35 yard grid that is wider than long set up a game in which players learn to protect the goals, which the other team has to dribble through in order to score. Focus on teaching players the roles of 1st , 2nd, and 3rd defender. Version 2: Once defense is having a lot of success, teams can score by shooting through the goals. 
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3v3 or 4v4 To Four Small Goals---In a 30x35 yard grid, two teams attack the two opposite goals and defend their two goals. The goals are three feet wide and setup near each corner. With three attackers the players now have the 1st attacker (ball) and 2nd attackers (support) and a triangle shape in attack, looking to change the point of attack away from pressure. The defending team now has the 1st defender (pressure), 2nd defender (cover), and 3rd defender (balance). This game can be played to lines, goals with keepers, four squares or targets.

