ORGANISATION BASIC INSTRUCTION
| 10 MINS WARM-UP GAME | BODY PARTS

= All players have a ball each dribbling around grid.

= Coach calls out a part of the body, e.g. foot, head,
shoulder etc.

= Player must stop ball and put that part of their body
on the ball.

= Use combinations to make players do toe-taps and
move quickly.

COACHING POINTS = Keep ball close to be able to control quickly.
= Incorporate Toe-Taps & Boxes

GAME #1: 10-15 MINS SKILL DEVELOPMENT | SIMON SAYS

= All players have a ball, and dribble around inside
area.

= Coach uses a number of commands, but players
must only react to the ones that start “Simon
SayS.™

=  “Simon Says Stop” - the players should put their
foot on top of the ball.

=  OTHER COMMANDS:

= “Boxing” - players box the ball 5 times between
their feet

= “Turn” - players perform a turn

= Use imagination - “elbow” can be players stop the
ball and put an elbow on it.

= REMEMBER - if you just say “Toe-Taps” then the
players should NOT do the command as you did not
say “Simon Says”

COACHING POINTS

Reinforce dribbling skills.
Reinforce correct techniques.




GAME #1: | 15 MINS DRIBELING | SHARKS & MINNOWS

All players are at one end of grid with a ball

Coach (C) is the Shark, (C) Shouts “Go!” Players dribble
across grid to end without getting tagged by (C). If they
are tagged they become a Shark with {T).

Keep going until anly one minnow remains.

COACHING POINTS o

GAME #2: 15 MINS

Reinforce dribble technigue, and ‘scissors’,
Make game fun - use *JAWS' theme!

DRIBELING ICE AGE

* FPlayers on end of arsa with a ball each. They are
“Scrat” from loce Age movie, and their soccer ball is
their acorn

* |n the center of the arsa are two or three coaches -
they are “[Hego” and “Mannie”™ (also from lce Age
Maovie

s (bject is for “Scrat™ to dribble his "acom’ over to
the other side of the lce without “Diego™ or “Manny”
stealing their acorn.

# |f their acorn is stolen they have to perform 5 tos-
taps to get it back.

o  “[iego” & “Mannis” must stay inside their ‘gate’ as
per diagram

COACHING POINTS

» Reinforce dribbling and scissors to beat the coaches.
» Explode away with bigger touches after turm to get

away from coaches.
» PROGRESSION:
» |et players be Diego and Mannie




GAME #3: [ 10-15 MINS

DRIBBLING & TURNS | CHASE THE ACE

COACHING POINTS

= Al players have a ball and dribble inside the area.

= The coach (the “Ace”) has a ball and a pinnie or
disc in his/her hand.

= On “go” the players must dribble and try to tag the
coach.

» ‘Whoeover tags the coach takes the pinnie / disc and
becomes the “Ace”.

=  PROGRESSIOHN - Introduce multiple “Aces”

= Reinforce dribbling from previous games
= Reinforce skills - ask players not to just ‘kick” the
ball and chase

10-15 MINS

= All players at one end of grid.

Line of soccer balls across the middle.

Coach (The Ogre) is at the opposite end.

On coaches command players run in, pick up ball

and go back to their start line.

Coach tries to tag them. If tagged they become an

ogre.

Balls back in the middle.

= Repeat until one player left

=  PROGRESSION - Have players run to ball and
DRIBELE BACK

=  PROGRESSION #2 - Ask them to perform a specific
turn before they dribble back

COACHING POINTS

Reinforce dribbling from previous games.
Reinforce correct techniques.



GAME #5: | 10-15 MINS

DRIBBLING & TURNS | WHAT’S THE TIME MR. WOLF

All players have a ball each at end line.

Coach (C) is the Mr. Wolf at other end of area.
Players shout out “What’s the time Mr. Wolf”
Coach responds with “...0’Clock” (choosing number
between 1 & 12)

Whatever the time is, the players take that many
small dribble touches forward.

If Coach responds “Dinner Time” then the players
must turn and run back to the beginning line

If players make it to Mr. Wolf before he says
‘Dinner Time’ they get a point

COACHING POINTS

GAME #6: | 10-15 MINS

Reinforce dribbling -keep ball close and under
control.

When turning tell players they must use quick-turn
or L-turn.

Make it a story!

DRIBBLING (Technique) | RED LIGHT, GREEN LIGHT

Coach starts on one side of grid.
All Players with ball on opposite side - must try and
dribble past (C) to win.
Coach calls out:

o Red Light = Stop with sole

o Green Light = Dribble (Laces)

o Yellow Light = Toe-taps (Slow down)

o Police/U-Turn = Quick-Turn & dribble to
start line before (C) touches ball
Runaway Truck = Knockout

o

COACHING POINTS

Reinforce dribbling from previous game
o Laces, toes pointing down.
o Push ball out in front with small touches to
keep control.
o Frequently look up to know where (c) is and
where other X’s are.




GAME #7: | 10-15 MINS

DRIBBLING-TURNS | ROB THE CASTLE

= All the balls in centre square of grid.

= Players split into 4 equal teams - They are the
‘Knights’

= Coach is the ‘King of the Castle’

= Number the players in each team.

= Coach calls out number. That number player from
each team runs out gets ball, and dribbles back to
their corner. Coach tries to ‘tag’ players to stop
them stealing the soccer balls.

Progress: Players have to dribble the ball back into the

castle without being tagged.

COACHING POINTS

GAME #8: | 10-15 MINS

Reinforce dribbling from previous games.

Be fast to the ball & sprint out.

Slow down on approach to ball.

Execute quick-turn with sole of the foot.

Keep eyes on the ball and drag under body.

Turn away from ball and onto it then dribble away
with the laces.

DRIBBLING & TURNS RATS & RABBITS

= Start by both teams (X = Rats, O = rabbits) dribbling
ball towards each other and on Coach call “Go!”
perform Quick-Turn and return to own base.

= Both teams start at own base, (C) calls out team &
that team dribbles towards other team.

= (C) Shouts “Go!” team dribbling must turn and get
back safely before other team catches them wins
ball and dribbles back over their line.
If you lose ball, join other team.

PROGRESSION Ask to perform different skill - L-Turn;

Drag Back (if these have been taught in session)

COACHING POINTS

= Reinforce dribbling from previous games.

= Slow, closer control on approach to defender.

During turn keep eyes on the ball, stay low & bend

knees.

» Explode away with bigger touches after turn to get
away from defender.




GAME #9: | 10-15 MINS

DRIBBLING & TURNS | TREASURE ISLAND

= All players are at one end of grid.
= All soccer balls are at the other end of grid -

Treasure Island.
= Coach (C) is the pirate who guards the treasure. (C)

Shouts “Go!” Players run to end, get a ball

(Treasure) and dribble back.

If (C) tags player, they become pirate.
PROGRESSION Ask to perform different skill - Quick
Turn; L-Turn; Drag Back (if these have been taught in
session) when retrieving ball.

COACHING POINTS

GAME #10: | 10-15 MINS

= Reinforce dribbling from previous games.

= Slow, closer control on approach to defender.

= During turn keep eyes on the ball, stay low & bend
knees.

= Explode away with bigger touches after turn to get
away from ‘Pirate’.

PASSING SOCCER MARBLES

= All players have a ball each dribbling around grid.

= Players must avoid the marble master (X7) who is
trying to hit other player’s ball with his/hers.

= Players should be encouraged to perform a turn in
order to protect their ball and move | out the path
of the Marble Masters ball.

= Progress: All players can hit each other’s; count
how many times you hit someone’s ball.

COACHING POINTS

Reinforce dribbling from previous games

When passing:

Inside of foot

Guide ball with non-kicking foot being alongside
ball and pointing to target.




GAME #11:

[15 MINS

DRIBBLING | SODA FOUNTAIN

= Coach names each side of grid a different
soda/Disney character etc.
= Each X with ball.
= Coach calls out name, All X’s dribble to that side of
grid and stop ball on line with sole.
= Extra Commands:
o Milkshake = Toe-taps
o lce Cube = Boxes
o Blender = Knockout

GAME #12:

COACHING POINTS

10-15 MINS

Dribble with laces (toes pointing down).

Use top of laces to push ball out in front.
Keep the ball close via small touches.
Frequently look up for open space & players.

PASSING (Technique) | WHACK THE WITCH

= Players in pairs 10 yards apart.

= Each player gets a ball and 1 cone per 2.

= Player 1 places ball on cone and player 2 must try
and knock partners ball off cone to score point.

= Switch roles after each pass.

= Progress: Make distance longer if success is gained
too easy.

COACHING POINTS

Non-kicking foot by side of ball.

Lock ankle of passing foot.

Heel down & toes up.

Inside of foot strikes middle of the ball.

Follow through the ball in the direction you want
the ball to go.

= Eye on target and line body for accuracy.




GAME #13: | 10-15 MINS

DRIBBLING & TURNS | ALIEN ATTACK

= All players have a ball each dribbling around inside
of the area - Make area fairly large.

= Name each side of area, as per diagram.

= Coach (C) is the Alien. (C) calls out a side, and
players must dribble to that side as quickly as
possible before coach steals their ball. If stolen,
the player becomes an alien with the coach.

= PROGRESSION - As the players are running towards
one side, call out another side so they have to
change direction

COACHING POINTS

GAME #14: | 10-15 MINS

= Reinforce dribbling from previous games.

= Use the outside and inside of the foot to change
direction and avoid others.

= Use turns to help find extra space and get away
from Aliens.

DRIBBLING & TURNS | COPS AND ROBBERS

= Grid is split into 2 halves via cones.

= Players split into 2 teams, One team with a ball
each (Robbers), One team without (Cops).

= Game lasts for 1 minute, the ‘Cops’ need to steal
as many soccer balls as they can and dribble them
into the ‘Prison’. A Robber can steal the ball back
at anytime, UNLESS it is in the prison. If the ball is
in the ‘Prison the ‘Robber has been captured and
sits on the side until the game ends.

= Switch roles (cops become the robbers, robbers
become the cops.

COACHING POINTS

= Reinforce dribbling from previous games.
= Use turns to change direction.




GAME #15: | 10-15 MINS PASSING | COWBOYS & INDIANS

= All balls lined up along both sides of the grid.

= All players without the ball on one side of grid.

= On (C) call all players run from one side of grid to
other.

= X5 & X6 must attempt to pass ball across area and
hit other players below knee with ball.

= If player gets hit then that player becomes a
Cowboy on side of grid.

= Last player to get hit wins.

COACHING POINTS = Reinforce passing & control technique previous
games.
= Reinforce Control not power.

GAME #16: | 10-15 MINS Passing PASS THE PARCEL

= Split players into two teams.

= Set up grid with halfway line.

= One team on one half, the second team on the
other half - cannot cross into other teams half.

= A soccer ball is passed from one side of the field to
the other.

= Coach counts down from 30 to 0. When at zero the
team with the ball loses a point. Both teams start
with 10 points.

=  Team with points left wins.

IF BALL IS KICKED OUT OF AREA TOO OFTEN, DEDUCT
POINT FROM TEAM.

COACHING POINTS » Non-kicking foot by side of ball.

Lock ankle of passing foot.

Heel down & toes up.

Inside of foot strikes middle of the ball.
Follow through the ball in the direction you
want the ball to go.

= Eye on target and line body for accuracy.




GAME #17: | 10-15 MINS

PASSING | KNOCKOUT

A A TE 2T

Split group into pairs, with one ball per pair.
Ball per pair in the middle - sit on top of a flat
disc.

Player passes the ball to team-mate trying to hit
their ball in the middle.

Then team-mate has a go.

One point per ‘hit’.

COACHING POINTS

GAME #18: | 10-15 MINS

Reinforce passing techniques from above.

DRIBBLING & TURNS FREEZE TAG

Divide the team into two groups.

One group keeps a ball the other group runs free in
the square.

Players with a ball can freeze the others by passing
the ball against their ankles.

When the players are caught they stand with their
feet open

The team without the balls can set each other free
by crawling through each other’s legs.

SWITCH ROLES

COACHING POINTS

Do not let players jump over the ball. They must
evade the ball simply by changing direction and
speed.

The coach should encourage players to use the
correct technique when catching players.




GAME #19: | 10-15 MINS

DRIBBLING & PASSING | BREAK THE CHAIN

Divide the team into two groups.

One group becomes a chain in the middle of the
area.

The other group split, one in front of the ‘chain’
with a ball each, the other behind the chain.

On coaches command the team with the balls try
to pass the ball to their team-mate, without the
chain getting it.

The chain MUST hold hands, and stay linked. If
they break then the ball remains in play.

The team with the ball can dribble up to the chain
but cannot go past it, the players behind the chain
can move to create space and a passing channel.
When chain get the ball they kick it out of the area
- it cannot be retrieved.

Play for 2 minutes or when all soccer balls are out
of area

SWITCH ROLES

COACHING POINTS

GAME #20: | 10-15 MINS

DRIBBLING (Opposed)

The coach should encourage players to use the
correct technique when passing.
Encourage team-work

KING OF THE RING

All players have a ball each dribbling around inside
of the area.

All players try to kick out each other’s soccer balls.
Players must try and protect their own ball.
Players knocked out must perform 2 “Quick-Turns”
to return to the game.

Count how many balls you kick out - the one who
knocks out most becomes KING!!

COACHING POINTS

Reinforce dribbling from previous games.

Use the outside and inside of the foot to change
direction and avoid others.

Dribble ball with furthest foot from defender to
help protect and shield the ball.

Use turns to help find extra space and get away
from other players.




GAME #21: | 10-15 MINS DRIBBLING & TURNS | Mud Monsters
= All players have a ball each dribbling around
inside of the area - known as the SWAMP
= Coach is MUD MONSTER. Coach tries to ‘tag’
players
= |If tagged players pick ball up, hold above head,
and call out “STUCK IN THE MUD”
= To release a player, a team-mate must pass
their ball through the legs of the ‘Stuck’ player.
= Have players become Mud Monsters
»= Spread out
COACHING POINTS = Keep ball inside area - if it goes out then players
are ‘Stuck in Mud’
» The coach should encourage players to use the
correct technique when passing through legs.

GAME #22: | 10-15 MINS SKILLS TEST RAISE THE FLAG

» Divide the team into two or three groups. Set up
field with a lane for each team. Each lane has
three sections.

» First player from each team dribbles forward into
first section and performs a quick turn. They
should be facing their team-mate. They perform
another quick turn, and dribble into section two.

= At section two, they perform two drag-backs and
dribble into section three

» |n section three the player performs 5 toe-taps,
then dribbles to the end line.

= At the end line they turn and pass the ball back to
the next team-mate. Player one then sits down.

= Player two repeats above.

= The last player on each team must have a pinnie.
When they receive the ball they perform the skills
as above. When they get to the end line they
wave the pinnie in the air and shout “Raise The
Flag”.

» First team back gets a point

= PROGRESSION - Use different skills at the sections.

= Use correct skill techniques.

COACHING POINTS Give bonus points for team that cheers loudest.




SCRIMMAGE | 15 MINS

4v 4 |

Split group into 2/4 teams depending on numbers.
2 teams play, one team rest OR set up two field so
all four teams play.

No Goalkeepers

Do not add players

Do not keep score

Let the players play

COACHING POINTS

Try to keep players in area
See attached document




