Options for ‘building out’ from the back when the GK has possession 
Giving players options when playing with the build out lines is important but information overload can cause mass confusion for this age group. I have listed 3 simple options for the goal keeper, defenders & offensive players
[image: image1.jpg]


GK Roll:

The GK carries the ball with their hands to the corner of the penalty box and rolls the ball to a teammate who is supporting  near the side line.

The teammate gives support outside the box with enough room to turn up field with the ball before being challenged by the opponent.

After the GK rolls the ball make sure they retreat back to the goal facing the play (running backwards).

Preferred option to use
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GK punt or Clear:

Kick – The GK moves towards the top of the box, leaving enough room for a run up, and punts the ball.  GK should be aiming towards midfield and the sidelines.

Clear - The GK carries the ball To the PK spot and rolls it to a teammate who is supporting them just outside the 18yd box. 
The GK rolls the ball to the teammate who passes the ball back to the GK who kicks the moving ball up field to the flanks.

The moving ball could help get more distance on the kick. There are definite risks involved with this play for this age group: 
Receiving the ball cleanly ; Passing the ball back with the right pace; The one time kick by the GK
Use this option when your team is under constant pressure and cannot get the ball over 1st line of attack & the keeper isn’t a confident or capable punter of the ball.
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GK Roll and Kick:
The GK carries the ball To the PK spot and rolls the ball in front of them towards the top of the penalty box.  The GK runs on to the ball and kicks it to the outside flanks to a teammate up field.  
The minute the GK drops the ball to the ground they are a field player and the opponents can approach from their positions. 

The advantage to this option is that there is no restriction as to how far the ball can travel in the air (a straight punt in grades 5 & 6 cannot travel in the air beyond midfield)
Use this option with a good skilled GK.
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Defenders: 
The defenders need to give support to the GK. Here are four different options when staying wide near the sideline:
1-One time clear by the defender when the ball is rolled to them. Their body needs to be turned in order to strike the ball up field.
2-First touch up field and continue dribbling up the flank if the space is open.
3- A ‘Long ball’ over the top to a midfield/forward making a run into the opposing half
4-Pass to a teammate who is supporting in the middle of the field. Be careful with this pass as the receiving player should be near mid field in case the pass is not completed. You don't want this pass intercepted in your defensive third of the field.
Goal Kicks:
- Opposing team has to retreat to midfield (7v7, grades 5&6 only)
- The principals in the ‘building out from the back’ listed above, all apply here, but the ball must be placed on the ‘six-yard box’ line.  Ball must travel beyond the penalty box before it can be touched by another player.  
- The most effective option is the ‘GK roll’ with a simple pass instead of the roll.
- In 7v7 the GK should be capable of taking the kicks, in 9v9 and above, if GK isn’t a strong leg, it may be necessary to have a defender take the kicks.


Throw-ins
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A simple drill:
Have the team partner up in pairs.  Each pair in a station, one with a ball between the cones and the other next to the single cone.  
The player with a ball throws the ball in to the player checking to receive the ball.  
Player traps the ball and pass to the thrower next to their partner and all the receivers move down one cone.  
The receiver at the end dribble around the drill and starts with thrower #1.  Simulate a game by having the throwers wait to pick up the ball until the coach says go.
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Another simple drill:
Player 2 presents themselves to player 1 who throws the ball in.  
Player 1 breaks up the sideline toward the goal 
Player 2 receives the throw in (1st touch) controls the ball and then passes the ball to player 1 moving upfield

Key Points: Focus on players on the field presenting themselves to the player throwing the ball in.
Focus on an accurate throw, to where your teammate is best positioned to receive it.

In Game principals: 
- quick throw-ins are often quite effective if opposing team isn’t ready
- movement of receiving players is essential.  Standing is easy to defend
- the simplest in-game ‘play’ is having a defender throw the ball in ‘down the line’ for a streaking midfielder/forward

Corner Kicks:

How to set up corners
The corner occurs when the defending team knocks the ball over their own end line - line the goal is on - the attacking team wins a corner.  
 A player from the attacking team takes the ball to the corner to set up therestart. There are several ways the players can get the ball back into play... 
· Short corner: Passing the ball into play.

· Longer corner: Striking the ball into the goal box for a player to shoot, head or volley home.

As coach, you just have to pick which option will work for the team based on age or skill level.

Short corner
When the attacking teams wins a corner - the forward goes and gets the soccer ball. A second player will go with the forward to set up a short corner. The second player can be a midfielder or the other forward.
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Player "A" sets the ball down on the corner spot and player "B" stands next to player "A" facing the other teams goal. 
· Player "A" passes the soccer ball to player "B" and overlaps player "B".

· Player "B" has two options with the soccer ball.

· Dribble the soccer ball towards the opponents goal if the defenders have not stepped up.

· If a defender has stepped up pass the ball to player "A" on the overlap.

· Once the player "A" or "B" has the soccer ball in a position to dribble the player should head straight for goal and either shoot or play the ball back across the goal for another attacking player to shoot.
The corner can be a real weapon in the game of soccer. It will help in getting the team some soccer goals, which can really build some confidence.

Longer corner
This corner is better for kids that are able and/or allowed to head, volley or really strike the ball.
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So how does it work?
· The player who takes the corner serves the soccer ball into the box with a driven or a chipped ball.

· The rest of the team are set up at the top of the box on prearranged runs.

· The runs covering the near post, far post and center of the goal and a player at the top of the box for any garbage balls.

· The idea here is to cover every area of the goal so if the ball goes near post a player is there to shoot.

· If the ball goes through the area a player is on back post to make sure the soccer ball does not go all the way through the goal box and out the other side.

So how do we teach the corner kick in small sided games?
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Quickly (1 - 2 min. or so) teach the corner kick that you want the kids to use.

· Play a small sided game or scrimmage.

· Every time a team wins a corner the players use the corner that has been rehearsed.

Coaching point: The player must read the game when it comes to corners. If the defenders step up or lay off the players must act accordingly.

Defending Corners:
· There are a few key principals in defending corners effectively – these don’t really change much as the kids progress through the age groups
· As a general rule there should always be a player on the ‘near’ & ‘far’ post – often the tallest field player goes on the near post & a shorter play on the far post.  It is import, especially for the near post player, to stand right on the post.  
· All other players should mark individual players, by defending ‘goal-side’

· Clearances will be common in these situations and are appropriate, but should be a last resort and should always be to the sides – not across the goal.

· In the same way, off a corner – or any play in the defensive box – a pass or run with the ball should be towards the side and/or up the field.  Simplicity is best in these defensive situations
Free Kicks
A Free kick or penalty is awarded if a player is fouled or there is a hand ball, etc…. Spending too much time on these plays doesn’t tend to pay any dividends.  There are simply too many potential variables to take into account.  If the free kick is direct and in a legitimate scoring position (the kick taker can consistently put the ball on goal from that distance/angle), then simply instruct the player to have a go at a shot.  Short of that, especially with the prohibition on heading until U14, I like to teach players quick soccer restarts on fouls...
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Player "A" puts the ball down and plays a quick pass to an open player.

· Player "B" can now dribble or pass.

· When everyone is covered the player can strike the ball down the field.

· When closer to goal the player can shoot.

· Try to add this into your small sided games without breaking it down and doing this in a drill format - keep it fun for the kids!

Defending Free Kicks:
There are a few key points here:

· To prevent the ‘quick kick’ or shot, instruct (in practice and/or before games) the nearest player to stand in front of the ball – the ref will ask the player to move, and he should comply but this action will give your team to time set up and get organized.
· In terms of ‘organization’ a wall of 2-4 players (depending on distance from & angle to goal) is helpful and standard.  The wall should be made up of forward/midfield players.  The purpose of the wall is to limit the amount of goal area that the keeper has to cover on a shot on goal.  The remaining players – defenders – should ensure they are ‘goal-side’ (in-between their player and the goal).  
· Free kicks, like almost all set pieces and restarts, provide a great opportunity for a counter attack if a goalkeeper and/or defender that recovers the ball is heads up and looking for an attacking player making a run up the field.  This is a coaching point that should be highlighted and reinforced in practice and scrimmages.  
BAYS Rules & Format Cheat Sheet

	Revised: 2016-08-09
DSD
	Fall & Spring
	 Spring Only
	Fall Only

	
	Grade 3 & 4
	Grade 5 & 6
	Grade 8
	Grade 10
	Grade 12
	High School

	Format
	7v7
	9v9
	11v11
	11v11
	11v11
	7v7

	Time
	2 x 30 min
	2 x 30 min
	2 x 35 min
	2 x 40 min
	2 x 45 min
	2 x 30 min

	Heading
	No (attempted or actual) - IFK for team not in violation 
	Yes
	Yes
	Yes
	Yes

	Ball Size
	#4
	#4
	#5
	#5
	#5
	#5

	Off-Side
	no
	yes
	yes
	yes
	yes
	yes

	Penalty Mark
	8 yds
	10 yds
	12 yds
	12 yds
	12 yds
	12 yds

	Referee Fee
	$25
	$35
	$45
	$55
	$65
	$50

	AR Fee
	n/a
	n/a
	$25
	$35
	$40
	n/a

	Players Needed to Start
	6
	7
	8
	8
	7
	6

	Players Needed to Continue
	5
	6
	7
	7
	7
	5

	Max Roster
(For those with limits - can be increased with waivers)
	N/A
	Grade 6 Div 1 & 2: 16

Grade 6 Div 3 & 4: N/A

Grade 5: N/A
	Div 1 & 2: 18

Note: moving to 22 Spr 2017

Div 3 & 4: 22
	22
	22
	 N/A

	Player Cards
	Never
	Spring: Grade 6 Div 1 & 2
	Spring: Div 1 & 2
	Div 1 & 2 
	All
	No

	
	If required, player passcards must be in color and resemble the player but do not need a current season sticker

	Substitutions
	With the permission of the referee

· * after a goal, prior to a goal kick, prior to the start of the 2nd half - unlimited both teams

· * on a throw-in - the team with possession may sub unlimited and if they choose to sub then the defending team may sub unlimited

· * if an injured player(s) are substituted, then the opposing team may sub on a 1 for 1 basis

· * after a caution, the offending player must leave the field and cannot return until the next substitution opportunity; a substitution is allowed (but not required) for the carded player

·      - a team who is already at the minimum number of players needed to continue play may temporarily play at below the minimum

· * any player that is bleeding must be substituted immediately and may return only when bandaged; bloody uniforms may not be worn

	Rosters
	Two (2) printed copies (one for the referee, one for the opponent) and signed by the coach; electronic versions are not valid. All rosters must be typed/printed with no hand-written additions except for jersey numbers. The referee is not responsible for ascertaining the roster size or eligibility of players 

	Coaches & Coaches Cards
	All adults on the sideline (to a maximum of three) must have a USYSA coaches card (in color) with current season BAYS sticker.  Adults on the coach sideline need not be on the roster

All adults on the sideline must stay within the technical area (if marked) and if not marked within an area designated by the referee.
	

	Equipment
	Casts (even if padded) and jewelry (including earrings) of any kind (except for medical bracelets) are not allowed. All other equipment is at the discretion of the referee
	

	Special
Grade 3 & 4 Rules
	Goal Kick: defenders must retreat to the half-line, but the opposing team may kick before all defenders have retreated.

On a PK all players except the kicker and the goalkeeper must be on the kickers defensive side of the half-line.

On a goal kick or goalkeeper save, the resulting punt or throw must touch a player or the ground in the goalkeeper's defensive half of the field; - if the ball lands or is touched first in the kicking teams offensive half the defending team will be awarded an indirect free kick from the half-line
	

	Zero Tolerance
	Coaches may only address the referee to request a substitution or to direct attention to an unsafe condition (e.g. player injury, lightning). Spectators may only address the referee to direct attention to an unsafe condition.

1. minor violations should result in a warning to the offending adult

2. repeated and/or more serious behavior should result in a caution to the offending adult

3. extreme, violent or additional violations subsequent to a caution should result in an ejection of the offender who must leave the game area
	

	Game Reporting
	All referees (including AR's) must fill out an on-line game report by Nov.30 for the fall and June 30 for the spring in order to be paid. A narrative must be provided in any instance where a serious injury has occurred, where a player, coach or spectator has been ejected or where any partipant's behavior has been given a zero tolerance rating of "2" or "3".
	


