Dracut Coaches’ Clinic – September 12, 2004

U6s

PLAY SOCCER believes the role of the coach is to provide a safe, fun, structured learning environment.  

Try to give each player equal playing time and focus on the positive aspects of their game.  Always encourage your players to try new skills.  Remember, it’s not about whether you can coach them to a winning season but rather to ensure they have so much fun that they cannot wait to start playing soccer again.

The following shows PLAY SOCCER’s unique approach to structuring soccer practices.   The games and teaching methods shown are suitable for use with all age groups and as you will see, are plenty of fun for adult coaches as well.

Coaching sessions are broken down in the following ways. Time spent on each activity may vary, depending on the length of the coaching session. 

Areas of Focus

At PLAY SOCCER we base each session on a different soccer theme. We believe this to be important as it provides continuity, not only for the coaches, but more particularly for the players. You may have seen some of our coaches at work before and have noticed the emphasis we place on talking to our groups. The main aim of this is to store in the minds of the players what they are learning. If they can go home and tell their parents some of the things they have done at practice then it means they have enjoyed the practice and will want to learn more. It is important to avoid what we call the ‘Bart Simpson syndrome’, whereby the response of a child when asked what he or she did at practice is ‘I dunno’. 

Our five main areas of focus are passing, dribbling, shooting, turns and skills and goalkeeping. Passing is usually a good topic for the first session because it is not imperative for each player to have a ball. 

Each session has a structure, which allows coaches to concentrate on particular aspects of the theme of the day. The description of the activities and skills to be attempted is crucial. Coaches should be wary of not overloading players with information. If it is possible to demonstrate then do so. Players are much more inclined to try something if they see their coach doing it too. Furthermore, it is more fun for the coach to get involved.

The following is an example of a typical PLAY SOCCER session:

Warm-Up (5-10 mins)

Most warm-ups are held in a small area and involve a lot of running and changes of pace. They do not necessarily involve soccer balls or focus on the theme of the session. The main purpose of the warm-up is to have fun, as well as getting players focused on being at practice. For Little Kickers in particular, warm-ups are a good icebreaker. Set the example yourself by being loud and really getting into the game, so the more nervous players can see that soccer is fun.

Example Warm-Up Games:

Position Tag: Introduction to basic field positions. Use goalie, defense, midfield and offense initially. When coach calls a position players have to run to that area. Use of balls in this game is a further option, particularly with older players.

Body Parts: players dribble soccer balls in an area.  Coach shouts out a part of the body, with which players have to stop the ball

Street Soccer (5-10 mins)

The first question most coaches hear at practice is “can we scrimmage?”  Street soccer games get the kids playing quickly, without the delays caused by marking boundaries and setting positions.  This emphasis is on simply playing soccer (as opposed to worrying about just playing defense or attack, etc.). There are usually two goals, no out-of-bounds, no positions and limited rules.  These rules may vary slightly depending on the theme of the particular session. Keep playing until coach says stop. 

Example Street Soccer Games:

Passing: ‘Lisbon Street Soccer’: As well as normal goals, there are four boxes. A goal can be scored when a player dribbles into a box and is joined by the rest of his team and they each make a pass. Once they have done so, the ball has to be given to the other team.

Dribbling: ‘Oporto Street Soccer’: Three goals, two teams. One team attacks a regular goal and tries to score normally. The other team attacks two goals and scores by dribbling through them. After a goal is scored switch the teams around.

Shooting: ‘USA Street Soccer’: Game starts 1 v 1. When one player scores the other team adds an extra player and so on. Game develops into a regular scrimmage. Then remove a player each time a goal is scored.

Turns and Fakes: ‘Braga Street Soccer’: Goals may be scored in either goal and also when a player takes the ball into one of several triangles set up around the field. If they do five quick turns successfully they score extra goals. Only the player with the ball can enter the triangle.

Goalkeeping: ‘Aveiro Street Soccer’: Players on two teams are seated and ball is thrown instead of kicked. No snatching, running with or bouncing of the ball. Score by throwing it through the goal.

Fun Games (10-20 mins)

Fun games are the way to introduce to the players the skills that you want to focus on in your session. You can gradually build the level of opposition to progress with the players’ development.  By using stories to describe the games, players forget that they are still practicing and relax enough to not be afraid of the opposition. This aspect is especially relevant where younger players are concerned.

Example Fun Games:

Passing: Czech-Mates: The Latvian team tries to pass and hit the Czech team with a pass below the knees.  If hit, players must run to an end zone.  They are stuck here until one of their Czech-mates runs in and frees them with a high-five.  Play for a time limit or until all players are caught.  Progress by allowing players to only free one teammate at a time.

Dribbling: Figo Faking Game: Two teams on a field (Spain & Portugal).  Spanish team is in gates that are randomly placed, the Portuguese team has a ball each. Spain has a player in each gate.  These players can only move laterally.  The Portuguese team plays for two minutes, trying to dribble

Shooting: Soccer Bowling: Two teams line up at opposing ends of the grid and take shots at the ‘pins’, aiming to knock balls off the cones.  Each player has a ball to shoot with. Once all of team A have shot team B has their turn. 
Turns and Fakes: Rush Hour: Grid has four corners and equal numbers are in each one. All players have balls. When coach says go the idea is to steal as many balls from other corners as possible. The winning team is the one with the most balls at the end. Rules include no stealing except from corners, only steal one ball at once and no guarding of ‘treasure’. A ‘magic ball,’ worth two normal ones can be introduced as a progression.

Goalkeeping: Dutch Goalie Skills: Run through several GK practices as follows:

(i)
Bounce thru legs – turn – catch

(ii)
Hold ball between knees (one hand in front & one hand behind) – release ball and switch hands before ball bounces

(iii)
Players in pairs, back to back – pass one ball to each other, side to side

(iv)
Players in pairs, back to back – pass one ball to each other, through legs and over head

(v)
All players form a circle, sitting with backs facing in.  Leave a safe distance between each player.  Three balls are passed around the circle by players rolling to their left, ball is collected by next player rolling to right

Skills Practice (20-30 mins)

Now that the players have played, they should be ready to work on the skills you have chosen for your practice.  We will show you a wide variety of skills & drills.  However, when you run your practice don’t overload the players with 10 different moves.  Choose 2 or 3 skills per practice suitable to the ability of the players focus on these. If you need to progress look at the use of both feet and also the pace of the execution of the skill. Encourage players not to stand still at any time and to be on their toes expecting the ball.

Examples of Skills:

Passing: Inside pass; Laces pass; Scoop pass; Instep control (rather than ‘standing’ on the ball to stop it); n.b. urge players not to use their toes and to concentrate on accuracy and not power. Also, take a small run-up for the first two. The scoop pass can be done from a standing position with the foot underneath the ball.

Dribbling: Inside dribble; Laces dribble; Outside dribble; Sole dribble; n.b. encourage players to take a touch with every step. Try to avoid kicking the ball, then running after it. Also, keep the head up so players can see what is going on around them.

Shooting: Inside Shot; Laces Shot; Dribble and Shoot; Turn and Shoot; n.b. progression from passing skills of session one. Look for accuracy over power again. Aim towards partner to reduce wasted time. Also, take a small run-up each time and encourage shots to stay low.

Turns and Fakes: Inside foot hook; Outside foot hook; Drag-back; Stepover; n.b. use a stationary ball to start with, then progress to walking with it before running with the ball and doing each skill.

Goalkeeping: Ready position - weight slightly forward, hands out, head level and knees bent slightly; W catch - hands together with thumbs touching); Basket catch - ball pulled in to chest; Pick-up from ground (one knee on ground to form a barrier, ball picked up into basket hold). Diving save - fall with knees first, then hips, then shoulders.

Fun Games (10-20 mins)

After teaching your players new skills, you want to see them practice these skills against opposition. Again, the use of stories makes players relax whilst they practice their new skills and moves. Depending on the ability of the players in question, increasing the opposition towards them can be a useful way of measuring their progress. Where the Little Kickers are concerned, for example, to see them use just one new skill should be considered a good achievement.

Example Fun Games:

Passing: Passing Relay: Have teams of four or five in a line, about five yards apart. Player 1 on the start line passes to player 2, who controls and dribbles back to the start line. Player 2 then passes to player 3, who dribbles back, and so on. The winning team is the first to all be back at the start line. N.b. improve accuracy by saying the receiver cannot start dribbling until the ball gets to them. They cannot run forwards to receive it.

Dribbling: Crazy Coaches: Coach stands outside grid and calls commands forn players, eg. ‘drag-back’. If he/she calls ‘crazy coaches’ players dribble to avoid being tagged. Coach tags as many as possible in five seconds. If tagged, players stand with ball above head and waits for a teammate to pass a ball through their legs.

Shooting: Score like Wambach: Players must dribble and avoid the tagger.  If tagged, players must stand with legs apart and ball on head, calling for help.  Players are stuck until a teammate ‘scores’ by playing their ball thru the tagged players legs

Turns and Fakes: Turn around Switzerland: Two teams stand on a line opposite each other within the grid (Switzerland - size is relative to age & ability). In the center of the country are the balls. On coach’s command, players must run across the country, collect a ball and get back to their line.  See which team is first.  Progress by having players collect a ball, go to the opponents’ line, then turn and speed dribble back to their own line.

Goalkeeping: Scandinavian Goalie Game: Swedish team must role their ball to hit a member of the Danish team below the knee.  If hit, Danish players must freeze in the GK position.  Player can be unfrozen when their teammate with the ball throws it to them to catch.  Play for two minutes unless team with balls can hit the one opponent with the ball.

Structured Scrimmages (10-15 mins)

To finish, set up a structured soccer scrimmage.  This is the point where you are looking for your players to use the skills you have taught them, in game specific / realistic conditions.  Generally, players will decide not to attempt new skills when faced with an opponent.  As the coach you need to remove their fear of failure, and look for ways to encourage them to succeed (e.g. do a move and score a goal).

Example Scrimmages:

Passing: As well as normal goals, encourage the theme of the session to continue by having a rule where three consecutive passes equals a goal.

Dribbling: Use normal goals but also have gates to dribble through to keep the dribbling theme fresh in the mind.

Shooting: Big goals, no goalkeepers.  Encourage teams to celebrate together after scoring a goal.

Turns and Fakes: Reward turns and fakes with a goal to that player’s team.

Goalkeeping: Use big goals with more than one goalie. Make sure that everyone, who wants to go in goal, gets a chance.

Wrap-Up & Notes

The end of each session is very important. Try to avoid letting players drift away and instead gather them all in to you. A good way to conclude is to ask them what they have done. For example: ‘What was today’s theme?’ and ‘What games have we played?’ The aforementioned ‘Bart Simpson syndrome’ is avoided here as the players are thinking about soccer as they meet their waiting parents.
