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Frequently Listed Reasons for participation in soccer, for Boys and Girls       USYSA

	Boys
	Girls

	To have fun
	To stay in shape

	For the excitement of competition
	To have fun

	To improve my skills
	For the excitement of competition

	To get exercise
	To get exercise

	For the challenge of competition
	To do something I'm good at

	To stay in shape
	To get to a higher level of competition

	To do something I'm good at
	To play as part of a team

	To play as part of a team
	To improve my skills

	To win
	For team spirit

	To learn new skills
	To meet new friends

	Reasons for dropping out of soccer (School and Club)         Boys
	Girls

	I was no longer interested
	It was no longer interested

	It was no longer fun
	It was no longer fun

	I was tired of playing and practicing
	I wanted to participate in other non-school activities

	This sport conflicts with other sports I want to play
	This sport conflicts with other sports I want to play

	Practices and games were boring
	I was tired of playing and practicing

	My coach was a poor teacher
	This sport required too much time

	I wanted to participate in other non-school activities
	Practices and games were boring

	Coach only played his/her favorites
	My coach was a poor teacher

	I did not like my coach
	There was too much pressure

	Too much emphasis was placed on winning
	I never felt like I belonged with the team

	Children's perceptions of the changes that would induce them to play soccer again, ranked in order of importance.          Boys
	Girls

	Practices were more fun
	Practices were more fun

	Coaches understood players better
	Practices and games didn't conflict with social life

	I could play more
	Practices and games didn't conflict with studies

	The coach understood the sport better
	Coaches understood players better

	The coach was a better teacher
	I could play more

	Games and practices were scheduled at different times
	The coach was a better teacher

	The coach didn't yell as much
	The coach understood the sport better

	There was less emphasis on winning
	Games and practices were scheduled at different times

	There were more leagues so other players were closer to my ability
	The sport didn't take so much time

	The sport didn't take so much time
	There was less emphasis on winning


ORGANIZATION OF SOCCER IN THE UNITED STATES

AND THE WORLD
Governing Bodies:

FIFA
World Governing Body

US Soccer
Governs the USA

USYSA
Governs Youth ‑ U19 and younger


Ohio South Youth Soccer


MOSSL


HOSA

NCAA
Governs Collegiate Soccer

NJCAA
Governs Junior College Soccer

NAIA
Governs Smaller Colleges

NFSHSA
Governs High School Soccer

High Schools……………………………………………….  …………………
OHSAA for Ohio

AYSO, SAY
Two of the many independent associations

FIFA: Governs world soccer through:

FIFA Congress ‑ Executive Committee plus delegates from 142 countries.

FIFA Executive Committee: Pres, Sr. V.P., 7 V.P.'s, 12 members, General Secretary, Senior Assistant Secretary

FIFA International Football Association Board: Establishes the rules for the world.

Standing Committees:

Continental Confederations: North and Central America and the Caribbean (CONCACAF), Asia, South America, Europe, Oceania.

         

United States of America

National Soccer Coaches Association of America

              30 W. Pershing Rd., Suite 350
Kansas City, MO 64108
1-816-471-1941 (1941 is the year of the founding of the NSCAA)
www.nscaa.com

WHY DO I WANT TO COACH SOCCER?
QUESTION: Just exactly what do I wish to accomplish?

QUESTION: What price am I willing to pay to accomplish these goals?

QUESTION: What special skills do I possess which are directly useful in teaching and

coaching?   

QUESTION: Do I have any special abilities, understandings, skills, etc., which might

give me a special edge in coaching?

QUESTION: How much self control do I possess? How much of it am I willing to

exercise?  How much must be exercised?

QUESTION: How much criticism can I absorb silently?  

QUESTION: How much am I willing to compromise with my ethical standards?  Are my

ethical standards high enough to be taught to kids?

GROUND RULES FOR COACHING
1. Each player must be spoken to by his proper name.

2. Sarcasm should not be used.

3. Respect the rules of the game and insist that the players do the same.

4. Use good English for the expression of all ideas.

5. If possible, lead the exercises. Be sure to explain the point of them.

6. Demonstrate the skill to the best of your ability or get a skillful player/s to

demonstrate.

7. Do not make assumptions ‑ learn answers through measurement.

8. Teach every facet of the game as far as time will allow.

9. Try to maintain silence throughout the game except for simple clear coaching

directions. Yelling at players serves to distract and confuse them. This is a

player's game.
        THE NECESSITY OF MORAL AND ETHICAL STANDARDS IN SPORTS
1. Are there degrees of ethics and morals in coaching?  No
2. Does competition build character? Not always, it depends on the coach's behavior.
3. Is a coach responsible for the behavior of his players? On the field, yes.
4. Can we really demand and develop high levels of ethical standards in the players? Yes.
             SIX PRINCIPLES TO REMEMBER


1. There are more important things than a soccer game or any game.

2. Most unethical acts are found out.

3. The coach sets the standard.

4. People make mistakes.

5. We are here to develop players and let the kids have fun. Don’t let parents kill it for the kids.
6. We want kids to have fun playing here.

COACHING STYLES
1. HARD NOSE - doesn’t work at all with children.

2. MR. NICE GUY

3. MR. INTENSE - can be too much for children to deal with

4. MR. EASY GOING

5. BILLY BUSINESS - remember, the kids are here for fun.

                    TRAITS OF SUCCESSFUL ATHLETES
(Little people may not have a single one of these traits, yet)
1. DESIRE AND WILLINGNESS TO ACHIEVE THEIR GOALS

 2. DRIVE ‑ VERY COMPETITIVE

 3. DETERMINATION

 4. SELF‑IMAGE AND PERSONAL FACTORS STRONGLY MOTIVATE

 5. COACHABILITY

 6. EMOTIONAL STABILITY

 7. SELF‑CONFIDENCE

 8. MENTAL TOUGHNESS ‑ MIGHT BE INSENSITIVE TO OTHERS

 9. CONSCIENTIOUSNESS ‑ THEY PRACTICE AND DEVELOP ON THEIR OWN

10. RESPONSIBLE

BEHAVIOR OF A CHAMPION
(We are not looking for champions at the youngest age groups)
 1. CHAMPIONS ARE EMOTIONALLY HEALTHY

 2. CHAMPIONS HAVE EXTROVERTED PERSONALITIES

 3. CHAMPIONS COPE WITH STRESS WELL

 4. CHAMPIONS ARE SELF-CONFIDENT

                    USE OF THE RULES BY THE COACH
1. Know the rules to protect your players from illegal activity.

2. The intent of the law should be your guide as well as the letter of the laws.

3. Realize that the rules are meant to create equal conditions under which your team may 
execute what you teach.

4. You should derive no benefit from the rules themselves. You maximize your ability to

conform to the rules and the "advantages" will come your way more often then

not.

5. Players believe the rules will create equality of game conditions for each player.

6. Some coaches expect perfection from officials ‑ especially the more their team is off its game.

7. Some players realize their safety is related to the proper enforcement of the rules.

Hilliard Ohio Soccer Association Code of Ethics 


1. Soccer is the players’ game. The paramount concern of coaches is the holistic development, welfare, enjoyment and safety of their players.

2. Coaches bear responsibility for teaching their players to strive for success while playing fairly, observing the laws of the game and the highest levels of sportsmanship.

3. Coaches shall treat officials with respect and dignity, and shall teach their players to do the same.

4. Our opponents are worthy of being treated with respect. Coaches will model such respect for opponents and expect their players to do likewise.

5. In both victory and defeat, the behavior of a coach shall model grace, dignity and composure.

6. Coaches shall adhere to the highest standards and the regulations of the institutions they represent: clubs, schools, sponsoring organizations and sports governing bodies.

7. Coaches have a responsibility to promote the interests of soccer, including treating the media with courtesy, honesty and respect.

8. Coaches shall model inclusive behavior, actively supporting cultural diversity while opposing all types of discrimination, including, but not limited to racism, and sexism, at all levels of soccer.

9. Coaches are responsible for taking an active role in education about, and prevention and treatment of drug, alcohol and tobacco abuse, both in their own lives and in the lives of their players. Probably our Rec players are too young for this to be a problem, but it's wise to be vigilant.
10. Coaches shall refrain from all manner of personal abuse and harassment of others, whether verbal, physical, emotional or sexual, and shall oppose such abuse and harassment at all levels of soccer.

11. Coaches shall respect the declared affiliations of all players, and shall adhere to all guidelines and regulations on recruiting established by the governing bodies having oversight of their teams and leagues.

12. Coaches shall seek to honor those who uphold the highest standards and principles of soccer and shall use appropriate protocol to oppose and eliminate all behavior that brings disrepute to the sport - violence, abuse, dishonesty, disrespect, vulgarity, and violations of the laws of the game and rules governing competition.

13. Coaches bear the responsibility to instruct their parents in the appropriate ways in which to support their children as athletes involved in competition. This is interpreted as offering positive comments to all of the players on their team. Discouraging parents  from coaching players from the sidelines. Discouraging the use of profanity, negative comments to the players and parents of the opposing team. Discouraging the comments to the match officials unless it is a positive statement offered without sarcasm. Having parents understand that they will be unwelcome if they bring bad behavior to the field which will affect their children and the reputation of the team and organization.

Dealing With Difficult People
(All parents want their children to be successful and happy)
How to Deal With These People Before Responding

A. Take the emotion out of the statements, do not take the situation personally.
B. Address concerns one at a time.

C. Do not add credibility to totally inappropriate statements.

D. Do not take offense....take control by neutralizing the situation.

E. Get as much detail and specifics as you can.

List of Possible Responses

A. “I made a mistake and given the opportunity, I will correct it.”

B. “It is obvious you have a concern ( and state what you think it is), however,

I’d like to have a better understanding of how it relates to my job

performance.”

C. With a pen and paper handy, “Let me make sure that I have this right.” and

write down what they say and read it back to them as you are writing.

Then show them, “Is this what you are saying?”

Counter Responses

A. “You have interrupted me.”

B. “It is obvious that this is not a good time, let’s schedule a time that we can

meet and discuss this further.”

C. “I’d like to deal with this on a more professional level.”
  COMPONENTS OF COACHING
FUN


The coach trains and prepares four components in the players:

     1. Fitness

     2. Techniques

     3. Tactical/Functional Understandings

     4. Psychological Fitness

1. Fitness:

     (A) Warm up ‑ static stretching (10 second counts) No Ballistics (Bouncing)

     (B) General Endurance This isn't always applicable to young players.
     (C) Local Muscle Endurance: Most of this is for you to know, but not to force on the kids.

          1. Basic exercise

          2. Sprints (Anaerobic)

          3. Interval training ‑ shuttle runs, track intervals, 6,18,60

          5. 1v1 in small spaces, 1v1 quick transition games.

     (D) Mental Fitness: This is an insignificant part of training very young players. They want to have  fun, and they should have fun.

     (E) Warm Down:

          1. Jogging the field intervals

2. Technical Training:
   Goes on at three levels: 

     (A) Fundamentals: pure technique training ‑ no defensive pressure - this is the first priority.

     (B) Match related: create mild pressure through passive resistance

     (C) Match conditions: turn on full match pressure

3. Tactical Training:

     (A) Individual tactics: 1v1 ‑ teach general ideas of offense and defense

     (B) Group tactics: 2v1; 2v2; 3v2; 3v3; 4v4

          1. Soccer is a series of group tactical situations in the immediate area of the ball,

tied together by changes in the point of the attack (ball switching location on the field).       

          2. Group tactics are taught in three stages generally, but not always: (a) in a

confined space where the first objective is possession (b) To one large goal and 

counterattack is a smaller goal or "target."

4. Psychological Fitness:

     
(A) Positive reinforcement is essential

     
(B) Be personally open to players and their parents

     
(C) Get personal information about the players' situations

(D) Dealing with Anger
Advise your athlete to:

1. Stay in the present

2. Stay calm and relaxed as possible

3. Stop repeating how angry you are

4. Shift the focus away from the event that caused the anger.

5. If you have the rare athlete that does perform better while angry, let him stay that way. Not likely to see in young players.
A PHILOSOPHY OF COACHING YOUTH PLAYERS 

I.   THE COACH AS A FACILITATOR
     A. The first thing to remember is that coaching youth is very different from coaching young adults or adults.

          1. There are psychological differences. Kids are very sensitive about themselves.
The 5-6 year old is just learning to have more than 2 playmates, limited attention span and limited understanding of competition. Fun is the motivation.

            
The 6‑8 year old is very self-conscious, limited attention span, need

constant motion.

              
The 8‑10 year old has better circulatory systems and muscles systems,

longer attention spans and are eager to learn.

              
The 10‑12 year old has a good balance between his physical and mental

self, eager to learn, learns easily, and is loyal, likes competition.

          2. There are physical differences. Included above. Never allow teasing about bodies.
     B. The needs of the players varies so the coach must be flexible.

     C. Must, therefore, see the coach as a facilitator.

          1. A facilitator sets up the conditions and an environment for learning.

          2. The coach "facilitates" the learning process.

          3. We are critical to player development because we lack a real playing environment; 
i.e., not enough street soccer, too many other things to do, not enough 
encouragement from the environment to become a good soccer player.

          4. You establish the overall objectives for the players.

               a) Young players must have fun.

                    1. Get feedback from the players analyze it  for understanding and fun


statements.

                    2. You must bring enthusiasm to them and for soccer.

                    3. They should never "work" at soccer, they should "play" soccer.

                    4. The coach must stress the positive ‑ always be supportive of their efforts.

               b) Players must be put into situations where they experience success.
                    1. Sessions must be organized with correct numbers, appropriate spaces,




the right size field, and the right size ball.

                    2. Modify your activity to meet needs of the player. All planed sessions don’t 


work. That's OK. Modify it to help the kids do it.
                    3. As players improve, increase the difficulty of the exercises and begin to

add resistance. Resistance equals someone else in the picture.
c) A "coach" must be seen, by the players, as helpful, happy to see them succeed, 

understanding, teaches soccer and gives positive reinforcement, firmness

is part of it as well.

               d) The player must get the maximum number of ball touches possible in a

session.

               e) Youth must see "Winning" as a lower priority thing when compared to their

fun and performances. Set goals to accomplish each game.

Levels of Training
FUNDAMENTAL CONDITIONS: 

Pure technique work with no resistance from a defender. (soft voice)
MATCH RELATED CONDITIONS: 
 
Passive resistance is offered to the player as he/she executes technique.

 MATCH CONDITIONS: 

Full resistance is offered by defenders to the execution.

THE ORGANIZATION OF A SESSION: Warm Up, Training, End Game, Warm Down

Some Training Ideas for Warm-ups:

 BRAZILIAN WARM‑UP RUN
and

STRETCHING EXERCISES
BRAZILIAN RUN:         

1. Jog

2. Jump to Head the ball ‑ left, straight, right For youngest - just jumping is fine.
3. Jog

4. Sidestep facing into field 

5. Jog

6. Sidestep facing out of field

7. Jog

8. Reach for ground ‑ left hand, jog ‑ reach for ground right hand

9. Jog

10. Right leg only ‑ jog ‑ left leg only (plyometric running) Too difficult for youngest players.
11. Double leg hop over line ‑ left, right, left, right ‑ jog. 

STRETCHING - Do Not Bounce

Pick 5 to 7 different exercises that they can do.  

Hold for counts of 10.


Not all of these are age appropriate
1. Cross right over left leg and left over right leg, slide hands down to ankles.

2. Crosses ‑ on back ‑ hold left foot to right hand, then right foot to left hand.

3. Seated ‑ Figure 4 hurdlers right & left

4. Indian sit ‑ hands behind head ‑ touch nose to the ground

5. Butterflies ‑ Seated ‑ soles of feet together ‑ press down on thighs

6. Chest ups ‑ press chest of ground while hips remain on ground

7. On back ‑ lift legs straight off ground and over head until toes touch the ground ‑ carry

ball between ankles

8. Standing ‑ take left ankle in left hand and bring ankle to buttocks, reverse.  Variation:

take left ankle in right hand

9. Neck circles ( 10 sec. each direction )

10. Stretch calves ‑ step right foot forward while keeping the left heel on the ground.

11. Standing - lift thigh and rotate outward.

12. 20 pushups on the ball.

13. With ball between the feet and raised off the ground - 10 situps.

14. On ground- side lifts- 5 each side.

15. Back jumps- both feet to butt, 5 repeats.

16. Cannon ball jump-both feet to chest.

17. Overhead-on back-lift straight legs over head and touch ground- 10 repeats.

18. Get-ups, lying on stomach, get up as fast as possible. 10 times. 

19. Figure 8's with the ball on the ground-between the feet.

20. Leg lifts-on ground, lift legs straight up 6 inches-spread, close. 

21. Hands behind head, lift legs straight up 6 inches-alternately bring to chest.

22. On back, ball between feet, legs straight out, lift ball up to create L shape and swing legs

to left and to right.

23. Connect hands - put right hand behind neck over right shoulder - and connect with left

hand which comes behind back.  Switch hands.

24. On toes - legs straight - reach for the sky.

25. Standing, legs together, knees straight - place ball with two hands behind heels - twist your

body the other way to pick up the ball with two hands - and twist the other way to put

ball down behind heels again - repeat.

26. Finger-tip push-ups.

27. Standing, with both hands firmly on the ball - roll ball forward till you are in a push-up

position - now roll it back till ball is at your toes.

28. While laying on your back - grab the ankles of your partner who is standing behind 
you -

bring your legs straight up - he will push them back down hard as you try to stop your

feet about 6" from the ground.

29. One partner on ground on all 4's - other partner jumps with both feet over him laterally and

crawls under him - repeat - and then change direction.

30. Regular sit-ups - but straighten out knees when you go back - keep legs & feet off the

ground - when you come up - bend the knees.

     C. The Body of a Session


          1. Choose a technical area of the game to work on and then plan a series of activities 

that work on that area. (Passing, Shooting, Receiving, Defense)

          2. The older the player, the more the game tells us what to train. Basically, the

game is the test of your coaching and their ability to prepare through practice. 

We systematically observe, diagnose, and prescribe corrective activities, as the

coach.

3. Typical 1.5 Hour Youth Practice Session for kids over 8 and up. Use only an hour for

younger players. Train as long as their game is long:

15 minutes -  Static Stretching with warm-up running

10 minutes- Individual Technique/Partner Work

20 minutes  -   Technical Training

15 minutes   -   Small Group Tactics (Micro soccer activities) 1v1 and 2v2

15 minutes -  Group tactics goes to 3v3, 4v4 and higher.



3v3 with 2 small goals in 20 yd. box/grid

15 minutes   -   End game - play without special rules.
* The size of a training box or grid, is normally 10yards per attacking player.

The Laws

          1. We need to maintain a positive attitude toward the laws and train our players to

know the laws, in a simplified way.

GAMES APPROACH TO TEACHING SOCCER
Games Approach to Teaching Soccer
I. The Use of Small Spaces and the Small Sided Game

     The purpose is to keep practice interesting and moving. This contributes to fitness as 
well as technique and tactical development in your players.  The more repetitions of 
the problem the player has, the faster they learn to solve the problems. You create 
the rules of the game that cause the players to use the particular techniques or 
tactics you practiced. Be sure that it is possible to succeed at the game. Don't 
hesitate to stop the game and redesign it if it is not working as you imagined. You 
must always keep several features well thought out as you design the games:

          1. Materials required

          2. Physical demands on the players

          3. Technical objective

          4. Tactical objective

          5. Social/mental objective

     A. The fields: Marking on the field already there for you ( kick-off circle, penalty area, 

along the sides of the penalty area) create natural grids for small sided games.
     B. Equipment to Have On Hand For the Session:

          1. Use cones, milk cartons with sand in them, broom handles, Frisbees etc., for 


goals.

          2. Ideally, it is best to have numbered T's or scrimmage vests.

     C. The Use of a Perimeter Training Grid As an Example - for older players
          1. Excellent for technique training:        


Xs ring an appropriately sized box and Os are in it.
2. You establish what O's are to do while playing to X's and moving from one X to 


another.  

               A. have Os pass to Xs and Xs return ball through the legs of the Os


B. Os pass to Xs, run around the X and back into box to get ball back                           

     D. The Two Sided Goal Format As an Example - a little older player
  

1. Set up a goal with cones, etc. 
             


2. Play from both sides of the goal.  

   X1
(
                      X2



O1                  O2 (Chases the ball)

(
          3. Establish rules and play .              

          4. X1 serves ball for X2 to head on goal.  

             then switch so O's play against X's.   

          5. Use more players to create game with tactical or skill requirements.            

Additional Training games are at the end of this document.

     E. Games by Categories
          1. For Fitness

          2. Tactical

          3. Technique

          4. Communication

          5. Restarts, Free kicks, corners, throw ins.

    H. How to Give Instruction

              To improve a player/tactic, you will observe, diagnose, prescribe, 




rehearse, observe.
               1. Show a diagram of the game or drill, if possible.

               2. Explain the objectives and rules of the game.

               3. Show a simple run through of the game or drill.

               4. Organize into teams/positions and start them playing.

               5. Let them play for a while and identify what is being done well and what is 



done poorly.

               6. Get player input on their progress (if realistic), then offer corrections as 



you see it.

               7. Show a rehearsal of your remedy to the problems.

               8. Make last rehearsal go "live."



  9. Use a soft voice for technical training and a strong voice if you want physical 


effort.

MEDICAL ASPECTS OF SOCCER 

THE COACH AS A MEDICAL ADVISOR
The first thing to remember is that most of us are not doctors and you should be extremely careful because of safety requirements for the player, 1st and liability potentials, 2nd.  Make a log of all actions and contacts with the injured player and the family. If there is any possibility of a head, neck, or spinal injury, do not move the player in any way!
A. Preparing For The Athletic Emergency (Much of this applies to older players)
1. Prevention: Is assisted by well developed conditioning programs that include,

 strength training, flexibility exercises, and running for endurance and speed.  

Common sense about the type of training you are doing will prevent injuries.

2. Readiness: Readiness for the training is tied to adequate conditioning, and

pre‑practice planning.

3. Step-by-step Organization: You need to be ready to handle a medical emergency 

through preplanning the steps to be followed. Have it in writing, keep it in your

bag.  At the emergency is no time to be trying to work from memory. You will 

be upset.

4. Pay attention to details. The most successful at anything do.

B. The AMA "Five Cardinal Principles" for handling an emergency.           

1. First aid at the scene to be administered by knowledgeable. You need to take all 

"necessary and reasonable precautions" to protect the athletes. That includes 


getting CPR, a first aid course, and attending sports medicine clinics, if 



possible.

2. Develop a communication system. Have all the cell numbers of parents with you.
3. Develop staff and facilities to assist with emergencies.     

4. Create a transportation system or method of getting transportation of necessary.
5. Be sure to get advanced notice to the hospital or care facility of the arrival of the 
patient.

C. First Aid and Emergency Care Training.
    1. Create administrative guidelines as to training of staff.                

a). Red Cross Certification

b). CPR

c). Sports medicine clinics          

    2. Staff availability 

       

a. Parent a School Nurse?

       

b. Parent a Doctor?

       

c. In-service education

       

d. Emergency care people on staff?

3. First aid kit is a necessity 

D. Administrative Concerns and Procedures
1. Have a parental authorization form and assumption of risk form.           

2. Consent form with intended risks.

3. Have insurance - NSCAA Membership carries $1,000,000 liability for free.
4. Get a participation physical examination.


5. Have a medical history.


6. Get permission from parents for first aid, medical treatment, and admittance to a

hospital.

      7. Put a file card in your medical kit on each player

      8. Have a follow up card on the injury - document everything you do.

               a). Get home instructions

               b). Alert for possible complications

9. Keep other players away from injured player.
     E. Emergency Plan







1. Phone calls                

a). Who will call











b). Who is to be called          

c). Have a list of phone numbers

d). Have Bio information ready: recent illnesses, medications, family physician, 



parent's information including insurance

f). Exact location, directions, and nature of the injury, if you know it

g). name of person calling, number calling from, and let them hang up first
h). Assign someone to meet the emergency crew

2. Acquaint yourself with unfamiliar facilities, if at all possible.

3. First Aid          

a). Treat major illnesses and injuries where they lie

b). Do not move back, head, or neck injuries
c). Maintain vital signs

d). Control bleeding

e). Yield right of way to medics

f). Approach all injuries very conservatively

     4. Document in writing everything that took place

     5. Make accident forms and expect to fill out more


F. Typical Injuries You Can Confront
        1. Wounds

a). Exposed - cuts

b). Unexposed ‑ bruises usually caused by trauma

c). Rest, Ice, Comprehension with ace bandage, Elevation

        2. Fractures - never let kids look at these types of injuries - it hastens shock.

               a). Open

               b). Closed

        3. Shock ‑ elevate feet and keep warm, get the blanket under victim

        4. Internal Injuries

               a). Spleen‑ under ribs, below diaphragm, pain is strong, pain down arm

               b). Kidney‑ paired organ, below ribs on backside

               c). Lungs     

        5. Concussion - dizziness, disorientation.

        6. Heat Illness‑ Take no chances when you think this is the problem .

a. Heat exhaustion -  extreme perspiring, nausea, dizziness. Hydrate and cool 



body.

b. Heat stroke - life threatening. No longer perspiring. Cool back of neck, lower 



brain, and body. Call EMS immediately

THE REFEREE and LSC REC Soccer 
Where applicable
I.   THE COACH'S ATTITUDE TOWARD OFFICIALS AS IT AFFECTS THE TEAM
The first thing to remember is that you are going to have a serious effect on the quality of the match by how you approach your relationship with the officials. We are expected: (1) not to yell at Officials. Nothing changes when we yell except that our players get distracted more. Bad calls are part of it. The Refs are about as good as the players they referee. (2) Shake hands with the referee after the game even if the person had a nightmare of a game. (3) Most of your refs are kids. We need them to develop a love for refereeing as much as for playing to have a healthy growing sport.

     A. Preparing For The Match

1. The referee is always expected to be perfect when our teams are playing less than

perfectly. 

2. Referees need to have very strong egos. They get most of their positive feedback

from other referees. They support each other because they can't bank on us to tell

them, fairly, what is good and bad about their work. We, as coaches, are often

transparent in our evaluations and worse, very inconsistent in making them.

ADVANCED TRAINING APPLICATIONS FOR OLDER PLAYERS
Rec players can exhibit some of these traits too.

What do you examine, about your team, in order to develop team tactics?

The obvious question is do I have enough good players?

What is good?

I.    Factors that are evaluated on each player

1. Thinking a step or two ahead....pre-thought out plans about what to do with the 


ball. 

2. Absorbing quality to the first touch on the ball.
3. Preparation of the ball to be sent as a byproduct of the first touch.
4. Proper choice of technique to send ball.
5. Execution of that technique.
6. Does player play within their personal limits or are they trying for a highlight film.
7. "Fast play"

A. mentally fast

B. physically fast

 II.   Developing a formation and its tactics  

1. Study player's playing patterns and tendencies

A. Chart how your best like to play without being told what they must do(do not overlook the defensive abilities of your forwards)

2. Chart their physical characteristics

A. Speed, size, endurance, jumping ability, etc.

3. Chart the number of players who fall into convenient categories that indicate the characteristics displayed by forwards, midfielders, defenders 

4. Distributing players on the field needs to observe some respect for basic reality

A. Need one more defender than they have forwards

B. Should at least match the number of midfielders of the opponent

C. What is left are forwards

5. What to do if you do not have enough of one type

6. The characteristics of your players tells you how to get more forward fast enough to create pressure on a superior number of defenders....how to get more forward than they can pull back

III.   Tactical functional and technical functional training is now developed.

1. Develop the touches necessary to execute normal patterns of play from back to front positions

2. Develop small sided games that train for decision making in various sectors of the field

3. Develop defensive skills 

4. Develop understanding of group defensive tactics

5. Develop decision making on defense

I.   ECONOMICAL TRAINING 
American kids seldom play in the street/park in pickup games any more.  Therefore, we need to learn to teach games and motivate all age groups to play more on their own or we aren't going to develop the individual creativity that we are currently lacking in many of our players. 

A. The Combining of as many components as possible into one exercise.

1. Warm up periods are a natural time to incorporate several preparatory activities 


that are relevant to the rest of the session.

2. The game training format lends itself to multiple training sequences.

II. SPECIFICITY OF TRAINING
Soccer training must replicate the game ‑ what is done in training must be like what 

happens in a game. To get fit to play soccer, training must be specific to the needs 

of soccer.
THE GOALKEEPER - FOR OLDER TEAMS
SOME SOCCER TERMINOLOGY A GK SHOULD KNOW AND USE
Mark Up - Command used to tell players to guard an opponent.

Goalside - The side of the player being marked closest to the goal.

Ballside - The side of the player being marked closest to the ball.

Contain - Command used in transition after your team has lost the ball.  Objective is to tell defender closest to ball to stay between opponent (now with the ball) and goal in order to slow attacker enough for other defenders to get goal-side of their man.

Push (left or right) - Command used to tell defender containing attacking player to jockey that player to either left or right (side of his weaker shooting foot) as he gets closer to goal.

Close (down the shooter) - Command used to tell defender to decrease amount of space between him and attacking player (with ball) to take away player's shooting angle and/or win ball.  By the time attacker reaches 18-yard line he should be totally closed down.

Away - Command used to tell defenders to clear loose ball in goal area or incoming cross that you cannot get to.  (Do not use word "clear" because it sounds too much like "keeper" to defenders when under pressure.)

Cover Goalside- Command used to tell players who have moved forward to retreat back closer to goal.

Cover - Guarding an area of the field for a teammate who has pushed up, back, or is out of position to defend a particular space or man properly.

Hold - Command used to tell teammate to stay where he is (with a particular player, in a particular spot on the field).

Flank - The channels of the playing field wide of the goal area and closest to the sidelines.

Blindside run - Attacking movement made by an opposing player down the flank opposite the side that ball is on.  Such a run usually goes unnoticed because it is behind other players.

Near-post run - Attacking movement made toward the goalpost nearest the side of the field the ball is on.

Far-post run - Attacking movement made toward the goalpost furthest from the side of the field that the ball is on.

In general, you want to play off your goal line enough to control the area directly in front of the goal that is 6-8 yards from your line.  Your starting position for cutting out the cross will be dictated partly by your ability, the accuracy of the crosses, but also by where on the field the player crossing the ball is kicking from.  Two rules of thumb apply:

1)
The further the player crossing the ball is from the endline, the further off your line you should stand.  The closer he moves to the endline, the more you must honor your goal line.

2)
The closer the player crossing the ball is to the touchline, the further back in the goalmouth you should stand.  The more inside he comes, the more you have to begin honoring your near post.

You must be observant enough to read the situation and adjust your positioning accordingly.

MID-GOAL AND FAR POST CROSSES


*
Look for any clues that might give away as to where the cross might be played.  For example, is the head of the person taking the cross telling you anything?  Has he focused on a particular spot/player/group of players in front of the goal?  If he has, then start hedging in that direction.  But don't cheat so much that you're giving away what you're doing and leave the goal exposed.

*
Mid-goal and far post crosses are generally lofted.  Avoid getting caught out in no man's land by getting out to the ball a split second late as opposed to early...but be fast.

*
Also, be forceful and aggressive in coming for the ball.  You do not want to be caught standing stationary.  From a standing position you have no momentum to get yourself high in the air.  You have no chance of winning the ball if the attacking player has a running start.

*
Catch the ball at the highest point you possibly can and strive to catch it cleanly.  Your focus should only be on the ball and not on the player challenging you.

NEAR POST CROSSES
*
Near post crosses driven low are the most difficult ball a GK has to deal with.  If the player with the ball takes it endline, it is almost a guarantee that the ball will be played near post.  In the case of these types of balls, prevention is better than the cure.  Your job is to get your players into spots to deny the cross or block it, while you cover the near post area.

**
On a narrow field, you must protect your near post more.


FREE KICKS
*
You do not need as many men in the wall from wide angles as you do from directly in front of the wall.  (See diagram below.)  From the wider angles, all you need is TWO men who will prevent the ball from being driven to the near post.

*
The outside shoulder of the last man in the wall should cover the near post.

*
You should position yourself to cover any other open area, primarily the far post side (in other words, any ball hit inside the wall).  DO NOT POSITION YOURSELF BEHIND THE WALL. At the very most, you may shade yourself off of the outside shoulder of the player in the wall closest to the far post.

CORNER KICKS
*
Position yourself 1-2 yards off the goal line to start, anticipating where the cross may be going.  Your body should be half-turned so you can see in front and to each side of you.

*
Pay attention to the clues the person taking the corner kick is giving you.  Is he using his right foot or his left foot?  What is his approach to the ball?  If he approaches straight on, it means he will kick the ball on a line; if he approaches from an angle, that means the ball will either swerve away from you or toward you (depending on which side of the field the kick is being taken from and which foot the kicker is using).  You need to be aware of these things to determine how much you can hedge toward the ball and where to go.

*
The six-yard box is yours.

*
When positioning your players for corner kicks, generally you want to keep the 6-yard box as clear of bodies as possible.  If you bring too many players in, it becomes too crowded and you won't have a clear path to the ball.  At the most, you should place ONE man on the FAR POST, ONE on the NEAR POST, and ONE man EVEN with the NEAR POST about the 6-yard line (this player should not allow anyone to front him).  All other players should mark up accordingly. Man-to-man principles apply.

*
Avoid having shorter players marking taller players.


DISTRIBUTION AND THE GKs ROLE IN THE ATTACK
When the ball is in your hands, you serve as an important link in generating the attack and are as responsible as any field player in maintaining your team's ball possession.  Ball possession allows your team to control the tempo and pace of the match.

*
Whatever you do with your distribution, it must have a purpose behind it.  Any risk you take must be an intelligent one.

*
In general, your distribution should be quick and safe.  One without the other is no good.  A decision to release the ball implies continued possession.

*
In the defending third of the field, your distribution must allow your team possession of the ball 100% of the time.  Passes or kicks into deeper territory (middle third or attacking third) will create lower percentage completions, but should still have a point to them.

*
When building out of the back, you must demand the proper width and angles of support by your teammates.  Your first look should be to the side of the field opposite the one you received the ball on.

*
When playing the ball over the top (long throw or kick), make sure there is a point behind why you are doing so.  The most opportune times to play the ball over the top are when your team is numbers up (a counter-attack) or in an even numbers situation.  Also,

1)
a long throw or kick may be effective if your goal has been under a lot of pressure and you want to give your team some room to breathe. 

2)
if the weather and field conditions are not good.  From the GKs point of view, it is not wise to try and build out of the back a lot if, for example, the field is extremely wet, particularly if puddles have formed. Of course, you want to keep the ball so you build at times, but at the same time, you don't want to put your backs under pressure.  In these conditions, you should only play the ball out to the backs if it is safe to do so. Use your best discretion.

*
Appreciate the quality of your distribution (pace and placement) to teammates and it's necessity (given the time of the game, the pressure by your opponents, and the score of the game).

*
Take pride in your ability to punt, drop-kick, take goal kicks, and throw the ball.  In most games, you will handle the ball more than any other player on the field.  Therefore, it is imperative that your distribution is good and benefits the team.


GK's ROLE IN THE DEFENSE
Whenever you step on the playing field, understand the conditions.  How wide is the field?  What kind of surface?  What is the weather like?, etc.  Understanding the conditions allows you to make decisions regarding your positioning, distribution, and directing of your team.  Also, know the laws of the game.  For example, signals for a direct kick (arm extended outward), and an indirect kick (arm extended upward), off sides, steps, possession in the box, etc.  Leave nothing to chance.

Your role can be broken down into four major elements.


1)
DIRECTING THE DEFENSE.

It is vital that early in the game, players' assignments are sorted out.  The first thing you should look for is how many forwards the other team is lining up with and how your team will respond.  Player assignments and any other problems should be worked out in the first five minutes of the game.

Alert the Stopper (if your team plays with a Stopper) to take the first player running out of the midfield.  If your team plays with a Defensive Midfielder instead of a Stopper, make sure he is playing deep enough to carry out a similar role.

In general, you should alert all midfielders to run with players.

If your team plays with a Sweeper, make sure that he positions himself to mark dangerous spaces and "pick up" any extra players.

2)
KEEPING THE BALL OUT OF THE NET through shot stopping, catching and/or punching crosses, and directing the defense.

3)
BEING RESPONSIBLE AT ALL TIMES FOR THE SPACE LEFT OPEN BEHIND YOUR DEFENSE.

4)
MAKING BIG SAVES and avoiding bad goals.

On All diagrams: dotted lines equal the player’s running path; wave lines equal the path of the dribbler; solid lines equal the path of the ball.

POINTS TO REMEMBER IN TEACHING
1. The players are just kids .  They want to learn and have fun as well.

2. You must know where all of your people are at all times.

   
3. Don’t yell at the kids.  None of us likes it when it’s done to us.

4. No swearing at any time ‑ it turns off everyone  instantly.  

5. Report any injuries or illness quickly to the parents.

6. Don’t let other players give a slow or uncoordinated player a hard time 

encourage them to help each other get the most from the team play.

7. Be careful of fooling that can lead to injury and put a player out of the

training and playing program.

8. Be careful not to ignore the players. They look up to you as a model. 

9. Help them to have fun ‑ That’s what soccer is supposed to be about.

10. Remember, the SPROUTS have very short attention spans. Change activities often.

DRIBBLING 

5 & 6 Year Olds:
1. Warm-up dribble- in square- not to touch each other or ball- ask 
for "stop", "Go", 

"Turn", HOW MANY FINGERS ARE UP.

2. Crabs and Dribblers; Crabs knock ball away from dribbler.

3. Red Light, Green Light: "It" is the coach ‑ back to dribblers ‑ dribblers are at starting line ‑ coach says Green Light, they dribble‑ Red Light they stop ‑ coach turns to see whose moving. They go back to starting line. 

4. Simon Says: coach gives commands about part of the body or foot to touch ball with. 

5. Bull dog: dribble and shield - knock out the box players are in, other people's ball without

losing touch with yours.

Dribbling
7 & 8 Year Olds:
1. In teams: Dribble through as many small gates as possible in 2 minutes. Can’t go

through the same one twice in a row.

2. Relay race: Create a small starting gate. Set 5 cones 5 yards apart. Start by tapping ball 20 times between your feet then dribble to the cone, do 20 step ups and dribble to next cone. At last cone tap ball between your feet 20 times again and race back to starting gate.

3. Teach Coerver moves: Build a slalom course for a dribbling race. Have tight turns mixed

in with long speed dribbling.

4. Teach Coerver moves: Teach the RUMMENIGGE move: Stand behind the ball

and fake a pass to the right with the outside of the right foot. Then step to the right side of the ball and take the ball in the opposite direction with the outside of your left foot.

Dribbling
9 & 10 Year Olds:
1. Ball Thief Game: (10 yard box) All but one have a ball. Thief steals someone’s ball. If you lose it you go after another. 

2. 6x6 fields, separated by 10 yards. Players score points by crossing from box to box with losing their ball to the 2 hunters in the 10 yd box.  

3. Teach Coerver dribbling moves: Teach MATTHEWS move: Lean to the left and drag 
ball to the left with the inside of your right foot. Then slide your foot behind the ball and around to the left side of it. Then push off hard to the right with the outside of the right foot. Have them do it in a square space dribbling at another person. Takeovers off dribble.











4. Teach takeover move off the dribble.
5. No forward passing game - can dribble forward but only pass to the sides and back to

supporting players.











PASSING
5 & 6 Year Olds:
Review or teach the 4 surfaces of the foot to pass with.
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1. Circle of 5 people: balls on outside- passer in the middle. Balls played in to center and passed to target. Option. one extra spot. Pass a ball to another person and run to the empty spot.

2. Box Game: person on three corners- 1 ball- run so that passer always has two passes along the line.  X1 passes to X2, X3 runs down the line to 

give X2 two options for a pass along the lines.

3. Passing game: most goals in two minutes complete passes to teammate on other side of the goal.
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4. Baseball, coach “pitches”: Field players pass ball in and shoot at goal to get an out. 
Batter goes for a home run or an out. Only allow 6 runs if there is no outs and change 
sides. Emphasis on passing to get outs. On deck batter could be used as GK.
PASSING
7 & 8 Year Olds:
1. In 3's. 2 cones 10 feet apart: in pairs - partner serves to cone while other partner runs to other cone and plays ball back to server.

2. Box Game: person on three corners- 1 ball- run so that passer always has two passes along the line.  


3. Teach Wall passes and double passes.

4. 8 yd circle- 1 cone in middle- 6v6 from outside the circle pass to hit cone to score may

 not enter the circle to touch the ball. May cut through the circle to change position. 3 min.

5. Set up a golf course - low number of passes to hit the target holes wins.


6. Baseball: coach “pitches”. Field players pass ball in and shoot at goal to get an out. Batter goes for a home run or an out. Only allow 6 runs if there is no outs and change sides. Emphasis on passing to get outs.






PASSING
9 & 10 Year Olds:
1. 3v3 small sided games with a +1 player plays for both sides. No defense against the +1

2. Keep away: goals for consecutive passes completed (5). 

3. Teach Wall passes and double passes.*

4. 3 teams: 2 keep it away from the 3rd. The team that loses the ball is now trying to intercept it.

5. No forward dribbling game: Dribble to left, right or back. Play to goals.

6. Baseball: coach “pitches”. Field players pass ball in and shoot at goal to get an out. Batter goes for a home run or an out. Only allow 6 runs if there is no outs and change sides. Emphasis on passing to get outs.

7. Dutch possession game: 1st to score cannot score till the other side gets a goal.

SHOOTING
5 & 6 Year Olds:



1. Teach getting shoe laces on ball shot at cone goals with partner on other side who shoots back.    Start with dribbling with shoe laces touching the ball first.
    

(
X

Y

(
2.  Teach shooting of rolling balls

3.  Golf game.  Set up a course. Least number of kicks wins.

SHOOTING
7 & 8 Year Olds:




1. Roll balls on angle for run on shot.

2. Shooter facing coach ‑ turn and chase serve for shot.

3. Bouncing balls  - kick when falling, not when rising off ground.
4. Shooting off a takeover (two players, one with ball dribbles toward partner. As they get 
very close, person with the ball, leaves for the person going in the other direction who 
then takes a shot at goal.                               

5. Shoot from 3 man combination of the Double Pass.  
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6. Shoot balls served from goal line at the intersection of the six yard box.



7. Teach volley or bouncing ball shooting -



Might introduce turning a chest touch to a shot. (Start with Nerf ball)
8. Teach PK shooting

9. Introduce free kick shooting past a wall.

10. 

       GK








         (
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X1 & X2 race through the slalom to get to the ball to shoot at GK. Distance from goal depends on age and ability.

SHOOTING
9 & 10 Year Old:
1. Wall (give & go) pass shooting.
2. Shooter facing coach ‑ turn and chase serve for shot.
3. Bouncing balls - shoot when falling.
4. Shooting off a takeover.



5. Shoot from 3 man combination of the double pass. See diagram above.

6. Shoot balls served from
goal line at the intersection of the six yard box.

7. Introduce one touch shooting by having the players run on to shots from coach’s service.

8. Teach volley or bouncing ball shooting - introduce turning a chest touch to a shot. 


9. Teach PK shooting.
10. Introduce free kick shooting past a wall.

11. 

       GK
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X1 & X2 race through the slalom to get to the ball to shoot at GK. Distance from goal depends on age and ability.

  GK


GK









X1(


(X2

    (


(

(
(
   (                         (
   X3


X4


X3 & X4 race to get their ball and dribble around the front cone and return to go around the cone they left. They then pass (X3 to X2 and X4 to X1) to lead them to a shot on the GKs.

X1 & X2 need to time their runs based on X3 and X4. 

CONTROLLING THE BALL 

5 & 6 Year Olds:
1. Demonstrate foot traps ‑ then have players form a circle and put 1 in the

middle. Player is served by circle and gets one point for each good trap. 

2. In 3's S1 passes to S2 who shoots through a goal. Y chases balls. One with most goals wins. 5 chances each. Receive and control to left or right with outside of shoes to set up shot. Ys do next.
S1

(
S2




Y2

(


Y1

3. Demonstrate chest traps. Try the service in a line with you serving a Nerf Ball for 


contact.

4. Demonstrate the thigh trap. 

CONTROLLING THE BALL 
7 & 8 Year Olds:


1. Working in pairs:

a. show chest control - show how to turn ball off chest to take and move on.

b. show receiving ball to feet and moving to left or right to take and move on.

2. Demonstrate front of foot trap of dropping ball.

3. Introduce use of outside of shoes to receive a ball.

4. 3v3 to small goals-team handball- ‑ all serves are controlled with feet, then shot.

5. Introduce taking and moving on with dropping ball using inside and outside of the foot.

6. In the Scotch Box; receiving with chest and outsides of the foot. X’s around box 


with the balls, O’s in the box. Service from X’s to O’s. After getting service from 

one X move on to another. Get 10 reps and switch.
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7. Use Scotch Box training to review receiving on the face of the shoe. Service from X’s. Service from the X’s again, turning the chest trap and sending it to another X.

CONTROLLING THE BALL 

9 & 10 Year Olds:
1. Working in pairs:

a. show chest control - show how to turn ball off chest to take and move on.

b. show receiving ball to feet and moving to left or right to take and move on.

2. Demonstrate front of foot trap of dropping ball.


3. Introduce use of outside of shoes to receive a ball.

4. 3v3 to small goals-team handball- ‑ all serves are controlled with feet, then shot.

5. Introduce taking and moving on with dropping ball using inside and outside of the foot.

6. In the Scotch Box; receiving with chest and outsides of the foot. X’s around box 


with the balls, O’s in the box. Service from X’s to O’s. After getting service from 


one X move on to another. Get 10 reps and switch.
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7. Use Scotch Box training to review receiving on the face of the shoe. Service from X’s. Service from the X’s again, turning the chest trap and sending it to another X.

HEADING:  Do only a little with this with the youngest players. Objective is to overcome fear, and not to force them into trying to head a ball in a match.


HEADING

7 & 8 Year olds: Objective is to overcome fear, and not to force them into trying to head a ball in a match.












1. Demonstrate technique. Then using Nerf Ball line them up and have them head it out of your hand. Do not toss it to them. Ask them to bring more Nerf Balls if they have them. Gentle toss to head back to you.
2. Using Nerf Ball have them head it into the goal driving ball toward the ground.

3. Form a line and have them jump to head Nerf ball out of your hand.

4. Demonstrate technique:

a. kneeling headers - always serve to their nose or ball will be over forehead.
b. Sit up headers - always serve to their nose or ball will be over forehead.

5. In a circle and heading to the coach from kneeling position. Coach serves from a standing 
position.

6. In a circle heading from a push up position. Coach serves from a kneeling position.

7. Heading for goals. S1 serves S2. Switch sides after 5 chances to score for S2.

S1

((










S2


Y2


Y1

(


8. Heading for clearance on defense: Have players heading your serve over top of goal.

Coach stands on the goal line and serves to players starting from the penalty spot. They run forward to head your serve over the goal. Ideal is to head it over the corner of the goal posts.

HEADING

11 Year Olds:
1. Demonstrate technique:

a. kneeling headers

b. Sit up headers

2. In a circle and heading to the coach from kneeling position.

3. Heading in triangles or to a target.

4. In a circle and heading to the coach from kneeling position. Coach serves from a standing position.

5. Heading for goals.  S1 serves S2. Switch sides after 5 chances to score for S2.

S1

((
S2


Y2


Y1

(
6. Heading for clearance on defense: Have players heading your serve over top of goal.


Coach stands on the goal line and serves to players starting from the penalty spot. They run forward to head your serve over the goal. Ideal is to head it over the corner of the goal posts.

Playing to multiple goals for older kids.








Passing through goals to your teammate equals a goal for your team.

Set up 5 goals randomly distributed on the field.

Goals are 3 yards wide.

Field is about 30X30.

They may not pass through the same goal twice in a row.

Play with even numbers....three touches?

Option:

unequal sides 6v5, then 5 have no touch restriction and 6 must have touch restriction.

Playing to multiple goals for older kids.
Put 4 goals on the end of the field and a full size goal on the other end.

Goals are 3 yards wide.

Field is about 30X30.

Score a goal every time the team with passes or dribbles through one of the four goals. The other team has to dribble into the goal. Switch ends if a team gets a two goal lead.

Option
Put 4 goals on the end of the field and a full size goal on the other end.

Small goals are 3 yards wide. Field is about 30X30.

One player is designated to use hands but is not called a goalkeeper so they will be encouraged to play in the field.

Diamond shape passing: 
Have kids pass ball around the diamond in any manner. We are trying to get them to relate

to the diamond shape rather than their passes be perfect.

(


Ideal way to get them passing in this formation is to have 

them pass on either angle if they get the ball straight and

If they receive it straight then to send it on the angle.

· 



(



(
Can use this pattern as a passing and shooting exercise:

Could do same as above and have top of the diamond get the ball back after it goes around the diamond, turn and shoot at a small goal. Then have them change places on the diamond.
DRIBBLING


Set up 5 poles in a row 1-2 yards apart. Four yards away, set up another row of poles.

Place two starting cones four yards away from each of the middle poles, one on each side.

Distribute players equally among the four cones.
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The first player from each group dribbles from the starting cone, through the slalom course and back to the starting cone, with lots of touches on the ball. Each player starts at the right side of the course; players should pay attention to the other players so they don’t hit each other in the course. This is a race to win.

Variation:
Set up 5 poles in a row 1-2 yards apart. Four yards away, set up another row of poles.

Place two starting cones four yards away from each of the middle poles, one on each side.

Distribute players equally among the four cones.
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Now the first player from each group dribbles through the course on the other side of the field . This means that players cross paths outside the course as well as inside it, so they need to be alert.

SHOOTING:
Set up two goals with goalkeepers 30 yards apart. Mark another small goal (four yards wide) in front of the main goals. Divide the players into 2 groups. Each group stands to the right of their small goal.
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The first player in each group dribbles forward at speed toward the small goal and shoots at the goal with the goalkeeper. Which player and team can score the most goals?



Fundamental Techniques:



Theme: Passing
Concept 1- Stress the following principles:

a.  Eyes on the ball at the moment it’s played.

b.  Head and knee of kicking leg over the ball on contact.

c.  Non kicking foot slightly ahead of the ball, knee bent/toe pointed in the direction of 
the pass. Remember, ball is rolling. Stepping a little ahead of it puts the ball in 
proper place for passing touch.
d.  Ankle locked/follow through.

e.  Toe up, heel down for inside of the foot pass/toe down for outside of the foot


pass/toe straight down for instep pass.

f.  Strike ball in the mid line or above.

g.  Practice with both feet.

Concept 2 - Wall Passes & Double Passes

Concept 3 - Long Passing

Concept 4 - Possession

Theme: Shooting
Concept 1- Stress the following principles:

a.  Accuracy is the key.

b.  Knee over the ball.

c.  Ankle locked ‑ toe down.

d.  Non kicking foot next to the ball or slightly ahead of it if it is rolling.

e.  Drive through the ball and come down on the kicking foot.

f.   Land on shooting foot.
h.  Shorten follow through to drive low shots to goal.

i.   Non-kicking foots aims the shot - step directly at the target. 

j.   Hips need to be square to target as ball is struck.

k.  Ball rolling at you or a bouncing ball  - shorten back swing.

l.   Bend balls by striking just left or right of the center line of the ball.

Concept 2 - Running on to a shot and off chest shooting

Concept 3 - Bouncing and Air Ball Shooting

Concept 4 - Bending Shoots

Theme: Dribbling - Tackling
Concept 1- Stress the following principles:

a.  Lean forward and over the ball

b.  Knees bent, on balls of the feet

c.  Relax body

d.  Maintain balance











e.  Keep ball close 

f.   Ankles loose

g.  Shield ball, use inside and outside of the feet to dribble

h.  Use hard fakes, sharp change of direction and speed

I.   Always look up, don't touch the ball unnecessarily
j.   You don’t need a lot of moves...just 2 you do very well.

Tackling and Defensive Stance

a. 45 degree angle of body relative to attacker - one foot ahead of the other.

b. Hedge, jockey, delay, never go in for tackle unless sure of tackle
c. Balance maintained by short steps

d. Eye on the ball

e. Use fakes, don't reach in or lean back

f.  Put weight just behind the ball on the tackle and all of your foot on the side of the ball as you contact it. Then try to lift the ball over the attacker’s foot at contact.

Concept 2 - Coerver Moves - only need a couple of moves. Too much emphasis leads to players that can’t play a simple pass without over touching the ball.

Skill Exercises:






1. Stopovers
2. Cutbacks

3. Cruyff
4. Change in direction/shape acceleration on 45-degree angle.

5. Introduce cutback based on where defenders hips are (his hips ahead of

dribbler, cutback)

6. Mirror Dribbling: Two players face each other starting in the corners of a ten

yard box. They dribble at each other/make the same dribbling move/both turn to their right or left/and go to the opposite corners or return to starting point. 

Concept 3 - Possession - Dutch Game: first team to score can't score again until the other 

team gets a goal.

Concept 4 - Speed - Lying on stomach, get up and race 20 yards and back.




   Lying on back, get up and race 20 yards and back.





   Seated facing away, get up and race 20 yards and back.

Theme: Controlling
Concept 1- Stress the following principles:

a. Go to the ball early.

b. Position the body in direct line of flight with the ball.

c. Before the ball arrives, check where your opponents are.

d. At the moment the ball arrives break contact with the ground and give with the

impact/relax part of the body to touch ball.

e. Keep the ball close and guide it in the direction you wish to move.

Concept 2 - Receiving on the Chest and Thighs

Concept 3 - Outside and Insides of the Feet

Concept 4 - Receiving Long Passes

Theme: Heading   











Concept 1 - Stress the following principles:

a. Eyes open.
b. Chin in/mouth closed/bull the neck.
c. Attack the ball/don't let it hit you.
d. Contact just above the eyebrows on the forehead.
e. Arms out to help balance and to help with "pulling" toward ball.
f.  Power comes from the back and stomach/arch and flex into ball.
g. Rock from back to front foot.
Concept 2 - Defensive Heading










a. Drive ball up and away. High, wide and far is great.

b. Drive ball to wide mid fielder if possible.

c. Never let ball hit the ground.

d. Challenge for every ball in the air.

e. Establish position early.

Concept 3 - Offensive Heading










a. Drive ball down toward goal line and under GK.

b. Do not try to slip it to far post. 99% miss just wide.

c. Drive ball back to far post.

d. Strike in upper half of the ball.

Concept 4 - Heading Crosses

a. To score - head down toward goal line




b. To defend - head ball up in air

c. Attack the ball - don’t let it hit you

Coaching Corner: The Craft of Coaching





Part I    

by Jeff Tipping, Director of Coaching, National Soccer Coaches Association of America


ADVANCE \d4
Bill Beswick, renowned sports psychologist formerly of Manchester United and now Middlesborough F.C. has a saying that should inspire us all. 'A good coach is able to take a player where they have never been before and will not get to on their own.' 

ADVANCE \d4This in many ways gives meaning to what it is to coach and encapsulates the primary purpose of the coaching profession. 

ADVANCE \d4Coaching is not merely an extension of playing. In this article I would like to explore coaching as a craft, a professional endeavor that requires pride of performance, acquisition of highly valued skills, and has an objective that is both enormously satisfying and develops an insatiable appetite for more. 

ADVANCE \d4What Soccer Players Want 

ADVANCE \d4At an NSCAA Academy a few years ago I met a disgruntled graduate from a highly successful Division I college program who said to me, 'I didn't learn one thing in four years, I haven't improved since I left High School.' I was astonished to discover how disenchanted this player had been with his college experience. I had seen him play in several Final Fours, one of which they won. Upon reflection of my own college and professional playing career it did occur to me that serious players want more than to win trophies, they want to prepare for the next level, they want to get better. 

ADVANCE \d4Many would argue that the ultimate acid test of a player is 'what impact did you have on the game?' Surely the ultimate acid test of a coach is 'what impact did you have on your players?' 

ADVANCE \d4The Playing Environment: Modeling and Culture 

ADVANCE \d4It would be disingenuous to assert that a player’s sole means of improvement is through good coaching. Coaches take too much credit for producing good players and too much criticism for producing poor ones. 

ADVANCE \d4Playing with and against better players is, ultimately, what improves a player. Players also improve from modeling, i.e. watching and imitating good players. Improvements are accelerated for players immersed in a soccer culture where good play is appreciated and the game is revered. 

ADVANCE \d4Player improvement also does occur, undeniably, from participating in focused, dynamic and well-structured practice sessions. The objective of the NSCAA Academy is to explore the coach’s role in the development of players and to explore coaching and teaching as a craft, a highly prized skill. 

ADVANCE \d4Managing and Coaching 

ADVANCE \d4It is important to highlight the difference between managing and coaching if only to distinguish the difference between winning trophies and improving players. Many successful programs emerge because the coach is a good recruiter, scheduler, fundraiser, negotiator and manager of people. The management of a team or club is a vital task in winning and building a winning culture. The managerial aspects of coaching are critical and are receiving greater attention in our Academies. It is possible, however, for programs to have exceptional winning records and players who do not improve. I am not entirely surprised, any more, to hear of players from winning programs who are dissatisfied with the quality of coaching they receive on the training 

ground. They have been recruited for their ability but they stagnate as players due to a lack of interest or lack of skill on behalf of the coach to help them. How much better would it have been for the player previously mentioned, to have won trophies and improved as a player? How much more rewarding would have been the player's experience if the coach had taken player development as seriously as managing the program? The very best coaches we have, obviously, do both. 

ADVANCE \d4The Coach as a "Craftsman” 

ADVANCE \d4The craft of coaching players comes down to four basic tasks. The end results are carefully designed and focused practice sessions in an environment which closely resembles the competitive pressure of a game, and in which players improve. The four basic tasks are: 

ADVANCE \d4. Observation 

ADVANCE \d4. Organization 

ADVANCE \d4. Instruction 

ADVANCE \d4. Motivation 

ADVANCE \d4
Observation-Match Analysis To discover what the player's need to practice the coach must observe them play in a game. The game tells us what the player's need. The observations the coach makes at the game will give the practice session a focus. 

ADVANCE \d4Consequently, the soccer coaching model on game day is quite different from football, basketball or lacrosse which encourages a high degree of interaction between players and coaches. Possibly baseball or ice hockey are better models for soccer wherein the coach quietly observes the game, writes notes and occasionally exhorts players to perform. 

ADVANCE \d4_
Match observation and analysis is possibly the most difficult skill for a coach to acquire. Some useful tips to develop this skill include: - Watching a lot of soccer games. - Sitting quietly with a pad and pen to note down observations. Developing the ability to look away from the ball. This is difficult as the ball is a magnet for attention. 
Compartmentalizing observation into categories: i. Individual - Evaluation of your players’’ technical, tactical, physical and psychological performance. ii. Small Group - Observation of backs, midfielders, forwards, etcTeam Does team exhibit ability to apply principles of game? 

Coaching Corner: The Craft of Coaching





Part II

by Jeff Tipping, Director of Coaching, National Soccer Coaches Association of America


Organization and Developing Practices
ADVANCE \d4Soccer players learn to play better soccer by practicing soccer-like exercises. Contrived drills, excessive standing in lines, scrimmages with no focus, running laps have very little benefit to players. 

ADVANCE \d4. Facilitating Learning “The Game is the Teacher,” is a phrase that we constantly hear. This maxim in practical terms means that the soccer coach organizes conditioned soccer games to improve players. The kind of conditions the coach puts on the games will help teach the players. This process is called facilitating learning. Part of the skill of an advanced coach is to design exercises that specifically address problem areas. The conditions the coach puts on games. Academies but basically fall into the following categories: 

ADVANCE \d4- Numbers of players (e.g. 4v2, 8v8, 6v6 + 1, etc.) - Size and shape of field (narrow and long for vertical passes, short and wide for shooting or crossing.) - Goals or methods of scoring (shooting into a full goal, dribbling across a line, 6 passes equals a goal, etc.) 

- Numbers of touches (1 touch to encourage passing and support play, 2 touches to encourage receiving) 

- Zonal Games (Field marked off by cones with restrictions as to who can go into certain zones)

ADVANCE \d4The methods a coach uses to improve the players depend on such factors as age, ability, and ultimate purpose of a practice. 

ADVANCE \d4All coaches, however, are encouraged to follow basic guidelines of teaching: - Focus: Improvements will more likely occur when concentration is on 2 or 3 concepts. - Progressive: Sequencing of exercises follow logical progression. The coach may work with the back four versus two center forwards before putting them into 11v11 game. Having a 9 year old practice dribbling in 1v1 may precede playing in a 5v5 game. - Duration: Practices should be about the same length as a game. Very little quality learning happens in the final ½ hour of a 2 ½ practice. - Practice Plan: All coaches are encouraged to write down a practice plan regardless of age group of the players. Practice plan should delineate practice sequencing and duration of exercises.

ADVANCE \d4. Practice Sequencing- Practices consist of 4 main components: 

ADVANCE \d41. Warm-Up— 20% of time. Should be related to theme and focus of practice (e.g. passing in pairs, circle routines)

ADVANCE \d42. Teaching Exercises— 50% of time. 2 or 3 exercises that focus in on observations coach makes in a game. Coach may split team up (e.g. goalkeepers and defenders in one end, midfielders and forwards in other) 3. Final Game— 20% of time. 11v11 or even numbered game. Coach accentuates those issues the teaching exercises focused on. 

ADVANCE \d44. Warm Down— 10% of time. Players jog, stretch together; led by captain, assistant coach. Some coaches will do fitness between final game and warm down. The coach may meet with players prior to session to explain what they will be doing in practice. 

ADVANCE \d4 ADVANCE \d4Instruction-““The Teachable Moment.”” Possibly the biggest difference between skilled coaches and novice coaches is in the quality and quantity of their instruction. There are certain ““teachable moments”” which occur in a practice session when the skilled coach speaks and addresses a player or group of players. The number of instructional stoppages and the timing will be very much a matter of choice for the coach. It will also depend on the age group..14 year olds will need more instruction than pros. 

ADVANCE \d4


The “teachable" moments happen at fairly predictable times: 

ADVANCE \d4. When something is done incorrectly 

ADVANCE \d4. When something is done correctly 

ADVANCE \d4. Between exercises, during water-breaks 

ADVANCE \d4. When the players are clearly fatigued and will welcome a rest and instructional moment 

ADVANCE \d4. Ball out of play 

ADVANCE \d4Instructional points can be made to an individual, group or a team. They can be made while play continues or play can be stopped. Most importantly THEY MUST FOCUS ON THE ACTUAL TEACHING THEME! 

ADVANCE \d4Let me offer a few different instructional examples to improve players: 

ADVANCE \d4Tony DiCicco-US Women's National Team 1998 Conducting a practice session for the Women's National Team, Tony’s stoppages almost universally came at the moment a player did something right. He brought the players attention to what it looked like when done correctly, praised them and moved on. He never made any corrections to address mistakes the players made. 

ADVANCE \d4_
Bob Gansler-Kansas City Wizards 2002 Conducted a practice session that contained 3 dynamic exercises each lasting 20 minutes. Never stopped any of the sessions once. Made all of his coaching points during water breaks and between changeovers in exercises. A true proponent of “the game is the best teacher.” 

ADVANCE \d4_
Helmut Schoen-German National Team Manager, World Cup 1974 Paul Breitner relates how Schoen walked over to the 2v2 exercise Breitner and Beckenbauer were engaged in. Schoen never said a word but Breitner related how Schoen’’s presence burned a hole in the back of Breitner’’s neck. He redoubled his efforts in the exercise. Sometimes silence can be the coach’s greatest ally. 

ADVANCE \d4
Clearly there are no absolutes as to how the coach gets improvement out of players. Coaches must understand what is best for their environment and fits their personality. The two extremes to be avoided are: 

ADVANCE \d4_
Too many stoppages which prevent any flow from developing and 

ADVANCE \d4_
No instruction at all. The coach merely supervises exercises which have no meaningful focus and in which the players receive no guidance. 

ADVANCE \d4Motivation One of the great rewards of coaching is helping to energize a player and stimulate a player so that they want to improve. Players will improve only if they want to improve but the coach can offer extrinsic motivation that lights a spark in a player. The coach does this in a number of ways. 

ADVANCE \d4_
Quality Practices: Practices that are organized, focused and facilitate clear improvement. 

ADVANCE \d4_
Specific Instruction: Coaching points that specifically relate to the focus of the session. 

ADVANCE \d4_
Mixture of Positive and Negative Reinforcement: Coaches must be demanding at times. The best coaches understand how to mix praise with honest observation in such a way as to challenge the player to improve. 

ADVANCE \d4_
Appearance and Participation: The coach should have a modicum of physical fitness and dress like a coach. Players like it when a coach occasionally joins in a practice(((make yourself the +1 who cannot be tackled!). 


ADVANCE \d4_
Realistic Expectations: The prudent coach sets realistic goals and targets for the players. They keep the game within the context of how good the team is compared to who they are playing. The coach is wise to forewarn players, parents and supporters that, in soccer, nothing is ever guaranteed. 

ADVANCE \d4_
Humanity: Personal honesty and integrity is respected by players. Players will clearly respond to a coach who displays an interest in them aside from their soccer ability. Enjoy your coaching. 
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