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3 Station Finishing Gamo

1 - Drive and beat the defender with a
move bafore finshing outside the box

2 - Do a ona two with the player who just
shot and fnish outside thie Dox
(Ensure atlacker 1 checks in)

3 - Beat the defender on the ouvlside and
deliver a crosa. (Vary delivery - Lofted,

Curlad, Low driven)

Progression:

1 - Beal the defender and than have a
Tv1 with the GK.
2 - One touch combination play before
finishing. (Communication important hene -
“Man on® & *1-2%)
3 - Beat the defender on the oulside and drive
towards ha byline 1o do a ot back.
(The two attacking the Cross must mix li'nir"_ ;




L&)
)




u.-JL
v, .
x_-l._L







g S50 .40




@ LIRS FMREIEE 37 365} MM

L
F]

e

LTl :'m Progressions: (1) Thae 26 & #10 can rotate

oul, the #6 checks in. Both the #6 & #10
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- Ensure you have two rondo's either side of
our goalkeaper.

- When Ihe ball is played to the right for example,
our #3 keeps the width on the left incase we
need to switch the ball,

- Other CB's shift incase possession s kost.

- Qur CB on the ball has many options depending
on the shape of the opposition, (find our #2, #6, #10, #9
of to swiltch oul through the #1.)

- When the ball is played, the left sided #6 & #10 also
need to shift and be an option to combine so we

can have a 4v3 overload in central areas. (our twin
#6's & twin 10°s vs their #6, #8 & #10). o

- If nothing s on, play a channel ball
for our #9 to chase or play aerially in to their chest
to hold up if they're physically superior,
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3rd Man Run Exercise To Goal.
{Unopposed to opposed)

- Complete all 6 patterns and
ensure you also start from
the right to work both sides,

- Complete the 3rd man run
pattern and then go 2v1 against
the defender wha can only
defend inside the box.

- The attacking #9 & #10 rotate
with each other after each go
as well as the two defenders.

- Defenders transition to any
player not currently in for 1pt.

Progressions
- Allow 2 def rs al a time

and tell the #9 to join the attack to

create a 3v2 overload.

- Allow the players the freedom to
create their own pattern as they
play.
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Fun Combination Game.

Blues are 2v1 n the first
third and then 2v2 in the
middie third.

- Aimi i lo gal in o the final third
to finish past the opposition GK.

- Dafenders can go anywhera
once they've won possassion of
thiz ball and alternpl (o transition
o goal,

Questions for plavers:
- How can we create space lor
our teammale?

- How can we look 1o create
overloads?

- How can we combine lo
{} penelrale?

- Why is it important to play with
speed in these situations?

Prograssions.

- 1. Defendars in the middia third
can track attackers in (o the
final third,

- 2. First defender can track
runners in o the middie third.
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- 4v2 Three Teamn Rondo Competition.

- Two teams start as the altackers with
one team starting as the defenders.

- The defending team working in pairs
play a ball in to the attacking leams
and attempl to win the ball and
transition ta any of the four mini goals.

- Whichever team loses, become the
defending team in the next round.

- If both defending pairs win the ball but
miss the mini goals, they stay as
dalenders in the next round.

- Defenders can also win by making 5
passes o each other to avoid the

atltackers just standing in one goal each.

- You can also adapt the game o if
the defenders win the ball, they have
to dribble in to the other grid to win.
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Pattern Play Crossing Exarcisa

- Ensure players work both sides.

- Have 2 or 3 teams for competition

- If a team scores but the build up i
slow or breaks down, don't count

Progression;
= Add one or two defenders.

Coaching Points:
- Type of delivery - Curled, Lofted,
- Driven, Cutback
['r] - Movemant off the ball.
Lo = Timing of the run.
i 9 - Weight of pass.
. - Communication.

- Supporting angle.
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i Two Team Combination
Finizhing Garme

- First team to x goals win.
- Work through all 5 progressions.
- Ensure teams swap sides.

Caoaching Points:

- Spaad of play.
- Movement off the ball.

- Timing of the run.
(o \’/ ~ - Weigh of pass.
2 - Communication,

Eﬂ [.'-J - Type of finish
i 1 - Placement vs power,
e il - Dioguise
¢
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Introductory Combination Play Exercise,

Players mus{ perform a combination in order
o move in to anather grid. Players can only
dribble in o another grid if the option of
combining s nol currently available.

- Work through each combination individually:
{1} One-Two

{2) Overlap

{3) Set & Spin

{4) Give the players the freedom to perform
any of the three combinations, Communecation
is crucial here

Progressions:

- Add passive defenders,

- Add live defenders who can win the ball
Altackers become defenders if they lose
possession of thes ball.

Caaching Points:

- Weight of pass.

= Recenving technique.

- Disguise.

- Movament off the ball.
- Decision making.

- Speed of play.

- Communecation.

e« O 2
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Third Man Run Exercise To Goal.

- Work through all four patterns.
- Up/Back/Through (Switch)
- Up/Back/Through (Same Side)
- Swilch/Up/Back/Through {Switch)
- Switch/Up/Back/Through (Same Side)

=T,
T

- Rotate middle players frequently.

- Make it a compelition between the pairs.

Coaching Points:

- Movement off the ball,

- Timing of the run,

- Weight of pass.

- Speed of play.

e il = Verbal vs Mon-Verbal communication.

—— i
=3

- Finishing technique.
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Counter allacking

- Red team start with the ball and look to play
thraugh 1o thasr 86, 88 & 810 who mus! altempl 5
passos botween tham in {heir gnd befone scoring
n any of the threa mini goals.

= Thie risdd Do e abways bocked 1o ther grids
both in and ouf of posession,

- Blues are eked 1o ther grids out of possassion
bl can move frealy once possession has baoen
won,

- Blues look 1o ransion as guickly as they can
I poal once thary win the ball and creata
ovarioads.

Coaching Points

- Spoed of ploy

- Supporting runs.

- Ba direct.

= Maxirmem numbers forward

= Think about the threat i tha bal is lost,

Progressions
= Allow reed #6, 58 & 810 to drop back and defend
whan they lose possassion.

= Add more numbers and use (he full width of the
Tl for added realsm.

- Remowe all gr-ﬂs o maka il as garmse relabed
a8 possible
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Penaltrating in behind in a 1-3-4-3.

- Blue team look to Score past red #1
but can't dribbbe in 1o the final third,
{Must ba a pass)

- Red defenders can’l retreal back in to
their defensive third until the ball has
been passed. Offside applies.

= If the red team win the ball, they transition
to any of the three mini goals.

- Blue #4 staris the practice and can also
receive back from the blue team to
maintain possession but cant enter the
riddie third,

Key Coaching Paoinis:

= Pressure on the ball = Movement 1o,

- Mo pressure on the ball = Movementl
AWAY.

- Timing of the run.,
- Combinations 1o get in behind?
- 3rd man runs.
- Channel runs.
- Set and spins.
- Diagonals.
= Splits,
- 1-2's.
= Don't force panetration,
- Counter press is possession is losl.
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Pusitimal Double Rurdo To Gl
- Blue #4 starts with the ball and then
play is lve.

- All players are locked o their zone
apart from the blue K8 who can enter

either grid.
- Blues must play through the #6
before entering the next zone.

- If the opposition win the ball, thay

tranaition to any of the 3 mink goals.

Progressions:

- Add an extra defender who can
go in either zone for increased
difficulty.

= 82 or # can join the attack,
- #5 s on a one touch maximum,

Coaching Points

- Checking/Scanning,

= Waight of pass

= Bbovermerd oodoll e Dall,

- Open body shape to play forward.
- Speed of play,

& O o
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Playing forward in @ 1-4-3-3

[This session focuses on finding
your #8 lo break lines and play
forward when possibia)

- Both teams have 2 bounca players
an the outside acling as a #5 & #9.

= Teams |ook (o find their 89 who sets
a teammate to score in to their target

goal.

= If thér opposition eam win the ball,
they attempl to transition to their goal.

- Players are allowed to play back to
heir #6 who can'l be lackled.

Progressions:
- #9 must set a teammate on
their first touch.,

- Must be a 1 touch finish in
to the larget goal

Coaching Points:
- Possession vs Penetration
- Checking and scanning.

- Weight of pass.

- Movement on/ofl the ball.

- Speed of play,
r=a
LdJ
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Building up from central areas in a 1-4-3-3,

[This session looks at buliding up from central areas
o allow your #T & #11 to get high and wide]

- Blues start with the ball and ook to play through from
#4/#5 to #9. Once they play the ball to the #8, they must
receive 8 set and scora in either of the mini goals acting
as a #7 or #11.

- #4 & #5 can not play sguare so if they want lo switch, must
ieally use the &6,

- If reds win the ball, they look to find the #4 or #5 and then

if successfully done, they become the attacking team and
the blues become the defending tearm.

Coaching Points:
- Rotation.
- Combination play.
« Movement off the ball
- Pass appreciation. (Weighi & Direction)
- Furthes! safest pass,

Progressions:
- 80 must set on their first louch,
- #4 pr 85 can drive in with the ball to
create an overioad

e e ——————— e w oy

[oe]

| i |
L



>

d!

o

F
O
©
0:00 / 0:26

Crossing & Finighing. (Combanation play in wide areas)

- This S8G focuses on getting your #2 & #3 to either
overlap, underlap or support from behind in order to
create an overload in wide areas.

- When in possession, teams have to use one of the
neutrals which is then a trigger for the #2/83 lo overlap,
underlap or support from behind. The positioning of the
winger incicates how the ¥2'43 should support.

= Dnily one member of the opposition can go n to the wide
zone to win the ball enabling the 2v1 siluation.

- Thiz middle channel is tight for the purpose of having
o use your width to unkock a compact defence.

Progressions

= Allow two oppasition players to enler the wide rone

to see if you can exploit an overload before the defenders
become organised.

= ABow thae nautrals Lo also cross the ball to decreasa
predictability.

- Remove the zones and play nofmally to see if players
can stil gel success in a more game related situation.

- Introduce a points sysiem, for example;

=1 paint for a goal scored from supporting from behind.

- 2 points for a goal scored from an overlap.
- 3 points for a goal scored from an underlap.

- Change every 5 minules which combination gel certan
poants.




>

T

4

o)

C

Defending cutnumbered in a back four

- Fiotabe which full back plays the bal in
io the oppositon #8 or #10 and then get
round the closest mini goal belora olning
thé play.

- Reds attempl 1o score pasi blee #1 whist
Ieues look 1o scora nany of the 3 mani
goals for the ransitional momaent,

Kay Coaching Points:
- 4 & 85 detay the attack and deny
panatralan

- #2 & #3 recover as quickly as they can
to ereate numenical Supericnty

- Clasest recovering defander pressas tha ball
uniess the bal is in wide aneas in which
rotation between the 82 & o4 /83 & 85

Tdry Deour

- Trangilion with spead once possassion s
regained and squees as a wnl,

[Moment of the game: Defence 1o Attack]

0:00 f 0:23
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4v2 Directional Rondo Game

- 3 Blues, 3 Reds & 2 Naulrals,

- Whoever has the ball is the attacking team
and look to transition the ball from their defensive
neutral to attacking neutral

- The opposition must send 2 players in to the next
grid attempling 1o win the ball back. If they win the
ball back, Ihey mus! play back to their defensive
neutral belone looking Lo play back through 10 Ltha
attacking neutral

- If the altacking team successfully transition the ball
from defensive neutral to attacking neutral, possession
changes and now thsy must send 2 players forward in
an attempl 1o win the ball with their spare player looking
o deny penalration in their own grid.

[Progressions]

- Add a points sysiem,

- Spacific number of passes bafore you can play forwarnd
- Pass in to attacking neutral must be one touch

- Defensive neutral plays one touch max.

[Coaching Points]

- Speed of play

= Angle of support

= Movamaent on & off the baill.

- Furthest, safes! pass.

- Communication (Tma/Turm/Set/Man on)

rA
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Building up centrally n a 1-4-3-3

- Bluo players (Altackers) are restricted 10 ther zones ot all imes.

- Red players (Defenders) are restricted (o their zones out of
possession but may move anywhere whils! in possession

- Blue team look to buld up and scone past (he opposition #1.

- Red team look (o regain possession of the ball and transition

to goal

[Coaching Points]

- Furthes!, safest pass.

- Patience in possassion.

- Movement off tha bal,

- Patierns of play. |Up/Back/Through)
- Weight of pass

- Checking/Scanning.

- Rotation.

- Angle of support.

[Progressions]
- Allow #4/85 to drive in 1o the next gnd,

- Allow #6 1o drop in to the previous grid to create an increased
numancal superiority.

- Aliow blue players 1o go anywhere bolh in and out of possessson

[Additional Infonmaation]

- This session could akso be used 1o work on counler atlacking
You would focus on the shape of your red players 10 deny
penatration and thaen tha runs off the ball once possession has
been regainad




o ; 1 Playing Cut The Back Patiern Play To Goal

- - Work through all 5 pattemns.
(Easy to complax)

- Rotate the #6 & #10 (Yellows) frequently.

|Caaching Points]
4 - Speed of play.
) - Movement off the ball

« AnQies L0 receive
- Communication, Time? Turmnm? Man on?

[Progressions]
- Add a defender 1o baal whan going

through on goal.

- Add another player on the edge of the
area o combine with before shooting

- Create your own patierns.
The possibilities are endless

faan [Added mformation)
- The reason | love lo do pattern play
leading 1o a shol is becausa || ncreases
work athic and focus.

- This also aliows you to work on playing
out from the back with the balis getling
Play (k) back to the start point in a fun manner.
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Continuous Crossing & Finishing Game

= To start with, players must stay in their designated
grids. As a progression, allow the &4 & @5 to also
oin the attacking half 1o creale a 4v2 as seen later in
the video. This also maximises the enjoyment factor,

Key Coaching Poinls;

- Type of cross.

= Technique of the cross
= Timing of the run.

- Angle of the run.

- Type of finish

[Other Progressions]
- Alicw (hiy opposito winger 1o coma in and also attack
the cross.

- Allow defenders 1o enler wide zones and dispossess
the opposition #T or #11,

- Add #2 & #3 (o introduca overlapping/underiappang

runa.

- &7 | 811 have 10 play first time crosses ensuring the
passes out to them are weighted efficiently.

> »l o) —e@ 0:00/0:19
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Continuous Crossing & Finishing Game

- To start with, players must stay in their designated
grids. As a progression, allow the &4 & #5 to also
©in the attacking hall to creale a 4v2 as seen laler in
the video. This also maximises the enjoyment factor,

o £
W

[Othar Progressions]
- Allow Ihir 0pposRo winger 1o coma in and also attack
J 9 10 the cross

- Allow defenders 10 enler wide zones and dispossess
the opposition #7 or #11,

- Add 82 & #3 to introduce overiapping/undariappng
runs.

- &7 [ 211 have 10 play first time crosses ensuring the
passes oul to them are weighted efficiently.

11
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Counter Attacking

- Reds look to keop possession of the bal
in thie small zona for as long as they can.
|Set a target for a challenge)

- When blues win it, they look 10 transition
to goal, The full width becomes avadable
whign in the final thind

« Allacking #0 musl slay in designaled zone.
- Defenders must stay in the atlacking third

= Attackers can play in to the &9 or il there's
space, they can drive and look for the #9
to vacala thesr space.

- If the red defenders win if, they ook to
transition o their 4 midfeld players who

lock to continue keeping possasson of
the baidl.

[Progressanms)]

- Add & goal for the reds to score in o once
they've made a certain number of passes

- Adiow the red midfisiders 1o also rack back
and defend onca the bluas win the ball
and colnler altack

- Remove the designated zone for the #9
ensuring he's now opposad against the
delending tleam.
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Jrd Man Run Exercise To Goal
[Focusing on penetrating in behind)

= Coach plays the ball in 1o either #1. If the ball & played
in o the blue #1, all reds have lo enler the opposite grid

- Blues look to transition in 1o the neoxd grid via a drd man run
combination playing off the #9

- Players can be in the middla zone whilst axecuting the
Jrd man run but can’t be in the opposite grid or this is

- Defending team ook 1o win the ball and transition to goal.
- Neutral #9 is locked lo the middie zone

[Progressions)
- #6 stays in thesr own grid if the atlacking leam are having
trouble combining to gel in behind,

- Different combinations working off the #9;
> 1-2
> Sl & Spin
> Split Pass

|Additional Information]

- This sasson can be aasily adapled for any sysiem of peay.
- This session could also be used for préssing high

= If you have RO GoalBDPES, another varalion & 1o uso
mini goals or have players pass in (o a targel player,
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|Creating chances from wide areas using
attacking full-backs)

« Work through all 4 pattems;

- Add as many defenders as neaded lo
ensure the exercise chalenges the
players.

= Ensure you work the left side,

Coaching Points;
- Movement off the ball.

- Communication of the combnation
- Spoad of play.
- Waight of pass.

- Attacking runs,
- Type of finish.
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’ @247UKSocce

Coach: Mark Savvides

Attacking Overloads (MARK SAVVIDES)

ANY Mesocycle: | Microcycle:

Duration: 15 mine INteNsity: adiim Intervals; ~ Work:Rest: a1
s & b

rganisation/Explanation: Coaching Points

= 42 positional rondo. (Defenders can tackla)

= Movemeant on and off the ball
= Communication {Tum/Time,/Man on)
= Quick ball movamant

= Blues look to play through from NG to TS for
a point. They than work the ball back to tha

HE and attempt to repeat. How many timas y J
can they transition from I8 to U9 without
lasing the ball? 3

Progression(s)
= |f defanders win it, thay look to transition to = 2 touch max for the attacking team

any of tha 4 minl goals. If thay score, both

"\H__ awan oul with the plaver who loat the ball _‘) . — -J
e -

Duration; 25 mine Intensity; Medioem Intervals; = Work;Rest: 22
"\

"\

Organisation/Explanation: Coaching Points

= Poaitive play,

* B T | ne ] |
Bwd directlonal owverload [including kaapars) - Look to score quickly.

= Tlming of tha runa. (aveld ranning In atrakght
= U6 plays to 49 who checks in and sata first

tima to althar the 48, N7 ar 11,

Itlll""ll

L = Clavar combination play, J

the red 11 and tha reds |look to scora past P'I‘lilgr'll'.‘lii.:iilil!ﬂ:'ﬁ.jl

Play ls than llve and blues look to scora past

the blua #1. = Bluas must play a split, 1-2, overlap or 3rd

man run before a goal s scored
R S i N 18 ol I=
Duration: 25 mine INtensity: ntadiom Intervals: = Work:Rest: 41

r‘.—f‘.rﬂaﬁlﬁ?!!.ﬂ.l.*.f’.!i.atpl_?.-.rla tion: B Coaching Paolints ¥
* Gy directional overload {including keapears) = Pravious coaching points.
Scannimg and checking
= W1 starts with the ball and then play is live. if = Play the way you face (back to play
the ball goes out of play, FIFA rules apply forwards)

unless it goes over the bottom and line

1 L = All of the above
where a goal kick always restarts play. L‘n_,—d

Progression(s)
= Add blus 2, blee §3, Red 310, Rad 3

www.24-7uksocceracademy.com




" @247UKSocce

Coach: Mark Savvides

2407
@ Age/Level; U13-U18

Disrupting the build up and preventing scering cppertunities in the defensive half.(MARK SAVVIDES)

LLE"L.I A Mesocycle: l Microcycle:

Duration: 15 mine INteNsity: adiim Intervals; ~ Work:Rest: a1
P 3

rganisation/Explanation:

= Heads look to score past blus 1. Blues look

"\\

Coaching Points

= Compacinags,

to win tha ball and transition to any of the 3
target players

= losgesl playver presgss

DUt ALmEsET The Gpoanant
= Whan Target players recaive tha ball, they 'L,.m_ /
play to the reds for continuous defanding —

N

" . T.|r-:_:|=_rl: ||I.'|"'4=r'. start the practice when the F"rﬂgrgﬁ.sinn[f,_:l
ball goas out of play = Differeant starts points. Play can start from
Blua &1 o work an the transitional momant,
1 1
y, -
= —— J

Duration; 25 mine Intensity; Medioem Intervals; = Work;Rest: 22
N N

Organisation/Explanation: Coaching Points

Praviaus Comching Palnla

= Roda look to scors past blus i1, Blusas look

to win the ball and transition to any of tha J4 Awaya pressures In identihed shustions

target playors
Mo pregaura on the ball = drop

Whan Target playvers recalve tha ball, they I"'.. J

play to the reds for continuous defending

Prograssion(s)
= Tarpet plaver who recalves 11 from the blus tesm
can drive in and créals & blgger ovedoad,

* Target players start the practice whan the
ball goas out of play

\"1——_—_,_ — -J
Duration: 28 mine INtBNSItY: tadiim Intervals: = :Rest: 41

Organisation/Explanation: Coaching Points _‘\
" Reds ook 1o score past blue #1, Blues = Previous Caaching Points,

ook to win tha ball and fransition to aither
of the mini goals acting as a #9 & #10.

= Lestances Deb&ean two Danks af i
~ Mo spaces betwsen midhalders to deny cpposition ¥&
FIFA rules apply when the ball goes out of 1 receiving to fest

play except over the far end line with the "\—..__ol‘“
minl goals where play will resuma from a
blus goal kdck. Progression(s)

H Add blue 19 & #10.
L .'u:-;-"rl-- L ] "\ H

Add red #d4 & NS

. Motes:
| Stage 4 = 111

www.24-7uksocceracademy.com
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Coach: Mark Savvides

24 )d

Playing out the back (MARK SAVVIDES)

Age: Li.llz-ma

L 1
B =

. Motes:
| Stage 4 = 1v11 gamae.

Mesocycle: l

Duration: 15 mine

lF‘ItEI‘"IIEi »  MAarlimn

Microcycle:

-

L) st g e e

N

Organisation/Explanation:

Groups of 4 working their way through the
field from deep to the half way line. Once
they gat to the half way line, work through

the same pattern back to their starting
positions. (There will be interferenca)

Onca the ball goas to the 2, they play back
to tha 4 and the [_:-.'|I:!rlr|1 repaats

4

Duration; 2% mine ntensity: madiom

"\\

Coaching Points

= Supporting angles to play out.
Play quickly. {1 or 2 touch)

= Communication {Time/Turn)

Suppaort play {in front & behind)

I".'\" —— A
-

Prograssion(s)
= |ntroduce different pattarn 1o |_|I.1',l ot

(d=2=5=3)

Intervals: =

WorkiRest; %2

NS -

"\

Organisation/Explanation:

Bwd Ovarlond leoking o |||.|l|I gl the back and fhng
mry al tha J ‘.I|'|1'1 players

If Tarpeal pliyars recalve the ball iy 1.l|.:l|l fa the
racls 1o ass how thie Bluss trangltlon frem atlack 1o
dafance

= Red playars starting poalitlon mast be despar than

the yallow markears toe allow the blus tesn to play
out to sucasssfully Intraduca the topla,

>

Duration: 28 mine INtBNSItY: tadiim

7

www.24-7uksocceracademy.com

Organisation/Explanation:

N

Enercise starls fom #1 and the blue team ook 1o play
iheoaigh ba Ik Larged plaar acling &= a 9. Reds can alsa
usa lhis player as & neulral

Targal player shifis across the line and wpon receiving the

trall dram the bluas, plays b the red for the irarasilional
T,

If thes bal goss oul of play, FIFA rules apply. Fowever, # the
tral goas owar tha Targal end fne wilkaul tha rget playes
raceiving il, play restans with @ blues #1.

Reds slarling position can be whesewar thay wish during
Iha gaal kick far realism

N

Coaching Polnts

Chaver movaimant to recelve the ball

Hugipart play

Back faat. (First touch whera voui wank 1o gal
Qislck BAN movEmsn

i
Comamaiieation, [Tyrn, man an, dme)

——

Play forward when possibls

-.

Progression(s)
= Rad tsam can 8larl anywhars thisy wiah
Introduce & tima llmit for the blues 1o scors,

Blusa can only score pasl the vellow conss,

Intervals; =

Work:Rest: 4
_'\

Coaching Polnts
Scannimg and checkimg,
All of the above
= WG, ¥8 & MO rotation to play through
= Pressure on the ball = movemant to, Mo

L prassure on the ball = Movement away |

Ell’ﬂﬂl‘.!:lﬁﬂlﬂ!lfl[ﬂ

= Allow the Target player to check in to tha field (o

link up play. {Looking then for rotation with the

B10)




’ @247UKSocce

. (@rd

Switching The Point Of Attack(MARK SAVVIDES)
Age: | mainr | Mesocycle: |

Coach: Mark Savvides

Intensity:

b rlin i

Durﬂtiﬂ“: 15 mina

Microcycle:

Interyals: Work:Rest: 4

(rgga nisation/Explanation: -\

= Fassing patlern play. 4 moves to &, B moves to 3,
J moves 1o oppoaite 4 whare the pallem repaats
s&ll. Twa balls & the gams tms starting with ons

ml mach and,

= Flayers must create angles (o disable sy siraight
or sgquare LGallg, Fasses musl be played on the
tliagponal

Wark thraugh differsnt pattams such aa the &
plays m aphl pass Between the Pwo poles Tor the 3
La rum on to

Duration: 25 mine |nteNsity: Madiim

r"r_{lc:n'cuzl'l.inv:,] Points 1

= Clever mavermant sway Trom the pole (defender)
= Hmcelve back ool
= Play guickly {2 touch maximum)

= Communication {Time/ Turm/Man on)

A=

Progressionis)
= Heverse the directlon so the 3 becomes a 2.
| = Add a time limit to play quicker

.

Intervals: = MEHL‘”

. N
Crganisation/Explanation:
Blué team look to awlich the el Tram targel

Player 1o thrgel player, IT fed team win it 1||rll|l | ool
ta do the sarms

Taama must uia the grsen nautral befars tha bsll
DEY I Sl ol UIII'..' oncd the nsdrsl has hipd
thelr first louah, can an opponaent anter the box
neutral must stay indlde thalr deslgnatad area,

T R 5 S R i |

Duration: 28 mine Intensity: wtadiim
o R

. -1.5.E -B.1I:I .-.*3_11 W I.E.E.d 56810

Mad 1 plays 1o blus 4 or B 1o bagin exencias, 7 and 11
must stay im heir designabed wide zona. Only one
delendar can 9o in althar wide area & one lima. Baih
the 7 & 11 mual lowsh il belforg 8 goal can be sdorad

If red 1@am win i, allampl o scoed nany of e 3 min
poals

i i i e iy nam . S .

..

N\

Coaching Points
Pravious Comchirg ] Palnin
Bupport Play
Soannlng & Cheaking

F"rﬂgr‘ﬂﬂblﬂn[ﬂ}
sulrsd plave on & one touah Himit,

"\\

1 R

Work:Rest: 4
_'\

Coaching Polnts

Pravlciis Coannhing Podrts.

Coiunkter Flow, (Aftacking one side to slide thi cpposition
poross fo ponadrato Thrcdigh tree other siido)

\\ﬁ
‘1\

Progression(s)
Play as you would. 7 & 11 do not both need

to touch it before a goal is scored.

www.24-7uksocceracademy.com
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Coach: Mark Savvides

Counter Attacking (MARK SAVVIDES)
Age: | 1Al 1R Mesocycle: I

In itV: mdadiiem

D!,!! ﬁtigﬁ: 15 mine

Microcycle:

=

’fﬂrga nization,/Explanation: 1\

= Heds look to maintain possession. Evary 10
passas =1 point. Blues look to win tha ball
back and score in any of the 4 mini goals

for a point.

= Hotate roles after a certain amount of timea,

= Araa size depends on age & ability

B T S I g e . § 8

Duration: 25 mine IntENSILY: Madiim

Coaching Points I

Transition quickly upan Mgaining possession,
= Look 10 soore aarly
= Directness

T ——
~

Progressionis)
= Changa the overload to make it harder/
aasiar

Intervals: =  Work:Rest:

Qrganisation/Explanation:

Reda ook 1o maintsin ||||'.'.r|'|".|l||| Evary 10 pansEs
& ] point, Bluss look o win the bl srd tranaition
gulckly in te the neat grlid 1o score. AN attackers

G e AN Al §00re Dut only ane red defendsr omn

ga ln and defend

= Ovuiaé players gal uisad 1o the exaralas, sllow two

red defanders o go In and defend onds

posasasion b4 loat

S gt mmE— o — = 4 1y ol

Mﬂi 25 mine !_M_I'_",IE hanrd i by
= N

Organisation/Explanation:
- 23468107911 vs1,2345,6,8,109
Reds play out from thair GK and attempl
to score in any of the 3 mini goals. Bluas

look to win the ball and counter guickly in
to the big goal.

= Once the ball goes out, restart from rad 1.

R —

"\1

Coaching Points

Praviaous Comchirg Polnls

Movemani mway Tram the ball upen regaining

(K] ERERE | On

= Buppoert the cowlar altack If bahind tha ball,

Progression(s)
= el 1 blue targel playver and 1 réd defendar in tha
naxt prid ta ransition guickly snd suppart,

Intervals: = WorkiRest:
~

Coaching Polnts

Prawloiis Coanhing Poarts.

Good detersive shape untll a trigger 1o press arnsos.

Change diraction of attack to cordinue momanium
I\ﬁ

Progression(s)

Blue team have to shoot in under a certain
amount of tima for the goal to stand.

www.24-7uksocceracademy.com
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Coach: Mark Savvides

24

Counter Pressing “Pressing the opposition Immediately after losing possession.” (MARK SAVVIDES)

| 113l R

e g

[ e e |

Mesocycle: |

Inten 2 hdsrdinim

Dgrgﬁgﬁ: 15 min=

Microcycle:

T

~N

r"-.-'llll'rggﬂ nization/Explanation:

= Blues play 3v1 In the middle. When the red
playar wins it, thay attempt to play to ona of
their outside teammates for a8 point. Blues
counter press to keep tha ball in the grid
and continua thair 3vl,

= Rotate roles after a certain amount of time,

= Araa sipe depands on age & ability

"i\

(rl:l::.':ll:hing Points

= Tramsition gquickly upan the logs of possess|on
= Movermnmen! to deny passing lanes 88 you press,
= Transition quickly upan regaining possession,

I

Progressionls)
= If the opposition play out, you lose a point,
First team to lose all b points |ose,

."-..__

Intervals: =  WorkiRest; +

Qrganisation/Explanation:

Bluss ook to kKesp possaaibon in st apscifie hslt
of tha grid

If tha red team win I they leok 1o switch play to
thee ried target player with svaryors alge |olning
that apaalfe half of the grid sxcept one Blue

= [Onaa |Jl|"..‘\.rl!|1.|l.|l| 4 loat, |||.1l|l11r:. mLial ook 1o
counter prass 1o deny the ball belng switched and
pontinua keaping possesslon of the ball, (Bl must

atay on the Noeor)

Duration: 25 mine INt@NSItY: madiim
_— ._\

Organisation/Explanation:
Waves of attack.

" B,8,10,7.911vs 234586,
Blues look to score against 1.
If defending team win it, attackers look to

counter press to deny them playing out to
the 6711 not currently active.

! r

"\\

Coaching Polnts

Pravious Comi ing Poinls

Two clofast playars press with ramadning players
locking on to cloassl paaslng [STEL{E 0

'lI = Qal bahingd the ball 58 eoon & ||||.-.'.H.‘\.".|IIII 18 loal

Progression(s)

Ther Bwdtch can now be played aerialy 1o mske
sure the countar press & done with speed o
possasaion will be kst

N\

1 B

Work:Rest: 4

-

Coaching Polnts

Prewlciis Coanhing Podrts,

I opponants have seoured good possaas|on, drop back n
to a good deterskoe shape to dony penetrabion.
Commanication as fo whan 1o preaaldrop

S

Progression(s)

1 goal for a normal goal, 3 goals for a goal

that comes from counter pressing.

www.24-7uksocceracademy.com
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Coach: Mark Savvides

e,

Playing out the back (MARK SAVVIDES)

| 113 1R

Mesocycle: |

Du!aﬁgn: 15 mine Mﬂ_ hAdardin

Microcycle:

N

’fﬂ'rqanisatlnn!Emlanatlun:

= Left group pattern {1-2-3-2-3) When P2
checks in then out, P1 plays tham the ball.
P2 than plays the ball to P3. P3 performs a
one=two with P2 and then dribbles to P1.
Follow your pass

= Right group pattern {1=2=1=3=2=3] When P2
chacks out and then in, P1 plays them the

ball and then recalves it back. F1 then plays

I = Bluss atarting position recommaended as

it to P3 who parforms a one=twao with P2
and then dribbles to P1. Follow your pass,

b, — Two balls going at the sama time. Hotate
Duration: 25 mine [ntensitys tediim
—

N\

Coaching Peoints
= Claver movemant away from the cone.

Front foot vs back foot

= Play quickly. {1 or 2 touch]
Communication {Turn)

= Support play {in front & behind)

TSGR R
~

Prograssionis)
= |ntroduce differant patterns,

l\"' — -—#
Intervals: = Work:Rest: 22

N

Organisation/Explanation:

= Bwd Overlond looking to F:l|u'|r aut the back in
to the minl goala. (¥, B2, 43, ¥4, 05, U6 va
gy, na, §10, #1)

shown, From the reds, only the §9 can start
bayond the two tall cones, Once the blus I
plays the ball, playera can mova fraaly,

* Red taam look to score In the blg goal if
they win possassion,

R

Mﬂl DR e !_M_I'_",IE b s
s N

Organisation/Explanation:
Cioach feeds the ball in 1o either #1. Opposing
team must send eithar 3 or 4 players in o the
opposition half to win the ball back
Team with possession must play 5 passes
bafore breaking owl of their half, Players must
break cut by playing a lead pass in to tha
opposition half.
i the oppositicn win the ball back in opponents
half, thay can score siraight away,

R R SLE SR

S —

-‘H

Coaching Points
Clavar movamant o recslvs the ball
SUpport play
Back faal. (Firal toach wihara You want 1o ||||:
Gulck ball movemant
Cammunlcatien (lurn, man on, tme)

L= Widih (2 & 3) and depih [B) .l

Progression(s)
= Red team can start anywhara they wish.

= |ntroduce a time limit for the blues to score

Intervals: = WorkiRest: 4

y

Coaching Polnts
Scannimg and chacking,
= All of the abowe

e

Progression(s)

= Remove pasgs limit. I they can play forsvard

fuickly, do sa.
= Players can now lead pass or dribble over tha line.

www.24-T7uksocceracademy.com




yf @247UKSocce m 7 Duration; 90mins
Coach: Mark Savvides Age/Level; U9 - U12

Attacking Overloads (MARK SAVVIDES)
| ina-ine | Mesocycle: | Microcycle:

Duration: 15 mine  Intensity: wadiom Intervals; =~ Work:Rest: a1

— _..\
r"-.-'llll-rggﬂ nization,/Explanation:

= Players must play a 1=2 with either of the 5
bounce players to get in to a naw grid.

"i\

(—C paching Points

= Quick combination play.
= Movement on and off the ball
= Communication {Tum/Time/Man on)

= QOther combinations to work on ineluda
Overlaps, underaps and set and spins (Seen b /
at the highest point of the imaga)

= Maka sure all players rotate fraquantly Progressionls)
= F‘I:1',I|_ar:j can now do any combination
= Maka the area slze appropriate for your age | = Add defendars who play to any B for a pt.

o Copmpgiel g s e 4 b and ability, '—") I-h-

Duration: 25 mine IntENSity: Madim Intervals: = Work:Rest; =2
._\ - —

"\\

Coaching Points

= Fosiive play.

‘ih_ Organisation/Explanation:

= SBtanderd 2v2 towarda goal worklng Inalde
tha araa

= Look to scara qulekly,
Timing of tha runa {avald running In stralght

linsms)
- = |f defendars win the ball, seora in any of tha

- e —— e e e
h *::-_-‘j/ 3 minl goals, \h a

=~ Players must score by completing one of tha Progression(s) -\1
combinations worked on in stage 1. = Attackers have a time limit to score so they
utilise the overload with pace

S R —— - F

Duration: 25 mine INtensity: wtadiom K Work:Rest: 41

Organisation/Explanation:
Svd Ovarload using one half of the field.

Coaching Points

= Scannimg and checking

= Play the way you face (back to play
foreards)

= All of the above

It defenders win if, look to score in either of the
wide mind goals or find the inactive #6 who will
drive in and replace the currant #&,

* Adapt fo 6v4 if success is few and far between. l’\ﬁ

Progression(s)

= More points Tor a specifc combination. Changs

the ‘magic’ cambination esery B0 seconds,

£ Ly gl e ey o . s

www.24-7uksocceracademy.com
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24

Coach: Mark Savvides

Switching Play (MARK SAVVIDES)
a: | A3 1A Mesocycle: |

Microcycle:

Duration; 90mins

Age/Level: U13 - U18

Duration: 15 mine Intensi Ml

P

'/-ﬂ-rga nisation/Explanation: 1\

= 2x Back foot squaras {15x15). Teams check

away, play and follow their pass around the
SCjUEre

§ — The squares are integrated to create
intarfaranca,

= PFlayars must play 2 touch r|:|-:_'L:|rl.ri|1-:_:| baok
foot

N

rﬂnachinﬂ Points
= Claver movemant away from the cone.

= Receive back foot.
= Play quickly. {2 touch)
= Communication {Tum)

BT AR S B S e

%= Hotale the direction to work both feat, J
neem
Ruration: 75 mine [ntensity: wadiim

TSRS
~

Prograssionis)
= Maka it & compatition iFirst taam to

|_:|1rr'||,:-|=,r|;=_r a cartain amount of laps}
-

Intervals; = Work:Rest; 2

= Make 4 passes (using the Bv3 overload)
baforea switching tha play to the opposlte
target player

* Wide neutrals and Inalde playars themn
support tha target player who just recelved
the ball and play continues

- N
Organisation/Explanaticn: Coaching Points
Clavar moveamant (o recalvs the ball
= 3vd with 2 nautrals and 2 targat players, Support play
Back faol, (Firat towch wibre ¥ou want 1o |||_|:

i (R R RS R T N

Duration: 25 mine [NtENSItY: Kadiim
E— -ﬁ

Organisation/Explanation:

Waves of attack

6,8,10.7.9,11 va 23,456,

Blues look to score against 1

H deferding team win it, they play to the
7.11.6,8 who aran't currently active and they
drive in and replace cuwrrent altackers
Attacking team can usa tha non-active
aftackers o keep possassion.

www.24-7uksocceracademy.com

Quelck ball moveamant

Cammunloatben {fwn, man an, tme)

T —

Progression(s) K

= Must switch the ball sldeways batweaen both

nautrals bafora awltching to opposita T

Intervals; = Work:Rest: 4+

~

Coaching Points
Scannimg and chacking

= Play the way you face {back to play
forwards)

= All of the abowve

R S T

Progression(s) ki

= T players ravert to playing oo canirally, bath tha 7

& 1 hava o touch the ball belors a shol.




Switching Play/Switching the point of the attack. (MARK SAVVIDES)

Age: I S | Mesocvycle: | Microcvcle: | |

Duration: 70 mine  [nt@NSity: Medim Intervals: 4 Work:Rest; 2

Organisation/Explanation: ke

= Middle player looks to receive wide
and deep to switch the ball between
each end player.

SN

Coaching Points

= Pass appreciation.

- Wide and deep.

= Communication = Turn.

I = Movemeant to receive.
= Unopposed to get the repetition of
the technigue in of switching the "\
point of attacl.

- Rotation betweean the end player and

A ,i middle player after sach pass.

M 25 ming w KAardivim w L3 mm 32

—
Organisation/Explanation: I Coaching Polnts \
*  6v3 exercise looking ko switch play batwean = Invite pressu rell'desirﬂ'}r prassure.
Wt gni orid. = Quick ball movement.

" Aftacking team must make al least one pass in = Movement olf the ball (check 1o or

tha end grid balore swilching the ball, away?)
= First touch (Where you want to go.)

Dafenders (ook to win the ball and keap
possossion for as kong as possiblo

Progrossion(s) &

- Two defenders are allowed In the end
grid.

Duration: ?Amine |ntensity; Medine  Intervals: = :Rest; 4"

Qrganisation/Explanation;

Waves of attack.

6,8.10,7911vs 234566

Blues look to score against 1.

If defending team win it, they play to
the 7,11,6,8 who aren't currenlly

Coaching Polnts
= Patience If we can't go forward.

= Move the opposition.
= Buppor from in front/behning.

aclive and they drive in and replace
current atlackers.

Attacking team can use the non-
active attackers lo keep possession.

Progression(s)
= Add In a big goal for the defending

team to attack once possession |s

Organisation/Explanation: ki
= 9v8 serimmage. T T
- 1,24,36,10,7,11,9 vs

1,2,436,107,119.

www.24-=Tuk my.com



improve your teams ability to recover the ball in the attacking half.

Age: | -+ = | Mesocvcle: |

Microcycle: |

Duration: 15 mine

Intensity: sadiim

Organisation/Explanation:

- 2 Defenders look to win the ball from
the 4 attackers once a trigger to press
arises.

- Triggers to press; Hesitation, poor
touch, head down, attacker is
Isolated.

= Hotate defenders frequently.

L oy i B g i ]

m 28 min= M Macliim

= 3teams of 3. One team start as
daetendars and whaoavear thay win the ball
from, that team then becoma defendars.

= It your team lose possassion, pross
quickly for & saconds to try and win tha
ball back immediataly,

= If possession (sn1 ragained, retreat back
into a good defensive shape and look for
the triggers appliad in stage 1.

Organisation/Explanation; l

T R

Duration; 25m Intensity: Mediim

Qraanisation/Explanation;

= Play starts from red 1 who attempt to
escape the high press and score in
any of the mini goals.

* Blues attack big goal with speed once
possession is regained.

LR e Easr L LR S

AT T T S e e L

wﬂ 2Em M kAol
=T
Organisation/Explanation:

= Bv9 game with teams playing in a
1-3-4-1 formation.

- Alternate formaltions to suit your needs.

P | - '+ 1 |

Coaching Points
= Communication.
= Anticipation.
= Patlence.

Progression{s)
- Adjust area size.

Coaching Polnts
* Quickly press upon loss of
POSSession.
= Communication,
= Hunt as a unit when pressing.

Progressionis)
= |f tha defanding team win the ball back

in 6 seconds they get 3 points.

Intervals: 5 Work:Rest: "
_—
Coaching Points
= Maka play predictable.
= Cut the line.
= Look for triggers to press.
= Compactness.

Progression(s)
= Add conditions such as ball has to stay

on the fl oor.,

Caoaching Polnts
= All of tha above.
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Coach: Mark Savvides

Motes:
| Stage 4 = 1Iv11 game. Team you ara working with must play 1-3-4-3.

Building up from the midfield third to the attacking third in a 1-3-4-3 (MARK SAVVIDES)

Age: | U13-u18

Mesocycle: l

Dl..lraﬂﬂl‘".: 15 mines |F‘|tEI‘"IIEi »  MAarlimn

Microcycle:

N

'/-'D'rga nisation/Explanation:

= DRirectional practice with two players playing K6
wihd also act as target players for the opposition
i they maat slay culsids the grd,

= N2 and &3 masl atay cutside he grid bul work up
mno oo

Flayers leok 1o transtion the ball theough 1o the
targel players with Ehis el Being played fevem the
cEnlrel aren. B2 and 03 cannal play ths Hal
r||ll||||_||| 1o the Enrgel players,

t\"-.“‘__-__ j
Duration; 7% mire [ntensity; Madim

"\\

Coaching Points
= Furthest safest pass

= Movement to receive betweaean tha lines.
= WG work together to switch play

R R R =
N

Progressionis)
= e UG can driva in
| = Middie players can go out and press ¥2/#3
h

Intervals: = Work:Rest;

N

Organisation/Explanation:

|'i|I!,' atarts from @y of 1he J Earget |||.|'||'1-I § mrd

baluss ook 1o acore paat red ¥1
If reds win I, thiey play to th 1argsl playera

Whisn the target players recalve i1, they play 1o the
Glus temm Tor the ransitional moment

l.‘'‘'-—----|l|—lln----—-——----l----u-l-n-------"“‘
Mﬂﬂm GR mine !ﬂm b rdli i

r@fﬂ?!ﬁ.'ﬁf? tion/Explanation: E
= Play staris from blee B4 and blues look 1o score
ast rad 1.

= If reds win it, they transition to any of tha 3 minl
{pinals.

i - FIFA rules apply if the ball goes out far a throw in,
cormer, goal kick et et If the ball goss over the
ling with the 3 minl goals or a goal is scored, play
restaris from either the blue 34 or red T,

e ... -}

www.24-7uksocceracademy.com

"\

Coaching Points

Pravious copsheg palnts

Wing Backe go ance wa have §eoune sassesslan
Comiination play 1o gai in Belilngd, [Third man mine,
1=, 5ol & Splna

Channed rang (1 T278) recalve in desp soanans

A g finglinigg spite o alweys recalve (v [all i

Progression(s)
= Tha targel player who recalves It can drlve in
acting a2 a ball playing ¥4

Intervals: = Work:Rest: 4

~

Coaching Polnts

Frevious coaching points,

Pressura on the ball = Mowemant to
= Mo pressure on the ball = Movement away

R R i TR

Progression(s)
Add red #8.

= Remave mini goeals, add a big goeal & add blue &1
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Coach: Mark Savvides

24 )d

Building up from the defensive third to the midfield third in a 1-3-4-3 (MARK SAVVIDES)

Age: | U13-u18

'
[ = i b
I. 1
- e——— PP
I i“ ¥
i TN W s

'
-
» i
e ——— — n__l_ ____-.-_L
R e ] By b i B 1 el R0

. Motes:
| Stage 4 = 1v11 game using tha 1-3-4-3.

Mesocycle: l

Intensity:

Dl..lraﬂﬂl‘".: 15 mines Kl o

Microcycle:

N

r/.--'llll'rgt;q.:lrl.iszlth:rn.."E:nu:nI.'J nation:

= Work on a variety of patterns with tha ball
starting from ¥ playing through until tha §#9
recaives the ball on the half way line

= Waork both sides at the same time.

= After working several patterns, giva players
the freadom to work the ball through the
fiald l.J.'-iI'll:_:l thair |rn.|-:_:|:r|i11i-:_'|r'|.

'-\:‘-.

U plays thae ball back to 81 upon r-:l-l:-:_l-i'.':-rluj
e

Duration; 2% mine ntensity: madiom

"\\

Coaching Points
= Supporting angles to play out.

= Play quickly. {1 or 2 touch)
= Communication {Time/Turn)
= Support play (in front & bahind)

R R R =
N

Prograssionis)
= Add shadow players for interfarenca

#J
WorkiRest; %2

.

Intervals: =

Organisation/Explanation: q\l

11 % & griel game. Bliss are |[acked 19 thalr grkls excapl
mE & W) canm g in any of tha thres grida and the two
Mba aan @o N elthar the segond o third grig

Hkiss look to score @ afher of the 3 monl gealas anog
tha rade ook t win the Bal mnd tramaltlan e the big

mal,
Play starts fram blus B

Hads aan go In any grid upen winning the ball b

s maisd stay locked sscept the 82 00 & both @ibs,

Mﬂﬂm GR mine !ﬂm b rdli i
- N

Organisation/Explanation:
xercise starts from #1 and the e team look 1

pday through ara ecore in any of tha thras mini

al
wiln the ball arnd trangi

leds look 14 M 1o tha hig

= T the Ball goas out at play, FIFA rules aooly
e, 0T The Dal Qoes
the threa minl goals, p

over the end line with

with a goal kick

iy FESRErLE

from the blus #1

www.24-7uksocceracademy.com

"\

Coaching Polnts

Bupport play

Back faat. (Firat louch whera v wanl 1o gal
Qislpk ¥ moveman

Camemainicabion, [Turmn, man an, '.|I1|r\-:'

Play farwand whon possible

A Patlamnoe in attack, (do not force tha ball) i

Prograssion(s)

Aog more datendom 1o nonesss ity

Wi cnn ohack W to the midclle grid ot & 300 must taka his
saoa, thaability]

Intervals; =

Work:Rest: 4
_'\

Coaching Polnts
Frevious coaching points,
Pressura on the ball = movement to,

= Mo pressure on the ball = Movement away

R R i TR

Progression(s)
= fdd red 2 & 3




' @247UKSocce

Coach: Mark Sawvides

Building up from the midfeld third to the attacking third in a 1-4-3-3 (MARK SAVVIDES)

Age: | n3-uns

. Notes:

Mesocycle: |

Microcycle:

Inten »  hdordlinen

Organisation/Explanation;
= BwE direclional praclice. Play slars from aither of

the 3 targeis acting as a 07, 19 & O7. Bues ook

Duration: 15 mine

1o scofe in the big goal with reds leoking 1o
ransilion and fnd thei targeis. Once the targels
receive the ball, they play 1o any blue player for the

IrafS ondl momen

= No piayer can enler the Tnal thind until the ball has
bean passed over the coned fine. Dnoe the ball has
bean played, both the attacking and defending
tesn can anted the Fone and play conlinues &%

FEETTIS

\ P
Duration: 75 mine Intensity: Madim

= Bwh direclional praclice. Play stars from bioe 1

mnd kook 1o play throwgh and score pastred 51

= N the fed leam win the ball, they look 1o scone past
blue T, H the ball goss oul Tor & throw in, play the
theow. IT the ball goas oul via efther and na, play

slarls agan Trom The bluse 01

Stage 4 = Tl game. Team you are working with must play 1-4-3-=3.

M
m DL mine hgnﬁ!!!: bl amrdls e

Or gan isation/ Explan ation: —\l

= TW1D direclional practice Play sials from bies I

and look 1o play throwgh and scons past red I

= N the red tesn win the ball, they ook 1o soore past

bdue I

= FiFA fules apply ncheding comans fof bath teams

TSNS

Coaching Polnts
Furthest safest pass.

= Mowment to receive betwesen the lines.

= WG & B work together to switch play.

Prograssion(s)
Remowe the coned line for added realism.

Intervals:

Coaching Points

Work:Rest: 2

= Previous coaching paints
= Fulbade: attack once we hawe scure possession

Combination play to gat n bahind (Thrd man runs,
1-2= Sat & Spins

Channal nuns f wide playes necere in deep posilions
B9 fnding sgits 1o abways receive the ba

Prograssion(s)

= Add & red 09 i 100 aasy

= HRAemove ned 08 il oo hand,

Work:Rest: 41

Intervals: =

Coaching Polnts

= Prewvious coaching points.

= Pressure on the ball = Movement to.

Mo pressure on the ball = Movement away.

'
Progression(s)
= i

iid red 810 if Yoo easy
= Femove red 09 il too hard
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Coach: Mark Sawvides

24

rd

Duration: 90mins

Age/Level; UT1-U12

Disrupting the build up in the attacking third in 9vA.(MARK SAVVIDES)

&gg_; | (NG E NG

Mesocycle: |

- R ey i ey ———— i o

| ST PR F WS EE W EE Y Lo

" Organisation/Explanation;

Microcycle:

Duration: 15 mine Inten »  hdordlinen

N

= Blue §7 plays to red #1 who then plays either
the #2 or #3 attempting to score in either
mini goal.

* Blues ook to force play inside, deny the
pass down the line, win the ball back and
transition to goal.

= Ensure blue 87T and #11 switch starting

l\__ comfortable playing on both sides. J
T — p——

points after their go is finished to become

Duration: 25 mine |ptensity: radiom
“w

Organisation/Explanation:

Red # plays to either #2 or #3 and then
play is live. Red team look to score in either
of the three tarmget goals acting as the &7, #9

and #11. Red team are not allowed to play
thea ball off the floor.

" Blues ook to transition to goal upon
receiving position.

I " Rotate playens frequenthy. |
m DL mine hgnﬁ!!l: bl amrdls e

Or ganisation/ Explan ation:

= Red i plays to either #2 or #3 and then
play is live. Red team look to scom in thair
target goal acting as the #9.

= Blues look to transition to goal upon
receiving position.

= Rotate players freguenthy.

TSNS

Coaching Polnts
= Cufve your fun and Torce play indida

— I gy e
LANT DaCInesE

= Clonas| player pressas

~ Delay & Deny

Prograssion(s)
Points system basad on how guickly you win
the ball back and score.

Intervals:

Coaching Points

= Previous Coaching Points

Work:Rest: 2

= AlvayE pressufe i adenlifed situalions

= No piessure on the ba

= O

= Man Marking (06 on 810, 510 on 0]

Prograssion(s)
= HAads are now able 1o play serial bals 1o Tmd the
targets eardy if there is a ok of pressure

Work:Rest: 41

Intervals: =

Coaching Polnts

Previous Coadhing Paoits

~ Distances batwesn lines

~ Mo spaces betwsen midhelders 1o deny penetmation

= Add red #9 to create added depth to play
out.




' @247UKSocce

Coach: Mark Sawvides

Overloads in tha final third to create goal scoring opportunities (MARK SAVVIDES)

Mesocycle: | Microcycle:

Duration: 15 mine Intensity: wadiom Intervals: = Work:Rest: a1

' Organisation/Explanation; Coaching Polnts
= Blues start with the ball and go v,

* Reds then drive in to create a 2vl.

= 2 blues then drive in to create a 3vi.

= Mext team does not drive in until the team
who previously shot makes eye contact with
them to ensure they do not go too eardy.

= If the team cumently defending win the ball,

- Speed of play.
= Invite and destroy pressure.
= Communication.

they look to play to one of their teammates Progression(s)
not cumaently active for a point. = Time limit to exploit the overload.
= Rotate starting points. = Competition {First to 10)

K‘- e — — p— —)
Duration: 25 mine |Ot@NSRY: Madiim Intervals: Work:Rest: *2

= Positive play.

" Blues start with the ball and go 1.

" Reds then drive in to create a 2v1l.

= 2 blues then drive into create a 3vi.

= 2 reds then drive in to create a dv3.

" Mext team does not drive in until the team
who previously shot makes eye contact with
them to ensure they do not go too eardy.

" If the team cumently defending win the ball,
they transition to goal.

| = Rotate startimo Doints. I

Duration: 25 mine [ntensity: wadim Intervals; = Work:Rest: a1

= Look to score quickly.

= Timing of the runs. {avoid running in straight
lines)

= Clever combination play.

Prograssion(s)
= Players can also play back to bring in an

extra player for an increased overdoad.

mrd- rrr p e — ——m - 2 T

Organisation/Explanation: A Coaching Points
= Grid game. = Previous coaching points.
= Seanning and chacking
* In possession, players are allowed to move = Play the way you face (back to play
fresly to create and exploit overdoads. forwards)
Do not be afraid to shoot.

= When out of possession, players are locked
to their zones. -

Progression(s)

= When out of postession, 2 players can move Trealy

ie make i harder for the {eam wih the overio ad

TSNS

| Notes:
| Stage 4 (585G with FAFA rules)
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Coach: Mark Sawides

Panetrating runs in behind the defence In a 1-3-4-3 (MARK SAVVIDES)

Age: | n3-une

———rm—— e R

L

S R T LR e S U

T S, e S S

Mesocycle: |

Microcycle:

Durat Inten ;

hAmrlls sre

Organisation/Explanation; A

= Front 3 work through differen! combinations to get

+ 15 milne

in bahind the defenos. Focus on 1-25, sat & sping

and third man runs

= AMls the group of 3 gatl n behind, they pass 1o the
x| group who fepedl the plocess. Players

allernnle &ides

= Spend 3 minules on eadh individual patter n and

ther opan il up Tor players 1o be crealive

vo end Zone game. Players must combine 1o get
1

o ihe and pone. Players can nol driibbles in

= 1 point avary lime 8 leam s spcoessful. Every 3

poinis 1o gel in 1o the end Bone

minwlbes, dchangs which combinalion is worth Iriple l

%———-—-—J
m D5 mine htﬂﬂﬁ!!!: LY (PP

Or ganlsation/ Explan ation: —\1

= Play starls wilh any red Largel player playing inlo

aithar blis 0B Bl 16am ook 16 combine and gl
n behind the opposition defence 1o create goal

£ OOF N DopeOriunine s

= N the red lean become oo deep, open up the Dheld

anddhear 20 yards 1o enable space i behind

Asds kool to transition 1o they I7, 10 or OT
largpel players upon regaining possession

e d

Coaching Polnts
= Speed of play
= Weight of pass
= Movwement off the ball
Disguise
= Communication {type of combination)

Progression(s)
Have 2 groups going at the same time for
added interferance,

Intervals:

Coaching Points

Work:Rest: *2

= Previous ooaching paim=
= Channel rans
S fnding spits to abways receine the ba

%)= looking ta recaive n-betwean the Enexs on tha
half tum
A b sty Flo tatean

Prograssion(s)

= Add in the 02 & 03 for addad wikdth and realizm

Intervals: =

Coaching Points
= Previous coaching points.
Pressure on the ball = Movemeant to.
Mo pressure on the ball = Movement away.

Progression(s)

= add mone numbears 1o make it as close 1o the rea

arme B DS Dee
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