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ACADEMY COACH

A=C

Interactive Session Plan ™

Coach Paul Kelshaw w Sessiondate  |01/06/2018 Team/Age Group /Kindergart

Week 1: Dribbling & The drag back Time available

G0 mins

Il players dribble around the field. On the coaches command “FREEZE™ players stop ball with
oot. Intreduce 3 speeds (Slow, Medium and Fast]. Use characters, animals to represent the 3
speeds.

Candy Store

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.
vaching Points:

Start by naming only two side of the field, then three and four.

This practice should be "upbeat”; it requires a dynamic coaching performance.

oneman

layers dribble around the fleld. The coach acts as the catcher (coneman) and attempts to place a
one on top of the player's ball. Once caught players perform a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders (coneman)

Take as many touches as possible,

Use both feet.

Use the drag back or fake to aveid the catcher,

Make it known that you are leoking for hard workers to be next coneman,

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the

ield [the golden nest). The soccer balls have turned into "GOLDEN EGGS” that the players have t
save. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dribble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Points:

Feet only. No hands.

When the balls are |n the middie they should be slightly spread out, so as te avoid collisions.

Use the drag back to retrieve balls,

all goals and no goalkeepers
“oaching Paints:
Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.
Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.
Encourage the use of the drag back and fake.




A C ACADEMY A C

Coach Paul Kelsh Session date  |01/07/2018 Team/Age Group (U ndergarten

Dribbling & The Fake Time available

G0m

A Speeds

Il players dribble around the field. On the coaches command “FREEZE” players stop ball with
joot. Introduce 3 speeds (Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.
ncourage the use of the drag back turn as used in week one.
ntroduce the "fake” dip of the shoulder to beat a defender Tv1.

Players dribble around the field, The coach acts as the catcher (coneman) and attempts to place a
ane on top of the player's ball, Once caught players perform a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders [coneman)

Take as many touches as possible,

rag back or fake to "avold capture”

Jogs
Al players line up on the goal line with their ball. Coach acts as the bull dog and stands in the

iddle of the field. When the coach calls "BULL DOGS” the player dribble to the opposite side of

he field. If their ball is kick out of bounds, they become a bull deg. Last ene dribbling is the
winner,

oaching Points:
Dribble with heads up, looking for space and defenders.

Take as many touches of the ball as possible,
Use bath feet.

First run should be a practice run,
se fake to dip shoulder and beat bulldog (defender) 11

L3

lay 3v3 with small goals and no goalkeepers, throw ins, corners.
Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
garme continue.

Encourage the use of the drag back and fake.




ACADEMY COACH

ASC A=C

Interactive Session Plan ™

Coach Paul Kelshaw Session date [m-‘m-'zola Team/Age Group [u&-'K:n-dcfgdtten

Time available

G0 min:

Week 3: Dribbling and the step over

ill players dribble around the field. On the coaches command “FREEZE" players stop ball with
ool. Intreduce 3 speeds (Slow, Medium and Fastl. Use characters, animals to represent the 3
peeds.

ncourage use of the drag back & fake to change direction

Body Brakes
he players dribble around with a ball each. The coach calls out a body part, for example knee_ All
layers should stop the ball first with the foot and then the body part. When the coach calls
AMDS" players should put hands in the air and call “NO HANDS For "NO HANDS COACH

Aove the Step over/Survivars
Belect a catcher. All the players dribble around the area with a ball. The catcher gets players out
pf the game by touching their soccer ball with his/her foot. The catcher is “The monster” he/she
an win the game by getting all the players out of the square. The players must perform
oundation moves or juggles to get back in the game.
oaching Points:
Far the first game the coach should be the catcher [monster).
In the next cateher should be the child whe is warking the hardest,
The coach should encourage the children to perform the step aver move within the game
The same game can be played, but this time the children can freeze the catcher by perfarming
& - he step over move,
[ — The coach should encourage the children to do the step over move.

he children dribble arcund the field performing moves. Two mud monsters attempt to freeze
he players by touching the player’s ball with their foot. Once the player is frozen he/she picks up
he ball and stands with their legs open, ball held on head. Players can set each other free by
passing the ball through a frozen players legs.

oaching Points:

Wse whoever tries the hardest to do X amount of juggles as the catcher,

Encourage players to use the correct technique when setting the players free Le.

Nen kicking foot by the side of the ball,

Lock ankle and follow thraugh in the direction yau want the ball 1o go,
p Watch the foot make contact with the middle of the ball,
e
Play 3w3 with small goals and no goalkeepers.
Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll anather ball on and let th
game continue.

Encourage the use of the drag back, fake and step aver.




A C ACADEMY COACH A C

Interactive Session Plan ™

Coach Paul Kelshaw Sessiondate |0 2018 Team/Age Group  |UG/Kindergarten

Week 4: Dribbling with pressure & direction 1v1 to goal Time available

G0 mins

Il players dribble around the field. On the coaches command “FREEZE” players stop ball with
pol. Intreduce 3 speeds [Slow, Medium and Fast). Use characters, animals to represent the 3
peeds.
ncourage use of Drag back, Fake & Step over
Coneman (progression)
layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
one on top of the player's ball. Once caught players perform a set number of juggles or
pundation moves to re-enter the game.
oaching Points:

Iv1 to Goal

layers stand next to each other on the touch line with a ball. Players take turns kicking the ball
orward, Once the ball is kicked forward both players compete to scare in the goal on the opposit
ouch line,

layers are divided into two teams. Each player is give a number (1, 2, 3, 4 etc) or a character
Batman, Robin, Joker etc.) Players sit in the corner of the field. The coach calls a number or
haracter's name and ralls the ball into the field. Both players now play 1v1 to score a goal.
oaching points:

Call multiple numbers racters and play 2v2, 3v3 etc.

paka

Play 3v3 with small goals and no goalkeepers, throw ins, corners.

Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back, fake & step over

ho can take on a player 1v1




ACADEMY COACH

A=C A=C

Interactive Session Plan_™

Coach Paul Kalshaw Sessiondate |01 Team/Age Group  |UG/Kindergarten

Week 5: Dnbbling and introduction to striking a ball

Time available

All players dribble around the field. On the coaches command “FREEZE” players stop ball with
oot. Introduce 3 speeds (Skow, Medium and Fast). Use characters, animals to represent the 3
Epeeds.
Btuck in the Mud

layers dribble around the field performing tricks and turns, every 3 touches. Two mud monsters
[Catchers) attempt to freeze out the players. To do this, they simply have to touch the player's ball
with their foot. Once the player is frozen hefshe picks up the ball and stands with their legs open,
ball held on head. Players can set each other free by passing the ball through a frozen players

Encourage players to use the correct technique when setting the players free i.e
For this to be an effective practice the coach has to see the children passing the ball as many
Imes as possible, If the catcher is having litthe success the coach is not seeing many of the
hildren pass the ball. He/she therefore needs to use more catchers Lo increase the chances of the
hildren being caught, which in turn will increase the number of children wha are making passes
he coach should be aware that youngsters, in general, will not help their team mates, preferring
nstead to concentrate on looking after themselves, This is a great opportunity for the coach to
provide a moment of social education, explaining ta the children that they all play on the same
eam and that they should all try to help each other. This should alse encourage them to pass
ore!

Players dribble around the field attempting to pass the ball against the coach's ankles. The coach
as 3 lives. Once hit 3 times the coach can be replaced by a player in the group.

Coaching points

Encourage them to try frequently to p he ball against the coach.

Az you play, attempt to correct technique, as above,

Freeze Teams

ivide the group into two teams. One team has a soccer ball each and the other team runs
without balls. The tearm with balls has to pass the ball against their opponent's legs to freeze
hem. Once a player is frozen they stand still with their legs wide apart. A player is unfrozen if a
eam mate crawls though his legs.

oaching Points: « Correct passing technigue

pala
lay 3v3 with small goals and ne goalkeepers, throw ins, corners,
Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll ancther ball on and let the
game continue.

Encourage the use of the drag back and fake.




A C ACADEMY COACH A C
Interactive Session Plal

Paul Kelshaw Sessiondate  |01/09/2018 Team/Age Group  |U6/Mindergarten

Week &: Dribbling and striking the ball part 2.

Coach

Time available

60
NOTES
B Speel

All players dribble around the field. On the coaches command “FREEZE” players stop ball with
foot. Introduce 3 speeds (Show, Medium and Fast). Use characters, animals to represent the 3
peeds.

irate Ship (intro to foundation moves/war m up vartation)

layers clean the ship (dribble around the field). Once the coaches command “Captain aboard”
players freeze and call “Aye Aye Captain®

Climb the Riggin = toe taps
Load the Cannons = inside-inside

layers dribble around the ares as in warm up. On the coaches command "Marbles” players
ptiempt to pass their ball against opponent’s ankle. First player to 10 hits wins.

oaching points:

Weight of pass

Distance of pass

Keep ball on the ground

= pherr =y pe—e——

Battle Ships

ivide the field into two habves with a row of cones. Form two teams and get them to stand on

posite goal lines. All balls are lined up in the middle (similar to dodge ball). Flayers run and
pass/shoot balls over the dividing line. Tearmn with least amount of soccer balls on their ship wins.
oaching points:

Teams cannot cross the dividing line.
Keep balks low and on the ground

lay 3v3 with small geals and no goalkeepers, throw ins, cormers,
Coaching Points:

Throughout the game, discourage them fram just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
ame continue.

Encourage the use of the drag back, fake & step over
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A c ACADEMY COACH A C

Interactive Session Plan

Coach Paul Kelshaw } Sessiondate |01/06/2018 Team/Age Group  |U6/Kindergarten
Week 1: Dribbling & The drag back Time available

60 min:

il players dribble around the field. On the coaches command “FREEZE” players stop ball with
ool. Introduce 3 speeds [Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.

oaching Points:

Start by naming only two side of the field, then three and four.

This practice should be "upbeat”: it requires a dynamic coaching performance.

oneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
ane on top of the player's ball, Once caught players perfarm a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders [coneman)

Take as many touches as possible,

Use both feet.

Use the drag back or fake to avoid the catcher.

Make it known that you are leoking for hard workers to be next coneman.

e Golden Eggs

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the
ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS” that the players have t
kave. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dnbble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Podnts:

Feet only. No hands.

When the balls are in the middie they should be slightly spread out, so as to avold collisions.

Use the drag back to retrieve balls.

lay 3v3 with small goals and no goalkeepers

_oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
pgame continue.

Encourage the use of the drag back and fake.
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A C ACADEMY COACH A c

Interactive Session Plan ™

Paul Kelshaw ‘ Sessiondate  |01/11/20 Team /Age Group

Week 1: Individual possession 1w

(st grade

Time available

Il players dribble around inside area. Every three touches they do a move, changing direction.
oach calls the name of a foundation move or skill the players have previously been taught. On

ommand the players do the move at speed until they are told to begin dribbling again.
Coaching Points:

Dribble at game speed with their heads up.
‘When performing moves they do them with both feet, at speed.

Use this warm up game to introduce new mowes and reinforce moves previously taught.
Look for hard workers

layers dribble around in the square, On command catchers can go in and kick player's ball from

pguare. Once your ball is out you become a catcher, Last player in square with ball is the winner,
oaching Points:

Encourage the players to beat defenders rather than simply shield the ball or stand still

R T R ST

layers stand next to each other with twa balls (goal ball and moving ball). Player with moving
ball passes to open space. When ball stops rolling players chase the ball. Players score by playing
wving ball against the goal ball. There is no out of bounds. The player who s the first one to
hree is the winner of the game.

oaching Points:

Encourage the players to play high-pressure defense always,

Encourage the players to use the moves that you have taught them to create space in for a shot.
Use this game to develop an attitude where the players always attack space

Use individual juggling as the break up activity,

lay 4v4 with small goals and no goalkeepers, throw ins, corners.
Coaching Points:

Throughout the game, discourage them fram just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back, fake & step over
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A C ACADEMY COACH A c

Interactive Session Plan_™

Coach [P.jul Kelshaw Session date ‘01.-'1#15 Team/Age Group 7115t grade

Week 3: Individual possession/Tv1 part 2 Time available

GOm

stop straight away. Failure to do so leads to players losing a life. Players also lose lives if; they
dribble out of bounds, they move to slowly or their ball hits any other player. After 5 minutes let
hem earn lives back by being in the biggest space when you say freeze, or by performing any

we that you give them at the quickest speed. After ten minutes the player with most lives is the
winner. Any player who gets down to zero lives needs nine juggles to get back in the game.
oaching Points:
Head up.
Three touches do a move then switch feet.
Encourage high intensity.

ok out

layers dribble in all directions. On the command "Enock out” players attempt to kick opponent’s
Il aut of bound while protecting their own ball, Once eliminated players must complete a set
umber of juggles to re-enter the game.
ou can alse play by selecting a catcher and he/she tries to kick balls out of bounds. Once
penents are eliminated they alse attempt to kick balls eut ef bounds. You win the game by
being the last player dribbling,
oaching points:
Mo h(ding or smnd-ng st
Stay on feet.
i » Encourage moves to keep the ball,

= g oy p————

layers are put into pairs. Players stand opposite touch lines facing their opponent. A player

kcores a goal by stopping the ball on the line between the cones. Winners move up and losers
ve down.,

ocaching points:

Don't let players stand still. Encourage high pressure attack and defense
Attack the space behind opponents.

Keep the ball close

aka

lay 4v4 with small goals and no goalkeepers, throw ins, corners.

Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
garme continue.

Encourage the use of the drag back, fake & step over




A c ACADEMY COACH A C

Interactive Session Plan_™

Coach Faul Kelshaw l Sessiondate  |01/14/2018 Team fAge Group  |U7/15t grade

Time available

Week 4: Passing & team possession

arm up

LIl players dribble around inside area. Every three touches they do a move, changing direction.
oach calls the name of a foundation move or skill the players have previously been taught. On
ommand the players do the move at speed until they are told to begin dribbling again.
Coaching Points:

Dribble at game speed with their heads up.

When performing moves they do them with both feet, at speed.

Use this warm up game to introduce new moves and reinforce moves previously taught.
Look for hard workers

ut into pairs with one ball for each pair and pass and move. Players try and cover whale area
hen the coach calls "ATTACK" the two players compete 1wl Whichever player has pos
he ball when the coach calls “freeze”, wins one point. The first player to three points is the winner

oaching Points:

Each time they receive the ball they should play a pass to themselves before passing to their
partner,

T!y and encourage them to pass into the space in front of ther partner and always be maoving.
When they are playing 1¥1, encourage them to use moves and skill as well as speed to keep the
ball away from their partner.

b e

ach player begins with ball. One player is the Catcher and starts the game as a defender outside
he area. When the coach calls, “go®, the defender starts to take balls off the players dribbling.
hen a ball is knocked out of the area player attempts to combine with other players to help
hem possess the ball. At the end of the game there will be one ball with the rest of the team
rying to possess against one defender.
How long can team keep possession?
oaching Points:
keep ball close and use skill to avoid the defender
encourage them to try and help other players keep their balls by moving into positions where
hey could receive a pass.
Tirme how long It take all the balls to be kicked out.

lay 4v4 with small goals and no goalkeepers, throw ins, corners.
Coaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying ta pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back, fake & step over
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A c ACADEMY COACH A C

Interactive Session Plan

Coach Paul Kelshaw } Sessiondate |01/06/2018 Team/Age Group  |U6/Kindergarten
Week 1: Dribbling & The drag back Time available

60 min:

il players dribble around the field. On the coaches command “FREEZE” players stop ball with
ool. Introduce 3 speeds [Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.

oaching Points:

Start by naming only two side of the field, then three and four.

This practice should be "upbeat”: it requires a dynamic coaching performance.

oneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
ane on top of the player's ball, Once caught players perfarm a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders [coneman)

Take as many touches as possible,

Use both feet.

Use the drag back or fake to avoid the catcher.

Make it known that you are leoking for hard workers to be next coneman.

e Golden Eggs

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the
ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS” that the players have t
kave. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dnbble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Podnts:

Feet only. No hands.

When the balls are in the middie they should be slightly spread out, so as to avold collisions.

Use the drag back to retrieve balls.

lay 3v3 with small goals and no goalkeepers

_oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
pgame continue.

Encourage the use of the drag back and fake.
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Coach Paul Kelshaw I Sessiondate  |01/15M18 Team/Age Group Ind grade
Week 1: 1v1 Dribbling/attacking Time available

G0mins

Based warm up

All the players have a ball and dribble inside the area. Every three touches they do a move,
hanging direction and feet. Every twenty seconds or 50 you call the name of a move that they
ave previously been taught. On command the players do the move at speed until they are told t
begin dribbling again.

oaching Points:

Insist that the players dribble at game speed with their heads up.

When performing moves they do them with both feet, at speed.

Use this warm up game to introduce new moves and reinforce moves previously taught.

v ladder

layers stand opposite a partner in thie small call situated on the touch lines. The player with the
ball passes to opponent and then becomes the defender, Players score by playing ball through
heir oppanent’s goal, There Is ne out of bounds, I you win you move up the ladder, Lose and you

Encourage the players to play high-pressure defense always.,

Encourage the players to use the moves that you have taught them to create space in for a shot
Use this game to develop an attitude where the players always attack space

Use individual juggling as the break up activity.

¥1 to goal
Divide the players into groups of 3. Two players play 1v1 and the third player is the goalkeeper.
Attacker starts the practice with possession of the ball and gets five attempts to score a goal.
Players rotate to be the defender and goalkeeper. Player with the most out of five wins.
Coaching Points:

Encourage players 1o use their moves to create enough space for a shot.

Throwgh use of appropriate questions lead attackers to prablem solving Le. if defender lacks

ace, how might he be beaten?

Try to vary the situations in which the attacker has the ball. For example back to goal under
pressure of racing away from recovering defender,

lay four o five a side with the following restrictions enforced at various times:
Mo passing.
Only pass after beating a defender.

Open game.

Coaching Points:
At appropriate moments in the game highlight effective dribbling techniques and attempts at
oves with positive reinforcement.




ACADEMNMY COACH

ASC A-C

Interactive Session Plan ™

Coach Paul Kelshaw -‘ Sessiondate  |01/06/2018 Team/Age Group  |Us/Kindergarten
Week 1: Dribbling & The drag back Time available

G0 mins

B Speeds
Il players dribble around the field. On the coaches command “FREEZE” players stop ball with
oot. Introduce 3 speeds (Skow, Medium and Fast]. Use characters, animals to represent the 3
speeds.
Candy Store
layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.
oaching Points:
Start by naming only two side of the field, then three and four.
This practice should be “upbeat”; it requires a dynamic coaching perfermance.

oneEman

layers dribble arcund the field. The coach acts as the catcher (coneman) and attemnpts to place a
one on top of the player's ball, Once caught players perform a set number of juggles o
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders (coneman)

Take as many touches as possible,

Use bath feet.

Use the drag back or fake to avoid the catcher,

Make it known that you are looking for hard workers to be next coneman.

reate two, three or four bases [nest). The coach places all the soccer balls into the middle of the

ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS” that the players have t
gave. The balls (eggs) are then taken back to the nests, On the coaches command the players run
o the middle to save the balls. The players then dribble the ball to the base. Once all ball are
aken from the middle the tearms can steal for each base,

Coaching Points:

Feet only. No hands.

When the balls are in the middie they should be slightly spread out, so as to avoid collisions.

Use the drag back to retrieve balls.

lay 3v3 with small goals and no goalkeepers

_oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back and fake.




A C ACADEMY COACH A C
Interactive Session Plan ™

Faul Kelshaw Sessiondate |0 Team/Age Group  |U8 e

‘Week 3: Combination play

Coach

Time available

r—

All the p ave a ball and dribble inside the area. Every three touches they do a move,

hanging direction and feet. Every twenty seconds or so you call the name of a move that they

ave previously been taught. On command the players do the move at speed until they are told ©
begin dribbling again.

Insist that the players dribble at game speed with their heads up.
When performing moves they do them with both feet, at speed.

Use this warm up game to introduce new mowves and reinforce moves previously taught.

Burvivers

Belect a catcher. All the players dribble around the area with a ball. The catcher gets players out

pf the game by touching their soccer ball with his/her foot, The catcher is “The monster” he/she
an win the game by getting all the players out of the square. The players must perform
oundation moves or juggles to get back in the game.

oaching Points:

Far the first game the coach should be the catcher [monster).

In the next catcher should be the child whe is warking the hardest.

The coach should encourage the children te perform the step over move within the game

The same game can be played, but this time the children can freeze the catcher by perfarming
he step over mave.

The coach should encourage the children to do the step over move.

2v1 to goa

layers are divided into groups of 3. Players take turns being the defender. The two attackers

pass and move using combinations to beat defender and score a goal.
Coaching points:

Angled of support
High pressure attack and defense

bala

Play four or five a side with the following restrictions enforced at various times:
No passing.

Only pass after beating a defender.

Open game.

Coaching Points:

At appropriate moments in the game highlight effective dribbling techniques and attempts at
ves with positive reinforcement.




ACADEMY COACH

A=C A=C

Interactive Session Plan

Coach Paul Kelshaw } Sessiondate  |01/06/2018 Team fAge Group Kindergarten
Week 1: Dribbling & The drag back Time available

G0 mins

Il players dribble around the field. On the coaches command “FREEZE” players stop ball with
oot. Introduce 3 speeds (Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.

Candy Store

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.
oaching Points:

Start by naming only two side of the field, then three and four.

This practice should be “upbeat”; it requires a dynamic coaching performance.

orneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
one on top of the player's ball. Once caught players perform a set number of juggles or
undation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders (coneman)

Take as many touches as possible,

Use baoth feet.

Use the drag back or fake ta avoid the catcher,

Make it knawn that you are leeking for hard workers to be next coneman,

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the

ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS® that the players have t
kave. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dribble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base,

Coaching Points:

Feet only. No hands.

When the balls are In the middle they should be slightly spread out, so as to aveid collisions,

Use the drag back to retrieve balls.

lay 3v3 witl all goals and no goalkeepers

“oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll anather ball on and let the
game continue.

Encourage the use of the drag back and fake.
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ACADEMY COACH

ASC A=C

Interactive Session Plan ™

Coach Paul Sessiondate |0 Team/Age Group  |U8/2nd grade
Week 6: Group possession Time available

hanging direction and feet. Every twenty seconds or so you call the name of a move that they
ave previously been taught. On command the players do the move at speed until they are told t
egin dribbling again.

Coaching Points:

Insist that the players dribble at game speed with their heads up.

‘When performing moves they do them with both feet, at speed.

Use this warm up game to introduce new moves and reinforce moves previously taught.

| arim Up
All the plla\-='rs have a ball and dribble inside the area. Every three touches they do a move, |

pnd use their ball to knock any of their teammates balls out of the square. They can only do this b

laying their own ball against their teammates. Once out of the square the only way back in is by
oing a set number of juggles,

oaching Points

Unless the players dribble with their heads up they will never know when their teammates have
ost control of their balls,

Once they see a teammate has lost control encourage them to try and knock their ball out. Try

sing the first one te knock three balls aut is the winner i you fired they are not shooting at each
pther's balls,

xpert Knock out
All players moving around in the square with a ball. When coach says "knock out” the players try

Cup Keep away

ivide team into groups of 4/5. Each team passes and moves inside a 15x15 yard grid. Each team
5 given a country (Spain, Brazil etc.) and each player is given a number 1-5. When the coach calls
B number those players defend the grid opposite (dockw roup. First team to a set number of
passes wins, If the defender wins the ball he gives it back to team and they start from 0.

_oaching Points:

Flayer on the ball should:

Draw the defender to him before passing.

Contral the ball into space every time he recelves,

Atternpt to disguise his intentions,

Mave to support player on the ball,

Focus upon technical perfection with the short pass,

Make the best tactical decision possible,
BSG to Sv5

Lay four or five a side with the following restrictions enforced at various times. Eventually play
Ews an a bigger field enforcing the restrictions below,

Mo passing.

Only pass after beating a defender.

Open game.

“oaching Points:
At appropriate moments in the game highlight effective dribbling technigues and attempts at
oves with positive reinforcement.
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A c ACADEMY COACH A C

Interactive Session Plan

Coach Paul Kelshaw } Sessiondate |01/06/2018 Team/Age Group  |U6/Kindergarten
Week 1: Dribbling & The drag back Time available

60 min:

il players dribble around the field. On the coaches command “FREEZE” players stop ball with
ool. Introduce 3 speeds [Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.

oaching Points:

Start by naming only two side of the field, then three and four.

This practice should be "upbeat”: it requires a dynamic coaching performance.

oneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
ane on top of the player's ball, Once caught players perfarm a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders [coneman)

Take as many touches as possible,

Use both feet.

Use the drag back or fake to avoid the catcher.

Make it known that you are leoking for hard workers to be next coneman.

e Golden Eggs

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the
ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS” that the players have t
kave. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dnbble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Podnts:

Feet only. No hands.

When the balls are in the middie they should be slightly spread out, so as to avold collisions.

Use the drag back to retrieve balls.

lay 3v3 with small goals and no goalkeepers

_oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
pgame continue.

Encourage the use of the drag back and fake.
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A C ACADEMY

Interactive Session Plan_™

Coach Paul Kelshaw Sessiondate |01/23/18 Team/Age Group rd grade

Week 1: Breaking Pressure: Time available

airs pass and move. Players dribble the ball, taking as many touches as needed then pass to their
partner. After they have passed the ball they have to move in to a new space in time to receive a
eturn pass, Encourage each pair to cover as much of the field as they can and to perform a move

efore they return the pass.

ass, Move and fake: Each player must fake before they receive the ball, by disguising the space
where they intend to control the ball they can neutralize a defender,

oaching Points:

Encourage lots of touches & sharp movement off the ball as scon as they release the pass.

By faking and disguising the space in which they intend to control the ball they can learn to
eutralize a defender. This will give them more space and time to play in.

ass & Follow
groups of four play with one ball and simply pass and follow. After they have played a pass to any
pther member of thelr group they follow the ball, simulating a defender putting pressure on the

layer receiving. The player receiving the ball should continue to fake as they receive and then
play a pass to the third member of the greup and continue the sequence by pressuring in the
direction of the ball. Note that initlally as each player pressures they should allow the receiving

layer to be successful, The coach should encourage the players to try the things they have been
working on (faking as they receive, controlling the ball in the direction they wish to pass the ball)
rder the pressure of the defender,

oaching Points:

Stress that the player receiving the ball fake as he receives,

Stress the use of the first touch to guide the ball away from the oncoming player and into space.

d cup E|:| away
{eep the players in the same groups of four and place them in marked areas that are 12yards by
0 yards, and then have them number themselves 1 to 4. Each team is given the name of a soccer
laying country e.g. Brazil, Spain, USA etc. To begin with each group should pass and move (in an
der) with one ball inside their area. At regular intervals the coach will call out a number. The
layers whose number Is called then lea heir area and runs to another group (this is
redetermined) and becomes a defender, Once the defender has forced the ball out of each area
he three players have to sit down. The last group in possession of the ball scores a goal for their
eam, This has the effect of allowing the groups having less success to observe the groups
ssessing the ball more effectively. Every player should have the opportunity to defend. The
oach should make every effort to ensure that the training envirenment is competitive and
layers are motivated to practice at a high intensity,

inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughout the practice such as 3 passes = a goal or every player must
ouch the ball before scoring.




Coach

Paul Kelshaw Sessiondate |0 Team/Age Group rdl grade

Time available

75mins

Week 2: Applying Pressure

ach player has a ball and dribbles around inside the penalty area. Once the players have started
working at a high intensity the coach will call out certain body parts. The players have to place the
elected body part on the ball until the coach instructs them to dribble again. As soon as the

oach commands, the players have to get up from the ground and dribble. Prior to the practice
he players should be informed that they are not allowed to use their hands to get up, thus
allowing the coach the opportunity to talk to his/her players about the necessity for soccer player
o be athletic and not easily knocked off balance.

oaching Points:

Talk t all the players about what an athlete is - e.g. are athletes easily knocked off balance. Lead
he players to the belief that to do well in today's game they need to be athletic.

ass and Chase
proups of four they play with one ball and pass and follow. After they have played a pass 1o any
pther member of thelr group they follow the ball, like a defender putting pressure on the player
ecelving. The player recelving the ball should continue to fake as they recelve and then play a
pass to the third member of the group and continue the sequence by pressuring in the direction
pf the ball. This continues so that all of the players have repeated opportunities to both pressure
he ball and receive the ball under pressure, Focus on the role of the pressuring player,
mpaortance of a positive and aggressive attitude when defending. discuss stride patterms and
pngle of approach and how they can be adopted to help the defender win the soceer ball
Coaching Points:

Stress the importance of a POSITIVE and AGRRESIVE ATTITUDE. Their ability to pressure quickly
will be derived from their attitude towards winning the ball

Pvd + GK (Team shape possession)
he team is divided into two groups. The attackers should always have two or even three more
layers than the defenders with an ideal number being 4 defenders (plus a goalkeeper| playing
pgainst 7 attackers. This practice should ideally take place inside the penalty area. The coach
eeds the balls to the attackers in the area and they attempt to score. The aim of the defenders is
o gain possession of the ball and play it outside of the area. After all the balls have been used the
layers can be switched. Focus on the role of the defenders, stressing the importance of them
Ing aggressive in thelr attempts to win the ball and pressuring the attackers quickly. The coach
should also talk about forcing the attackers into spaces that suit the defenders.

Coaching Polnts:
Stress the importance of an aggressive attitude for the defenders,
Don't dive in

inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughout the practice such as 3 passes = a goal or every player must
ouch the ball before scoring.




ACADEMY COACH

A=C

Interactive Session Plan

Coach Paul Kelshaw } Sessiondate  |01/06/2018 Team Age Group Kindergarten

Week 1: Dribbling & The drag back Time available

B3P
Il players dribble around the field. On the coaches command “FREEZE” players stop ball with
oot. Introduce 3 speeds (Slow, Medium and Fast). Use characters, animals to represent the 3
speeds.
Candy Store
layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.
oaching Points:
Start by naming only two side of the field, then three and four.
This practice should be “upbeat”; it requires a dynamic coaching performance.

oneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
one on top of the player's ball. Once caught players perform a set number of juggles o
oundation moves to re-enter the game.,

oaching Points:

Dribble with heads up, looking for space and defenders (coneman)

Take as many touches as possible,

Use bath feet,

Use the drag back or fake ta avoid the catcher,

Make it known that you are looking for hard waorkers to be next coneman,

reate two, three or four bases (nest). The coach places all the soccer balls into the middle of the

ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS® that the players have t
save. The balls (eggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dribble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Points:

Feet only. No hands.

When the balls are In the middle they should be slightly spread out, so as to aveid collisions,

Use the drag back to retrieve balls,

lay 3v3 with small goals and no goalkeepers

“oaching Points:

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back and fake.




ACADEMY COACH

A=C

Interactive Session Plan ™

l Session date Team/Age Group 9/3rd grade

Time available

—

Divide into pairs and pass and move. Encourage each player to dribble and perform a move
befare they return the pass. Explain to the players their aim is to discover how best to play passes
ithout slowing down their dribble or make obvious as to whom and where they will pass. The

layers, with help from the coach if necessary should discover that passing with the toe and the
putside of the foot are both techniques, which will have the desired effect.
Dutside of the foot pass

Non kicking foot a little behind and to the side of the ball with the toe pointing away from target
the inside of the non-kicking foot is at about 45-degree angle to the target)

Kicking foot is led by the knee and strikes the mid-point on the side of the ball using the area just
below the little toe

Divide into groups of three, Each player within the group is given a number 1,2 or 3, The groups
begin passing and moving, When a number |5 called that player becomes the defender. The game
5 now 2v1, this continues until either the coach shouts "Pass and Move” or the defender wins
possession of the ball. If either occurs the players resume passing and moving as a three

ithin this practice the coach encourages the attackers to run at the defender and use the
disguised passes which were discovered In the previous practice. One of the reasons that
possession may be lost to a defender |s the poor welght of the pass; as such the coach should talk
o his/her players about playing their passes with fast pace. This will make it less likely that a
defender will intercept the pass while also improving the control of the player receiving the ball
Coaching Points:
play passes with the forward foot within the rhythm of the dribble,
Talk about the nace of the pass which thev olav.and how the pass should zio.

his set up for this practice is exactly the same as 2v1 but now the two players in possession of the
ball have ta move the ball in towards one of the goal or tauch lines. This continues until either the
'wo players are successful, the coach shouts “pass and move or the defender wins possession of
he ball. If either occurs the players resume passing and moving as a three.

imish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughout the practice such as 3 passes = a goal or every player must
ouch the ball befare sconing.
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Coach Paul Behkare Season daie :|:|| il] Team/Age Group !IJ'J.' d grade

A=C

Interactive Session Plan =

e arvd 50 Combenations 2vl Time & il able

HOTES

23 a0 Mcrve
Flayers wark in paies with ome Ball for gach group.  Players dribble the ball, taking an rmary
bouches of the ball as they wan thien pass 1o thil parinds. After they hive passed the Ball to their |
partrer they have 1o maove in 1o 2 new 3pace in time bo rec & refuen pass. Endourage each pair
I off the hall fiedd as they can amd (o dribble and pediorm a move befone they
5, Duating this tirme the Give and Go Combination thould be tught

Coachang Points:

+ Endoursgs ki of towthes and sharp messent off thie Ball & soan b

+ Encaurage the players 1o pais within the rhytken of their deibble. That is vtk
sbrice pattermn or setting they body

|

Hrvidie inbo g ol theee. nambser 1.3 00 3 The gioaips begin paising and moving. The coach
randoenly calls oud one of the numbers andd that player beoomes the defender. The game is now |
el ik iaribel e iFsed 1 B ibouts "Fati and Menee” o the delemder win i poieision |
o the: ball. ® #ither o 1 the players feswme pakvng ahd movieg & a three.

Erscourage the sttackers bo man 3 the defender and use disguised pavses

it biinig Poid s

¥ Engourage the attadkan o fum ot tha defender and play pasies with the farwand food within the ||
Phiythim of the drilsble.

» Talk about the pate of 1P pads, which they plag, and how the pass sheuld ap

"
v 1o a3 f
Thee players aoe placed in pairs. Each pair is going to compete agairt ancther group. Initead of
pach goup deferding and attadking a goal they place a ot oer ball at each énd of their hield, The

v Qs then compete anather ball in ander bo ged possession and scone. & goal i soored
Each time a player touches the other team’s goul Ball wilh the free ball
Ik kistgrinig waiths tha fodus of thi ie4isn e pligrers aie §ndo gl ba il the wiall pass 1o play
through the other team, while sometimaes faking b pass and takang on a defender with the bal 4t |
Fhaw Feet I

Wil R Ehis fJaire thEng
ey wikh deigua

-sithed qarne al . Restsictions can be placid on the game 1o Brinsg caut diraen
posthirsg potrits stheeved th bout the peat ch a1 3 passes = 3 goal or every player must
bouch the Ball befiere soaning
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Interactive Session Plan =

Seondate 012608 TeamAge Group (LS Ted grade

Tirg aevh labds
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78ening

e ————————————————
NOTES
aedd weastnuge amd Turns
'|:|Ll|'!| chribbide srownd with a-l:qll Whin the coach '-.uu- Turn” the plapery Py tarp and
de away in the opposie direct i3 of touches on the ball and
Imave wery quickly theough and after the turm. Ainue to add rew maosres snwd dially

ICoaching Points
b Erzour bge kot of tsuches and shamp movement alf the tum
& Adseid the bype of turns that they da

Hurn o r‘-‘1-.“r recenve the ball and then pada the ball in -.'-:lu-zﬂlmll‘m rr-:-'rﬂ.l -ntﬂ.
I'Zt-HI‘H"q Le

:-I.rruuu-gt ol tesuchves and shanp movemen off the ball aa socn a3 iy 1elease the pas

hl COUR BgE & Lharp [uen 84 thisy fedian The Ball and axplaim 0o the players wity 1y thould tunn
“l‘i’l Bnily dlsdiradain ad |y rgoEhe

- ' B3 A
|'|hr- playen ae pliced in pars. [ach pai 0 going 1o compete Jpainil srather group. Inabesd of
lrach group defending and sttacking a goal they place a oo ball at sach end of their field. The
weo Teams then compete over another ball inorder bo gél potaesaion and wone. A goal i e
xach timse & playes doas ke the othaer fedem's grod ball wrilki thae free el
with the koous of the sesusn the players ae w10 use th vesll pass 1o play
:Il'fiu.-;ll Ahep b Do, wiild pomstime i D aking wiih A taking o 3 delendded werh thss Ball 5t

thn feet
[ Within this gaime (hiee and iy Lechnaguiis that 1he aach conild work ea, dieth & wight of padi,
Ipassing with disguite, movement off the ball and acceleration when taking on & defiendaer.

[ v, Rersiricicans can be pliced on the gamse 1o bring st certain
Sl Bhe practid fich a4 3 pard 'y ok
Nowch the Ball befors icanng




ACADEMY COACH

A-C A=C

Interactive Session Plan_™

Coach Paul Kelshaw w Sessiondate  |01/06/2018 Team /Age Group  |U6/Kindergarten

Week 1: Dribbling & The drag back Time available

P

Il players dribble around the field. On the coaches command “FREEZE" players stop ball with
oot. Introduce 3 speeds (Slow, Medium and Fast]. Use characters, animals to represent the 3
speeds.
Candy Store

layers dribble in all directions of the field. The coach names each side of the area after a piece of
andy. When the coach shouts out the name of a candy bar, the children dribble their soccer ball
o the appropriate side.

vaching Paints:

Start by naming only two side of the field, then three and four.

This practice should be “upbeat”; it requires a dynamic coaching perfermance.

oneman

layers dribble around the field. The coach acts as the catcher (coneman) and attempts to place a
ane on top of the player's ball, Once caught players perform a set number of juggles or
oundation moves to re-enter the game,

oaching Points:

Dribble with heads up, looking for space and defenders (coneman)

Take as many touches as possible,

Use both feet,

Use the drag back or fake ta avoid the catcher,

Make it known that you are leoking for hard workers to be next coneman,

reate two, three or four bases [nest). The coach places all the soccer balls into the middle of the

ield (the golden nest). The soccer balls have turned into “GOLDEN EGGS” that the players have t
save. The balls ieggs) are then taken back to the nests. On the coaches command the players run
o the middle to save the balls. The players then dribble the ball to the base. Once all ball are
aken from the middle the teams can steal for each base.

Coaching Points:

Feet only. No hands.

When the balls are in the middie they should be slightly spread out, so as to avoid collisions.

Use the drag back to retrieve balls.

all goals and no goalkeepers

Throughout the game, discourage them from just kicking the ball. They should always be either
rying to pass or dribble.

Do not stop the game every time the ball goes out of play. Simply roll another ball on and let the
game continue.

Encourage the use of the drag back and fake.




Coach Paul Kelshaw I Session date 28 Team /Age Group Iua.-z-nd grade

Week 8: Creating Space to Shoot Time available

T B
Players dribble around in area with a ball each. On command of switch from the coach, they stop
heir ball dead spin through 180 and go and collect another ball. On taking, the ball they have to
pgain spin through 180 turning as quickly as they can. The players should be encouraged to
ncrease the intensity level as they warm-up.

[oaching points:
Opportunity to teach different turns
Turn with both strong and weak foot
Maradona move (for fun)

layers dribble in the middle of the field, The coach gives each player a number. When the coach
alls out a number the corresponding player dribbles and shoots on goal. If using two goals give
wo players the same number e.g. 1A and 18, A goes to one goal and B goes to the other

oaching points:
Arack goal at speed
Shoot hard and low
Alm for corners

n each grid, place three players with one ball. Pass and move until their grid letter is called. Each
layer within the grid is also given a number, one two or three. When the coach calls a letter
ollowed by a number that group become active. The player whose number has been called
etreats and becomes a central defender. Once the defender is set two players’ attack in an
pitempl to score.
Coaching points:
Utilizing twa goals have twe groups go to goal at the same time,
practice at a fast pace ahways atlempting to elevate the intensity with which the players work,
Show the players different ways in which they could combine and runs they could make.
Teach the players to frame the goal - effectively following in all attempts to score. - Encourage
hem to get the defender te concede elther the pass or the dribble,
Limit the time in which they have to score,

BaG
inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
vaching points achieved throughout the practice such as 3 passes = a goal or every player must
ouch the ball befare sconing.
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ACADEMY COACH

A=C A=C

Interactive Session Plan ™

Coach Faul Kelshaw Session date B Team/Age Group  |U10v4th grade

Week 1&2: Group possession: What type of pass, when to pass & where to pass Time available

75-90mins

¥ e P
ach player should begin with a soccer ball and perform a move that breaks pressure.
uggling
Il players work with a ball each, a record needs to be kept of all scores whilst juggling to include
he fellowing, feet only, head only and all body parts. (Results should be recorded)

ass and Move

he session will then progress to passing and moving in pairs with the emphasis placed on,
Frant feot passing

Players encouraged making passes inte an attacking space.

The players should then be encouraged to fake before they recelve the ball

Players should have an open body when they recelve a pass,

v2 Ladder

ontinue into a 2v2 ladder, this is the stage were the coach can introduce two player

ombinations to include,

fake overs, take overs, over laps and Glve and Go's,

he ladder works on both the physical aspects of the game as well as the mental side of the game,
e when and where to nlav the correct bwo-nlaves cambination.
vl Keep away -

At this point during the practice, the session will move onto a 4v1 ession grid. The coach will
ow be able to concentrate on quality of passing, receiving passes and body positions.

Coaching points:
ho to pass
hen to pass
hat surface of the foot to use

inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughout the practice such as 5 passes = a goal or every player must
ouch the ball before scoring.
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[l' il Kebohaw siondsie oA ] Teaen g Goaup [0k grisde

ek 4 Wheole part whole, P o Timne svailabde

SLETHG:

HOTES
]
Lrnall-sided] game without restrictiond. The coach allows the games ta be played and watches the
players snd gives fecdbsck later on

wbeks B S o Khe
phayers are developirsg and impeoing thadr first to

Passing and moving uiing 48 Neld § pace. The couch shaukl now cancintiate upon making the
nations that could be wsed durineg the game. The combinations that could be

2.2 kadider will beat the abslity of the players i he bevo player commbinations that have
P condd Peiel @ Bhad seaalen, Tha L vl Eragi oon Thef pllagrir s abily 00 ke dediiani
et will aflect the gamaes progeess, Le, i the player can make the cormect cambination to schswe
I et rewult. This could be seen 44 a direc t om goal o & goal scored by comirolling the ball
st & it of comed. Th Hiedds 360 401 Gt 18 schkive 1uch ridailts By hdnsiig the ek

long Mo encourage 1he double pais

S g Lk
Dwvide the playens mbo groups of thiee and ude cones 1o 129 them up gosly
Irve player starts the peactice with a ball With the ball stationary he shoots on goal. if e scones
past the gaal kisper the Ball goes thecugh b Mt vl 1P aquiendd Beaging again. If the
calkenper 1aves & shot he tuins aned feeds the ball to the pliyer befind him, The first playes ta
i 10 goses im ol neat

+ Throisghoin 1he practics cormet echnague
+ Esch tirne the goslkeepser changes the chosen techmigue should changs, for exsmpds;

v Statesnany Ball - vdakeit fosl

+ Bl rgelbengy vy rard virgngast
+ Bl ol beng @iy,

Players mnl:-nlul'tngrd b0 SLOg m!h-.: n:llq-
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e

Pl Mol s | SipuLinn d ake ¥ ' th grade

[Week 3: Individical v teamn possession Timat avalakile

HOTES
s Warm up
Players dribsble i all directions of the fleld, Players perform a trick or twon svery Jiouches of the

vl Ladder
1wl Ladeder will dovelog 1Rl abdity FTHIV e peed sRuation 1o ) gamss realiviie §
plinying sgaanst ancther plagper. This 1wl Lidder will again help with all aspects of the garre
ranegang from the physical, mental, tactical and technical, the 4 piflars of the game. The 1w Ldder §
wieirll as b 2v 2 Rackder will B an invigial pam of sl praciices. Thes ladders will Be et ot E
% Bl

w1 Reep Fway
Play vl o Iwlas played in previous weeks. The emphasis i now placed on the moserment of the
beall and the decision making of the players and how quickly they can maloe game diegs
Irsmaehers. The coach can new work on the weighting of the pasies and the suppon n.
oy b pliyiv, Thi pliyeri ik J B arevars Ehart tha galager veith thet Ball ifroild shevay hanee b
supporticg players who s created b 1hor passing optio il eceive the ball The
natural progre froms the 4wl is fowork on the players in
Lo the leveds of the player’s abdity,

JPLaryET D JORUT BB ITHAA S0 ¢ aeg e, vy player miust wore vtk 3
headar, each player most beat a player bed sy Can make a paks
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1 1 )
Coach [I'-']ullie'.ﬂ'qw | SEaion d e TeamiRge Growp UG grade

[Weesek 5: Pessessann & Shoo o Time svaidable

| S T

! AT U
!Fn.'!:. payer Paeifeadrir & Wik ofF Burn eveny 3 1ok of the Ball,

ekl e el
[Flayers ane divided inle groups of two. Growps are positionsd in gates clede 1o the goal. Groups

|Docabell geme
Fwo players face each o
Il i come for & pasen.

t"'nr' rJ.l\r'r Marky the pradtice with & ball With

| 28] he goal kerpe the ball go thieaigh bo {eden mate .iru;l Eha wequing e bigend sgaen. ¥ the

!p:lullk-!-ti!ﬁ' saves 3 shot he burns and feed the Ball to the pliyer belind hime The firit plasyer to

i ore Trve goals gets o dhoose wheo goés in goal nest

1o hing Podnis:

|3 Trlll:H.l-IFll'.'l.ll IE P00 E DO RCT 1BL gl

I Ezechi tires 1l gaalkesped changss the cha sehnique thould change, led gaamiple
Latesnady Ball - itrongesl vweakiesl Toot,

|;- Bl resdling aavasyowas b sbiang et fod

il— Bl radhng dway o i weakeid food

e _1."1

|H.'rr' vl af Il vl dependara)

d-:lt-n'u:m fn.llun-;
nader rnusk apply pretuse
the movement off the ballhelp player in podasssion
¢ paoeuion whven recodeing the bl (opsen or cloeed)

[Erall-sided game with no e ¢ezens. The coach naeds 1o revlerate 38 coach’s peorts Iroem the
| b, Tha Qe £ B B S0 OF GRoU R deperiiint om rafnbsrs of playedd
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Sraadste [0LI008 v A i Coieli 3 !._u-j.-'qh grade

Wewk £ Possession vi Penciraton to s Tirer avallable

Slyrans

4 PR |
_F"..J:rﬂll'l.l;.ir.hrqll.ilfrqw_l 15 diibiale £ - 1 £ i cavrleally -:_r.r.ll-:li
the grid by calling cart a wevies
Coaching
» Flayers shiowld keep the socoer ball a comfeetable datanse sway from them
(& Flineer s 2o 1o diriblsle wilh cheir headt up
¢ Pliyers should drilsbbe with Both feet and all parts of their feet
& Players should perform supser skills at game speed, snsunng changes of both directson and

el players (Ivd) and b
i e usineg comdsnat Mow feams
H’u‘.‘d. ru;u:-nr & gealkeepe
Cosching Pe

= I the aftacker fus Ehe has & 11 Stustion eroous age the plryer 1o ablack aggresshesty with
Ired wechiial il iy
& W he 131 Meacked Caivied the DBl indade cam the Ind anstker imake Jiah autide 16 daw he Tad |
ook for 3 lakeover
& vwall paes Lo penaetrsle

Begin with 4v1. i the players se comiorlabde with this concepd then the cosch can further
rhallenge their players by moving enbo 3vT st

Thee cesaching points

& Flayer with (e Bl hag 1o have T shedt paseing optioes at all simaes
¢ cleawy ins the defendiedn g & duper skall 1o bead the playes snd make a pass)

= Cualty of decision making

POy presre
1w 1o & !-.1 sibuatios thae podeits menne 1o,
i e il B 2

By positson when receiving the ball (open o e}
[ weed & Dvguicing the pais and playing it |

I Wikl weith 8 game vl o Uil
The coaching points for the games ane i foliows;

¢ Padding r-dmr rwr-lnl et b made .md carried wl quan't' spanped
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Loach er_:I etk | S ien dale :I;I (1 ety 1 Team Age Gesup U 100Eth grads
| | { 7
i d |

|Week 7ot player comibenatons Tiene bpaiable

Slming.

MOTES
v W g .
LT L0 T U 33 i previous weels, Every thres touchses playess perform a trick or

» Kpip thir Bead up when dibikeg
» Lhsi Beoth Bed 2 all tirm
of 1he e inbd & ipdde
+ Play a1 game spee
r Players should have the soocer ball kept a5t & comforiable datance xeva ) the baosdy

oom bemationa
Plapers ahoubd pass snd move within e srea. Onthe coscbes command players should perfomm
B CormlbnaTon M.
s i 2l Go
+ Chyinlap
v Take andd Fake over

pdid within Fliythen of woui delbibls [Le. no bty the Ball itop)
e wp whillat cnbibling

r Keep the ball within a cornfortable distance 1o your body

v Fak i BHONE WOU MDbhd ke ball

O RSE

prart with dw slvaationd. Thie coach Cam mng the isiien onila s Il itaatean deperding upsh
the sl lewels of the pleyen. The rgin e ence for 1R week i the Ta0t that the playen sre
||:l-::r-r:| a1 4 fiaen ardd are rambered 14 When the coach calls oull 3 numbier, that player bedomes
tihe defender im another geid. As soon as the ball is won by the defender the team sits down, the
Weranireg b 15 U oree Ehal ar I|1r.and|n-; it thee erdl

2R3

The gaene i plryed with testrictions such 25 5 paies eguaki a goal as well a5 being able o scere
regule goak

Encourage comberation play
When 1o passdrinbde
thee (eat 1o wee/Whai Lyper of pass.
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ACADEMY COACH

A-C A-C

Interactive Session Plan_™

Coach Paul Kelshaw Session date B Team/Age Group  |U10/4th grade
Week 1&2: Group possession: What type of pass, when to pass & where to pass Time available

75-90mins

P
ach player should begin with a soccer ball and perform a move that breaks pressure.

uggling

All players work with a ball each, a record needs to be kept of all scores whilst juggling to include
he following, feet only, head only and all body parts. (Results should be recorded)

ass and Move

he session will then progress to passing and moving In pairs with the emphasis placed on,
Frant feot passing

Players encouraged making passes Inte an attacking space.

The players should then be encouraged to fake before they recelve the ball

Players should have an open body when they receive a pass,

v2 Ladder

ontinue into a 2v2 ladder, this is the stage were the coach can introduce two player

ombinations to include,

fake overs, take overs, over laps and Glve and Go's,

he ladder works on both the physical aspects of the game as well as the mental side of the game,
e when and where to olav the correct two-nlaver eambination.
dvl Keep away -

At this point during the practice, the session will move onto a 4v1 possession grid. The coach will
ow be able to concentrate on quality of passing, receiving passes and body positions.

Coaching points:
ho to pass
hen to pass
hat surface of the foot to use

inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughowt the practice such as 5 passes = a goal or every player must
ouch the ball befare scoring.
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A C ACADEMY COACH A C

Interactive Session Plan ™

Coach Paul Kelshaw Sessiondate |0 l Team /Age Group  |U11/5th grade

Week 1: Group possession. Time available

Al players dribble their ball and perform a move every third touch. Players should be encouraged
o change speed and direction adding an exaggerated ‘fake’ (to trick the defender) if required.
After completing a move, all playvers should seek to accelerate away (losing the defender).
tretching may be incorporated into the above practices whereby the players periodically stop to
treteh the various muscles groups in a sequence from “Head to toe and back to head again”.
D the commands of the coach, the group should:
Switch - players stop their own ball, and sprint to find a new ball - which must be taken with a
ove - and continue dribbling as above,

Pass and attack
ngroups of 2, pass and move. Play short passes and perform a move with their first touch
hen Coach calls ‘Attack’ for the twa players compete 1v1 for the ball. The player who has
ontrol of the ball when the coach calls ‘freeze’ can be awarded points if necessary te maintain
ntensity within the practice,

waching point
he player in possession of the ball should be encouraged to attack the defender and is rewarded
with extra points if they successfully beat the defender with a move or if they nutmeg them.

he coach should talk about the quality of the first touch, taking the ball into the best attacking
kpace so the player can 'snap' their head up and play from there.

Bvl Keep away to 4v2

Fach group is given a team name and each player is given a number. The players pass and mowve
ithin their area until the coach calls out a number. The player whose number is called then
become a defender. Once the defender has forced the ball out of each area the three players have
o sit down. The last group in po 3 all scares a goal for their team. This has the
ffect of allowing the graups having less succ o observe the groups possessing the ball more
flectively. Every player should have the epportunity te defend.
oaching Podnts:
Emphasize both the quality and the timing of the pass.
Commit the defender (Le. draw them in) before passing
The players must make both appropriate decision-making and a quality
Emphasize player movement on and off the ball (l.e. supporting runs).
Drganize the players into teams of no more 6v6 and start to play no restriction game. If there are
an uneven number of players, use a ‘neutral’ who plays for the team in possession. If there are
ore than thirteen players, play two games simultaneously.
s the game progresses the coach may place certain restrictions upon play dictating the way the
game is played.




A c ACADEMY COACH A C

Interactive Session Plan_™

Paul Kelshaw ‘ Sessiondate  |02/05118 Team/Age Group  [U11/5thg

Week 2: Individual vs group possession Time available

S0mi

dribble their ball -using all parts of both feet - at game speed and intensity anywhere in the soccer
prea executing a move every third touch. After completing a move, all players should seek to
pocelerate away (bosing the defender). Stretching may be incorporated into the above practices
whereby the players periodically stop to streteh the vanows muscles groups in a sequence from
Head to toe and back to head again®™.

waching Points:

keep the soccer ball a comfortable distance away from them

dribble with their heads up, with both feet, and all parts of their feet.

encourage to take lots of touches and have sharp movements off the ball.

perform moves at game speed, ensuring changes of both direction and speed

vl 1o a ball

he players are placed In pairs and play with one target ball and ene game ball. Player 1 starts in
ront of the target ball and passes the ball through player 2's legs to begin the game. Both players
hen compete for the ball, There are no outs and after a score the game begins with another pass
hrough the legs, Play for an alletted time and record the score after every game, This can be

played as a league table of results being composed to ensure suitable game intensity.
oaching Points:
The game should be played at a high level of game:-like intensity
The coach should reward players for trying Superskill moves to beat the defender
The defenders need to defend using high pressure rather than simply guard the ball

vl Possession
f necessary start with a recap of the 3v1 practice and thereafter the players should be organized
nto a 4vd pos ion practice as in previous
Coaching Points:
Emphasize both the quality and the timing of the pass.
Commit the defender (i.e. draw them in) before passing.
The players must make both approprate decislon-making and a quality first touch,
Emphasize player movement on and off the ball (le. supporting rums).
The defender must apply realistic pressure
Encourage communication between all the attacking players (i.e. both verbal and non-verbal
ammunication)
Players should now alio recognize when to split defenders with a pass.

|_ a
Drganize the players into teams of no more six-a-side and start to play a no restriction game.

As the game progresses the coach may place certain restrictions / rules upen play
he initial rule should be that if a team can possess the ball for a total of five passes their team is

ewarded with a goal.

lemember, players at this level need a shape to play from. Instead of playing top-heavy
larmations, coaches involved in such a developmental program as this should be concerned with
developing players and manufacturing a possession style of play
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teractive Session Plan_™

Coach Paul Kelshaw Session date 05 Team/Age Group  |UT1/5th grade
Vhen to play short and when to play long Time available

S0mins

Diril a5
dribble using all parts of both feet executing a move every third touch. After completing a mowve,
all players should seek to acc ¥ {losing the defender). Stretching may be incorporated
nto the above practices whereby the players periodically stop to stretch the various muscles
groups in a sequence from “Head to toe and back to head again™

Coaching Points:

keep the soccer ball a comfortable distance away from them

Dribble with heads up, with both feet, and all parts of their feet.

Encourage to take lots of touches and have sharp movements off the ball.

Perform mowes at game speed, change direction and speed

ass and Move
Fass and move showing a two-player combination after every fourth pass. The coach should
pctively encourage players to perform both moves and passes using both feet. As the players
come comfortable with the short passes they have been playing they should attempt to play
very fifth pass longer and lofted.
ntroduce the double pass
Coaching Points:
Speed, communication and acceleration should be incorporated into any of the above
ovements.
The player in possession af the ball should draw/commit the Imaginary defender, and then
xecute the desired movement,

w2 Possession

he players should be organized into a 5v2 possession practice where they should be encouraged
o recognize, and play longer passing opportunities.
Coaching points:

ho to pass to

hat type of pass
hen to pass/move
here 1o pass/mave

Drganize the players into teams of no more six-a-side on an appropriate sized field (half field) and
start to play a no restriction small-sided game.
As the game progresses the coach may place certain restrictions / rules upon play thus dictating
he way the game is played. Initially these could be any of the restrictions used thus far, with the
pddition of a target player who cannot leave the attacking half thus ensuring a longer passing
thon is always available. The coach should now start to focus on the style of play within the
game; can they possess, draw the defenders in, and then play long?
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Interactive Session Plan_™

Coach Paul Kelshaw Sessiondate  |02/05/18 Team/Age Group  |U11/5th grade

Week 5 & & Short or long

Time available

S0

he players should pass and move within the field showing a twa-player combination after every
jourth pass. As the players become comfortable with the short passes they have been playing
hey should attempt te play every fifth pass slightly longer and lofted if possible.
he coach can then introduce the double pass whereby Player 1 makes a checked run to Player 2
who has the ball. Player 1 receives the ball, lays it back first time, and spins away while Player 2
lays a lofted pass into the space for Player 1 to run onto.
Speed, communication and acceleration should be incorporated into any of the above
ovements.
The player in possession of the ball should draw/commit the imaginary defender, and then
pxecute the desired movenent.
Fassing in Three's (Short, Long)
he players are placed In groups of three wiing the numbers. The middie player starts with the
ball and plays it to one of the end players, who then strikes a longer pass with the laces over the
iddle players head to the other end player. As the pass (s struck the middle player then goes to
play a quick give and go with the end player who again strikes a longer pass with the laces back
pver the head of the middle player to the end player, The sequence continues for an allotted time
pnd then the middle player should be changed. The practice can then be run again using weak
foot anly.

he players should be arganized into a 5v2 possession practice where they should be encouraged
o recognize, and play longer passing opportunities,

caching points:

Drganize the players into teams of no more six-a-side on an appropriate sized field (half field) and
start to play a no restriction small-sided game.
fis the game progresses the coach may place certain restrictions / rules upon play thus dictating
he way the game is played. Initially these could be any of the restrictions used thus far, with the
addition of a target player who cannot leave the attacking half thus ensuring a longer passing
pteon is always available. The coach should now start to focus on the style of play within the
game; can they possess, draw the defenders in, and then play long?
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Interactive Session Plan_™

Coach

Week 7: Combination play to penetrate the defense Time available

S0m

he players pass and move within the field showing a two-player combination after every fourth
pass. The coach should actively encourage players to perform both moves and passes using both
et in order to further aid all-round player development. As the players become comfortable
with the short passes they have been playing they should attempt to play every fifth pass shightly
onger and bofted if possible. Stretehing may be incorporated into the a practice whereby the
players periodically stop to stretch the various muscles groups in a sequence from “Head to toe
and back to head again®,

he coach can then recap on the double pass whereby Player 1 makes a checked run to Player 2

ho has the ball. Player 1 receives the ball, lays it back first time, and spins away while Player 2

plays a lofted pass into the space for Player 1 to run onto.

v 2 Ladder

he game will again be run on a ladder basis whereby the winners move up while the losers move
gdown. The game starts with a pass from one pair to the other, and is live from the first touch of
he recerving player. The game is played to small goals, and the defending team can score by
sptealing the ball and counter attacking. During this week, the coach should concentrate on the
pttackers within the game and coach them accordingly.

Coaching Points:

If the 15t attacker can shoot or attack Tv1 they should be encouraged to be direct. If not how do
he two players combine to attack,

The attackers should recognize the position of the defenders as they attack

attack in different ways If the early shot s not available

use a two-player combination to penetrate

Ev2 Possession
he players should be organized into a 5v2 poss n practice where they should be encouraged
o recognize, and play longer passing opportunit
Coaching points:
ha to pass to
hat type of pass
hen to pass/maove
here to pass/move

Drganize the players into teams of no more six-a-side on an appropriate sized field (half field) and
start to play a no restriction small-sided game.

As the game progresses the coach may place certain restrictions / rules upen play thus dictating
he way the game is played. To further stress the need to possess the restriction can again be

placed whereby all players on a team need to touch the ball before they can attempt to score. The
oach can again focus an the style of play within the game; can they possess, draw the defenders
n, and then play long?




ACADEMY

Interactive Session Plan ™
Coach Faul Ke Sessiondate |0 Team /Age Group U1 h gra

Time available

E—

Week 8: defending as a team

Drganize the players into teams of four on fields approx. 35 x 25 and start to play an initial no
estriction small-sided game.
o ensure a competitive element the teams could play a round rebin mini tournament where all

he results are noted.
lay each game for approx. 5 - 10 mins and rotate the teams. As the game progresses add the

estriction that five passes also equals a goal.

[ nbbllng, Moves and Strete hmg

he players should dribble in the soccer area, Players should be encouraged to perform all moves
pt game speed and the coach may also ask the players to link two moves together. Stretching may

e incorporated into the above practices whereby the players periodically stop to stretch the
arious muscles groups in a sequence from "Head to toe and back to head again®.

ke garme will be run an a ladder basis whereby the winners move up while the losers mave
down. The emphasis for this practice will be on the defensive points for both the first and second

fore looking at the roles of the two defenders the eoach should recap if necessary on basie

defending technigues and principles, such as being sideways on to the attacker in a balanced
defensive stance keeping goal side at all timaes.

he simplest way ta comprehend the roles of the defendaers is as follows; the first defender should
ppply pressure to the ball carrier and alm to give the attacker only one passing option thus

aking thelr play predictable, the rale of the second defender i to cover and give support to the
irst defender, track the run of the second attacker if necessary, and read the pressure applied by
hve first defender,

4 v 4 Games
Drganize the players into the same teams of four that they began the practice with on field’s
ppprox. 35 x 25 and continue to play an initial no restriction small-sided game.
o ensure the competitive element is consistent the teams scores should be added to those from
he first series of games.
Again the restriction may be added where five passes equals a goal, this ime with a limited
umber of touches for the attackers.
he coach may also use floating players if needed to ensure a numbers up attacking situation,
which will produce coachable defensive points.
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A C ACADEMY COACH A c

Interactive Session Plan ™

Coach Paul Kelshaw l Session date 18 Team/Age Group [uu.-'mh grade

Week 1: Team possession Time available

S0mi

Dribble using all parts of both feet. Players should be encouraged to be dynamic showing a
distinet change in both speed and direction adding an exaggerated ‘fake” (to trick the defender]
After a move, all players accelerate away {losing the defender). Stretching should be incorporated,
n the commands of the coach, the group should play the following;
Switch -stop ball, and sprint to nesw ball = must be taken with a move - continue dribbling.
Specific Foot Dribbling Left/Right/Both, inside, outside, sole & laces
Coaching Points:
Keep the ball a comfortable distance
Dribble with heads up, with both feet, and all parts of their feet.
Perform moves at game speed, ensuring changes of both direction and speed

arld Cup Possession With v progression
ach group is given a team name and each player is given a number. Pass and move in area until
he coach calls out a number, The player whose number is called then leaves their area and runs
o another group to become a defender, Once the defender has forced the ball out of each area
he three players have to sit down. The last group in possession of the ball scores a goal for their
eam, Every player should have the opportunity to defend. Make every effort to ensure that the
ralning enviranment 15 competitive.
oaching Points
Playing correctly weighted passes with both feet,
Playing passes with appropriate disguise,
Quick and intelligent movement off the ball to maintain shape.
Quality of contralling teuch,

Fossession
tilizing the same organization used in the 3v1 and 4v2 practices above arrange players into
groups of seven so that they play 5v2 in a slightly larger area (30 % 5 yards).

Emphasize both the quality and the timing of the pass.

Commit the defender (Le. draw them in) before passing

The players must make both appropriate decision-making and a quality first touch.
Emphasize player movement on and off the ball (L.e. supparting runs).

The defender(s) must apply realistic pressure

Encourage communication between all the attacking players

Give a blueprint for success {l.e. 2 short options, 1 lang split pass and 1 pass to link play)
Promote constant movement ta keep the shape,

[zame Situation BvB with Gks
Bvd on (half field) and start to play a no restriction game. If there are an uneven number of
layers, use a ‘floater' who plays for the team in possession.

If a team can possess the ball for a total of five passes their team is rewarded with a goal.
All players in the team have to touch the ball before a goal can be scored.
A goal may only be scored if the ball when won has been played through the goalkeeper's feet.
Flay the last ten minutes with no restrictions.
Remember, players at this level need a shape to play from.
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Interactive Session Plan ™
Coach Paul Kelshaw Sessiondate |0 / Team /Age Group

15t touch & receiving

Time available

S0mins

he players are put into pairs with one ball for each pair. Using approximately ene quarter of a
ield they simply pass and move. Limit the layers to four touches or less and instruct them that all
passes should be short ones. After five minutes instruct the players to demonstrate all short e

layer combinations. (Take overs, Fake overs, Give and go and overlap)

ass and Move + Receiving
when the coach calls out “one” each pair position themselves approximately six feet apart and
play short one time passes to each other.

Aove performed as fellows.

As the ball rolls towards you begin to turn your body sidewards so that the outside of the
seakest foot s closest to the ball,

Position the feet so that the inside of the strongest foot is forward of the weak foot,

Receive the ball with the inside of the strong foot dragging the ball backwards using this surface
As the ball is dragged backwards begin to rotate the hips so that the ball can be pushed forwards
with the inside of the strong foot in the same direction that it was initially traveling.

oaching Points:
ave the players perform at game speed throughout
nsist on “technical perfection® with all fundamental technigues invelved.,

pgual groups (5s or 4s) each team play in a different color. Coach stands in positions shown with a

rupply of soccer balls, The coach starts the practice by playing the ball to one of the teams and
alling the color of the team to defend. The defending team attempt to gain possession of the ball

hilst the two other teams attempt to combine to keep possession of the ball. The players should

e encouraged to count out loud the number of passes they make In a row,

Arvy player who gives the ball away, e.g. Kicks it out, loses possession to the defending team

putomatically places their team as the defending team. Each team prior to begin defending ks
nstructed to run around the back of the coach and re-enter the practice area

Priar to beginning to defend your team must place both knees on the ground
Defend straight away,

Game Situation 8vB with Gks

Drganize the players into teams of eight-a-side on (half field) and start to play a no restriction
game. If there are an uneven number of players, use a floater' who plays for the team in

on. As the game progresses the coach may place certain restrictions / rules upon play thus

dictating the way the game is played.

Restrictions to use

If a team can possess the ball for a total of five passes their team is rewarded with a goal.

All players in the team have to touch the ball before a goal can be scored.

& goal may only be scored if the ball when won has been played through the goalkeeper's feet.

Play the last ten minutes with no restrictions.
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Coach Paul Sessiondate |0 20 Team /Age Group (U112

Time available

S0mins

Week Four (Back to Pressure)

g
Pass and move within half a field. All passes must be short passes, When the coach calls out "one”
pach pair position themselves approximately six feet apart and play short one time passes to each
thier. Every 3rd or fourth pass the players are asked to demonstrate receiving moves. Mave the
layers stretch.
After ten minutes of activity introduce 3rd receiving move
As the ball rolls towards you begin to turn your body sideward so that the outside of the
strongest foot is closest to the ball.
Lift the arm that is furthest away from the ball as though feeling for the pressure of a defender.
At the moment the ball arrives open your legs letting the ball rell through them As quickly as
possible turn your body through 180 degrees and accelerate way with the ball.

roups of three Passing and Moving.

etter players A, B or C. Player B checking back to the ball and receiving it from player A then
passes to player C and the passing and moving begins again,

oach calls out A, B or C. When the letter s called player goes to defend another group. Mo two
defenders can pressure the same group. The first defender to win the ball off the group that they
hose to pressure wins a point for thelr team,

oaching Paints:
kituations that a player can be in when they check back to the ball. These situations are as follows:
Checked away quickly sa you have created a space between you and the nearest defender.
Checked away from the defender who has pursued aggressively and at the moment of the
ecelving touch is too close and has somewhat over committed to the challenge

Checked away from a defender who has stayed with the run. Defending intelligently not to tight

Hv3 to target players

he target players placed in the zone at each end of the area are the only players allowed in this
pone. Target players can only pass to the team that passes them the ball. A team scores one point
by collecting the ball from a target player and combining to get it to the target payer at the

posite end of the area. Any team with po ion may play back to the target player they

nitially recelved from in order to maintain possession. First team to score 5 points win the game
pnd play against the two target players plus one player from the team just beat. To help establish
p competitive edge allow the target players to pick the player of their choice.

side on (half field) and start to play a no restriction
a floater' wheo plays for the team in
on. As the game progresses the coach may place certain restrictions / rules upon play thu
ing the way the game is played.
Restrictions to use

If a teamn can possess the ball for a total of five passes their team is rewarded with a goal.

A goal may only be scored if the ball when won has been played through the goalkeeper's feet.
Play the last ten minutes with no restrictions.
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Interactive Session Plan ™

Coach Faul Kelshaw Session date [29/18 Team/Age Group  |U10v4th grade

Week 1&2: Group possession: What type of pass, when to pass & where to pass Time available

75-90mins

L B
ach player should begin with a soccer ball and perform a move that breaks pressure.
uggling
Il players work with a ball each, a record needs to be kept of all scores whilst juggling to include
he fellowing, feet only, head only and all body parts. (Results should be recorded)

ass and Move

he session will then progress to passing and moving in pairs with the emphasis placed on,
Frant feot passing

Players encouraged making passes inte an mtacking space,

The players should then be encouraged to fake before they recelve the ball

Players should have an open body when they recelve a pass,

v2 Ladder

ontinue into a 2v2 ladder, this is the stage were the coach can introduce two player

ombinations to include,

fake overs, take overs, over laps and Glve and Go's,

he ladder works on both the physical aspects of the game as well as the mental side of the game,
e when and where to nlav the correct bwo-nlaves cambination.
vl Keep away -

At this point during the practice, the session will move onto a 4v1 possession grid. The coach will
ow be able to concentrate on quality of passing, receiving passes and body positions.

Coaching points:
ho to pass
hen to pass
hat surface of the foot to use

inish with a small-sided game of 6v6. Restrictions can be placed on the game to bring out certain
oaching points achieved throughout the practice such as 5 passes = a goal or every player must
ouch the ball before scoring.
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Interactive Session Plan ™

Paul K W Sessiondate |0 Team/Age Group (U

Week 5: Back to pressure. penetration vs possession Time available

He ng

ass and move within half a field, All passes must be shont passes. Coach calls out “one” each pair
kix feet apart and play short one time passes. Every 3rd pass the players demonstrate either
eceiving moves.

ave players stretch- Move to use receiving: performed as follows.

Ball rells towards you turn sideward so that the outside of the strongest foot is closest to the ball.
Lift the arm that is furthest away from the ball as though feeling for the pressure of a defender.
Ball arrives take an aggressive touch using the outside of the foot closest to the passing player.
um 180 degrees with the outside of the strong foot moving the ball in the opposite direction

om where it came.

Dribble the ball farwards as though attacking the defender that you initially checked away fr

Bvd 1o target players

he target players in the zone at each end of the area are the only players allowed in this zone
arget players can only pass to the team that passes them the ball. A team scores one point by
ollecting the ball from a target player and combining to get it to the target payer at the opposite
nd of the area. Any team with possession may play back to the target player they initially
ecelved from in order to maintain possession,

oaching Points:

Target players to maove within the zone constantly making themselves avallable for a pass
Make intelligent and complimentary runs, {support/mability)

okay ta make a run simply to pull a defender out of pasition

make sharp “checks” to the ball.

play bBackwards thraugh the supporting target player rather than give the ball away.

dvd o4

Drganize the players inta three groups of four in am area

A tearn score by receiving the ball from a server, combining and passing the ball to the service
layers at the opposite end of the playing area from where they ariginally receive the ball. The
eam in possession may use the service players to help therm maintain possession. The service
layers must remain behind the line (cones). The firs team te score 5 points wins the game. The

osing team becomes the service players. The first team to win 5§ games wins the competition,

aaching points:

echnique recelving & passing)

hen to penetrate & when to possess (who to pass to)

hat type of movement? check, supparting run {support/mobility)

dictating the way the game is played.

lestrictions to use

If a team can possess the ball for a total of five passes their team is rewarded with a gaoal.

A goal may only be scored if the ball when won has been played through the goalkeeper's feet.
Play the last ten minutes with no restrictions.




A C ACADEMY COACH A C

Interactive Session Plan_™

Coach Paul Kelshaw l Sessiondate |02 Team/Age Group U112

Week &: Shooting and finishing under pressure. Time available

Players dribble (GK bounce/catch) around in penalty area with a ball each. On command of switch

om the coach, they stop their ball dead an any line, spin through 180 and go and collect another
ball. On taking, the ball they have to again spin through 180 tuming as quickly as they can. Every
hree or four minutes the player's stretch. The players should be encouraged to increase the
ntensity level as they warm-up.
Coaching points:

Teach the players different turns to use.

Turn with both strong and weak foot and turn both ways.

layers a grouped In pairs and glven a number and letter eg. 1a & 1b. If number 1 is called player
a attacks one goal and simultaneously player 1b attacks the oppasite goal, The coach should
nsure that as soon as these two players have completed their finishing oppertunity anather
umbers is called and two more players go to goal.
Coaching paints:
Analyze the different ways they choose to score - pass the ball in, chip the ball in, curl the ball in,
power the ball in,
Can they perform technigues with both feet?
Hawve the players mentally recard how many goals they score,

2w to Goal (C B

n each grid, place thr

alled. Each player within the grid is also given a number, one two or three. When the coach calls
etter followed by a number that group become active. The player whose number has been called
etreats and becomes a defender. Once the defender Is set in a position on top of the 18-yard box
he two players’ attack in an attempt to score,
Coaching points:

Utilizing tweo goals have twe groups go to goal at the same time,

practice at a fast pace ahways attempting to elevate the intensity with which the players work.
Show the players different ways in which they could combine and runs they could make.

Teach the players to frame the goal - effectively following in all attermpts to score,

Encourage them to tempt the defender to concede either the pass or the dribble

EvE with Gk

of a field play 8vE. Divide the game into T-minute segments and attempt to place one team
n an envirenment where they must score. E.g you are playing in Cup final there is two minutes to
go and you are losing 1-0. All restrictions should be designed to increase the intensity of the game|
and the desire of the players to get forward and score.

hen to pass/dribble/shoot?
hat type of pass/dribble/shot?
hen/where Penetration/support/width/mobility/creativity?




A c ACADEMY COACH A C

Interactive Session Plan_™

Coach Paul Kelshaw Sessiondate |0, B Team/Age Group U112

Week 7: Combination play in the final third (use of target/wide players)

Tirme available

layers dribble around in penalty area with a ball each. On command of switch from the coach,

hiey stop their ball dead on any line, spin through 180 and go and collect another ball. On taking,

he ball they have to again spin throeugh 180 turning as quickly as they can. Every three or four
inutes the player's stretch. The players should be encouraged to increase the intensity level as

hiey warm-up.

oaching points:

Teach the players different turns to use.

Turn with both strong and weak foot and turn both ways.

roups of 4 in in grids shown. Glve each group a number and each pair within a group a letter, For
wample you have 14, 18, 24, 28, Designate which of the twe goals they will attack when their
umber is called, Passing and maving within their grid the coach randomiy calls group numbiers.
nce a number Is called, for example 14, these two players keep the ball moving within the grid

while the other two players from that group (e.g. 18] retreat to the edge of the box to become tw

entral defenders, The two players from the grid attack them creating a 2v2 to goal.

caching points:

Flayer movement within the grid should be active and the passes technically perfect.

All players must concentrate sa that as their group |5 called the game goes quickly ta goal.

Speed in this part of the field is key - they should be alert and processing ideas quickly.

< for target players. (Frogress to use wide players)
groups of 4 and place them in grids.

each group a number. For example you have 1, 2, 3 and
on. Once the groups are

ssimg and moving within their grid the coach calls group numbers.

Dnce a number is called, for e.q. 1, two players within the group set themselves as target players
the edge of the box. The two players remaining in the grid play into the target players and

ombing off them to go te goal. Have all players record how many goals they score.

Coaching Polnts:

Target players to make lateral runs across the box and slightly back to receive the ball.

Show the mids & targets different ways to combine as a group/ereate finishing opportunities

rums Into the box and areas te attack when the ball is played wide - frant/far post, penalty area,

I with GR
sing % of a field play Bv8 with goalkeepers. Play each team out of a 2
an work specifically on combining with the two central attackers. If e
ssible to play with the two unre
pnd runs into the box examined.

-2 formation so that they

ra players are available it is
icted wide players so that effective crosses may be delivered




A C ACADEMY COACH A c

Interactive Session Plan ™

Coach Paul vy Sessiondate 22118 Team/Age Group U112

Week 8: Roles of the 1st & 2nd defender.

Time available

S0mins

e . retc

Dribble at game speed and intensity, executing a move after every third touch. Players Periodical
Ve ttop to stretch the various muscles groups in a sequence.
Din the commands of the coach, the group should play the following;
Switch - players stop their own ball, and sprint to find a new ball - which must be taken with a
ove and continue dribbling as above.
3.5pecific Foot Dribbling i.e. inside of keft foot.
oaching Points:
Keep the soccer ball a comfortable distance away from them
Dribble with heads up, h bath feet, and all parts of their feet.
Lots of touches and have sharp movements off the ball,

v 2 Ladder

inners move up while the losers move down. The game starts with a pass from one pair to the
pther, and is live from the first touch of the recelving player. Defending team can score by
Etealing the ball and counter attacking.

oaching Poimts:

acus upon the role of the first defender (The defender closest to the ball)

1.Encourage the first defender to "close down” the attacker with the ball quickly.
each the first defender good times to “tackle” are
Attacker has a bad touch,

Attacker puts head down denying themselves any options but to dribble
The ball is stationary between the attackers legs

2wl Tournament

he game starts with a pass from one pair to the ather, and is live from the first touch of the

eceiving player. The game is played to small goals, and the defending team can score by stealing
he ball and counter attacking. The first team to win four games wins the tournament.
Coaching Points:

se this environment above and move players around so that the teams are more evenly

atched. Play a mini tournament. Concentrate coaching paints on the role of the 2nd defender
he second defender has three responsibilities - these are

Provide cover for the first defender.
Cover the 2nd attacker

Ensure the two defenders cannot easily be beaten with a thraugh ball
The 2nd defender should also be taught to communicate with the first defender

g % of a field play 8v8 with goalkeepers. Play each team out of a 3-2-2 formation so that they
an work on the roles of the 15t and 2 defender.
“caching Paints:
se this environment to illustrate to the players that they can and should defend differently in
different parts of the field
Give the following example

he two attackers playing out of the 3-2-2 formation when attempting to win the ball from the
hree defenders should be "aggressive” in their attempts to win the ball. These two players should
e encouraged to gamble = perhaps even slide tackle or over commit to a challenge. If these two

layers get beat in this part of the field there is cover behind them, if they win the ball they create
a goal scoring opportunity.
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Interactive Session Pla

Sessiondate |0 Team/Age Group II..I]]

Time available

E—

Players work with a partner with ane ball for each pair. Pass and move. Players are instructed to
nisure that all passes played are “short ones”.

O the command one, two or three form the coach the players perform the activities described

loww

. 5 feet apart, play one touch passes to their partner using their strong and weak foot.

2. 15 feet apart and they pass to each other using two touches only_ The receiving touch to “break

ssure” and the next touch, the pass
B. 20 feet apart and play one time passes to each other ensuring they are checking to the ball as

ak foot only World Cup Possession
ach group is given a team name and each player is given a number. Pass and move in area until
he coach calls out a number, The player whase number is called then leaves their area and runs
o another group to become a defender, This player defends for two minutes and counts how
ny times he forces the three players possessing the ball to make a mistake. After two minutes
he defender goes back to their team and they pass and move. Every player should have the
ppportunity to defend, restriction that all touches must be with the weak foot,
oaching Points
Playing correctly welghted passes with both feet.
Playing passes with appropriate disguise,
Quick and intelligent movement off the ball to maintain shape.
Quality of contralling teuch,

BvSvS (or simil I'.l

layers are divided into three groups of six. One team defends against the other 10 players. The
pim of the twelve is simply to possess the ball. Any player who losses possession to the defending
eam forces their team to defend. Initially the coach should call out the color of the defending
eam and have them run around his position before they can defend. This delay will allow the
welve players possessing the ball to get a sensible team shape.

Coaching Points:

Emphasize both the quality and the timing of the pass.

Commit the defender (L. draw them in) before passing

The players must make both appropriate decision-making and a quality first touch,

Emphasize player movement on and off the ball (Le. supporting runs).

The defender(s) must apply realistic pressure, « Encourage communication between all the
pttacking players

Game Situation BvB with Gks

Drganize the players into teams of eight-a-side, (on half field) and start to play a no restriction
game. As the game progresses the coach may place certain restrictions / rules upon play, thus
dictating the way the game is played.

Restrictions to use

If a teamn can possess the ball for a total of five passes their team is rewarded with a goal.

All players in the team have to touch the ball before a geal can be scored.

All players can only play with their weak foot only.

Play the last ten minutes with no restrictions.




A C ACADEMY CDT\CH A C

Interactive Session P

Coach (Paul Kelshaw —I Sessiondate |02 —‘ Team/Age Group  |U13
Week 2: Possession with intent to penetrate. Time available

S0mins

¥
he players are put into pairs with one ball for each group and pass and move. Limit the players to
four touches or less and instruct them that all passes should be short ones. After five minutes
nstruct the players to demoenstrate all short two-player combinations. (Take overs, Fake overs,
Give and go and Owerlap). All controlling touches and passes are played with the weak foot
Coaching Points:
Have the players perform at 50%, 75%, 100% effort and between each stage give them time to
stretch,
Insist on “technical perfection”, with all fundamental techniques involved.

v 1 Weak Foot Only Warld Cup Possession

Each group is given a team name and each player s glven a number. The players pass and maove
within their area until the coach calls out a number. The player whose number is called then
eaves their area and runs to another group (this is predetermined) to become a defender, This

layer defends for two minutes and counts how many times he forces the three players
possessing the ball to make a mistake. After two minutes the defender goes back to their team
pnd they pass and move until anather number is called, All players play weak foot.

-oaching Points:

Players should focus upan

Playing correctly welghted passes with both feot,

Playing passes with appropriate disguise.

Quick and intelligent movement off the ball to maintain shape.

Drganize the team into two equal teams of BvE with two goalkeepers working on the edge of the

B-yard box. The teams play BvB for possession, they have to play five consecutive passes and
kerve the ball to either goalkeeper. Once served to one goalkeeper the ball must be then played
o the goalkeeper, Each time the sequence is completed a “goal” is scor

caching points:
irst touch: When to play one or two touch.
Bupport/Width (team shape)

ame Situation BvB wit 5
Drganize the players into teams of 8, and start to play a no restriction game. If there are an
neven number of players, use a floater’ who plays for the team in possession. As the game
progresses the coach may place certain restrictions / rules upon play thus dictating the way the
game is played.
lestrictions to use
If a team can possess the ball for ten passes, their team is rewarded with a goal.
All players in the team have to touch the ball before a goal can be scored.
A goal may only be scored if the ball when won has been played through the goalkeeper's feet.
Play the last ten minutes with no restictions.
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Interactive Session Plan ™

Coach Paul K o Sessiondate |0 Team /Age Group 1

Week 3: Penetration vs possession in the final 3rd Time available

he players are put into palrs with ane ball for each pair and pass and move. Limit the layers to
our touches or less and instruct them that all passes should be short anes. After five minutes
nstruct the players to demonstrate all short two-player combinations. (Take overs, Fake overs,
Give and go and Overlap). Alternate between players using both feet and playing weak foot only.
Coaching Points:

Havwe the players perform at 75%, 100% effort and between each stage give them time to
stretch.

Insist on “technical perfection” with all fundamental technigues involved.

Bv3 to target players
he target players placed In the zene at esch end of the area are the only players allowed in this
one. Target players can only pass to the team that passes them the ball, A team score by
ollecting the ball from a target player and combining to get it to the target payer at the epposite
nd of the area. Any team with possession may play back to the target player they initially
ecelved from in order to maintain possession,
oaching Points:
target players to move within the zone constantly making themselves avallable for a pass
team of thiee on attempting to receive a pass from a target player should make supparting runs
pull a defender out of position so that a teammate can receive the ball,
sharp “checks” to the ball,
backwards threugh the supporting target player rather than give the ball away.

B4 GR
lay half field with target goals on the half way line. Attacking team tries to score in full size goal
pfter 4 passes. Defending team try to score in counter goals.

Coaching polnts:
hen to penetrate & when to possess
hen to support add width/mobility

what type of pass (shot, long chipped/driven)
ho to pass to/ where ta pass.

Evd with GR

Organize the team into two equal teams of Bv8 with two goalkeepers working on the edge of the
B-yard box as shown. The teams play 8vE for po n, they have to play five consecutive

passes and serve the ball to either goalkeeper. Once served to one goalkeeper the ball must be
hen played to the goalkeeper. Each time the sequence is completed a "goal” is scored.
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Coach Paul Kelshaw | Sessiondate  |02/2818 Team /Age Group  |U13
Week 4: When to dribble and when to pass when attacking goal Time available

S0mins

Keep head up
se both feet to change direction
noourage tricks and turns at game speed.

olden Boot Tvi

layers a grouped in pairs and glven a number, passing and moving in the area, As they pass and
we, the coach calls a number, whoewver has the ball from that pair, may attack the goal. The
partner mot in possession, "after kneeling”, tracks the attacking player as a defender
Coaching Points:
Make this an intense competition -altempl to replicate the intensity of a game
Assess the methods with which they try to score.
By having the trailing defender kneel, the coach can introduce pressure in a staggered fashion
his shauld lead to a high level of success,

groups of three with one ball per group, numbered 1,28 3. Each player within each group is also
given a letter A, B or C. When the coach calls a number followed by a letter that group becomes
pctive. The player whose letter has been called becomes a central defender. Once the defender is
ket in a position on top of the 18-yard box the two players’ attack and atternpt to score.

—oaching polnts:

Run the practice at a fast pace always attempting to elevate the intensity with which the players
ork,

Show the players different ways in which they could combine and runs they could make.

Teach the players to frame the goal - effectively following in all attempts to score.

Encourage them to tempt the defender to concede either the pass ar the dribble

Limit the time in which they have to score,

1

lay BvE with Gk with the following restrictions:

Once possession is gained, team only has 30 seconds to attempt to finish within.

Once one player in the team has scored, they cannot score again until all team members have
ored.

No restrictions.

saching points:

Any goal scored in the final gam orth double points.

Have the keeper record or each player announce the total number of goals they have scored

hroughout the practice.(They should be reminded throughout the session that this will happen

his will help put more stress on the finishing environment)




A C ACADEMY

Interactive Sessio
Coach

Week 5: Attacking when out-numbered

Time available

S0mins

olden Boot + Strefc]
layers a grouped in pairs and given a number and letter eg. 1a & 1b. If number 1 is called player
a attacks one goal and simultaneously player 1b attacks the opposite goal. The coach should
prisure that as soon as these two players have completed their finishing opportunity another
umbsers is called and two more players go to goal.
Coaching points:
Analyze the different ways they choose to score - pass the ball in, chip the ball in, curl the ball in,
wer the ball in.
Can they perform techniques with both feet?
Have the players mentally record how many goals they score.

goal

layers compete in a series of 1v1 games. After ach game has finished the coach rotates players
o a new fleld ensuring that all players play a number of games where there is a goalkeeper in a
Jull sized goal.

mphasis throughout |s placed upon the attackers beating players with speed and skill to place
hemselves in a position where they can take the keeper on or pass the ball into the net.

oaching Points:

Encourage players 1o quickly assess whether they have more pace than the defender

stress the technigue of dribbling the ball to goal and beating the keeper one on one

get thie goalkeeper to commit to a faked shot or move so the ball can be dribbled in.

less pace than the defender, use moves to create enough space in which to shoot or pass the ball

¥2 games. In those areas where there are no goalkeepers allow the game to flow. Where a
goalkeeper is present focus on the one attacker playing against two defenders. As soon as the
defenders win the ball restant the process by the defenders playing the ball to the keeper. Once
he keeperis in possession of the ball the sequence starts again with the attacker in possession.
Coaching points:

One attacker against two defenders.

Stress the importance of a positive, aggressive attitude. Must believe they can score
assess the position of the goalkeeper by sneaking a peak at their position and stance. There is a

assibility in this seenarla that the keeper may become lazy

Analyze the positions of the defenders and the possibility of beating them bath with one touch
pnd pace,

Game Situation

lay BvE with goalkeepers with the following restrictions.

1.Mumber all outfield players 1-B. When a team loses possession of the ball the two players
losest to the goal must kneel down until their team wins the ball back or a goal is scored.

2 When the coach ca number or numbers, those players must take a knee until their team wi
he ball back or a goal is scored.

Upen gaining possession the team has 45 seconds in which to make an attempt on goal.




A C ACADEMY COACH A C

Interactive Session P

Coach Paul K W Session d ate 07 Team/Age Group

Week & Shooting & finishing with numerical advantage Time available

layers a grouped in pairs and glven a number and letter eqg. 1a & 1b. If number 1 s called player
a attacks one goal and simultaneously player 1b attacks the opposite goal. The coach should
nsure that as soon as these two players have completed their finishing opportunity another
umbers is called and two more players go to goal.

caching points:

Analyze the different ways they choose to score — pass the ball in, chip the ball im, curl the ball in,
ver the ball in.

Can they perform techniques with both feet?

Hawe the players mentally record how many goals they score.

'K Shooting Grid

Arrange the players into groups of three, Every 5 minutes rotate the player who is playing in goal
Let your regular goalkeepers stay in goal the whaole timel. If the goalkeeper makes a save he turns
pnd feeds the ball to the opposite player. If a goal is scored or the shat misses, it is simply collect

y the opposite player who then strikes on goal, Stress the importance of the players performing
with urgency so that a large number of shots are performed in the given time

ave the players strike the ball in the fallowing ways:

A ball that they pass in front af them and strike befare it stops rolling
A ball that they roll across their hadies and strike before it stops rolling
A ball that it passed towards them and they strike first time,

A ball that they throw in the air and strike after one bounce,

Arrange the players into groups of three, The practice starts with the 3 attackers combining to
produce a finishing opportunity against 2 defenders and a GK. If the defender wins the ball from
he two attackers, they play into counter goals on opposite side. If the goalkeeper makes a save
eeds the ball to the 3 attackers, The first team to score three is the winners. After each round
hange the defenders.

Coaching Points:

By keeping the practice outside an imaginary 18-yard box it is possible to focus the player's
pttention on beating the goalkeeper with a shot,

Emphasize this as a 3v3 competition pacing sultable emphasis on the intensity level that is
present in goal scoring situations

Appropriate technical points (What type of pass/shot), When to drible/pass/shoot

Fvd with goalkeepers

Number all outfield players 1-B. When a team loses possession of the ball the two players closest
o the goal must kneel down until their team wins the ball back or a goal is scored.

When the coach calls a number or numbers, those players must take a knee until their team wins
he ball back or a goal is scored.

Upon gaining possession the team has 45 seconds in which to make an attempt on goal.
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Coach Paul W Sessiondate |0 Team/Age Group  |U13

Week & Attacking the final 3rd and a collective unit. Time available

S0mins

Golden Boot + Stretc)
layers a grouped in pairs and given a number and letter eq. 1a & 1b. If number 1 is called player
a attacks one goal and simultaneously player 1b attacks the opposite goal. The coach should
pnsure that as soon as these two players have completed their finishing opportunity anather
umbers is called and two more players go to goal.
Coaching points:
Analyze the different ways they choose to score - pass the ball in, chip the ball in, curl the ball in,
power the ball in.
Can they perform techniques with both feet?
Havwe the players mentally record how many goals they score.

vd 1o goal, One attacking defender should start eac ith either a dribble or a pass into
e of the four-midfield players. The twe attackers should Initially be encouraged to stay central
prd position themselves in high and low positions as shown, The aim of the attacking unit is to
gevelop the ball into a situation where they can make an attempt on goal. The four defenders
eed towin the ball back and pass it or dribble it through either of the gates shown

aaching peints:
hen to pass/dribble or shoot
here to pass/dribble or shoot
Principles of attack (Penetration, Support, Width, Mobility & creativity)

Pvdto 3 arget p ay‘ers
Arrange the players as shown below. The defending unit score against the attackers by winning
ssession and playing the ball through any of the three gates to the target players.
fis a progression to this practice tells the defenders they can anly play to a target player after they
ave combined for 5 or 6 passes
Coaching Paints:
To stress the competitive nature of the practice play the first teams to score. The three target
layers get to take the place of three members of the losing team.
As the attackers become more successful add additional defenders - initially add a defender to
he defending teams midfield unit making the session into a 7v5 to goal practice.
Where and when appropriate encourage the blueprints for success that were developed at the
start of the session

de, and start to play a no restriction game. As the

g g s the coach may place certain restrictions / rules upon play, thus dictating the way
he game is played.

Restrictions to use

If a teamn can possess the ball for a total of five passes their team is rewarded with a goal.

All players in the team have to touch the ball before a goal can be scored.

All players can only play with their weak foot only.

Play the last ten minutes with no restrictions.
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Coach Paul K W Sessiondate |02 Team/Age Group

Week one: Switching the point of attack Time available

S0mi

arm up individually with ball fer B-10 mins incorporating stretehing. Each player has a ball and
will work on specific moves and change of pace.

Bvl with multiple goals

Full size field with five small goals (2-4 yards wide) made with flags or cones,

A pass or shot through a goal s a score, Players may pass from either side of the goal, but may
ot shoot through the same goal twice consecutively, Players may not run through goals. Players
ay stay near a goal for a maximum of five seconds.

oaching Points:

Impraving combination play via short passing and switching the point of attack with longer
assIng.

Impraving vision and anticipation of apening the field.

Players should strive to remain open for a pass at all times,

Togression

Players can score by passing thrnugh a goal to a teammate with a give n go,

n an area of field length: ards, small goals (2-4 yards wide) should be set up with flags or pol
pbout 10 yards out from each end line. Play 7v7 or BvB. Play 4x8mins with 3 minutes rest between
pach round.

Initially, teams can attack either goal (howewver, they cannot score in the same goal twice
ansecutively], then, each team should defend a specific goal and players must shoot from behin
he goal to score. Passes fram behind must be recelved on the front side for the goal to count.
Thee facus of this practice is to improve soccer specific endurance and to increase the speed of
play through the accurate use of combination play.

oaching Points:

Quikek transition from defense to attack,

Accurate quick combinations,

Counterattack.

our Zone Soccer with progression ta full game.
Play on full field with two normal sized goals. A 10x10 yard zone is marked out in each comer of
he field. Play 8v8 with two goalkeepers. Play in segments of 3x8 mins with coaching breaks in

Players can shoot on goal anly after receiving a pass from one of the zones or by making ten

onsecutive passes (i.e. to avoid defenders guarding the zones).

The facus of this practice is the improvement of player speed and endurance and switching the
int of attack continuously.

“oaching Points:

Quick transition from defense to attack,

Accurate quick combinations,

Counterattack.
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Coach Paul Kelshaw Session date [m-'z 9/18 Team/Age Group U
Week ttacking principles in possession play [(Short & long passing) Time available

.l n {a
Groups of four and utilize ane half of the field. Stretch befare engaging in long passing. Players
pass and move using the following restrictio
ong pass, short pass
layers should make appropriate runs to receive a rotation of long and short passes. Player's first
ouch and decision-making should be quick and appropriate.

Players should combine to release a third player running for the lenger pass.

Coaching Poin
Players should work hard at movement off the ball, always showing and communicating.
Players should concentrate on technigue, first touch and passing ability.

Bvd to Neutral Targets
Set up two grids, 8 players In each, 3v3 to two target players on each end line.
Each team must possess and attempt to play farward te a target player at the end line, To score,
he target must play back to the same team. Once a point is scored the team must then go to the
pposite target. When the defending team wins possession they should attack the furthest target.
The focus of this practice is to determine when to play direct and indirect
oaching Points:
Players should keep possession of ball umtil an attacking channel opens up to move forward.
Read the visual cues of the defensive team,
Players must adjust positions as the point of attack changes creating good support and attacking
shape.
Combinations must be encouraged 1 get behind the defensive line,

ong Possession Play

Two grids with a smaller middle neutral zone. Play 5v2 in each of the larger grids. Have two

oating players in the central zone, one offensive and one defensive.

The five attacking players on one side keep possession fram the two defenders. They have the

thon of playing long into the opposite grid to keep possession. The floating defender can

Eupport in any side of either grid as can the floating attacker. This will create differing numbers in
pttack and defense.

Attacking player's score by making ten passes, Defenders score by passing to the floating
defender in the central zone or dribbling into the center zone,

“oaching Points:

Supporting positions should provide width and degpth

Players should be aware of more defensive pressure and/or attacking support.

Read game and make smart decisions |.e, when to play across zones,

Fv8 Game finc. GR's)

ach team will play with different farmations in order to create uneven situations

eam one: 3-3-1 Team two: 2

This will allow teams to work on directed possession. Players must solve the tactical and
echnical problems that arise in the game. They must read the visual clues and decide when to

ssess and when to penetrate.

The focus is to create situations on the field where each team finds itself in a numbsers up
iteation and can possess in search of the penetrating dribble or pass.
Coaching Points:

Teams must recognize the numbers up situations and play quickly away from pressure.
Teams must adopt good shape and create open channels in which to penetrate.

Switch the point of attack quickly.
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Interactive Session Plan_™

Coach Paul Kelshaw ‘ Sessiondate  |4/19/18 Team /Age Group

Week 3: The right time to play short & long Time available

Players will number themselves one to four and then pass and move using two touch maximum.
Stretching should be implemented until players are ready to play in a competitive environment.)
hie coach will call out a number. This player will defend and create a 3v1 situation or calls out two
umbers creating a 2v2 situation. A goal is scored by the attackers making 5 passes in concession,
and by the defender touching the ball. First team to three goals wins, passing and moving should
ontinue thereafter.
Coaching Points:
Maovement off the ball, always showing and communicating.
Technique, first touch and passing ability.
Transition/guickly adopt a suitable shape to keep possession.

Right time to play leng

Set up three grids side by side (40x20 yards), Create three teams of four players and place them
neach grid.

The coach plays a ball into one of the outside grids. Two players fram the central grid will go in
pnd pressure, Players must make five short passes and then play a long ball through/over the
enter zone to the team at the other end to score. At this point both defenders will return to the
enter and another twe will be released. If the defenders gain possession of the ball the whole
eam will move te the outside grid to replace by the team that gave away possession of the ball.
oaching Peints:

Players should create space in possession and when appropriate play the long ball

Coach should comect long ball technique where appropriate,

Players should ereate good shape quickly when possession is won,

Ev5W5 of Gvbv

Create three teams of five/six players to play in a half field area. The coach names two teams that
ill begin in attack. The other team defends creating a 10w5 / 12v6 situation. A goal is scored
hen 6 passes are made between two teams. When the defending team wins possession back,
he team that lost the ball switches to defense and the remaining teams combine to possess. In
his practice, train the goalkeeper an maintaining possession using their hands or their feet.
The focus is en improving work rate when possession is lost and to react and organize guickly
hen possession s gained.

Coaching Polnts:

The attacking teams must create width and depth.

The defenders must work exceptionally hard as a unit immediately at the point of transition,
There must be good communication between players in both attack and defense,

EvE Game

Play BvE with goals from edge of 18yard box to edge of opposite 18yard box on a full size field.

Each team will play with different formations in order to create uneven situations in defense,

idfield and attack. Teamn one: 3-3-1 Team two

This will allow teams to work on directed poss

The focus is to create situations on the field where each team find itself in a numbers up situatio
pnd can possess in search of the penetrating dribble or pass.

oaching Points:

Teams must recognize the numbers up situations and play quickly away from pressure.

Teams must adopt good shape and create open channels in which to penetrate.

Supporting runs must be made both in attack and in defense.

Quick transition must be achieved.




A_ C ACADEMY COACH A C

Interactive Session Plan ™

Coach Faul Kelshaw l Sessiondate  |01/13/2019 Team Group qu

Wk 4: Changing the point of attack using penetration, width and support. Time available

ass and e in 3's + Stretc
Din receiving ball players accelerate on the dribble and change point of attack before passing
pgain. Stretch at regular intervals.

Four x 3 yard-wide goals are set up five yards from the touch line on each side of field. Players are
divided to make a 7v7 + 2. Each team should set up in a 4-3 farmation. Play 3x7mins with
stretching in between.

The attacking team will have 2 extra players and will play a possession game. Either team can

ore by dribbling or passing through a goal

The focus is tointroduce directed possession and to recognize numbers up situations.
Progression:Each team should be assigned two goals te attack and two to defend.

vi+d to Three Goals
Play 7v742 with three x 5 yard-wide goals at each end line. Set up in a 4-3 formation,

layers play with numbers up to attack one goal and quickly switch when defenders have
ompacted in one anea,

he focus is to; implement more standard direction to play, to create width, and to switch points

ocaching Points:
Recognize numbers and change point of attack,
Quickly establish good shape in attack,
Lots of movement and communication
Progression
ach team can be assigned two goals to attack and two to defend,

pet up a field 85x75 yards. Divide field horizontally into two 10-yard zones on the flanks leaving
he middle 55 yards wide. Play Bv8 with GK's using a 3-2-2 or 3-3-1 formation.
Play with only two touches allowed in the center zone. Encourage teams to use the flanks to
penetrate quickly. Alse, promote combination play and the utilization of the early cross to get
hind the defense. Incorporate offskde in order to influence decision making from wide areas,
he focus is to encourage quick decision making In the wide areas. One only player can enter the
pttacking channel at one tirme, defenders |s not permitted in this area as long as the ball keeps

Make gquick decisions in the flanks on when te change the peint of attack.
Spread the defense to open channels ta goal,
Be patient and change point of attack as many times as is necessary, Stress the defense

EvE Free Play wit 3
se tactics employed in the first three exercises.

Coaching points
Recognize numbers and change point of attack

Quickly establish good shape in attack.

Lots of movement and communication

Make quick decisions in the flanks on when to change the point of attack.

Spread the defense to open channels ta goal.

Be patient and change point of attack as many times as is necessary. Stress the defense.
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Coach Paul W Sessiondate  |01/13/2019 | Team /Age Group  |U14

Wk 5 Attacking the in numbsers (Using width as a point of attack) Time available

ass and Miove to goa

he players pass and move in their groups of four. Progress by giving each group a number and
pach player within the group is lettered, &, B, C or D.

oach calls out a number & letter (for example & 14), group 1 attack one goal and at the same time
group 2 attacks the opposite goal. Each group has to develop the player whose letter has been

alled inte a wide position attack and attempt to score.

aaching Points:

time runsfarrive in the penalty area at the same time as the ball. ensure that the front post,
penalty spot, and far post areas are all covered as the ball amrives.

Flace one defender in the penalty area whose responsibility will be to defend against any
pttacking group,

ttacking the Box 4v2

-oaching Points;

Stress the importance of timing the runs so that they arrive in the penalty area at the same time
at which the ball arrives. To achieve this it is essential that they begin to read the body language
pf the player who ks about 1o deliver the ball,

nsure that the front post, penalty spot, and far post areas are all covered as the ball arrives
Drice they decide to attack a certain area they should do so with pace and conviction.
Encourage the players attacking the box to make angled runs into the box,

7 with Wide Players

Play 77 with goalkeepers and two neutral wide players who are situated in the wide channels as

how below. Once the ball is player to any of the wide players they cannot be tackled. The team
ha played the ball wide is free to attack the goal,

rogression

Limit the number of players that can retreat and defend the attacking team

oaching Points:

As the game develops tell the team In possession that they must combine for a number of passe
fare they can go wide,

To keep the defending realistic the team (n possession can score without playing the ball wide

finy goal scored this way s worth double,

w8 Game

Play 8v8 with goals from edge of 18yard box to edge of opposite 1Byard box on a full size fiald.

Each team will play with different formations in order to create uneven situations in defense,

idfield and attack.

eam one: 3-3-1

eam twa: 3-2-2

This will allow teams to work on directed possession.

The focus is to create situations on the field where each team find fin a numbers up situatiol
pnd can possess in search of the penetrating dribble, pass or cross
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Coach Paul Kelshaw l Session date I-;H_-']I-'ZDI'} Team/Age Group  |U14

Week & Introduction to zonal defending

Time available

stablish basic shape and structure in defense.

Focus on positional awareness, and teamwork in pairs

Each pair should play as a defensive unit te deny penetration and avoid being spht

First defender should try to either; win, deny penetration, or make play predictable (Pressure)
The Second defender should provide cover for the first defender in case he/she is beat 1v1.
The Second defender should alsa mark and track the movement of the second attacker.

The success of the defensive pair is hugely dependent on the second defender’s ability to read
he pressure on the ball.

v3 to Goal

Concentrate on the third defenders role to provide balance in the defensive unit,

The defensive team should move as a unit as the point of attack changes. Encourage pressure on
e ball when the attackers get into a dangerous area,

Discuss the containment triangle, which keeps the defense compact and forces play wide

When they win possession of the ball, the defensive team should counter attack quickly to the
ppposite goal, as they shoukd have good shape ta do so

caching Paints:

Re-iterate the roles of the pressuring and covering defenders.

Coach the role of the third defender (i.e. the balancing defender - wha should take away the
pttacking team’s option of the long/diagonal ar through ball)

Defensive team working as a unit,

onal Defendng mn Mi [4vd)

hree small gates are set up on the half way line with one goal set up on the8 yard box. Line up
g4 with a GK. The ball is passed to the team defending the goal that attacks the three gates in the

enterine. A goal is scored when this team dribbles through any wide gates. Two goals are
pwarded for a goal scored through the center gate. The other team must zonally defend these

Organization and communication,

Discipling in defense, knowing when and where they are golng to win the ball. Den't get pulled
Keep the play in front of the zone,

The recovery runs should be at angles,

ivh leading to Svi

Play attack versus defense with a 3-3 defensive formation.

The coach should apply all of the points covered in this session. Keep the compactness, by
preventing your opponent from switching the point of attack.

TIP: Defending is about an aggressive attitude; zonal defending is an intelligent attitude. Playing
a 2onal system relies on having players who can read when to slide in and out vertically and
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Interactive Session Plan ™

Coach I-F'a.ul Kelshaw Session date |—01.-'2!.-'.?Dl'? Team/Age Group [UH

Week 7: Zonal defending continued Time available

—

Focus on positional awareness
Each pair should play as a defensive unit to deny penetration and avoid being split. The practice
egins by one team simply dribbling the ball into play.
The principles of; pressure and cover should be coached as the role of the 15t and 2nd defender.
Coaching Points:
‘Whilst pressuring the ball the First defender should try to either; win, deny penetration, or make
lay predictable.
The defensive pair must communicate effectively
Individual defensive bady shape.
Switching roles as the point of attack changes

dvd 10 Two Goals
Players must constantly read and react to the ball and not get pulled owut of the zone
Restrictions / Game Rules - initially, the ball must go through the side / wing gates before
progressing to score on the apponent’s goal.

oaching Points

As soon as you lose the ball, get shape and pressure (force to where support is)

try force play and the attackers (Inside) into the zone. The 15t defender should pressure very
ruickly and take out the passing lane.

Can the ather defenders slide across . principles of 'Pressure, Cover, and Balance’.

It is impartant that when one defender pressures the ball, the other defenders shide across,
Only go ferward/backward If the unit does sa tagether.

Zonal defending requires good communication

rogressions of the above practice will be to; dribble through the gates, and then, pass through
pny of the middle 3 gates before scoring.

The third {and middle) gate should only be placed in as the session progresses

_oaching Points:

if the ball s maneuvered into a central position, the whole zone now farmats to an inverted ‘v
shape’ whereby the two wide defenders pineh in.

Whoever pressures the ball must try stay with the dribbler.

Flayers must be aware that if the opposition goes through any of the gates, they have broken th
onal system down,
Progression

Take out the middle three gates and play regularly between both goals, the off-side rule should

e in effect,

BvS Game with G
Adopting previously employed tactics play a 99 game from penalty box to penalty box with full
ize goals,
The defensive team should play; 4-3-1 and the attacking team should adepta  3-3-2 formation.
If an attacker makes run across the defensive line (without the ball), a defender should go with
and then pass on. If attacker make a run behind the line, there should be a decision to either; go
with hirmyher, leave them (they might run off-side), or pass on.
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Coach Paul Kelshaw Session date I‘{_H_:'H.'zum Team /Age Group  |U14

Time available

S0mins

Week &: Back to pressure

Players pass and mowve within the field. All passes must be short passes. When the coach calls out
one” each pair position themselves six feet apart and play short one time passes to each other.
Every 3rd or fourth pass the players are asked to demonstrate receiving moves as desired by the
oach Intermittently have the players stretch.
Coaching Points:
During this warm up exercise the players should get at least three periods of stretching.
Intraduce the players to the idea that the “receiving” mowve can be used when an attacker has
pttempted to check away from a defender BUT the defender has managed to stay “tight” and has
wer committed to the challenge.- As the ball is received and the defender over commits to the
attacking player can use the defenders body as a pivot to help them turn.

oups of three Passing and Moving

e ball for each group passing and moving within half a field. give players a letter A, 8 or C
Player B checking back to the ball and receiving it from player A then passes to player C and the
passing and moving begins again,
oach should call out; A, B or C. When the letter is called that player s defends ancther group. The
irst defender to win the ball wins a point for their team.
Coaching Points/ scenario
Checked away so quickly that you have successfully created a big space between you and the
earest pressuring defender,
Checked away from the defender who has pursued aggressively and at the moment of the
ecelving touch is too close and has somewhat over committed to the challenge
Checked away from a defender who has stayed with the run.

Avito target pa.g.'n_rs

he target players placed in the zone at each end of the area are the anly players allowed in this
pone. Target players can only pass to the team that passes them the ball. A team scores one point
by collecting the ball from a target player and combining to get it to the target payer at the

sposite end of the area. Any team with possession may play back to the target player they
nitkally recelved fram in order ta maintain possession.

Encourage the target players to move around within the 2one constantly making themselves
pvatlable for a pass.

Each tearn of three on attermpling to recelve a pass from a target player should make intelligent
pnd complimentary runs.

Stress the notion that it |5 okay to make a run simply to pull a defender out of position so that a
eammate can receive the ball,

vd tod
hree groups of four in an area approximately 30vards by 50 yards
A teamn score by receiving the ball from a server, combining and passing the ball to the service
layers at the opposite end of the playing area from where they ariginally receive the ball. The
i ¥ use the service players to help them maintain po on. The service
en the flags and behind the line.
Educate the players to make sharp "checks” to the ball. These runs should be made at an angle s
he player hoping to receive has some vision of the target they want to go to.
Players should play with patience. T possession exercise, play backwards through the
upporting service player rather than give the ball away.
Encourage the defenders to attempt to play man-te-man and high pressure.
Focus upon those moments when attackers receive the ball with their back to pressure.
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ul Kelshaw Session date 2 Team/Age Group  |U15/16
Attacking in numbers/transition play Time available

Dine ball per pair. Players move across field performing a variety of passes, volleys and headers.
Active players perform activities moving forwards and backwards.

oaching Points:
Passing technigue
Volleying technique
Heading technigque
Control

Attack 'vs' Defense

Dne team plays possession, while other team attempts to score on goal,
rogression: Place a touch condition on one of the teams,
rogression: Add a second goalkeeper who plays for the team keeping possession.
oaching Paints:
Possession vs' Penetration

Maintaining shape in attack and defense
OMmLunicaton

Hreakout zones

Bath teams play in central zone. Each team is required to make five consecutive passes before
attacking either goal. The ball must precede an attacking player into the final third of the field
befare a shot can be taken.

Progression: Allow a defender to track back and challenge the attacker

oaching Points:
Recognizing attacking opportunities
Finishing 1 v 1 on a goalkeeper
Combination play

pwitching point of attack

wo teams play Bvl, A pa fers lexcept goalkeeper) must be in opponents to score.
inal game play BvB on a full field with no restrictions.

vaching Points:

Team shape
Support play
Communication
Movement to suppart attack
ssion in opponents’ half of field
Transitional play
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Sessiondate 2722119 Team /Age Group [U15-"15

Week 2: Principles of attack (Penetration in the middie third) Time available

rick/turn requirements.
regression: Upon command, players change to a different ball and perform a skill/turn upon
eeting the ball.

Coaching Points:

Dribbling techniques
Vision

cep-Away
Bw1&4v2: Change the defender after 1-minute or if an attacker loses possession. Progression
irmit the number of touches for the attackers. Adjust numbers based en ability

caching Paints

Passing technique

Quality of first-tauch

Body positioning

Choice of foot surface when recelving and playing the ball

Players are divided into 3 v 3 plus a neutral player in each end zone. The neutral player plays for
hie team in possession, The ball must be played across a smaller central 2one to teammates
before passing to a target goalkeeper.

Progression: Attacking team shoots on goalkeeper.

Coaching Points:
Utilizing numerical advantage (Support)

Recognizing the moment to play the ball inte attack {Penetration)
Connecting the backs with the farwards (Support/Width)

vbi+6

ivide the group into 3 teams. Two teams play on the field (4-2 'vs' 3-3), and the third team plays
as neutral players on the outside. Meutral players limited to 1-touch. The team that scores stays on
he field and the other team changes with the neutral players. Progress full game if possible.
caching Paints:

Team shape & Suppont
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Coach Paul Kelshaw | Sessiondate  |3/8/19 ‘ Team/Age Group  |U15/16
Attacking with support & width Time available

90 mins

Warm-Up: Tnclude Stretching)
umber Passing

Number passing (1-2-3-4) in groups of 4.

rogression: The coach calls out a number who becomes the defending player. The other three
layers form a tight triangle and attempt to keep the ball from the defender.
oaching Points:

Passing technigque (Who to pass, When to pass & how to pass)

Dine team of four attempts to keep possession in thelr own half against two defenders. If the
pefenders win possession, they pass to their teammates in other half of grid and support, while
wo opponents enter the grid to try to regain poss

oaching Points:

Possession
Speed of play
- Regaining possession and transitional play
ke - Bupport play

iv 4

wo teams combine to play 8 v 4, Each group team keeps a diamond formation amang it's own

layers (resulting in an overall 2-4-2 formation.) The defending team can play the ball into the
arms of a goalkeeper on the half-way line, or dribble aver the half-way line to become part of
pitacking team. The group that loses possession becomes the defending team.

.caching Paints:

Maintaining an attacking diamand
Staying connected In attack
Combination play

Awd 44

wo teams play 4 v 4. The team in possession can use the neutral wingers (limited to a maximum
2-touches) or on-field neutral players {1-touch limit) to develop an attack.

oaching Points:

Utilizing numbers in attack
ombination play through central ‘pivet” play makers
Finishing fram crossed balls
Switching the point of attack
rogress to as full game without restriction




A C ACADEMY COACH A C

Interactive Session Plan_™

Coach Paul Kelshaw Session date 19 Team/Age Group  |U15/16

:l'l'-EE.h;--'.‘ 3 Time available

F0min

Divide the group into pairs of players. Players altermate between serving and active participation
nside the circle. Each pair changes after 30-60 seconds of activity. (Include movement with and
without the ball.)

oaching Paints:
Control techniques
Dribbling technique
Passing technigue
Heading technique

Divide the players into pairs, At the end of each game, the winning player moves up a group, and
he losing player moves down a group. If the score |s tied, and both players scored, the player wh
kcored first is the winner, If nelther player scored, the player who performs the maost juggles is the
wrinner, Each game lasts up to 1-minut
1w 1: Divide the players into groups of three or four players, The player that scores stays on the
ield ta face a new opponent. The player whao |s scored upon retrieves the ball for the next game.

oaching Poims
Fakes & feints
Change of pace
Deception

AN
he coach passes a ball from the half-way line towards one end of the field. Two players from that
nd attack a single defender from the other end. Play to large goals with goalkeepers, and play
f-side. Gradually Intreduce attacking requirements such as wall-passes and overlapping runs foe
reativity in attacking play.
rogression: If a defender touches the ball, or gains possession, a second defender may enter the
ield in support creating a 2 v 2 situation.
oaching points
amposure when finishing
Timing upport rn
Wall-passing
Overlapping run

vitoBvE
Game 1: Divide the team into pairs. Each pair starts ina 1 v 1 confrontation. Once a ball is out of
play it cannot be put back into play. The players that were playing with that ball now move to
st teammates. The game eventually develops to full-s game with one ball as each ball
goes out of play.
Game 2: Divide the team into groups of four and start with 2 v 2 games.

Game 3: Two-touch game with multiple balls placed around the field to maintain the flow of the
garme.

caching Paints:
Creating individual space, - Taking on an opponent, Speed of play, Defensive pressure
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Coach Faul K Session date  |6/13 Team/Age Group

Week 5: Playing out of the defensive 1/3 Time available

umber Fassing & Stretching

roups of four “number” passing (1-2-3-4). When the coach calls out a number, that player sprints
nto space to receive a long pass from a teammate. Progression can include adding a defender.

o play 3v1

saching Points:

. Technique of long passing
2. Bending the ball into the path of a running player

eam in possession plays keep-away until the ball can be played long to their forwards. The
orwards attempt to make 5 passes to score a goal. The goalkeepers may use their hands to
ntercept a pass, and wse their feet to support their teammates

oaching Points:

. Patient build-up in defense
B. Recognizing when to play forwards
B, Accuracy of distribution

v 4

ix attackers take on four defenders. The defenders attemnpt to win possession and pass to any of
he target players at the half-way line. The defending team may use the goalkeeper to pass out of
efense.

caching Points:
. Defending against superor numbers

. Counter-attacking
. Using the goalkeeper

ivide the group into two even teams. [mplement a two touch restriction in own half, and

nlimited touches in opponent’s half.

“oaching Points:

. Restricted touches forces team in possession to play the ball quickly in the back
2. Recognizing when to counter-attack

Final game - unrestricted
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Paul Session date |6/ Team/Age Group U5

Coach
1 Time available

WHK: & Playing through the midfield 1/3
‘ ;D{Imln_n

our attackers attempt to split two defenders as many times as possible.

oaching Points:

. Maintaining shape and passing options
. Weight, accuracy and timing of passes

M 4
et-up the playing area with 3v2 in one half and 1v2 in the other half, The attacking team must

ass or dribble through one set of flags on the half-way line before dribbling to an end zone, Once
he ball is played across the half-way line, two players from the attacking team may move into the

pther half to create a 3v2 situation.

oaching Points:
. Forward movement to create space

B. Switching the point of attack
. Change conditions for central gates - dribble or pass through to initiate an attack

v B [4v2 4 2v2 + 2vd) Jones
Each team has numerical advantage in the back. All players stay in zones. Ball must be played

hrough the middle zone.
Progression: A player from the back may support if the ball is played back from a central

idfielder.
rogression: A player from midfield may support if the ball is played back from the forwands.

Coaching Polnts:

Creating and using space in the midfield
, Supparting through the midfield

wo neutral players play for team in possession. Each team may play a maximum of 5 passes

befare the ball must be touched by one of the neutral players.

oaaching Paints:

. Building through the midfield using numbers

inal game - unrestricted
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Coach Paul Kelshaw Session date (6720119 Team/Age Group 5
1

Week 7: Creative Midfield play in the attacking 1/3 Time available

|S0rmins

wo teams of three play agalnst each other. The playmakers play for the team in possession. 5

passes = | goal.

caching Points:

. Using numerical advantage to maintain possession
2. Angle of suppornt

. Position of playm in relation to the ball

. Position of playm upon receiving ball

ctivity 3 -4vd + 2
our attackers plus twe neutral players keep possession against three defenders and a goalkeeper

f defending group wins possession they quickly play the ball to the other grid. Both playmakers
ove into grid to support play,

oaching Paints:

. Combination play
. Transitional play

v 5

ttacking team plays a variety of combinations between the playmakers and wide midfielders or
entral strikers. Defending players attempt to score on small counter-goals on half-way line. If
ttackers are successful, playmakers stay on and new attacking tearm enters field from half-way.

Coaching Points:

. Combination play
. Linking midfielders with forwards
. Learning to “re-set” the game with the playmakers

¥ v 7 or similar
Both teams play 6v6 in central zone. Playmakers play for team in possession. Playmakers are

esponsible for playing the ball into the final third to initiate attacking play. Play offside for final

f3rd of field.
rogressiondvariation play 9v7 & Progress into unrestricted game

oaching Points:
. Initiating attacking play

2. Creating individual space
. Switching the point of attack
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Paul K W Session date 0 Team/Age Group  |UNS

‘ Time available

Week %: Positional play

e

|90mins

Warm-Up: Inelu
7 4 2 [or similar)

Both teams attempt to connect 5 passes to score a goal. Every time a player passes the ball, that
layer must run around one of the cones before rejoining the game. Neutral players play for team
n possession.

aaching Paints:

. Communication & 3. Movement off the

eams play 3-3-1 vs 2-3-2, Neutral player plays for team in possession, Goalkespers stay in own
half of field. If the defending team wins the ball they pass the ball to their goalkeeper in the other
alf of the field, and play keep-away In their awn half, (Goalkeepers limited to 1-touch play.)

aaching Paints:
. Shape
B Communication
B Transitional play
ttack 'vs' Defense

ttackers play 2-4-2 to a full-size goal. Defenders play 4-3 + goalkeeper to small counter goals
which are level with the back of the center circle.

Coaching Points:

. Manipulate play by limiting touches for one tearn, or by intreducing requirements such as
werlapping runs, combination play from the forwards, shots inside the penalty area, or long
ange shots by attacking midfield

g

all players must be in their opponent's half of the field.

rogression: Goals count double if all players are in the opponent’s half.
oaching Paints:

. Staying connected as a team

2. Supporting the player with the ball

Man-Up, Goal Dow|

aaching Points: 1. Use extra player to unbalance defense and create goalscoring opportunities
. The team with the numerical disadvantage needs to possess the ball to protect the lead, and
ounter-attacks if possible.

lay regular unrestricted game with equal teams




