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This Handbook is designed to assist you, “the coach”, in creating an environment in which each child can reach his/her full potential as a 

soccer player and as a child. 

You are an assistant to the GAME in teaching players and an assistant to players in their understanding of the GAME. 

This handbook provides the support that you, the coach, need to best accomplish these goals.

Good luck with your team this year! 

If you need help, do not hesitate to contact your division Commissioner 

with any problems or questions.

Contact your Division commissioner with any questions

or

Kevin Hume  516 735 1736                                                    

E-Mail – KevinH6016@aol.com                     


COACHING GUIDELINES


1. COMMUNICATION:
Ensure the terminology you use is clear and precise. Let players know you are in charge.


2. POSITIVE REINFORCEMENT :
Whenever possible give individuals and/or groups positive reinforcement. Refrain from using
negative comments. Use praise as an incentive.


3. BE CREATIVE AND USE INITIATIVE:
If the drill or game is too advanced, modify to increase the chances of success.


4. MAKE A DIFFERENCE:
Be motivational and inspirational. Enthusiasm and being energetic are contagious.


5. KEEP PLAYERS ACTIVE:
If the drill is static, create need of helpers or assistants to keep everyone involved.


6. EACH PLAYER IS AN INDIVIDUAL:
Be aware of player differences. Aggressive or quiet, recognition of player personalities will
allow you to respond to all players, and they will respond to you positively.


7. STRIVE FOR QUALITY :
In all demonstrations make the desired objectives clear. If a player shows mastery of a skill, use
him/her to demonstrate.


8. REINFORCE CORRECT TECHNIQUE:
In all drills and games continually emphasis the use of correct techniques.


9. ENCOURAGE PLAY ER MOVEMENT :
At all times make players aware of importance of readiness. Emphasize weight forward on toes
and bouncing instead of flat footed-ness.


10. ROTATE POSITIONS:
All players should be active as servers, assistants. In game situations change positions.

11. DEVELOP PLAYER RESPECT 
Continually get players to support one another. To show good sportsmanship towards all players
including opponents, and respect for others attempts and effort.


12. EQUALITY AMONGST PLAYERS:
Give equal attention to all players in group or games. Do not leave the less competent players
behind nor slow the advanced players.


13. FUN AND ENJOYMENT :
Players will respond and want to continue if things are fun.



Teaching Soccer  Techniques 

Soccer players do not automatically know how to execute the various techniques (skills) associated with the game. Even after learning the basic skills, players need instruction on how and when to use the techniques they have learned in a game situation.

Fundamentals

Our job as coaches is to teach our players the basic techniques and give them the knowledge of the game

and confidence in themselves that will help them reach their full potential as soccer players. Here are some

tips to help you teach the fundamentals to your players:

Explain the importance of the technique ... keep it short, keep it simple. The players are more apt to

learn if you tell them how and when the technique fits into a game setting.

Give 3 or 4 key points to help the players perform the technique.

Demonstrate the technique. If you are unable to do it, ask one of your better players to do it for you.

Organize the team into small groups. The smaller the better, depending upon the technique and the

amount of help you have.

Practice the technique. Observe the players trying to do the technique.

Make corrections as necessary. Be POSITIVE and try to point out when the technique is being done

well; however, you must correct technique that is being done wrong. You can do this without directing

your corrections at any particular player. If none of your players can perform the technique, you need

to reconsider whether it is appropriate for their age and experience level.

Practice under match conditions. In order to tell if the players can do the technique in a game situation,

increase the difficulty by adding a defender, making their space smaller, or by speeding up the pace of

the activity. Small-sided games work well to show whether a technique has been learned.

Using Progressions

The basic idea in teaching soccer techniques is to start simple and increase the level of difficulty.

Start with the simplest elements of the technique. Let the players learn initially without any pressure.

Gradually add more elements of the skill.

Gradually increase the difficulty level of the activity. Increase difficulty (pressure) by:

Increasing the number of players executing the skill in a limited area.

Reducing the space available for executing the drill.

Specifying the direction the player must move.

Adding a passive defender ("shadow defense").

Adding an active defender.

Perform the skill in the way it would be used in a game.

Practices

The way to have successful practices is to plan. The two main objectives for any soccer practice are (1) to

have fun, and (2) to learn to become better soccer players. In order to achieve the second objective, it is

important that you develop teaching goals for the season before you start. Use the list of age appropriate

skills given below as a guideline for things to teach during the season.

Be realistic in selecting your objectives! Consider the age and experience of your players. Decide on your

priorities - what are the most important things you want to cover. If you have doubts about whether your

team is ready for a new tactic, skill or concept, introduce it after you have seen it used by some players.

Have a written plan for each practice. You cannot have a good practice if you do not have an idea of what

you want to accomplish during that practice.Make copies of the ‘Practice Plan’ sheet supplied in this manual. Writing down your plan will help you think through the equipment and setup you will need for the topics to be covered. Save these plans as a record of performance and to help develop a progressive program for the season.

As you plan your practices with the help of the information that follows, remember these tips to keep

players’ interest and avoid boredom:

Minimize the amount of talking that you do.

Get all of the players involved.

Turn "drills" into games.

Keep score. A little competition focuses players.

Give players many touches on the ball.

Give players many chances to shoot and score.

Let the kids PLAY!

Keep the practice focused. If you are trying to teach new skills, your practice should concentrate on a single

major topic (e.g. passing), rather than on many different topics.

Practices should follow a progression: warm-up, stretch, drills, scrimmage, and cool down.

Plan warm-ups so that each player uses a ball. Incorporate games and exercises that emphasize a lot of

touches and dribbling. If possible, use or create conditioning exercises that require the players to work with

a ball rather than just running; the kids will have more fun and they will learn more soccer skills!

Be sure to include stretching at the end of the warm-ups. Younger players don’t need a lot of stretching, but

you should start the habit early. Try to use stretching exercises that require a ball; again, the kids will enjoy

it more and it increases their familiarity with the ball.

Drills should be appropriate for the skills you are teaching. Limit the number of drills in a given practice,

and don’t spend too long on any one drill. Remember that a child’s attention span is limited!

Keep it varied and interesting with a minimum of oral instruction (don’t lecture!). Demonstrate as much as

possible. If you feel uncomfortable demonstrating techniques, don’t hesitate to enlist your more skillful

players, or perhaps older soccer players, to help you. Depending on the level you are coaching, junior high

or high school players may be useful for this purpose. MAXIMIZE the number of touches for each player

by running drills with several small groups at the same time; no child likes to stand in line waiting!

Small-sided games (e.g. 3 v 3) are an excellent practice tool. They help keep everyone involved and, by

reducing the size of each playing field, you can have two games going at the same time.

Drills should be organized to progress into controlled scrimmages (e.g. no shots until at least four

consecutive passes have been made). Follow up a controlled scrimmage with an open scrimmage.

Remember that the kids signed up to play soccer!

Age Appropriate Skills and Techniques

Skills – Pee Wee (1st year)

Technical - Field Play

Inside of foot dribbling, using either foot.

Outside of foot dribbling using either foot.

Inside of foot pass, up to 5 yards, using either foot.

Controlling a pass, using either foot.

Tactical - Field Play

Get involved.

Shoot whenever possible.

Skills – Pee-Wee (2nd year)

Further development of skills taught at U6 plus the following

Technical - Field Play

Shooting with the top of the foot or “laces”, using either foot.

Dribbling for speed.

Shielding.

Kickoffs.

Throw-ins.

Goalkicks.

Technical - Goalkeeping

Kicking goalkicks.

The ready (starting) position.

Underarm roll for ball distribution.

Gathering ground balls.

Tactical - Field Play

Positions - attackers and defenders.

Defend between the ball and goal.

Tactical - Goalkeeping

Look for an unmarked player to distribute the ball to.

Skills – Pee Wee (advanced)

Further development of skills taught at lower levels plus the following

Technical - Field Play

Inside of the foot passing, up to 15 yards, using either foot.

Outside of the foot passing, up to 15 yards, using either foot.

Controlling a pass with outside of either foot.

Controlling air balls with either foot or either thigh.

One-touch shooting.

Special moves:

180 degree turns with the inside of the foot, using either foot.

180 degree turns with the outside of the foot, using either foot.

Technical - Goalkeeping

Catching balls below the waist.

Over-hand throw for ball distribution.

Tactical - Field Play

Spreading out, side-to-side and end-to-end.

Role of the first defender (immediate pressure).

Tackling.

Shooting to the far post.

Tactical - Goalkeeping

Distributing balls to the side of the field away from immediate play.

Advancing to collect through balls without pressure from an attacking player.

Basic Techniques

Focus your attention on the listed points for each technique as you observe your players. It is important for

your players to learn to practice techniques properly, but remember that this may take some time - more for

some techniques than others, and more for some players than others. Again, be patient and be encouraging!

Practice all foot skills with both right and left feet.

Dribbling

Small controlled steps.

Ball should be kept close (approximately 2-3 feet) in front of you.

Strike the ball with either the instep - toes pointed down, the inside of the foot - toes pointed up,

contact ball midway in foot or outside of the foot - toes pointed down.

Look up frequently to establish eye contact.

Change speed and direction.

Dribbling to Beat an Opponent

Keep the ball close and dribble straight at the opponent.

Use sudden movements of shoulders or fakes of body to get opponent to lean to one side.

Immediately take the ball in the other direction and sprint past.

Once past, look up to take a shot or pass.

Dribbling for Speed

Play the ball well out in front.

Keep your head up.

Play the ball with your instep.

Take a few long touches.

Inside of the Foot Pass

Ankle locked.

Foot slightly up at the toe.

Thigh turned outward.

Look up to establish eye contact.

Connect with the middle of the ball just before the instep.

Follow through (contributes to direction and pace of the pass).

Outside of the Foot Pass

Ankle locked.

Foot pointing slightly downward at the toe.

Leg swings across the ball.

Ball should spin when kicked.

Controlling a Pass

Move toward the ball (don’t wait for it to come to you).

Inside or outside of the foot used most often.

Foot surface first touching the ball should be withdrawn slightly on contact to take the momentum out

of the ball ("cushioning").

Ball should not be stopped completely, but under close control.

Redirect ball in front or to the side in anticipation of moving in that direction to pass or dribble.

Controlling Air Balls

Controlling the ball using any legal part of the body (NO HANDS unless you are the goalie).

The controlling surface must "give" on contact to cushion the ball.

Ball should stay close to the player (not bounce away).

Controlling Air Balls using the Instep

Meet the ball in the air with the instep.

Let the ball land on the laces.

As the ball makes contact, pull foot and ball to ground (“cushioning”).

Controlling Air Balls using the Thigh

Meet the ball in midair with the thigh.

Let the ball land midway between the knee and top of the thigh.

Withdraw the thigh on contact, cushioning the ball and allowing it to drop to the ground.

Shooting

Head down.

Ankle locked with foot pointing downward at the toe.

Strike the ball with the laces of the shoe.

Accuracy before power (avoid shooting directly at the goalkeeper).

Shielding

Make the body as wide as possible.

Bend the knees and keep the legs apart.

Keep arms at the sides.

Keep your back or one side to the opponent.

Keep the ball close.

Move in the same direction as the opponent, keeping the body between the opponent and the ball.

Throw-ins

Ball MUST go directly over the head.

Both hands must remain on the ball (R and L thumbs meet behind the ball; thumbs and fingers of both

hands form a W).

Both feet must be on the ground (not necessarily flat; it is permissible to drag the toe of the trailing

foot).

As soon as ball is released, player should get back onto the field (often to receive a return pass).

Coaching Points

Dribbling

Keep on toes all the time.

Touch ball after every step (keep ball close).

Look up after every touch (vision).

Find space.

Contact (inside, laces, outside) will depend on the direction player wants to go.

Concentrate on balance.

Change speed.

Change direction. Accelerate after change of direction.

Work on different types of deception (feints).

Keep body between ball and opponent.

Passing

Keep on toes all the time (be ready).

Look up and take ‘snapshot’.

Make decision who to pass to, then head down and keep eye on ball, ankle locked with toe up, swing

leg in straight plane, follow through center of ball.

Receiving

Keep on toes all the time (be ready).

Get body behind line of ball, look up take ‘snapshot’.

Make decision where to turn when ball is controlled (away from pressure), then keep eye on ball, offer

largest area of contact to ball, cushion ball by giving slightly on contact, trap towards the ground, push

ball out to side 1-2 yards (away from pressure) to enable to take in stride.

Drills and Skill Games

General Guidelines

There are countless drills and many books and videos are available. You don’t need 100 drills. Pick a few

drills (say, 10) and work at them.

Explain the drill (why it is done, how it is done).

Demonstrate the drill (slowly, step-by-step).

Execute the drill.

Figure out what went wrong (it’s often the instructions); fix it, and start over !

Remember: showing is better than talking.

Some drills will not work well at first. Maybe they need a small adjustment (e.g. too many players, or

players standing too close or too far apart).

Repetition of drills builds skills. It can also be boring. So use variations of drills, and don’t repeat the same

drill too often. If your players are not enjoying and not learning from a particular drill, find another that

focuses on the same skills.

Start a drill simply and progress to the harder stuff. For example, begin with a simple passing triangle; then

introduce a chaser.

Play with the kids! Sometimes you should join in the drill as a participant rather than as a coach. Not only

will the kids enjoy it, but you will gain a better appreciation of the skills you are asking them to master.

Call a parent from the sidelines to be goalkeeper for a shooting drill. Experiment!

 Don’t be afraid to try new ideas.

Split the team into small groups for you and your assistants to teach a drill; then rotate. This keeps more

players busy and allows more individual attention.

When organizing the kids into small groups, consider their abilities. For example, in some dribbling or

passing drills it might be best to have pairs with similar abilities. Conversely, in competition (e.g. 2v2) you

might pair stronger and weaker players for balance.

Start a drill slowly. WALK through it first, then do it at half speed, and finally at full speed.

Drills and Games

Beehive

Mark off a 10 yd. x 10 yd. square with cones. Each player has a ball. Players dribble inside the grid using

correct techniques and avoiding other players. Now impose restrictions to encourage players to work on

particular skills. Provide new instructions every 30 to 60 seconds. Try these variations:

Vary speed ("1st gear", "2nd gear", etc.);

Right or left foot only;

Cones - put as many cones around the square as there are players; on command everyone

must find an unoccupied cone and dribble to it (or try it with one less cone than the number of

players - the player who is left without a cone receives a fun "penalty", such as a "leaper"

jumping high in the air and trying to pull both knees to the chest]);

Obstacle course - 6 to 12 cones placed randomly within the square; players concentrate on

dribbling without knocking over the cones;

Shark - players must turn, change speed and direction to avoid the shark (the coach or a

player); if caught, the player must freeze and count slowly to 10 before resuming his or her

dribble.

Now invent your own restrictions - the possibilities are endless!

Bingo

A number of cones are distributed throughout the field. Two players are the "replacers;" each of the others

has a ball. The players with balls try to knock down as many cones as possible with their balls. The

"replacers" (all players take turns in this role) set up the cones as fast as they’re knocked down. When a

player knocks down a cone, they yells "Bingo!" (this adds to the excitement). Who can score the most

"Bingos?"

Bridges

Scatter half of the team widely around the field with instructions to stand with legs spread apart (they are

the "bridges"). The remaining players, each with a ball, dribble to a bridge, pass their ball under it, retrieve

the ball and advance to another bridge. Players may not pass under the same bridge twice in a row. Players

keep track of the number of bridges they can negotiate in 1 minute, then switch bridges and dribblers and

repeat.

Clean up your Field

Divide the field in half with a line of flat cones. Players are divided into two teams one in each half. There

are about half as many balls as players. Each team tries to keep its own half "clean" by shooting all the balls

into the other half as fast as possible. Players may not cross the centerline (shooting line). From time to

time the coach whistles; all players freeze and the balls are counted. The team with fewer balls in its half

scores one point (up to five points).

Cone Dribble

Set up a number of cones arranged in two straight lines. Split the team into two groups and have them

weave through the cones by dribbling. Start out slowly then turn it into a race. Dribblers can be restricted in

how they dribble – right foot only, inside of feet only, etc.

Cone Game

Players pair up and stand across from each other around a circle. Set up 6 or 8 cones in the middle of the

circle as targets. Partners try and knock over the cones in the middle with accurate passes.

Get Your Ball

Divide your team into two groups, one at each end of the practice field. On the midline place two fewer

balls than there are players. On command all players sprint to the midline and try to get a ball. The object is

to retrieve a ball and dribble it back over the endline from which you started. Players without a ball

challenge the dribblers and try to kick their ball away.

Great Wall of China

Each player has a ball. The "Great Wall" is the coach, who moves back and forth along the centerline. A

small goal is marked on each endline using cones. Each player tries to dribble from one goal to the other,

while the coach moves back and forth, trying to keep everyone from crossing. Players must wait for a hole

and "scoot" through. Each goal scores one point, but if the coach touches a player’s ball, that player loses a

point. Who can score the most points in a given time?

King of the Ring

Provide a 10 yd. x 10 yd. grid where each player has a ball. One player or the coach is "it" without a ball.

Players start to dribble in the grid while trying to avoid having their ball kicked out of the grid by the player

who is "it". Players can reenter the grid after retrieving their ball and completing some type of small skill

penalty activity, like juggling the ball twice on their feet or knees or dribbling around a nearby tree before

returning to the grid.

Pacman

Two players are selected to be pacmen and stand outside the grid until the game begins. All other players

dribble a ball inside the grid. Pacmen try to tag players who are dribbling the balls. If tagged, the player is

frozen until another player passes a ball through the frozen player’s legs. Game ends when all players are

frozen.

Pass, Sprint and Dribble

Players in pairs face each other about 5 yd. apart; one player with a ball, the other standing with legs spread

apart. The player with the ball passes it with the inside of the foot through the legs of his partner. As soon

as the ball passes between his legs, the partner turns, sprints to catch up with the ball, turns it 180 degrees

back to his starting position; he is now the passer.

Red Light - Green Light

Every player has a ball and lines up along one end of the field. The coach stands at the other end and calls

the command “red light” and “green light”. Players can dribble towards the coach on “green light” but must

stop quickly on “red light” because the coach spins around to spot any moving players. Players seen

moving are sent back to the start. Players try to get past the coach without being spotted.

Shielding

Use of body position. Play 1 v 1 in an open area. Player A has the ball at his feet and has to keep possession

for a specified time, say 15 seconds. Player B tries to take the ball away from A by getting a toe to the ball.

The idea is for player A to keep his body between player B and the ball, keeping the boxer’s stance with

both feet in line with the ball and player B’s feet, with his knees slightly bent for flexibility and a low

center of gravity. After each player has taken a turn at shielding, increase the time he must shield the ball to

score a point. Try these variations:

Get player B to play the ball to player A to start the game (realistic restart)

Restrict the area used

Limit the player on the ball to his weaker foot

Have player on ball look up after every touch on ball

Get the player on the ball to feel for the marker with his arm - this will allow the player with

the ball to anticipate his markers movement, while still keeping an eye on the ball.

Simon Says

Have all players in a small grid with a ball. Begin dribbling and instruct players to move in various

directions, stop or speed up, slow down, use right or left foot only by saying Simon Says or not. Players

that do not obey the command must do something silly – be creative! To add more fun have the players

stop the ball with a body part – foot, elbow, knee, nose. The goofier the better.

Spiderman

Provide a 15 yd. x 15 yd. grid. Each player should have a ball. The coach starts as the first spider. The

players dribble around the grid while trying to avoid the tag of the spider. When the coach tags a player,

they join hands and go after new prey. Each successive tagged player makes the web of the spider grow

bigger, but, alas, less organized. Young players will request this game constantly.

Star Wars

This classic game is very exciting for younger players! Set up a 10 yd. x 20 yd. grid. Have all the players

line up at one end prepared to run to the other end. The coach or a player stands just outside the grid at

midway with several balls at the ready. On command the players attempt to run to the endline while

evading balls kicked at them by the coach. All shots should be kept below waist level. Players hit by the

balls become new additional shooters until only one runner is left.

Tunnel Soccer

Each player has a ball. The coach has no ball, but moves about the field with the players.

While moving around the field, from time to time the coach stops and spreads his legs to form a "tunnel."

Enlist other coaches or parents to be additional tunnels. The players dribble after him and try to shoot

through the tunnel whenever he stops. After three shots, the coach moves on again. Who can score the most

points in 5 minutes?

Turning

Changing direction is an important skill that young players need to know. Here are six basic turns that are

used at the highest levels of soccer. Each turn will take many hours of practice to master, but once learned

will greatly improve his/her game. For the younger players, the Stop Turn and the Drag Back should be

taught. Older age players should master all the turns.

Stop Turn

Move the ball in one direction. Stop the ball with the sole of the right foot. Continue past the ball.

Turn quickly, play the ball with the same foot in the opposite direction. Bend your knees.

Accelerate away after the turn. Repeat, increasing speed and agility, and practice move with both

feet.

Drag Back
Move the ball in one direction. Turn the ball under the body by dragging the ball in the opposite

direction with the sole of your right foot. Turn quickly, play the ball with the same foot in the

opposite direction. Bend your knees. Accelerate away after the turn. Repeat, increasing speed and

agility, and practice move with both feet.

Inside Turn

Move the ball in one direction. Reach and hook the ball with the inside of your right foot and

move in the opposite direction. Bend your knees. Accelerate away after the turn. Repeat,

increasing speed and agility, and practice move with both feet.

Outside Turn

Move the ball in one direction. Reach and hook the ball with the outside of your right foot and

move in the opposite direction. Bend your knees. Accelerate away after the turn. Repeat,

increasing speed and agility, and practice move with both feet.

Step Over
Move the ball in one direction. Step over the ball low and quickly with your right foot. Swivel

your hips and play the ball in the opposite direction with the inside of your other foot. Bend your

knees. Accelerate away after the turn. Repeat, increasing speed and agility, and practice move with

both feet.

The Cryuff

Move the ball in one direction. Fake a kick with the right foot. Turn your right foot inward with

your toe down and push the ball behind and away from you in the opposite direction. Turn quickly

and play the ball in the opposite direction with the opposite foot. Bend your knees. Accelerate

away after the turn. Repeat, increasing speed and agility, and practice move with both feet.

Scrimmages at Practice - General Guidelines

General

Not the best for improving skills (many players, only one ball). But the kids love scrimmage and it’s

great fun for them. So allow plenty of time for scrimmage during every practice, but don’t make it the

only activity.

Excellent for learning positions and game simulation.

Good way to teach the rules (you are the referee!), but try not to stop play too often.

Small-sided Scrimmage

Fewer players, thus each player gets more touches on the ball.

Small field and small goal requires more control and passing.

Small goal encourages accuracy.

HIGHLY RECOMMENDED IN PRACTICE FOR ALL AGES !

Scrimmage with Conditions

Maximum 5 touches: to encourage passing.

Minimum 2 touches: to encourage control (no one-touch "passes").

Minimum 5 touches: to encourage dribbling.

Must pass 3 times before allowed to shoot: rewards passing and good spacing.

Uneven Scrimmage

5 v 2 with no goals: forces passing. (The larger team counts passes.)

Offense vs. Defense

Good to practice action at the mouth of the goal.

Good to work on set plays (goal kicks, corner kicks, free kicks).

Have 2 or 3 extra players on offense to keep the action around the goal.

Give defenders two small goals near the touchline at midfield.

Freeze

Blow the whistle and call "freeze".

All players must stop where they are.

Coach makes observation, e.g. players open on right flank.

Excellent teaching tool (if not used too often).

Open Scrimmage

Full game simulation.

All players, one game.

Enforce rules more strictly to encourage fair play; it also gives players free kick practices.

Play another team occasionally, if possible; practice subs and positions.
Coach Equipment

A large BAG for all of the items listed below!

Players' parents phone numbers and emergency contacts must be with you at all practices and games

MEDICAL KITS - A simple kit for games and practices is a good idea forevery coach. 

A kit should include:

Ice (and `zip-lock' bags) Band aids Vaseline

Sterile pads Adhesive tape Elastic wraps

Antibiotic ointment Bee sting relief ointment (It happens !)

PUMP and inflating needle - sometimes the ball is as hard as a rock or too soft and may need a little "tuning"

SHIN GUARDS - a spare pair of old ones will cover for a forgetful player!

SPARE SHIRTS (2) for your goalkeepers - having two extra shirts of different colors (each contrasting with your team shirts) insures that you will always have a keeper's shirt that contrasts with the opposition colors.

GOALKEEPER'S GLOVES - an inexpensive pair is a useful addition to your game bag.

BALLS - if possible, have a good quality ball available at the game. This will serve for team warm-ups and can be used as a game ball if none is provided. The leather or synthetic leather soccer balls are best; avoid the hard plastic-skinned balls which are unpleasant to kick or head. Each player should have his own ball and bring it to practice; but bring any old spares that you may have to practice because someone is likely to forget theirs.

CONES  (about a dozen) to set up small areas for practice drills, as obstacles for dribbling drills, or to mark boundaries for a scrimmage field. Cones of a different color (or with some added duct tape) will make a distinctive goal.

WHISTLE and a CLIPBOARD (for practice plans, substitution schedules) are helpful items.

WATER should be available during practice and at the game. Have the players bring their own water bottles (but keep an extra bottle in your bag or cooler for the occasional forgetful player). Alternatively, have your team parent organize a schedule among the parents to provide water and cups.

The team parent should organize a simple SNACK schedule for game days. Discourage turning snacks into a financial hardship for some parents. Orange or apple slices, or seedless grapes are good choices. Make sure that all orange peels, apple cores, and grape stems are picked up and placed in an appropriate receptacle.
Player Equipment

BALL -  Each player to have his or her own ball and to use it often, not just during team practice.

Players will not derive maximum benefit from practice unless they each have their own ball for warm-ups and individual drills.

SHIN GUARDS - An absolute requirement for games, should also be worn for

all practices, the pull-on "legging" type with foam padding protecting the front of

the leg from ankle to shin is an excellent shin guard. Those with plastic inserts

offer additional protection, especially for the older player. 

SOCCER SHOES – 

Baseball or football type shoes with square or rectangular cleats are not legal for soccer. 

Soccer cleats for most recreational play must be rubber or molded plastic (no metal cleats)

WATER BOTTLE (with player's name on it) - Fresh water should be available to your players at each practice and game. 

Request that players avoid sugar drinks (soda, juice….)

SHIRTS, SOCKS, SHORTS – 

Wear uniform as supplied by club.

Reversible Shirt, Black shorts and socks.

Things You Can Expect from Pee Wee’s

The 6, 7, and 8 year old players are a bit more compliant than their “Small Fry” counterparts. They will be able to follow 2 or 3 step instructions and are starting to have a good understanding about what it means to play a "game". They are also starting to cooperate more with their teammates. In fact, they now will recognize that they even have teammates by the fact that they occasionally, and I mean occasionally, will pass the ball to a teammate, on purpose. Often, they will repeat the phrase "I can't do that!", but, will quickly run to you to show you that they can,

even when they only think that they can.

Some other things that you can expect to happen during a season with this age group are:

• There will be at least 200-300 falls, but now they will usually pick   themselves back up.

• The puddle in front of the goal is still too tempting to resist.

• Keep a spare pump in your bag, as the players usually do not realize

   that their ball is flat until they try to kick it, or the coach tells them that it is flat.

• Some of the girls are a lot tougher than the boys.

• They will still want to wear a pinnie, even when the color is identical  to their shirt.

• It will be impossible to remember who is whose best friend as you try to make up teams.

Skill Priorities 

Without a doubt, the most important skill for the Pee-Wees player is the skill of dribbling.

One might even argue that  the  only  important  skill for beginners is dribbling. 

Young players need to learn to dribble within a variety of playing situations.  

They need to learn how to dribble forward , unopposed, how to change speed and direction, how to shield the ball from opponents, how to dribble past an opponent, how to dribble to get away from pressure, and how to dribble with all surfaces of the foot.  

The ability to dribble is absolutely critical since dribbling is the foundation and preparation for the other fundamental  skills  of  soccer,  such as receiving, passing and shooting.

When  players  are  receiving  the  ball  and  making  the  preparation  touches  prior  to passing or shooting, they are essentially engaged in a mini-dribble.  

A creative dribbler will be able to give herself more time or room to pass or shoot. 

The ability to dribble also helps maintain  possession of the ball. 

Whatever the situation, if a player is comfortable with a ball at his feet then the game becomes much easier and more fun.

It is also much more enjoyable to watch! 

Aside from the fact that dribbling forms the foundation for all the other skills, there are many 

other reasons why we need to focus on dribbling at this age.  

First of all, it takes years to become a comfortable and confident dribbler.  

Players have  to  learn  to  combine  body  control, agility, coordination and balance with the mechanics of dribbling and the sooner they start, the better.  

Secondly, the process of learning to dribble involves trial and error. 

 At first, the players. rudimentary  attempts  at  dribbling  will  often  result  in  failure  as  they  discover  the  contrast between a soft touch and a hard touch on the ball. 

Luckily, playing small-sided will allow them many opportunities to show what they can do and if they do not succeed at first, they will have a second chance very quickly. 

Players will slowly develop a feel for the ball as they experiment at controlling and propelling  it.  

We need  to  encourage  them  to  take  risks  and  be creative at this stage as well. Encourage them to see what works and does not work. Encourage them to be creative and to show what they can do. If we wait for the players to mature before we emphasize dribbling, many of them will lose their confidence if they do not succeed because they are much more aware of self evaluation and are also more aware of peer evaluation. This may result  in  their  becoming  reluctant  to  dribble.  Therefore,  it  is  imperative  to  encourage  and facilitate ball mastery and confidence at the younger ages. For everyone’s sake, it is better to go through the process of trial and error when game results are not important and standings are not kept.  

At the U-10 and older ages, game results assume more importance, making it hard for the 

parents and coaches to show patience and tolerance for mistakes, and putting added pressure on 

players to .get rid of the ball. rather than risk losing it.  Once games become competitive, the 

resultant environment is not ideal to start learning how to dribble. 

Most coaches and parents would likely agree that teaching dribbling at  these  younger  ages  is 

extremely  important.  Regardless, if one attends  a  typical  U6  or  U8  game,  one  can  hear  the players being encouraged to boot. the ball up the field.  Shouts of .get rid of it!. and .kick it!.  

resonate  the  entire  game.    The further  forward  a  player  kicks,  the  louder  the  cheers.    

Players become hesitant  to  try  to  dribble  as  the  cheers get  louder  for  them  to  kick  the  ball  with  every second they possess it. 

Some children report they do not want to be yelled at anymore so they kick the ball even though no one is around them. 

Whatever the situation, we need to curb this tendency and need to encourage creative dribbling, not big kicking. 

What we must do as an organization is make sure that our coaches are all on the same page. If all the teams are focusing on dribbling skills, then all children will be learning what is appropriate. 

The  next  task  is  to  make  sure  this  goal  is  communicated  to  parents  so  they  know  what  is expected of the players and can support the players appropriately during games. Imagine how the players will react if they are encouraged to be creative and are cheered for when trying a daring new  move.  Imagine  how  much  more  comfortable  even  the  most  timid  players  will  feel  when encouraged  to  possess  the  ball  and  told  they  should  keep  the  ball.  

This  will  only  help development and help build confidence and increase enjoyment in these youngsters.  

	TYPICAL PRACTICE SESSION

Here are some items that should be included in a Pee-Wee practice session and in this order -

WARM-UP: A brief warm-up is appropriate in order to get the players thinking about soccer and to prepare them physically for the time ahead. This should involve individual body activities that may or may not involve the ball. They can chase their ball when it is thrown by the coach, bringing it back with different parts of their body. Or, they can chase someone with their ball at their feet. Static stretching is also appropriate at this time, again, hopefully done with the ball. "Soccernastics" activities are very appropriate, like: rolling the ball with the bottom of their feet, with their elbows, backwards, with the back of their neck while holding on to it; throwing it up and catching it; keeping it up with their feet while sitting. 

INDIVIDUAL ACTIVITIES: Follow the warm-up with some kind of individual activity, not a real 1 v 1 game, but some kind of activity where players act as individuals in a game environment. An example would be a kind of tag game, or "Red Light - Green Light", or a game where players are trying to knock their ball through gates. Keep players in motion at all times. Avoid having them wait on lines. Play games of "inclusion" instead of games where the "looser sits". 

PLAY THE GAME: Move on to the real game, but, make sure it is a 2 v. 2, or 3 v. 3, game. Switch the game every 5 minutes or so. Be creative. Play with 4 goals, or 2 balls. Play with or without boundaries. Use cones if you don't have real goals. Keep players involved. Have more than one game going on at a time if necessary. It is important that every player has a chance to shoot on goal as often as possible. 

WARM-DOWN & HOMEWORK: Finish the session with a warm down. Give them some more stretches to do with the ball. You may want to review what you started the session with. Also, give them some homework so that they practice on their own. Think of some ball trick that you would like to see them try to do, like, bounce it off their thigh and then catch it. It is important to finish on time. This is especially essential if the players are really into it. Stop at this point and you will get an enthusiastic return. 
PRACTICE GAMES  

"Keep Your Yard Clean"

Here is a game that involves kicking and is a good example of parallel play in that it involves all players on the team at one time, but, they are all acting as individuals during the game. This allows for individual differences in skill. The game is simple, fun, and easy to adapt to account for team size and experience. 
Create a 'neutral area' between the two teams where no player is allowed to enter. This area can be as small as one yard and as big as 10 yards wide. The width is determined by how far the players can kick the ball. 
Each player starts with a ball at his / her feet. On command, each team tries to keep their side of the game free of balls by kicking their ball over to the other teams side. 
After an appropriate amount of time (when the balls become too scattered, or, the players are loosing focus), call the game and count which side has the most balls on their side. 
Distribute the balls evenly for another try if the players are still interested. 
After players have found some success with this basic game, try these variations: 
         Players can only use their left foot. 

         Throw the ball back. 
         Punt the ball back. 
         Dribble the ball around a cone that has been set up in the middle of their "yard", then, kick the ball back. 

	

	

	


More games and drills

Run and shoot
Have the players in two lines by the center circle. Have a player from one line start moving towards the net and feed him/her a ball from beside the net. They have to dribble toward the net and shoot. Normally avoid any drills with line-ups, however this one works because the kids move quickly through the line. You should have lots of parents to help collect balls and keep kids moving through the lines. 

Cone soccer
Play 1v1 with one player against one player, each has a cone as a goal. This is every player; nobody stands and watches. The object is to hit the cone; there are no boundary lines, etc. This is nothing but 1v1 dribbling with a little bit of long passing/shooting, etc. They figure out very quickly that they have to beat their man and nothing else will do. After about five minutes, everybody switches to somebody they haven't played yet. This way nobody is hopelessly outmatched against the same player for very long. They hate to stop doing this until about forty minutes or so when their tongues are hanging to the ground (it's also a good conditioner). This also teaches individual initiative - nobody else is going to stop the opponent; nobody else is going to score the goal. 

Strong sides
The team concept is best taught with unbalanced drills (i.e., 2 v. 1, and 3 v. 2, etc.)-- this is true for players of all ages, but especially with younger players. This will make the benefit of team play obvious and it will "let the game be the teacher". Start with 2 v. 1 drills, then when the players clearly recognize the value of combining to beat one player-- either to beat and score or to maintain possession-- consider a move to 3 v. 2 (vary the amount of space the drills are carried out in-- space is almost another subject). 

Striker!
Divide players into two teams. Station each team at a corner post of the goal, standing off, but facing the field. Place a keeper in goal facing the field. Coach/assistant stands behind the center of the goal with a supply of balls. Coach tosses a ball over the crossbar to about the penalty spot. A player from each team both sprint to the ball and attempt to control it, turn, and get a shot off. The second to the ball defends (if he then wins the ball, then he tries to shoot). When there is a score, save, or ball goes out of play, restart the same way with a different pair of players. May want to limit amount of time each pair has to attempt to score as some kids will dribble all over the field if you let them and everyone else gets bored. Limit the area that the combatants can "fight" in to the penalty area. 

Possession
Picture a square about 20 yards to a side. Coach is at one corner. Two teams are at each of two corners to immediate right and left of coach. Coach serves balls between the two teams first players in line from each team attempt to receive ball and turn and pass to their own team. Second player to the ball attempts to defend, prevent turn, or gain possession and turn and pass to his team. Score one point for turning and passing and successful reception. This keeps the two players in line and the second players in line who are the receivers into the game. Receivers cannot enter field but can adjust position along a line to receive pass. Coach can vary the service to handicap one player or another, serve hard, soft, air balls, or into the space beyond the two lines, etc. Coach controls time and with cones lays out the space for play (if no one can turn and pass within a few seconds, no points and the next players are up; dribble out of bounds and the same thing-- get back in line and coach serves another ball). 

Line Drills
Although you should limit the number of line drills, the following drills are very helpful in teaching younger players important fundamental aspects of the game (all these are on a field stepped off to regulation size, preferably with a regulation goal).

Players rotate positions:

· Simple cut back move: 1 line. Have players start at midfield and dribble half way down sideline with coach providing minimal pressure. When coach says 'cut' the player cuts the ball toward the middle and then finishes with a shot. As season progresses, coach ads more pressure. 

· Reverse move (U6s can begin to do this; U7s ought to be able to do it): 1 line. Players and coach stand on end line next to goal. Coach passes ball ahead. Player has to run and reverse ball, then turn and shoot (or dribble back and shoot). 

· Pass to partner: 2 lines: one along sideline and another toward the center of the field. Same as above, but this time, when coach says pass, the player passes to the wide-open teammate. The teammate must be yelling 'pass it to me.' The play finishes with a shot. As season progresses, coach adds more pressure. Also, this is the foundation for 2 v 1 or 3 v 1...As season progresses, a defender is added and is coached on how to intercept/steal a pass. 

TIP: if things aren't working give it a minute then move on.


Dribbling
Every player with a ball.
Rules 

· Every player must keep moving and not run into anyone else. 

· When coach says "one" they must stop and put their right foot on the ball (never mind that most cannot  tell right from left just tell the lefties to use their other right foot). 

Ask what part of the foot you should use when dribbling, you’ll get lots of answers. The correct one is all parts (trick question). Show how to pull ball back with sole of foot. Ask them to try it after you say start. When they are dribbling around, say "ONE"; once they are all stopped, tell them that now when you say "TWO" they are to stop and sit on the ball. "START”, "TWO", now show some other dribbling technique, for instance cutting the ball across with the inside of the foot. "START", "ONE", Tell them to move faster and to keep their heads up. "START", "TWO". If they did go faster, they probably had some collisions. Ask them how to avoid them. (Right answer is just like cars on Route 1, go slower in traffic and speed up when no one is around and always pay attention to what the other drivers are doing.)

Tell them when you say "THREE" to stop and put their nose on the ball. "START", "THREE", START, encourage them to find space on the field, help them say "there's space over here", "now its over in the other corner". etc. Do several of the stops and starts to get them a little silly and maybe introduce another dribbling move. Other things „Four¾ - elbow, „FIVE¾-left ear, etc.

Sharks and minnows
Need a moderate space with boundaries (about the dimensions of one long, for these guys, kick). All but one player (the shark) has a ball. The shark tries to kick the minnows' balls out of the area when the coach says to start. First let the minnows retrieve their ball and continue, then play poison where the minnows become sharks after they lose their ball and continue play until all the balls are gone. Retrieve the balls and go again.

Use a few cones to make a 10 to 15 yard square. Have all players with ball inside area. Tell them to try and kick each other's ball out, but to keep their ball in. If their ball is kicked out, they must sprint after it and bring it back inside as quickly as possible. Stop them, ask them to count how many times they can kick someone else's ball out. Start up again. Stop and ask who had more than 2,4,.... Now ask them to count how many times their ball is kicked out. Start and stop again, forget to ask for total.

Another game is to give 1/2 the players balls and tell the others to take a ball away and try to keep it. Players with a ball after 1 minute win. Repeat 2 or 3 times.

Arrange them in pairs. If you have an odd number, have one play with you. Play 1v1 keep away for 1 minute. Player in possession after 1 minute is winner. Rearrange the pairs and go again for a total of 3 or 4 times.

Passing
Have them find a partner, one ball per pair. This will take a little while so you might tell them to come back from the break with a partner and a ball before you dismiss them.

First have them pass the ball back and forth while standing about 3 yards apart.  

Stop them and ask what part of foot to use for short accurate passes on the ground. (Answer is inside of foot, show them what you mean; that part of the foot between the heel and ball of foot.) Have them resume. Point out that a pass is no good if it can't be received by their teammate. Ask what that means (answers on ground, within reach, not to hard, not too soft, when it is expected, for example it does no good to pass to a teammate's back, or to one picking dandelions)

Stop them ask them how to receive the ball (answer: cushion the ball so it slows and is left in front of you so you can step forward to pass it, Don't let them stop the ball under their foot, or so close that the ball is stuck between their feet and must be moved before it can be kicked, tell them the ball should be kept moving) Now you will also have to tell them to back up after they pass the ball or else, they will end up too close together. Resume

Stop and tell them to do two-touch passing (you probably will have to ask what Two-touch is and find a correct respondent). Resume

Stop tell them that you want to count the number of passes in a minute and to start on your command. Start and time for one minute. Ask each pair how many passes, repeat.

Tell them to do one-touch passing. Time them for one minute while they count. Offer praise, "that's very good", That's better than I though a bunch of 6-year -olds would do", etc.

Now tell them to pass and move after they pass. Tell them to keep track of their partner, to avoid the other players (It's harder than it looks), and not to dribble (two- or three -touch).

If you have an even number break them up into equal groups. 2v2 or 3 v3 is good, but 4v4 is confusing and will need a good neutral player or two to work, if you have an odd number pair yourself, or an older sibling with the obviously weakest player. 

If you do pairs, have them play keep-away for one minute. Encourage the player without the ball to move to get open and the defenders to challenge for the ball and to deny passing lanes. Team with the ball after one minute wins. Go again. Go again. Keep reinforcing the idea of getting open on the attack (in a position where your teammate with the ball can see you, where you are not too close, but close enough and where the other team can't intercept the pass).

If you do 3v3, consider using a neutral player to help the team with the ball. Again, reinforce the need to move to get open. Point out what happens if you hold the ball too long before passing (you get ganged-up on). Keep such observations very brief and generally make them in the form of a question (to which you will likely get lots of wrong answers, just say "no, that's not what I'm looking for" or "that's it!" when you get the right answer) If the neutral player is reasonably talented, have them ask the players to get open whenever there is no good target. The neutral player needs to move to be a good receiving position all the time. The better the neutral player, the more players that can be involved. Tell the players with the ball to make the longest pass they are capable of to a teammate who is open. (Not the longest kick, but the longest pass to the teammate farthest away from the other team's players; Same comments about passes as before, within reach, on ground, not too hard, not too soft).

Shooting
Players love to shoot and score. Almost anything that gets lots of shots in a short time is fine. With 6 or fewer, a simple line taking turns and retrieving the balls works fine. Have them stay out of the way of each other’s shots. 

For more than 6, you need to keep the "standers" occupied some way. Having them serve a ball to the shooter, then move to the shooting line and the shooters retrieve ball and move to serving line. 

Easiest serves are those coming from behind and slightly to the side of the shooter, also ball must be on ground and in front of shooter. The shooter should be facing sideways so he can see both the ball coming and the goal at which she will shoot. Next easiest are serves coming from the goal on the ground back to the shooter who is facing the goal; hardest serves are those coming across the field from either side.

If a larger goal is available, a parent as keeper (preferably a totally inept keeper) is lots of fun.

The youngest will be lousy servers and you will have to decide if it is "working" when you have them serve. If not simply change the activity. 

One version of the setup: Line in front of goal about 15 yards out. First player in line has no ball. Second player in line pushes the ball from behind to in front of the first player so that the ball is rolling towards the goal. The first player catches up to the ball and takes a first time shot. First player retrieves ball and goes to end of line, second player moves to front of line ... (You will have to instruct them about passing the ball slowly enough that the first player can reach it, but hard enough that it does get in front of him. One way to begin this is to have the first player facing the goal with his legs spread and the second player passes between the first player’s legs. That at least puts the ball between the player and the goal and as long as the pass is not too hard, the first player should be able to get a shot off.)

Other
1v1: Have the players find someone of comparable ability. Use two pairs. Have one pair serve as "goals" standing with their legs spread apart and the other two compete to score. Tell them the goals must be scored by shooting on the ground. After one minute, goals and players switch. 

If you have an odd number of pairs, use parents as "goals”.

Scrimmage
Encourage the team with the ball (attackers) to spread out and to move to get open. Encourage the defenders (team without ball) to get between the ball and the goal (goal-side) (or between an attacker who is "up front" and the goal). 

Make sure throw-ins are taken correctly.Encourage the attackers to shoot, defenders to get back as soon as they lose the ball. 

Defenders are everyone on the team that doesn't have the ball. Attackers are everyone on the team that does have the ball. When no one has the ball, deciding whether you should act like a defender or an attacker is hard to determine, but the team that gets it right most often usually wins the game.

The scrimmage will most likely look like a swarm around the ball. If the coach must engage in some tactical instruction, have one player play behind the swarm to collect any balls coming to him and play the ball forward to space in front of and to the side of the swarm. Later introduce players to the sides of the swarm to collect any balls to the side or passes from behind and then dribble forward and shoot or pass to the middle. Finally, add a player in front of the swarm to serve as a target. Now with 4 players outside the swarm, the remaining few players are just midfielders, the others are just in good supporting positions. Encourage the swarm to pass to any teammate outside the swarm, yes a pass back is good and should be tolerated, even if it is a bit risky for this age group.. The players outside the swarm should be rotated frequently. 

It will take them all fall to get to the point where more than a couple will play outside the swarm. Except, for those who are really not playing at all and just standing with no clue as to what is going on, encourage those to get into the swarm. and get involved.

Do not relegate the only kid with a booming kick to stay back all the time. The point here is to learn and not to restrict the chances to learn in an effort to win or avoid an embarrassing loss.

Of course, there are lots of variations on all of these and you probably have your own favorite. Silly games are not a bad idea. Just remember these little ones have trouble staying focused on one activity for too long, so make lots of changes. If something isn't working, change after a very short time, especially if you don't have a clear way to make it easier or more fun to do. 

More games……………………
Young players love the idea of a "new" game ‚ so it is a good idea the change the rules of the game or chance the game every 10 minutes to keep interest. Instructions have to be broken into little steps and kept very brief. If you can not do it and show it in about 20 seconds, then do it in stages, demo part 1, then expand to part 2 etc.

The key to little kids soccer drills is for every player to have a ball and a variety of 'games', and drills that include every player. After playing soccer related games, pick one aspect of the game (dribbling, or shooting, or passing) and build the rest of your practice session around that.

 Numbers
The exercise is good for 1 vs 1 dribbling skills. It is especially good on a hot day as the kids defending can rest a bit. Divide the kids into 2 groups. If you have ten kids, say, assign each kid a number between one and five. So each team has a number one, a number two, etc. Try to make sure the kids with the same number are evenly matched. Set up two very wide "goals" with pylons. Spread the five kids on each side across each goal line. Call out one or more numbers, and those kids come out to play 1 vs. 1, 2 vs. 2, etc. and the rest of the kids stay spread across the goal line as defenders. Throw a ball from the sideline into the center and let them play it until a goal is scored, the defenders stop it, or it goes out of bounds. 

Variation: Colors. Use two each of different colored pinnies, armbands, or stickers to place on shirts, as younger kids will have trouble remembering numbers.

Monkey in the Middle
All players form a circle and choose someone (the "Monkey") to be in its center. The players forming the circle pass one ball among them while the person in the center tries to gain control of the ball. When this happens, the person in the circle who last touched the ball goes to the center. Some level of competitiveness develops but never on an individual basis and the "losers" quickly get a chance to redeem themselves. 

Ice Monster 
Mark off an area for the game to be played and select one kid to be the "Monster". Have the rest of the kids (each with a ball) dribble around within the area. The "Ice Monster" attempts to touch each player’s ball, at which point that player “freezes” with his or her foot on the ball. If a player's ball goes out of bounds, they also freeze. The last remaining unfrozen player gets to be the new Ice Monster for the next round. 

Cops and Robbers 
Have the kids (each with a ball) line up on one side of the field. These guys are the "Robbers". Have two more kids (the Cops) facing the Robbers somewhere near halfway to the other side. The object is for the Robbers to dribble to the other side without having a Cop tackle the ball away. If a robber loses his ball to a cop, he goes to jail (designate a small area off to the side or use a Goal structure.) Have the Robbers repeat the crossings until there are only 2 left. Make these guys the new cops, pull everyone out of jail and start over. 

Pirate (or Monster)
A keep away game; coaching points: concentrate on the player's close dribbling and screening techniques. Everyone gathers inside a circle (center circle is fine) with a ball. One player without a ball is the Pirate. Everybody starts dribbling around. The Pirate player tries to steal a ball from any player and pass it out of the circle - now, the two players are Pirates and go after the others.....then three, then four. Finally only one player is left with a ball. He/she becomes the Pirate the next game.

Variation: Bomber. Just like above except the "IT" player has a ball and tries to roll/throw it at the other player's and knock their ball 

 Kick out
Everyone dribbles and shields their ball within a circle while trying to kick everyone else's ball out, and simultaneously to protect their own. You can't kick someone else's ball out if your ball isn't in the circle. If your ball goes out you have to leave the circle it gets down to two kids in a duel. The coach may participate to keep the game from becoming to competitive, as the ones eliminated early may feel bad.

Give and go
This one is good for getting the kids to move after they make a pass. It is appropriate for kids a little older, who pass the ball but like to stop and really admire their better passes. Everyone spaces themselves around the center circle. Give the ball to one person and they call out someone's name and pass to him or her. They then run to the receiver's position in the circle. The receiver upon hearing their name called steps forward to receive the pass and yells "I got it!" The sequence is then repeated. Several things are accomplished besides getting them used to movement. The "I got it!" yell addresses the problem of nobody playing the ball in a game because they thought the other was going to play it. We all learn each other's names quickly.

Invariably, someone is always left out so start a countdown from 10 to 0 and they have to figure out who has been left out (the left out person should be quiet). They start yelling among themselves to figure out whom it is and this fosters communication on the field. (It's pretty humorous too). 

After a few practices, they get it down so they look pretty sharp. Then you toss in another ball. They love it! Now they have to think a bit because people are moving and two are busy with the other ball. 

 Egg Hunt
Have more balls than players. Have the players line-up across one end of the field. Take their balls and spread them out around the field, these are the eggs. At the other end of the field is a goal called the "basket". Blow the whistle and turn them loose. The object of the game is to get all the "eggs" in the basket as quickly as possible. They are all on the same team, and aren't allowed to take a ball away from another player. Time them to see how fast they can accomplish the task.

The kids really like this game. The more balls (eggs) the better. You should see them score, and turn right around and go back for more balls.

 Marbles
Split your team into two groups and line them up behind two opposing lines. Each player should have a ball. Place an unusual color (or size) ball in the middle. This is the marble (a #2 ball works well). Have them try to move the marble across the other team's line by striking it with a ball. After the game starts, don't require them to use their own ball, they are free to use any other ball they can find. 

At first the players may get really excited and kick the marble. If this happens, call time-out and put it back. 

Variation: eliminate the teams and play it in a circle. The game is over when the ball exits the circle. 

	


Camp Town Races
 Line up all the players on one end of the field. They each have a ball. On the whistle, they all dribble to opposite end, shoot ball into goal, get ball out of goal, and run back and finish with a shot on opposite goal. The first one to finish is the winner. Ask them "Who is going to win the race?" They all learn to say "The player who can dribble straight!" A variation is to start half at one end and half on the other. This really teaches them to try to do it fast while maintaining possession. This drill really helps players deal with the balls that pop out of the bunch. 

DEATH ZONE 
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The Game

1. Play a regular soccer game with two teams, goals and keepers.

2. Mark the middle of the field with the Death Zone.

3. No player may enter this zone, although the ball is allowed to pass through it.

4. If a player enters the zone, assess a 30 second to one minute penalty, giving the opponent  a one-player advantage. 

Coaching Points

1. This drill is designed to keep players spread out across the soccer field. Encourage the players to stay wide.

2. Vary the size of the Death Zone for desired results.

ONE VS. ONE BATTLES — 
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The Game

1. Play one vs. one, trying to score through a two-sided goal.

2. There is no out-of-bounds.

3. The player in possession of the ball is the attacker, the other player is the defender.

4. Play games of one minute in duration.

Coaching Points

1. Individual defending: steer attacker away from the goal, tackle when the ball is exposed, get goal side when possession is lost.

2. Individual attacking: try to face the defender whenever possible, use change of speed or direction, shield when trying to maintain possession.

3. Dribbling.

Fitness Fun
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The Game

1. Object of the game is to get four balls back to your team’s corner.

2. You can only work on moving one ball at a time.

3. You must dribble the ball back to your corner.

4. You can steal a ball from an opponent’s corner. 

Coaching Points

1. Since this is a competition meant for fun, players will not view it as a fitness session.

2. Since there are only 12 balls, players must steal from other groups.

3. Players must keep their heads up to see how the game is developing.

Teach the parents
 During the last practice of the season have a scrimmage between the parents and the players (with the coaches helping the players). This serves a couple of purposes. The kids love this game. They get a chance to show their parents what they can do and they enjoy beating their parents. (The parents never win, the coaches make sure of that....) Also, since many of the parents have never played soccer it shows them how difficult the game really is. The hope is that a parent may now think twice before "yelling" at a child for missing and "easy" shot in a game. Everybody seems to enjoy this scrimmage. 

Coaching Pee-Wee soccer is a fun and rewarding experience as long as it is kept fun and the children are not pressured. 

Have parents sign up to bring a snack & drinks (specify water or 100% fruit juices) to games each week. 

Remind parents that competition and score keeping are not appropriate.

Contact your division commissioner with any problems or questions.

If you need any help with teaching players and idea’s for practice players please contact Training Commissioner   -      Kevin Hume   (E-mail  - kevinH6016@aol.com)

Enjoy the season and remember , you are in charge of the FUN

	

	WHY AVOID LINES
IF YOU WERE A KID AND PLAYER # 8
WHICH GAME WOULD YOU WANT TO PLAY?
GAME #1
The Game- 10 players with soccer balls try to dribble through as many gates as possible in 5 minutes. If two players balls touch, those players have to do five push ups and then continue dribbling.
GAME #2
The Game- 10 players each take turns dribbling though the cones. The coach uses stop watch to keep track of times. 
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This game Player #8 dribbles soccer ball for all of the 5 minute activity.
This game Player #8 dribbles soccer ball for about 30 seconds.

Both games use the same amount of cones and set up time. A lot of soccer balls and a little planning makes the difference.


	


