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Introduction

Dear Soccer Coach,

Thank you for ordering your copy of 64 More Small-Sided Soccer Games.
I’'m sure you will find itan essential companion in your coaching careet.

Whatsets my new manual apart from other coaching manuals (including
my bestselling 64 Small-Sided Soccer Games), isthat | have grouped
complementary games together on multigame pitches.

The 24 multigame pitches featured inside include a number of games
ineach setup. Thisallows you to maximise your training time. Youwon't
haveto pause to set up another game, players can just move onto the next
pitch and startanother game straightaway. They will be constantly playing
the gamethey love and havingto think about whateach game requires
fromthem. My Howto Runthe Games section on page 3 will help you
understand further how these multigame pitches can be putinto practice
to maximum effect.

The multigame pitches have been clearly set out for you to follow, but you
need notstopthere. | have setout games so that over time you can mixand
match different games to suit your team’s requirements. Wantto practise
shooting, man-marking, tacklingand counter attackingin onetraining
session? Nota problem. Turnto page bto see my Skills Matrix which shows
you what skills each game willteach your players.

64 More Small-Sided Soccer Gameshas everything you need to make
your training sessions fun and exciting for your players, while teachingthem
the essential skills required for the beautiful game.

Enjoy the book and best of luck in your coaching,

N SEAE

Michael Beale




Howtorunthe games

Runningthese games couldn’t be
easier. You'llfind the set up ofthe
multigame pitches including pitch
measurements, equipment required,
and number of players clearly outlined
atthe beginning of each chapter.

Butthese areforyourguidance,
soyou can choosetoinclude more
players dependingonthe size of your
squad, choose polesinstead of cones,
use standard goals instead of mini
goals—it'suptoyouas coachwhat
works bestfor youand yourteam.

Here areafewtips forwhenyoudon'’t
have therightset up butstill wantto
playthe games:

Incorrect equipment

When decidingonwhich gameto play
itis notalways essentialtohave allthe
equipmentsuggested.

With alittle creativity youcan replace
the equipment listed with other kitand
still play the game without affecting
your players’learningand enjoyment.

Forinstance, tomark outa goal, you
canuse polesorcones. If polesare
listed inthe equipmentfora gameand
noneare available you can use cones
in place ofthe poles.

Restarting games

Restartingthe game whenthe ball
leaves play is something thatyou as
coach can control—thisenablesyou
tomanage the speed of the game orto
reward ateamwhohas scored. Some
examples of howto restartthe game
are listed below:

e Youcanbeincharge ofthe balls
by standing onthe halfway line
servinganew ballinto the pitch
immediately. You canalsouse
these servestocreate challenges
forthe ball, create counter attacks
or switches of play, dependingon
where you choose to serve the ball

e Priortostartingthe game, place
ballsaround the outside ofthe
pitch. When the ballleaves the
pitch the players must take
the nearest balland restartthe
game fromwherethe ballleftthe
field. When usingthis rule you
can stipulate whetherthe game
should berestarted with a throw
in, a grounded pass oradribble
ontothe pitch

e Priortostartingthegameyoucan
placethe balls by the side of each
goal forthe goalkeeperstorestart
the game whenever the ball
leavesthe pitch. However, you
canalsodecide which goalkeeper
is goingtorestartthe game. This
allows you to reward ateamwho
has scored a goal by instructing
their goalkeepertorestartthe
gameand notthe goalkeeperwho
has justconceded agoal

Time management

Each game hasarecommended
playingtime butyou can mixupthe
teamsand replay the game if you have
sufficientextratime in the session. Or,
when short of time you can reduce the
playingtime.

Raise the intensity

You canraisetheintensity ofagame
by including double goal periods. For
example, ifa gameis played fortwo
halves theninthelastminute of each
halfthe goals are worth double points.
Thisrule will seethe gameincrease in
speed and excitementas theteamstry
hard to take advantage of this double
scoring period. This rule replicates
the energy and passion of a Premier
League match.

Lower the intensity

You canlower the intensity ofa game
by includingarulewheretheteamin
possession mustcompletea certain
number of passes prior toscoring
agoal. This could be three or five
passes. Thisruleslowsthegame
downand makesita moretechnical
Spanish League style gamewhere
teamstryto build up carefully with lots
of short passes

Session flow

Thesessionshould flowwell due to
theinitial set up allowingyou to move
fromone gametothe next smoothly.
Atipistouseadrinks breakand ball
collection priortointroducinga new
game on the multi pitch.

Thisdrinks break allows the players
toforgetthe previous gameandthen
preparethemselvesfortherulesand
scoring methods of the newgame.

Thisalso givesyou the chancetoadd

orremove the odd cone that may be
required forthe new set up.

Too many players

[fyou have more playersthanare
listedinthe gameset up (afull list of
the suggested number ofplayers can
be found overleaf), there are still lots
ofoptions availabletoyoutorunthe
gamesuccessfully.

One player too many

e (Giveoneteamaone player
advantage for thefirst half of the
gameand reverse theadvantage
forthe second half. Thiscan be
linked toarole play ofa player
being sentoff

e Makeoneplayera neutral
player who playsfortheteamin
possession of the ball

Two players too many

Increasethe area by 2ydsinlength
andwidthand place one player onto
eachteam. Thereforea4v4 game
would now becomea bvbgameina
slightlyincreased pitch set up.

Three players too many

Combinethe two optionsabove. Give
eachteamanadditional playerand
thenincludea neutral playerinto

the game. The pitch size should be
increased inwidth and length by 4yds.

Four+ players too many

Add athirdteamtothe gameand
utilise askill zone outside the main
pitch where oneteam canwork on
skills while the other twoteams play
the game. Thisensures playersare
focused and working hard, butyou
must setthe players sometargets.

Using skill zones

Set up a 10yd square

e  Balljuggling—which player can
complete the mostjuggles inthe
resting period?

e  Foothalltennis—splittheresting
teamintotwoteamsand playa
footballtennisgame

e Playakeep-away game where
the team works on their
possession play




Howtorunthegames

Not enough players

[fyou havetoofew playersthenyoucan
modify the game to suit your needs:

GAME
NUMBER

NAME

MINIMUM
PLAYERS AND
GOALKEEPERS
REQUIRED

GAME

NuMBeR  NAME

MINIMUM
PLAYERS AND
GOALKEEPERS
REQUIRED

1 Half field possession 8 33 Wide man 12 plus 2GKs
e |fthegameis played withthree .
teamsthen modifyitsothe gameis 2 Theend zone game 8 34 Targetsvwingers 12 plus 2GKs
played W'th.two teamsl 3 Fourgoal game 8 35 Possessiongame 8
e |fthegameis played withtwo
teamsand you only have enough 4 Therandom game 8plus2GK 36 Pass and shoot 8plus2GK
fora3v3whenthegameislisted as
a4v4 gamethenyou continueto 5 Passersv shooters 10 37 | Shooters game 8plus2GK
play the game butwithinasmaller
pitch size. Forevery playerthatis 6 Anchorgame 10 38 Central attack 8plus2GKs
missing on the team you should _
reduce the pitch size by 5yds in 7 The sweeper 10 39 Wide attack 10 plus 2GKs
length and width. Soa4v4 game .
ina 40yds x 30yds areawould 8 Ontarget 10 40 Central vwide attack 10 plus2GKs
becomea3v3gameina .
35yds x 25yds area 9 Backand front 10 41 Av2 switch goals 12 plus 2GKs
10 Rightand left 10 42 Three team switch 12 plus2GKs
No goalkeepers
g pe . 11 Inthe middle 10 43 3v2 fast break 12 plus 1GK
Goalkeepersare notalways needed in
the games. Hereare somesimpleideas |1 | iockers 12 44 | Breakouttoscore 12plus 2GKs
onrunninga gamewhenyoudon't
have any goalkeepers: 13 |Coverme 12 45 | Findthestriker 12 plus 2GKs
e Giveeachplayerontheteama 14 Defendfirst, attacksecond | 12 plus2GKs| | 46 Cubetournament 12 plus 2GKs
number. Each playernowplaysan 35 prekiroughtoshoot | 8plus26ks | [47 | vlduel 8plus2GKs
allotted time asthe goalkeeperin
the game . 16 Breakthrough 1v1 10plus2GKs| |48 Beattwoandscore 8plus2GKs
e Playthegamewitha “rush”
goalkeeperrule whereany 17 Passandrun 10plus2GKs| |49 Man marking 8plus2GKs
player can be the keeperatany
giventime 18 Fourby fourvariation 10plus 1GKs | |50 Wide advantage 14 plus 2GKs
e Playthe gamewithoutgoalkeepers )
butwith shooting zones. The 19 3v3v3waves 12plus2GKs| |51 Wingers game 14 plus 2GKs
shooting zones should be marked 9 | 12 olus 26K 9 | 18 plus 26K
10yds from the goal and no player 0 3v3v3centraladvantage plus2GKs| |5 Overlap game plus2GKs
canshoot unless they are inside 21 g\ég\gtc;néfalaﬂdwide 12plus2GKs| |53 | Teamgame 8
this shooting zone g
22 Build uptoscore 8plus2GKs 54 Timetrial 8
s 0y g
Pick’n’'mix 23 |3v2toscore 10plus2GKs| |55 | Muttiball 8
Thoughthe games are grouped
accordingtomulti P'tCh setupyoucan 24 Wingers game 10plus2GKs| |56 Overload continuous 8 plus 1GK
usethemhowyoulike. Forexample,
if you wanttowork onaskill, you can 25 Switch attack 12plus2GKs| |57 Overload twoway 8 plus 1GK
pick games from different chapters.
So, ifyouwanttofocus on possession, 26 Feedthe forwards 12plus2GKs| |58 1vl crossways 8
use Halffield possession, Passersv
shootersand Possession game. |fy0ur 27 Pulloffzone 12 p|U82GKS 59 1v1 aroundthe world 12
session ison switching play, mix up4v2 ,
switch goals, Overlapand Wide man. 28 2v2 choice game 12 plus 1GK 60 2v2 around the world 12
Butifyoursquad needstoimprove . .
its defending skills pick Defend first, 29 Dribble out of defence 12 61 Shooting breakout 10 plus 3GKs
attack second, Threeteamswlltch and 30 Defendthedribble 12 62 Crossing breakout 10 plus 3GKs
3v3v3waves. Foracomplete list of all
the games Categorised by skill please 31 Th 12 plus 2GK 63 1v1 breakout 10 plus 3GK
look atthe Skills matrix overleaf. feezoneeame PSS Bk PHSHTS
32 Target man 12plus2GKs| | 64 Thetournament 15plus 1GK
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Skills matrix

ATTACKING - WIDE AREAS
ATTACKING - GENTRALLY

DRIBBLING
PLAYING OUT OF DEFENCE

MOVEMENT OFF THE BALL
ROTATING POSITIONS
SWITCHING PLAY
FORWARD PASSING

TEAMWORK
QUICK COMBINATIONS

WINNING MENTALITY
COUNTER ATTACKING
COVER AND SUPPORT
MAKING THE PITCH BIG
SKILLS DEVELOPMENT
TRANSITIONS

1V1 ATTACK DEFEND
REACTING

POSSESSION
TEAM DEFENDING
TEAM ATTACKING
COMPOSURE
ATTACKING 1V1 AND 21
OVERLOADS
CROSSING
TURNING
SHOOTING
ONE-TWOS
FORWARD RUNS
HOLD UP PLAY
TRACKING RUNS
COMMUNICATION
GAME AWARENESS

ULTIMATE 4V4 GAMES
01 Half field possession
02 The end zone game
03 Four goal game

04 The random game { 2N 2K J
FOUR GOAL GAMES
05 Passers v shooters
06 Anchor game

07 The sweeper [ o
08 On target [ 3K )
NEUTRAL FOUR GOAL GAMES
09 Back and front [ J [ J
10 Right and left [ L J
11 In the middle [ ) [ ) [ ) [ )
BACK FOUR GAMES
12 Blockers [ J L J
13 Cover me
14 Defend first, attack second [ J [ J
BREAKOUT GAMES

15 Breakthrough to shoot
16 Breakthrough 1v1

17 Pass and run [ J L J ®
FOUR BY FOUR VARIATION
18 Four by four variation L J L J ® ®
WAVE GAMES

19 3v3v3 waves

20 3v3v3 central advantage
21 3v3v3 central and wide advantage (2K J (K J
CROSSING GAMES

22 Build up to score

23 3v2 to score

24 Wingers game

END TO END GAMES

25 Switch attack

26 Feed the forwards

27 Pull off zone

CHOICE GAME

28 2v2 choice game

CENTRE BACKS GAMES

29 Dribble out of defence

30 Defend the dribble

31 Three zone game

FORWARD PASS OR WIDE PASS
32 Target man L J [ 2K 2K J ®
33 Wide man ®
34 Targets v wingers

SHOOTERS GAME

35 Possession game

36 Pass and shoot

37 Shooters game

CENTRAL OR WIDE ATTACK GAME
38 Central attack

39 Wide attack

40 Central v wide attack

SWITCH GAMES

41 4v2 switch goals

42 Three team switch [ ]
COUNTER ATTACK GAMES
43 3v2 fast break

44 Breakout to score

45 Find the striker

THE CUBE

46 Cube tournament

THE DRIBBLER

47 1v1 duel

48 Beat two and score

49 Man marking

WING MANIA

50 Wide advantage

51 Wingers game

52 Overlap game

1V1 CRAZY

53 Team game

54 Time trial

55 Multi ball

OVERLOAD GAMES

56 Overload continuous

57 Overload two way
AROUND THE WORLD

58 1v1 crossways

59 1v1 around the world

60 2v2 around the world
REACTION GAMES

61 Shooting breakout [ J
62 Crossing breakout
63 1v1 breakout [ J [ J
FIVE TEAM WORLD CUP
64 The tournament [ 2K ] [ ] [ J




Ultimate4v4 games

One initial pitch set up allows you to play four , PITCH
different small-sided games in this Ultimate 4v4 01 Halffield 40ydsx 30yds
game. More games, more goals, more fun—less POSSESSION | Two 5yd end zones
hassle. This quartet of games develops your team’s EQUIPMENT
build up play from defence through midfield and 02 Theend 2goals
into attack. Z0negame :ln?[gnlglgoals

. . . . . @
Individual skills— passing, receiving, dribbling, 03 Fourgoal & C%(:]esa ’
movement off the ball, shooting, defending. game PLAYERS
Team skills —team possession , playing out of & 8 plus 2GKs
defence, movement off the ball, combination play, |04 Therandom
switchingplay. game

Syds

15yds

40yds

15yds

/N A

30yds




ULTIMATE 4v4 GAMES

. . MOVEMENT s
Half field possession A >
Pass the ball
Overview into one of
the teams.

When your defendersare up
against two, three, orevenfour
strikersthey need to remain cool
under pressure to pass the ball

game develops team possession,
composure, movement off the
ball and passing skills.

outof defence.This halffield !

Setup

e  Pitch30yds x30ydswitha
halfway line

What you getyour players to do

Startthe practice by passingaball
intoone oftheteams. Theteamin
possession passes the ballaround
inside their own half. Call the name of

Oncalling a
defender’s
@ (red) name

hethenraces
into the other

halfto win the
hall.

one of the opposing players (red) who
immediately runsintothe opposition’s
halfand attempts towin possession
by regaining the ball or forcing the
opposition to make a bad pass outside
ofthearea.

Theteamin possession (white) tries
tokeepthe ballfor four passes. If
successful, you call out the name of
asecondred playerwhorunstohelp
histeam mate secure the ball. Play
continues untilallfourred players are
inside the opposition’s half or untilthe
ball has beenwon by the opposing
(red)team.

[ftheteam in possession gives the
ballaway or makes a mistakeand
passes outside the pitch, the game
immediately switches to the other
team’s (red) half with the player giving
away possession now havingtorunand
regain possession. The game works
continuously.

©®
©

If the teamin
possession
(white)

makes four
successful
passes
anotherred
playerruns
to help his
team mate
win the hall.

Rules

e Thegameis playedcontinuously
forten minutes

e Ateamscoresa pointforeachtime
it completes four passes.
(Four passes =one point,
eight passes =two pointsand
12 passes =three points)

Development/progression

You can make this game more difficult
by reducingthe number of touches
each playerisallowed totake onthe
ball (for example two touch maximum)
or by reducingthe size of the pitchand
therefore placingmore pressure onthe
team keeping possession.

@ \ possession.

The red
teamwins
possession

and passes
back to their
own half.
The white
playerwho

— gave the

/®/ hall away
thenruns

toregain




ULTIMATE 4v4 GAMES

MOVEMENT iy
The end zone game S r— >
PASS >
. Eachteam
Overview defendsits
Fast and furious, this end zone END ZONE endzane an
game forces your playersto opponent’s
dribble the ball and attack the end zone.
opposition using close control, Q@
and changes of speed and .@
direction. It'safast-paced,
all-action game requiring skill
and determination.
Setup %
e Pitch40yds x30yds
includingtwo 5yd end zones
What you getyour players to do
Eachteamisgivenanend zoneto
defendandanend zonetoattack. The END ZONE
teamin possession musttrytodribble
the ball intothe opposition’send zone.
Rules The teamin
. . possession
e Thegameis playedcontinuously END ZONE attempts to
forten minutes pass the ball
e Agoalisscored whena player quicklyin
dribbles pasta defenderandinto @ :T‘,ﬁr;?zgﬂ"
the opposition’send zone situation.
e Afteragoalisscored, the opposing @
team starts with ball frominside its
end zone. Ifthe ball goes offthe side
ofthe pitchthe gameis restarted
with a grounded pass from where
the ball left the pitch
Development/progression @ ﬂ
Introduce a man marking rule where
each player man marks a playeronthe
opposing team. This player can only
tackle the playerthey are man marking.
This progression forcesthe playersinto EREZUE
1vlduels.
EI:S::? r%ogasToere goalsb Ki s
Yy W ymakinga agoala
passtoa player runningintothe end END ZONE player must
zone. This rule encourages creative play dribble the
through passingandforward runs off hallinto tthe
thebal. omonents
The playerin possession mustmakea
passintothe end zone asthe player runs
toreceive the ball. The running player
must notarrive inthe end zone before
the ball.
o AL
‘O
END ZONE \ |




ULTIMATE 4v4 GAMES

Four goal game ASrer— -
PASS t>
- - Eachteam
i f
Overview / \ / \\ ;I '?t aeg l:Iss t?u nod
Encourage yourteamto e
. goals.
constantly switch the focus of
the attack from right to leftand @ %
viceversa inthisfourgoal game.
Quick passes to switch play are
usedtocreatethe spacetodribble
in 1vl and 2v1 situations.
Setup
e Pitch40yds x30yds
e Fourminigoals
What you get your players to do
Eachteamis giventwo minigoalsto
defend andtwo minigoalstoattack.
Both teams must try to use quick /F\ /F\
passinginterchanges in order to create [ [
spacetoscore.
The teamin
Rules 7\ 7\ possession
e Thegameis played continuously looks to pass
forten minutes ngen:?:e in
e Agoalisscored whena pass/shot createa
is made intoone of the opponent’s chance to
goals score.
e Afteragoalisscoredthe opposing
team starts with the ball on its
goalline @
Development/progression @ @
Onetouchfinish—toincreasethe
difficulty of this game you canimpose
arule where playersare only allowed to
score usingafirsttime pass/shotinto
their opponent’s mini goal.
{ {
Bothteams
// \ // \ score a goal
by passing
the ball into
one of the
@ opposition
mini goals.
Make the
/ game more
difficult by
introducing
one touch
& passing.
{ [\




ULTIMATE 4v4 GAME

MOVEMENT s
The random game DRIBBLE - = = - = - &
PASS >
The two
Overview teams play a
Improve team work as the players () ﬁ () a%g‘;‘:‘tﬁg;“e
quickly organise themselvesto attack the
the newgameand implement the gggf’l':f:r‘dser
tacticsrequiredtoscoreagoal in to score past
thisrandom game. It includes half : @] the keeper.
field possession, end zone, four Lo ﬁ
goal game and a normal two goal 5
game inside one pitch. The teams 01D Te.
play each game for aset period |
of time and then play the games
randomly on your call.
Setup
e Pitch40yds x30ydsincluding
two byd end zones =
What you get your players to do /*\ a8 /P\
Eachteamisgiven one halfofthe pitch to
defend. Each halfof thefield includesa Ifyou call
reduced possession areawhich is used / \ ‘ﬁ; / \ outanew
forthe halffield game, anend zone which gfamz;[sl];ust
is used for the end zone game, two mini Pealz:tand
goals thatare used for the four goal game play to the
and one standard goal which is used for 4 GOAL rules of the
thetwo goal game. GAME new game,
Tostart, you pass the ball ontothe pitch {ﬁ;?;ﬂrgp;gl
and allow the playersto play a normaltwo game.
goal game whereteamsattempttoscore
pastthe opponent’s goalkeeperandinto 06
the goal.
Atany pointinthe gameyou cancall out @
the name of a new game (forinstance,
four goal game). Now the teams must
quickly change and play the new game.
Rules
e Thegameis playedcontinuously =
for 30 minutes. To helpthe players AN
understandtherulesof eachgame /\ d /\
you should play each game for four
minutes: The team
0-4 minutes— halffield possession ; i
4-8 minutes—end zone game / \ ‘ﬁ\ / \ ';}3?:33,3
8-12 minutes—four goal game attempts to
12-16 minutes—normal game score a goal
e Thenforafurther 14 minutesyou ?ggﬁ:ﬁ'ﬂﬁo
call outthe games randomly. Goals one of the
scored ineach gameare carried opponent’s
forward and the team with the most two mini
goalsatthe end ofthe 30 minutesis %ﬂ goals.
declaredthewinner %
Development/progression
Toadd tothe competition of this game
you cansplitthe sessions into rounds
with each team playingtoits maximum
towin eachfour minute round (game),
ratherthan takingits score intothe next
game. Thefour individualgamesand a
the random game make for five rounds —
altogether. 7\ &) 7\




Four goal games

.

Get your playersto play four different gamesall PITCH
within asingle set up in these four goal games. 05 Passers v | 40ydsx30yds
When playing, the teams attack and defend two shooters Two Syd end zones
goals. In possession both teams must try to switch EQUIPMENT
play quickly in order to create chances to score. 06 Anchor 4 mini goals
In defence, teams must avoid switches of play to game @ footballs
isolate the game inone side of the pitch. @ cones

. . . . R . 07 The PLAYERS
Individual skills—passing, dribbling, shooting, Sweeper & 10
movement off the ball, communication. .
Team skills—combination play, team work in attack
and defence, communication. 08 On target

Syds

40yds 30yds

A - /

30yds




FOUR GOAL GAMES

Passers vshooters

PASS

Overview
Eachteaminthisgamehasa
different objective to completein
order to be successful. Oneteam
works as the passersand tries to
keep possession of the ball. The
otherteam needs to pressure the
oppositionand winthe ball in
orderto shoot for goal.

Setup
e  Pitch40yds x30yds

e Twominigoalsateachendof
the pitch

What you get your players to do

Oneteamstartswith the balland tries
tokeep possession of the ball. The
players inthe secondteam haveto
work together in orderto pressuretheir
opponentsandtrytoregainthe ball. On
regainingthe ball, thisteam can shoot
intothe mini goals.

Rules
e Thegameis playedforten minutes

e Fachteamhasfive minutesasthe
passersand five minutesasthe
shooters

e Theshootersscore by shootinginto
the minigoals

e Thepassersscoreagoal by
completing five passes

e |[ftheballleaves play, the passers
always restartthe practice witha
passontothefield fromwherethe
ball leftthe pitch

Development/progression

Introduce a random game where on
your call, the twoteams must quickly
switchrolesinthegame.

The white
teamtries
tokeep
possession.

The white
team
attempts
topass or
dribble
forward.

(N

If the red
teamwins
the ball, they
must shoot
into the mini
goals.




FOUR GOAL GAMES

MOVEMENT e
Anchor game DRIBBLE — — = = - - <
PASS >
Overview The anchor
. layerisable
The anchor game improves your - . i
players’ understandingthatitisn’t L \ L \\ pfss;ehs aI;m"t
. < play the hall to
always possible or desirable togo oo mate.

forward when in possession.
Sometimes your opponent has
defended well and there isn’t space
togoforward and attack. Inthis
situation the team must turn and
make a pass backwardsto afree
player. Thisenablestheteamto
attack from acompletely different
areaof the pitch.

Setup
e Pitch40yds x30yds

e Twominigoalsateachendof
the pitch

What you get your players to do

Eachteam hasone player startas the
anchor player. This player waits off the
pitch between the two minigoals.

Oncein possessiontheteamattemptsto
scorea goal by passingthe ball into one of
the opponent’s mini goals.

[fthe team finds forward play blocked the
players turn and pass back totheiranchor
player who can then dribble onto the pitch
and attack inadifferentdirection.

Rules
e Thegameis playedforten minutes

e Theteamscores by passingintothe
opponent’s mini goals

e [faplayerpassesouttotheanchor
player, then the player mustgo out
and rotate positions with the anchor
player

Development/progression

Remove the anchor by making this player
play onthe pitch. Nowwhentheteam
attacks, doesa playerdrop intoadeeper
positiononthe field in ordertoreceivea
backward pass?

If aplayer
passes back
tothe anchor
player, then
therolesare
reversed
withthe
anchor player
dribbling onto
the pitch.

When
dribbling
onto the pitch
the anchor
player must
move quickly
to exploit

the space
created.The
playerwho
has passed
to the anchor
takes his
place.




FOUR GOAL GAMES

MOVEMENT e

The sweeper or—.-
PASS >

Overview The sweeper
The Sweeper isdesigned to / \ / \ .’L‘EfJ:ﬁﬁi end

improve the use of adeep defender
who plays behind the other
outfield players in order to provide
defensive cover through good
positioningand communication.

Setup
e  Pitch40yds x30ydsincluding
two byd end zones

e Twominigoalsateachendof
the pitch

What you get your players to do

Eachteam nominates a sweeping player
toplayinitsend zone. The sweeping
player mustcommunicatetotheteam
whenitisin possession. The sweeper
must be constantly onthe move sothey
can block shotstargetted at their goals.

Whenin possession theteam can pass
back tothe sweeping playertokeep
possession. The player passing back can
also exchange positions with the sweeper
and soallow the sweeper todribble onto
the pitch.

Rules
e Thegameis playedforten minutes

e Onlythe sweepersareallowed inthe
end zones

e (oalsarescored by passingintothe
opponent’s mini goals

Development/progression

Remove the end zoneand allow the
sweeping playertojointhe restofthe
team. Nowwhenateamisdefending,
doesa player drop back totake up
this covering position? Does anyone
look to block the goal? Does anyone
communicate when defending?

\ zone.

A

The team

/ \ can use the
sweeperin
order to keep
possession.

)

e

The sweeper
\ﬁ/\_‘ must tryto
protect the
® goals and
move across
the end zone
tointercept
ﬁ @ any shots.




FOUR GOAL GAMES

Ontarget

MOVEMENT i
DRIBBLE = = = o =

PASS

P

Overview

Encourage your team to play
forward passes into the target man
and then make supportingruns
inorder toreceive areturn passto
shoot.

Setup
e  Pitch40yds x30yds

e Twominigoalsateachendof
the pitch

What you get your players to do

Eachteam nominates a target player
tostand in between the goalsthey are
attacking. The aim ofthis game is to pass
forwardtothe target playerandthenrun
toreceive areturn passinordertoscorein
the opponent’s goals.

Rules
e Thegameis playedforten minutes

e Theteammustpassintothetarget
player before they can score a goal

e Thetargetplayerisonlyallowedtwo
touches onthe ball

e Thetargetplayercannot betackled
astheyareoutside ofthe playingarea

Development/progression

Toincrease the difficulty you can limit
thetarget playerto onetouch. Now, the
target player must pass immediately into
the pitch which forces histeam matesto
make quicker forward runs to support
him.

Eachteam
nominates a
playerasthe
target man.
The target
man must
work off the
pitchandin-
hetweenthe
goals.

Toscorea
goal, apass
mustfirst be
made to the
targetman
who has two
touchesto
setupateam
mate to shoot.

If the red
teamcan
intercepta
passorregain
possession,
canthey pass
into their
targetmanto
score?




Neutral four goal games

f GAMES  SETUP |
The neutral four goal games aim to improve your PITCH
team’s use of the full pitch when in possession 09 fBaCk and | 40ydsx30yds
of the ball. Thisis achieved by placing neutral ront EQUIPMENT
players in various positions on the pitch and giving 4 minigoals
theteam in possession extra players to create 10Rightand left|* footballs
overload situations. © cones
Individual skills— passing, shooting, dribbling, . ;EAIERS
movement off the ball, communication. 11 Inthe middle| ®
Team skills—movements, combination play,
team work.
¥ |
40yds

30yds




NEUTRAL FOUR GOAL GAMES

MOVEMENT s>
Back and front DRIBBLE - - — — — - <
PASS >
] The two
Overview neutral
This game is used to encourage \ / playorsars |
forward and.backward passes in ‘ fhe back and
order toretain possession of the \ | front ofthe
ball and create chancestoscore pitch.
inthe opponent’s goals. N N
Setup % %
e  Pitch40yds x30yds
e Twominigoalsateachendof
the pitch
What you getyour players to do ) {
The neutral players are positioned atthe
back and frontofthe pitch. The team | /
in possession can use these neutral
players in order toretain possession of
the balland create chances toscorea
goal. The neutral players ensure that
theteam always has a backwards or
forwards pass available tothemand The teams
soincreasethe length ofthe pitch atall can use
times. ( / the “back”
| @ playertohelp
them keep
Rules \ % / possession.
e Thegameis playedfortenminutes
e Theteamsdonothavetousethe N ﬁ N
neutral players before scoring, the
neutral players simply give theteam
more options when in possession D]
ofthe ball
e Neutral players cannot be tackled
and must stay on the outside of
the pitch ( !
e Neutral playersarelimited to | \
twotouches /
Y
Development/progression
Reducethe neutral playerstoone touch
inordertospeed upthe passinginthe
game.
The teams
canuse
\ the “front”
playerto pass
\ @ W // into and then
make forward
runstoscore
%’ ﬁ N a goal.
\ ﬁ @ {
\ »ﬁi l




NEUTRAL FOUR GOAL GAMES

. MOVEMENT s
Right and left e i—
PASS >
The two
Overview neutral
: : playersare
Th Isgame is usedto encourage placed on the
switching of play from the right \ / right and left
tothe left side of the pitch. This ) of the pitch.
tactic is used in ordertostretch \
the opponent’s defence and
create space todribble or pass
forward to score goals.
Setup
e  Pitch40ydsx30yds
e Twominigoalsateachendof
the pitch \ /
What you get your players to do /
. \
One neutral player must go outside the
pitch onthe right, and a second neutral
player must go outside the pitch onthe
left. The neutral players are allowed to
move upanddown the full width ofthe 5 :
pitch. The neutral players play forthe ﬁ ITJ';‘;;‘::;'I‘J:
teamin possession of the ball. Thetwo can use both
teams mustattackthe oppongnt’s mini \ / neutrals and
goals and defend theirown mini goals. 3 sohave abv4
x 4 / advantage.
Rules @
e Thegameis playedfortenminutes
e Neutral playersarelimited totwo 2
touches
e Neutral playersare notallowed to
scoregoals
e Neutral players cannot be tackled
astheyareoutside the playing pitch 1
\ ‘/
Development/progression /
Toincrease the speed of play you can | © @
reducethe neutral playerstoonetouch. 6
Now when passingtoa neutral player
theteam must quickly make runsinto
spacetoreceivea return pass.
ﬁ The teams
can use the
\ playersto
make one-
\ @ & / twos.
\ /
A |




NEUTRAL FOUR GOAL GAMES

. MOVEMENT s
In the middle DRIBBLE = — — — — - <
PASS >
The two
Overview neutral
Get your team to make quick, prayers play
short passes in order disrupt the the pitch.
opponent’'sdefence and create
more chancesto score goals.
Setup
e  Pitch40yds x30yds
e Twominigoalsateachendof
the pitch
What you get your players to do
Thetwoneutral players play onthe
pitch. Thetwoteamsattack and defend
twominigoals. The neutral players play
forthe teamin possession of the balland
give theteama 6v4 overload situation.
Rules
e Thegameis playedforten minutes :
e Neutralsare limited totwo touches ;22:::2;&::
e Neutralscanbetackled n%wras
abv
e Neutralsareallowed toscore goals atvantage.
Development/progression
Neutrals are notallowed to score goals
sothe players onthe team mustwork
extra hard to score as they have two
fewer potential goal scorerstorely on.
Canthe team
use this
advantage
tocreatea
goalscoring

opportunity?




Improve your back four’s defending skills through PITCH
this series of demanding small-sided games. 12 Blockers  |60ydsx30Qyds
The games improve the shape, movement and TwolOydendzones
pressing of the defence and, when in possession, EQUIPMENT
the ability to counter attack 13 Cover me 2goals
. . . . .. ¢ footballs
Individual skills—defending, communication, ® cones
pressing, covering, supporting. 14 Defend PLAYERS
Team skills—communication, defending, team first, attack | &, olus 2GKs
work, covering, supporting. second
l 10yds
20yds
\J
60yds
20yds
\J
10yds
30yds




BACK FOUR GAMES

MOVEMENT s>
Blockers ORIBELE - - - - - - =
PASS >
The back four
Overview (white) start
Blockersimproves the back @ ﬁs ﬁs @ onthe cenre
four's ability toremain compact, move along
. theline to
move togetherasaunitand stop stopforward
forward passes by getting into passes.
good blocking positions.
{0 A
e  Pitch60yds x30ydsincluding
two 10yd end zones
What you get your players to do
Dividethe squad intothree teams of four
players.
Oneteamis designated as blockers -—
andis positioned onthe centre line. The
othertwo teamswork asthe passersand
movetooppositeend lines.
Tostart, one of the passingteams
passesalongits lineand attemptsto The outside
passthroughtothe oppositeteam. The teamin
blockingteam must movealongtheline % possession
inorderto closethe gapsand block the (red) quickly
forward passes. passes the
hall and
looks to see
aspacein
Rules . 0 the defence
* Thegameisplayedforthreesetsof to pass
three minutestoallowallteamsto across to
play as blockers the opposite
. teamand
e Theblockers mustremainonthe score a
centreline point.
e Thepassers mustkeeptheir passes
under waist heightwhen passingto
the opposite side
e [ftheblockersinterceptthe ballitis
passed backto one of the passing
teams andthegame restarts
e Apointisscoredfora blockand
a pointis scored fora successful
pass. The pointsare tallied up at
theend
Once the
. three sets
Development/progression % ‘% ﬁ Q have heen
. . ) . layedthe
Toimprove the intensity of the practice !:ealllns swiich
you canlimitthe playerstotwotouches. soone of
the passing
D) teams moves
to the centre
\ line to take
onthe role of
blockers.




BACK FOUR GAMES

MOVEMENT s>
Cover me ORIBBLE - = - - - - >
PASS >
The back
Overview four (white
Defenders have to come off gggﬂg‘fg;)
theirlinetogoand pressurean positioned
attacker in possession of the ball. I‘!“”‘e centre
: ine.The two
However, when this happensthe passsing
other defenders must quickly take teams (red
. oy and blue) are
up good covering positions so they positioned on
can block the space vacated by %} the end lines.
the pressing defender. Cover me
works on these skills.
Setup
e  Pitch60yds x30yds including
two 10ydend zones m m ﬁ} 5%
What you getyour players to do
Oneteamis nominated asthe defending
team (white)andis positioned onthe
centre line. The othertwoteams (red
and blue) work as passersand place Once the ball
themselves on opposite end lines. j[f] g?{;:ﬁflgy
Tostart, one of the passingteam (red) possession
passesalongits lineand attemptsto (red), the
passacrosstothe opposite team of nearest
passers. The nearestdefender (white) defender
can goto pressurethe passerswhilethe %]\:Ef)oﬁlr d
remaining defenders must cover him by to pressure
movingalongthe lineinordertoclose the passing
the gapsand block the forward passes. ﬁ ﬂ team.
Rules
e Thegameis playedforthreesets of
three minutes toallowallteamsto
playindefence
e Onlyonedefendercangoto
pressure—the others mustremain -—
onthecentreline
e Thepassers mustkeeptheir passes
under waist heightwhen passingto
the opposite side
e |[ftheblockersinterceptthe balll itis As the ball
passed backto one of the passing movesto a
teamsandthe gamerestarts new passer,
e Apointisscoredfora blockand H“; “e[’I"‘
apointis scored fora successful r:c‘;'; D‘:If[ "
pass. The points are tallied up at press and
theend th[; other
defenders
. move into
Development/progression @ % covering
Toimprove the intensity of the game positions.
you canimposeatwotouchruleonthe ?
passers. ’
Toreward good play you canimpose
arotationwhenthe defenders blocka
pass. Thenthey exchange positions with
the team who gave away the ball. ﬁ ‘\i ﬁ ﬂ
)




BACK FOUR GAMES

. MOVEMENT s>
Defend first, attack second ORIBBLE - - - - - - >
PASS >
- The three
Overview teams lineup
Defend first, attack second as shown. The
. . teamonthe
emphasises the importance of central line
defenders putting pressure on the (white) starts
. the game
attackerstoregain the ball. Once by playing a
in possession the defenders need Dlae}thwlth
to make good forward passes eam (red) it
andruntocounter attack the th::ln zﬁtackts
’ and attempts
opponent’sgoal. 10score
againstthe
defending
Set u_p . . team.
e  Pitch60yds x30yds including
two 10ydend zones
What you get your players to do
Getyour playersintothreeteams offour.
Oneteamgoesineach halfand one
team (white) is positioned onthe centre
line. Thisteam starts asthe attackers
and makes a one-twowiththe red team The red
tostartthe game. :'nEfEt"[[[EFSth
The centralteam (white) nowattacks wltliieste?m ¢
the redteam and attempts toscorein scoring. If
the redteam’s goal. The red team must successful,
employ good tacklingskill to regain the red team
possession. quickly
) makes a
Nexta red team player fires a pass forward pass
forwardtothe blueteamand ateam to the blue
materunstoreceive areturn pass to team, who
attackthe blueteam’s goal. passes the
ballback to
aredplayer
Rules who hfas madde
e Thegameis playedforten minutes arunforwarc.
e |[fthe ballleaves play, orissaved
by the keeper, then the defending
team has defended successfully
andthe gamerestartswitha
forward passand runto counter '}
attack -
e Punish poor defence by making
the team defend again and again The red
untilitwinsthe ball. Whenateam team now
concedesagoal you passanew attacks the
ballintothe opposition. This rule @ blue team
ensures thedefendingteamis toscore.
successful before ithasa chance Can the blue
tocounterattack :ﬁ:m;mp
e |[ftheattackersscore, they get o)
another chance on goal 4
Development/progression .
When attacking, players are allowed
intothe goalkeeper'sendzone. This
ruleforcesthe defendersto pressthe ﬁ
attackersand stop shots on goal.




.

Breakout games encourage attacking play through |15 Break- PITCH
dribbling, passing and forward runs off the ball. The through to 50ydsx 30yds
games use simple rules and organisation to allow shoot Twol5ydend zones
for maximum playing time in the session. 16 Break- EQUIPMENT
Individual skills— dribbling, passing, shooting, through | . -5

¢ footballs
forward runs, hold up play, movement off the ball, 1vl ® cones
communication.

PLAYERS
Team skills—attacking, movement off the ball, L7 rPuar?S and # 10 plus 2GKs
combination play, communication.

15yds
50yds
20yds
Y
15yds
30yds




BREAKOUT GAMES

MOVEMENT iy

Breakthrough to shoot oRiLE - - - - - - -
. Breakthrough
oW A o

This game encouragesthe team
in possession todribble the ball
and beat defendersin orderto
break out of the central zone
and intothe end zones to shoot
atgoal.

Setup

e Pitch 50yds x30yds including
two 15yd end zones

What you getyour players to do

Thegameis playedinthe central zone.
Eachteamattacksone end zoneand
defendsoneend zone.

Theaimistogetthe balloutofthe
central zone and into the opponent’s
end zone by dribbling past defenders.

central zone.

Passingis notallowed.

Onceinside theend zone the player
with the ballis allowed to have afree
shotat goal

Rules
e Thegameis playedfortenminutes

e Thegameisplayedinthecentral
zone

e Attackersmustdribble intothe
end zonesand shootatgoal

e Defendersarenotallowedtorun
back intothe end zonetotackle

e |fthe ballleavesthesideofthe
pitch thenthe gameis restarted

with a pass in fromwhere the ball
wentout

Development/progression

Onceinside theend zone youcan
increase the difficulty for the attacker

by reducing the number of touchesthe
player is allowed totake. This forces
the attacker to shootat goal quickly,
creatinga sense of pressure.

The aimis to
dribble out of
the central
zone into the
opponent’s
end zone.

Onceinthe
end zone the
attacker has
afree shotat
goal. Reduce
the number of
touchestoup
the difficulty
factor.




BREAKOUT GAMES

MOVEMENT iy
Breakthrough 1vl ORIBELE - - - - - - =
PASS >
Eachteam
Overview nominates a
This game encouragesthe team ﬁ s
in possession todribble the ball end zone.
and beat defendersinorderto
break out of the central zone and
intotheend zonesfora lvl to
scoreagoal.
Setup
e Pitch 50yds x30yds including
two 1bydend zones
What you get your players to do
Thegameis playedinthe central zone.
Eachteamdefendsandattacksone
endzone. -
Theaimistogetthe balloutofthe —
central zone and into the opponent’s '}
end zone by dribbling past defenders. -
Onceinside theend zone the player The aimis &
in possession must now try to beatthe irbtinthe.
second defenderina 1v1 situationin ballinto the
ordertoshoot. opponent’s
end zone.
Rules
e Thegameisplayedfor 15 minutes,
change defenderseverythree .
minutes .0
e Thegameisplayedinthecentral Seaa,
zone S
e Attackersmustdribbleintothe end ‘."
zonesand go 1v1 withthe second
defender ®‘
e |Iftheballleavesthesideofthe Lot
pitch then the game s restarted 5 @
with a pass in fromwhere the ball
went off A < o
Development/progression 7 \
Allow a second attackerto makea
forward runintothe end zone sothat
the attackingteam has a 2v1 situation The attacker
againstthe defender. /ﬁ\ and defender
now play 1v1
@ inside the end
zone.
m




BREAKOUT GAMES

Pass and run

Overview

Passand run develops your
midfielders to play forward
passes intothe centre forward
and then make runs to support.
The game develops the
movement of the centre forward
andtheirability to hold the ball
and bringteam mates into the
game.

Setup

e Pitch 50yds x30yds including
two 15ydend zones

What you get your players to do

Thegameis playedinthe central zone.
Eachteam nominatesa centre forward
togoinside the opponent’send zone.

Toscorea goaltheteam in possession
makes a pass into their centre forward
andthenasecond player runsintothe
end zonetoreceive asetback fromthe
centre forward in order to shootatgoal.

The centre forward now changesroles
with the midfielderwhomade the
forward runtoshoot.

Rules

e Thegameisplayedfor
15 minutes, change forward
everythree minutes

e Thegameisplayedinthe
centralzone

e Noplayerisallowed intotheend
zone untila pass has been made to
the forward

e Onlyoneattackercanrunintothe
end zonetoreceive alay offfrom
the forward

e Defendersarenotallowedtogo
intotheend zone

e Theforwardisonlyallowedtouse
twotouches

Development/progression

Place adefenderinsidethe end zone
toman marktheforward in orderto
interceptthe forward pass ortodefend
1v2 against the forward and attacking
through runner.

Eachteam
nominates a
target player.

The aimis to
passtothe
targetplayer
andthen

run forward
toreceive
ashooting
opportunity.

The target
playerand
shooting
player
now rotate
positions.




Thefour by four variation game forcesyourplayers {18 Four by PITCH
todeploy arange of tactics and skills in order to four 35ydsx 30yds
score goals. Each team has a different way of variation  |Onedydsidezone
scoring in each game forcing the players to think One Syd keeper area
quickly and theteamstoreact quickly tothe EQUI'PMEINT
changesof game. \ goal
. . . : T : 2 minigoals
Individual skills— passing, dribbling, shooting, " 3polegates
defending, movement off the ball, communication. % footballs
Team skills—movements, defending, attacking, PLAYERS
team work, communication, combination play. & 10plus 1GK
> > >
_>
Syds /
30yds
P
35yds
{
\J
Syds
30yds




FOUR BY FOUR VARIATION

' . MOVEMENT sy

Four by four variation DRIBBLE -~ - - - - - >

PASS &

Oyerview roorrorr [
The switch game encompasses score inthe
arange of soccer skillsand : rTnl:guwglﬂztaés
techniquesin ordertoscore goals. @ team scores
Theteam plays four games of six / by dribbling
the hall into

minutes. Each game seesthe the end zone.
team attacking a new boundary \&

line and scoring target (shown

aspoles). o @
When attacking the goal, players

have to shoot to score. When

attacking the two minigoalsthe ﬁ

team looks to switch play to score.
When attacking the end zone the
teamtriestodribble and beat the
defenderstoget insidetheend -
zone and score.
Finally, when attackingthe it
polesthe team passes forward
with accuracy through the gate gglysft’luef

toscore. 6 the teams

{ now rotate
Setup % ﬁ
e  Pitch 30yds x30yds

clockwise.
e Onebydendzoneontheleftof
the pitch

e Onebydgoalkeepers'areaatthe o)
bottom of the pitch O @

e Twominigoals positionedtothe @
rightofthe pitch @
e Threepoles/coned gates atthe top &

ofthe pitch

What you get your players to do

Game 1 Whiteteam attacks the end zone
and red teamattacks the mini-goal

Game 2 White team attacks the poles,
red team attacks goal

Game 3 Whiteteam attacks mini-goals, o > |
red teamattemptstodribbleintothe © The red team

end zone now SCDI:ES
Game4 Whiteteam attacks the big goal % | ta’i’fh"e"é’f,';‘f

andthe red team attacks the three poles. / The white
| teamscores

8 e
You blowa whistletomarktheend ofa ﬁ k@ @] t#r%ifgsl:ﬁe
sixminute game. Nowthe teams move of the gates.
clockwise and defendthe boundary line &

totheirleft. O] ? @

Rules & ‘

e Thegameissplitintofoursix /
minute games with one minute rest
between each game

CONTINUED P>




FOUR BY FOUR VARIATION

. . MOVEMENT s
Four by four variation DRIBBLE - - - - - - >
PASS >
e Theteamsmusttakethegoals After
scored inthefirstgameintothe switching
second/thirdand fourth games pitches again,
) the red team
e Theteamwhichscoresthe most now scores hy
goals atthe end of the fourgamesis dribbling into
declaredthewinner the end zone.
e Noplayercanenterthe The white
teamtriesto
goalkeeper’s area. Ifthe ball leaves passinto the
playthenthe game is restarted with mini goals.
apassintothe pitch
Development/progression
Playforafurtherten minutes. You can
blowthe whistle atanytime. The teams
thenimmediately rotate and defend the
boundary totheir leftand continue the
new game.
Onyour
whistle the
teamsrotate
clockwisea
final time.
Thered
teamis now
attacking
thethree
gates and the
white team is
shooting at
the goal.




Wave games

Wave games are designed to improve both
defending and attacking play. Good defending
Isrewarded as the defendingteam is allowed to
break out and become attackers. Attacking play is
alsoencouraged because attackers can continue
attacking ifthey score a goal.

Individual skills— defending, passing, dribbling,
shooting, crossing, communication, movement to
receive the ball.

Team skills — attacking with an overload,
defending with an overload, team work.

[GAMES ~ SETUP |
PITCH

19 3v3v3 40ydsx 30yds
Waves EQUIPMENT

20 3v3V3 - 2goals
central ¢ footballs
advantage |® cones

21 3v3v3 ;ngimszeKs
central N
and wide
advantage

20yds

40yds

30yds

20yds




MOVEMENT s>
3v3v3 waves ORIBBLE - - - - - - >
PASS >
You pass the
Overview ballto the
i i blue team who
3v3v3wavesisdesignedto ﬁ attacks the
improve defending and attacking red team.
play. Ateam hasto be successful {}
in both attackingand defending
inordertowin. Quick transitions
tocounter attack are also brought ﬁ}
into play asteams launch into \i
the attack after stoppingthe \ * )
opposition from scoring agoal. m % @
Setup
e Pitch40yds x30yds
What you get your players to do -
Thegroupissplitintofour teamsofthree
players. Oneteam (white) rests behind ﬂ i
one ofthe goals. Twoteams (red and
yellow) occupy each half of the field and
the final team (blue) starts onthe half After
way line. To begin, you passthe ballinto ‘ﬁ al;ttal;:lkmg,
the team onthe halfway linewho attacks :egts l![fl;eam
3v3inside one half of thefield. white team
Oncethis attack iscompletethe comes onto
attackingteam (blue) leaves the pitch “I:e P"‘dc" and
and the defending team (red) breaks out :uﬁsr?o ;i'?an;k
toattack the opposite end of the pitch. the yellow
Finally, therestingteam (white) comes team.
ontothefield and waitstodefend. ®
The game continuesin thiswave like ®
motion where teams rest, then defend
andthenattack.
Rules
e Thegameis playedfortenminutes
e |[fthedefenderswintheballorthe
ball leavesthe pitch then the attack —
isover g
e Thenewteam now breaks : =k
forward and into the opposite
halftoattack 3v3 The yellow
Jﬁ team now
. attacks the
Development/progression . white team.
[fateam scores agoalthenallowitto
attack again atthe opposite end. This
rewards good attacking butalso forces
the defenderstodefend asateam so
thatthey have the opportunity to attack. @ @ ?
® )
7




3v3v3 central advantage

Overview

This game progresses fromthe
previous game and gives the
attackingteam two additional
playersto help it score more goals.
Usingthese additional neutral
attackers improves the
composure of the attackersonce
inside the opponent’s area.

The attackers can nowrelaxand
use quick passing combinations
to utilise theiradditional players
and find a player in space to shoot
atgoal.

Setup
e Pitch40yds x30yds

What you get your players to do

This practiceisa progression ofthe
previous game.

One ofthe teams must now become
neutral attackersand play for theteam
in possession of the ball. Thethree
neutralsare splitup sothat one player
goesintoeach half ofthe pitchasa
forward and one plays onthe centralline
asamidfielder.

When theteams are attacking they
have a bv3 overload situation with one
additional player onthefield to passto,
and anotherone behind playto pass
back toasa midfielder.

Rules
e Thegameis playedfortenminutes

e |fthedefenders winthe ballorthe
ball leavesthe pitch then the attack
isover

e Theattackingteams mustusethe
extra neutral playersinorderto
scoreagoal

Development/progression

[fateam scores agoalthenallowitto
continue attackingat the opposite end.
This rewards good attacking butalso
forcesthe defenderstodefendasa
team sothat they have the opportunity
toattack.

The white
team
hecomes
neutral
attackers
witha player
going into
each half and
one playing
onthe centre
line.

When the
teams attack
itnowhasa
5v3 situation.

Cantheteam
useitsspare
playersto

scoreagoal?




3v3v3 central and wide advantage

o . In ol}e halfta |

verview single neutra

The central and wide advantage ﬁ ;m‘;‘:‘e‘;'s

game improves your team’s ability the middle

tousethe entire pitchwhenin H {} ﬂ} Q Q ng gﬁ]cehr.

attackingsituations. end there are

Having an additional attacker N N two neutral

. . . players

inthe centre of the pitch will nositioned on

force your team to work on quick % 0‘5 Q the wings.

combination play in central areas @ °®

inorder toscoreagoal. Having

additional players in wide areas ﬁ

will force yourteam to play more ﬂ %

wide passes where crosses can be @

made into the opponent’s box. N

Playing this game will show your

team the benefits of both types 7=

of attack. {

Setup When

e  Pitch40ydsx30yds attacking
atoh

What you get your players to do Elue team

This game progresses from the previous ﬁ gssfn?[gggal

one. Thethree neutral attackers are N N creatinga

spread out sothatone goesintoone
halfasaforwardand the othertwoare
positioned on the touchline of the other
halfas rightand leftwingers.

So, when attacking, the team has extra
playersto helpitscoreagoal.

Atone end the additional attacker
isinthe centre of the pitch, which
encouragestheteamtoattack inthis
area with quick passingcombinations.
Atthe opposite end of the pitch the two
additional attackers are on the wings -
andtheteam mustattack inwide areas
utilising one-twos or crosses.

4v3 overload.

Rules
e Thegameis playedfortenminutes

e |[fthedefenderswintheballor
the ball leaves the pitch thenthe
attack is over.Thedefendingteam
now breaks forward and intothe
opposite halftoattack

Development/progression

Reward theteamsfor using the neutral
players. Ifa neutral player scores or
assists inthe delivery of agoal then the
goal countsasdouble.

When
attacking
up the pitch
the blue
team now
hasawide
advantage
with players
onthe wings
who can
beused

to provide
Crosses.




Crossinggames

The keytoscoring more goals isaddingwidth to
your attack. These crossing games will improve
your team’s ability at moving the ball into wide
areasand then getting players into the box to score
from crosses.

Individual skills— passing, movement off the ball,
heading, shooting, volleying, communication,
crossingskills.

Team skills — attacking build up play, combination
play, movements off the ball, communication.

GAMES _____ SETUP |
, PITCH
22 Buildupto |a0ydsx30yds
Score Two byd side zones
EQUIPMENT
23 3v2 to 2 goals
Score ¢ footballs
© cones
24 Wingers PLAYERS
game & 10 plus 2GKs

Syds L

\

15yds

40yds

30 yds

15yds

>

30yds

Syds




CROSSING GAMES

' MOVEMENT =i
Build up to score st =
The two blue

Overview

Build up toscore improves your
players’ awareness of switching
playtothe wingersandthen
making forward runsto score
fromacross into the opponent’s
penalty box.

Setup
e Pitch40yds x30yds including
two byd side channels

What you get your players to do

Two players take the position of wingers
and gointothe channel, whichis
oppositetheoneyouarein. The
remaining players pair up, and stand
either side ofthe goal.

Tostart, thefirsttwoattackersrunto
receive your pass. The players combine
andthen passthe ball outto the wide
player. The wide player then dribbles
downthelineand crossesintothe box.

Theattackers continue their runs into
the boxto meet the crossand shoot. The
attackersshould ensurethat one player
runstothe near postand onetothe far
postin order to cover the whole box.

Play now reverses with two attackers
enteringthe field fromthe opposite side
and receivinga pass from you.

Rules
e Thegameis playedforten minutes

e Allplayersarelimited totwo
touchestoincrease thespeed and
realismofthe game

e |ftheballgoes off oragoalis scored
you passtothe next set of attackers
ontheopposite side

Development/progression

Byaddinga defenderineach boxthe
attackers will be forced toimprove their
movementtolose the defenderand the
winger will have to ensure they cross
with accuracy to one of the attackers.

players runto

£ pass.

receive your

The players
combine and
passtheball
wide to the

Q winger.

The
& attackers
& now runinto

the hox to

meet the
cross and
shoot.




CROSSING GAMES

MOVEMENT s
3v2 to score DRIBBLE o = = o = = -
PASS [
One centre
Overview f forwardis
' i placedinside
This game improves your 3 placedins

attackers’ movement inside the
opponent’s box. When attempting
toscore fromacross, attackers
mustensure that theirrunsare
made to lose or disrupt defenders.
Asthecross is played intothe box
the attackers should be spread
out covering both near and far
postsaswell asthe centre of the
goal asthiswill maximise their
chances of scoring.

Setup
e  Pitch40yds x30ydsincluding
two byd sidechannels

What you get your players to do

Twowingers gointo the outside channel.
Two neutral forwardsare used, one in
each half ofthe pitch. The remaining six
players pair upintothree teams. Ateam
goesintoeach halfasdefenders (red,
white). The thirdteam (blue) startson
the central line as attackers.

Theattackersreceive a pass from
youand combineto pass wide. The
attackersthenruntosupportthe neutral
forward to meetthe cross and shoot.

Oncethis attack iscompletethe
attackers becomedefenders. The
defenders now break outto attack the
opposite goal by receiving your pass.
The game works continuously inthis
wave-like motion.

Rules
e Thegameis playedforfive minutes

e Theteamwiththe fewest goals
becomethe newwide players

e Theteamwiththe mostgoals
become the neutral forwards

e Thewide players becomeanew
teaminthegame

e Theattackingteam must passwide
and cannotscore untila cross has
been made

Development/progression

Thetwoneutral forwards become
additional wingers on the other side of
the pitch. The attacking team passes
toawingertodribble and cross, and
the opposite winger can now runinto
the boxtosupportthe attack. Thisadds
movementand the unpredictablity of
which side the cross will come from.

Z e

The blue team
buildsup and
passeswide
to the winger,
who dribbles
forward and
crosses.

The two blue
attackers
andthe
forward must
trytolosethe
defenders
and score
fromthe
Cross.




CROSSING GAMES

. MOVEMENT sl
Wingers game DRIBBLE & o = - = <
PASS >
The blue
Overview @ team hasthaf
. © advantage o
The wingers game shows the the wingers n
advantage of havingwidth in your the first half.
team’s play. The game is played
fortwo halves with each team
being given the wingers for one
half and benefiting from being ‘
ableto passwide and get crosses i ﬁ @
intothe opponent’s box.
Setup
e Pitch40yds x30yds including
two byd sidechannels
What you getyour players to do
Twowingers gointothe wide channels
inside the opponent’s half. ©
Eachteamattacks and defendsagoal.
Theteamwhich hasthe wide advantage | .
(blue) should pass wide tothe wingers tﬂg;’g;ﬁs:;g“
andthen makesarunintothe boxto © the wingers
scorefromthecross. by passing
Theopposingteam (red) does nothave wide...
accesstothe wingers and hasto build
up play throughthe centre of the pitch. fﬁ
Rules \ = 5
e Thegameis playedfortwohalves £
offive minutes
e Wingersarelimited totwotouches
and cannotleave thewide channel ﬁ
e Defendersarenotallowedtoenter
the wide channel
e Thewingerschangeteamsat
halftime
Development/progression © o . _." b
Thewingerwhohas notreceivedthe
passisallowedtorunintothe boxand
supporttheattackingteamto scorefrom ‘ _then
the otherwinger’s cross. © i getting into
the box to
score from
the cross.




Endtoendgames

These end toend attacking games are designed . PITCH
toimprove the movement and combination play 25 Switch 55ydsx 30yds
of your centre forwards so they can create more attack One 5yd channel
chancesand so score more goals. EQUIPMENT

26 Feed the | 2goals

Individual skills— movement to receive, dribbling, forwards @ footballs

passing, shooting, communication, hold up play.

i S @® cones
Team skills— movement, combination play, 27 Pull off PLAYERS
communication. zone & 12 plus 2GKs

30yds




END TO END GAMES

. MOVEMENT s
Switch attack A — <
PASS >
Tostartthe
Overview game, ylt;uII t
H H serve apallto
The switch attack game isa battle ﬁ the attackers
between two sets of attackers to in one half of
score the most goals. @ & 6 the pitch.
Here the attackers must work ﬁ )@
hard on their movement off the
ball sothey canreceive a pass, lay
the ball off quickly ordribble to 3
D)
the target and score.
Setup / %
e  Pitch 5bydsx30yds including
one 5yd central channel ﬁ @
What you get your players to do .
Dividethe squad intofour teams, -
playing 3v3, attack versus defence, in \
each halfofthe pitch. -
You start the game from the centre zone -
by passingtothe attackersinone half of attl;ckers
the pitch,who combineand try toscore play 3v3
agoal. toscorea
[fan attackingteam scoresagoal itis goal. Aft?rla
rewarded with another balland can :;‘t‘;"c‘:(ss u
continue toattack andincreaseits theyare
goaltally. rewarded
If the attackers failto score they lose the ‘|;”t|||1 a“thher
balland youturntofeed the balltothe all and can
OP continue
attackersatthe otherend. attacking.
Rules
e Thegameis playedforfive minutes
with the attackersatoneend
tryingto score more goalsthanthe
attackersatthe opposite end
e Forthe nextgame, the defenders 2
and attackersrotate a
Development/progression -
Reward good defensive play. Ifthe .
defenderswin the ballfrom the Lfnas'l.ﬂff:scskffu
attackersthey canthen pass backtoyou and the team
andreceive an extra goal. does not
score then,
@% ﬁ youturnto
playahall
\@] tothe
& attackers at
\ the opposite
end of the
pitch.
D)}
a




END TO END GAMES

Feed the forwards ORIBBLE = - - = - - &

PASS
The hall is

Overview ‘ﬁ rolled to
the (white)

Improve your defence and defenders,

toensure they are successfully };Vt}]%ﬁass
takingon theirrolesinthe game. %

forwards.
The defenders must stop the
opponent’s attackers from
scoring, regain the ball and then
make a forward pass intothe

attackers.
The attackers should then @
combine quicklytoscoreagoal. %

Setup &
e  Pitch 5byds x30yds including

one byd centralchannel

attack's sense of responsibility @ @ @ who must

\t
1 »

What you get your players to do

Divide the squad intofour teams, The forwards
playing 3v3, attack versus defence, in a“emPtt°3 3
each halfofthe pitch. scoreinadv

Tostart, one of the goalkeepersrolls
the ball outtothe defenderswhoare

r\? situation.
immediately placed under pressure by - -.:.' =
the opponent’sattackers. The job for the '\
three defenders isto make a pass into
the opponent’s halftotheirattackers.
Theattackers combinetoscoreagoal.

half of the field

e  (Goalkeepers musthaveasupply of
ballsintheirgoalsin orderto start
the practice

Rules
e Thegameis playedfortenminutes ﬁ %
e Allplayers muststayintheirown ﬁ

Development/progression

Add movement between the two halves
ofthe pitch by allowingadefender to Ifthered
jointheattackers afterthey have made ‘ﬁ defenderswin
aforward pass. This gives the attacking possession,

teama4v3advantage againstthe m?ﬂ 't?]'é'.’i
defenders, however if possession is forwards
lostthe opponent could quickly pass tosetupa

resultina 3v2situation.

forward to their attackers which would fast counter
i whichwou \% attack.




END TO END GAMES

MOVEMENT =iy
Pull off zone DRIBBLE — — — — — - >
PASS >
The attackers
Overview can come
The pull off zone game improves o e e
the movement of your forwards toreceive
; ; , the ball
disrupting the opponent’s Q unopposed.

defence. Byincludinga ‘free
zone', one of the forwards is
allowed to pull off their marker
and come towards the defenders
toreceive a pass. Atthe same
time, the other forwards should
stretch play, moving backwards
towards the goal or outwards to
the wings. This movement will
give the opposing defenders big
problemstosolve.

Setup

e  Pitch 5byds x30yds including
one byd centralchannel

What you get your players to do

Dividethe squad intofour teams,
playing 3v3, attack versus defence, in
each half ofthe pitch.

Tostart, agoalkeeper rollsthe ball out
toadefender, who looks for an attacker
‘pulling off” his defender and moving to
the central zonetoreceive the ball. The
othertwo attackers should move deepor
widetostretchthe play.

Theattackerisallowed to receivethe
ball unopposed inthe centre ‘free zone'.
He canturnand dribble forward to make
a3v3insidethe opponent’s half.

Rules

e Thegameis playedforten minutes

e Onlyoneattackercanbeinthefree
zone

e Nodefendersareallowedinthe
freezone

Development/progression

Remove the free zoneand play anormal
game. Does one of the forwards still
comeshorttoreceive the ball? Dothe
other strikers stay high to pull the other
defenders back?

Having
received
the ball
unopposed
inthe central
‘free zone’,
the attacker
can now
passtoan
unmarked
team mate
ordribble
forwardto
makea
3v3inthe
opponent’s
half.

While the
attackisin
the opposite
half, one
ofthe red
attackers
cangointo
the central
zone, ready
toreceive
the ball if his
teamwins
possession.




Choicegame

Afree-flowing, all-action game which givesthe
attacking team a choice on which pitchtoattack
and which opponent to play against. Attacking play
Isrewarded as the team gets achance to attack
again after scoring agoal. The game includes four

, PITCH
28 2v2 choice |aoydsx40yds
game Four 20yd squares
One 5yd square zone
EQUIPMENT

1 MINI GOAL
D,
A @
40yds
2 MINI GOALS
20yds
—

40yds

mini pitches which all require a different set of skills 1 goal
andtechniquesto be able toscore. . 3minigoals
Individual skills — passing, movement off the ball, D footballs

. . . . . . © cones
shooting, dribbling, communication, defending. PLAYERS
Team skills —team work, communication, & 12 plus 1GK
movement off the ball , combination play.

( \ © ©
5x5yds
© ©

DRIBBLE ZONE

SCORE PAST
KEEPEER




. MOVEMENT s>
2v2 choice game DRIBBLE = = = = = — >
PASS >
Fourteams
Overview / \ o - of ;clwo (\Ivalh ite,
Encourage your players towork and el go
in pairs in order toattack and into each
defend successfully in this free- ﬁ St prich, while
flowing 2v2 choice game. This (black and
game rewards good attacking and green)start
. . atthe centre,
defensive play by glvmgtheteam eachwitha
achancetoscoreagain. e ball.
"
NG
Setup © ©
e Pitch40yds x40yds
e Four20ydssquares:
Pitch 1 has one minigoaltoscorein m g
Pitch2 has abyd square. Players dribble
intothe squaretoscore
Pitch3 has a goaland keeper =
Pitch4 has two minigoals //\ m
What you get your players to do Bothteams
Divide the players into six teams of two. { ) v ;“t,;‘;‘gkcg“"e
Fourteams gointo each of the pitches as quadrant of
defenders. Twoteams gointothe centre, ) A their choice.
collecta balland work as attackers. The green
This allows for two pitchestobeina 2v2 }g%"e‘;{![f]se
gameand twoteams to be restingand red team hy
Waitingto defend. passinginto
one of the
@% mini goals
Rules Qé@@. and the black
e Startwitheightballsinthe centre : S :eamtgletsh
e [faplayerscoresagoalthenhe Relaas TS b‘;ue: ﬂe?em?e_
returns to the centre of the pitch g e Ifateamis
and collectsa new ball ~ unsuccessful
*  Playersmustattackina newarea m @ :':]rtf]?g;"nﬁe
eachtimetheyattack quadrant and
e [fyoudon'tscoreagoalthenyou its opponent
stay onthat pitch and defend whilst a r"t“s'“’?"“k
the previous defenders break out V7 :ngfﬁ;'r"
toattack m m &8 quadrant.
e Thegameisplayeduntilallballs
have leftthe field If the attack
e Thetimingsforthissessionare ! ! v ![f]:‘,'[g:;”f"'
varied duetothe game continuing returns to
untilall the balls have leftthe field 1 Y the middle
tocollect
anotherball
and attack a
‘\‘ Q new area.
u: y
&
@8§§ &
o




Centre backsgames

The centre backs games develop theroleand . PITCH

skills of acentre back. As well as developing good 29 Dribble out | 6oygs x30yds
defending the games also focus on the technical of defence | TwoSyd end zones
skills required of a “footballing” centre back. EQUIPMENT
Playersin this mould include Rio Ferdinand 30 Defend the 2goals
(Manchester United) and David Luiz (Chelsea). dribble 4minigoals
Individual skills— defending, passing, receiving, 31 Three zone i Z%(:S:HS
dribbling, shooting, communication. game PLAYERS

Team skills—communication, movement off the & 12 plus 2GKs
ball, combination play.

15yds

60yds 30yds

15yds

N A

30yds




CENTRE BACKS GAMES

. MOVEMENT s
Dribble out of defence ORIBBLE - - - - - - =
PASS >
Eachteam
Overview nominates
Encourage your centre backs to {} hacksto pay
activelytake a part in theirteam’s outside the
; ; ) © € | end lines of
attack by moving forward with the i
. e pitch.
the ball and creating an overload
situation inthe middle of the @ @
pitch.
Setup m ﬁ
e Pitch60ydsx30yds ?&
e Twobydgates markedincones @
What you getyour players to do
Usetwoteams. Eachteam attackstwo © € R
gatesand defendstwogates marked in
cones. Eachteam nominates two centre @ ‘%
backs that play outside theend lines \
ofthe pitch. Tostart, one of theteam’s
centre backs (red) is in possession of the
balland attempts to passintothe pitch. The centre
Theaimis for one ofthe centre backs backin
tocome ontothe pitchand createan possession
overload situation. Ateam scores (red)is
by dribbling through one of its e e © e 3'#;3";?:;&0
opponent’'s gates. the pitchto
createa 5v4
Rules overload.
e Thegameisplayedfor 12 minutes
e Afterfourminutes, rotate the
players used asthe centre backs
e Onlyonecentre backcanenterthe &
pitchatatime
e  Centrebackscannot be tackled "
when outside the pitch and cannot “O0o,
block playersdribblingthrougha © ',.-" © ©
gate .,
e |[ftheballleaves playthenthegame \‘
restarts withthe centre backs of the
teamin possession ofthe ball
° Th_eteam which scores most
pointswins The aim for
theteamin
Development/progression !’s"tsosgfiz'm
Toimprove the movement of the centre © © = throughthe
backs allow themto block an opponent opponent’s
fromdribblingthrough the gates to .. gates toscore
score. b agoal.
© @ © ©




CENTRE BACKS GAMES

allowthe defenderthatisnotinthe 1v1
situationtorunacross and into their
team mate’send zone to helpthem
defend 2v1.

. MOVEMENT s>
Defend the dribble ORIBBLE - - - - - - -
PASS >
Eachteam
Overview has two
Develops your centre backsin " “ " ) o
both attacking and defending a15ydx 15yd
play. ‘Defend the dribble’ endzone.
: ) . ach centre
improves your players’ technical back defends
development but also enhances one mini goal.
theirtactical awareness by @
improving their positioningon
thefield. ﬂ ﬁ
Setup
e Pitch60yds x30yds &)
e Two lbydx1bydareasateachend
with one minigoalineach
What you get your players to do
Divideyour players into two teams of
sixeach with two centre backs who /
are positioned inside theirownend
zone. In possession, one centre backis The teamin
allowed intothe central zone tocreate t ) L ﬁ ) possession
anoverload. When defending, the fﬁempts
i . o dribble
centre back must stay inside theirend the ball into
zone and be ready todefend their mini one of the
goal. Theaim for each teamis to getone opponent’s
playertodribble intothe opponent’'send end zones.
zoneand go 1v1 againstacentre back to ’ @
scoreagoal. Se Y
]
Rules ﬁ @ ':‘ @
e Thegameisplayedfor 12 minutes. %‘/f
e Everyfour minutes, rotate the
centre backs sothat each player
hasaturnatthisrole
e Thecentre backsare notallowed
tohelpeach otherand canonly
defendintheirownendzone
e Onlyonecentrebackisallowed to
jointhe central zone [
e Thecentre backsare limited totwo
touch { \ { \ Now the
% centre hack
. and attacker
Development/progression ' compete in a
Todevelopa centre back partnership, ﬁ 1v1 duel.

A




CENTRE BACKS GAME

MOVEMENT iy
Three zone game DRIBBLE = = = = = >
PASS >
Each team has
Overview two centre
. backs, three
Thisgame encourages the team ‘ﬁ midfielders
tobuild up from the back. The and one
Goalkeepers play out tothe centre attacker.
backswho should combine so
that one of them isable tostep @
intothe central zone and create @
the attacking overload situation. @]
Setup ﬁ &
e Pitch60x30yd areaincluding
two 1bydend zones
What you get your players to do @
Twoteams of six players line up with two
centre backs intheir defensive zone, —
three midfieldersinthe central zone 7N
and oneforward inthe opposition’s i
defensive zone. Teams haveto pass
through each zone in order to beatthe The centre
goalkeeperand score. backs are
allowed to
break into the
Rules next zone with
e Thegameis playedforten minutes the ball.
e |[ftheballleaves play then
the goalkeeper of theteamin
possession must restartthe game
e Theballmustgothroughallthree
zonesand cannot be played from
the defensive zone straightto the
attacking zone.
e Oneplayerisallowed out ofthe @
defensive zoneto create an A
overload inthe central zone o
e Oneplayerisallowedfromthe o0
central zone intothe attacking zone & LA
e Bothteamsmustalwayshavea e \
forward inthe attackingzone
Development/progression
Remove the zonesand playa normal ﬁ L')‘?r:'::i':
game. Q attacker to
dribble gng
makea2v
.( againstthe
5 opponent’s
N &; centre backs.




Forward pass orwide pass

GAMES  SETUP |

Where do we pass the ball? And why? Get the PITCH
answer in this three attacking game series. 32 Target man |40yds x30yds
Individual skills— passing, supporting runs, EQUIPMENT
movement off the ball, finishing skills, receiving _ - 2goals
skills. 33 Wide man | @ footballs

. L ® cones
Team skills—communication, team work, PLAYERS
combination play, movement off the ball. 34 Ta_rgets V| @ 12 plus 2GKs

wingers

30yds




FORWARD PASS OR WIDE PASS

MOVEMENT =i
Target man A — <
PASS >
. The neutral
Overview N N playersare
Thetarget mangameis gﬂ:;’:ldoenﬁ]de
designed toimprove your nitch and next
squad’s ability at playing to the goals.

forward passes intothe team’s
strikers. Once a forward pass
iIsmade, players make forward
runs tosupport the strikersand
receive areturn pass.

Setup
e Pitch40yds x30yds

What you getyour players to do

Selectthreeteams of four players.
Oneteam goes outsidethe pitchand
the players work as neutral target
men. The othertwoteams attack one
goaland defendthe other.

Theaimofthisgameisfortheteamin
possession of the ball to play a forward
pass intoone ofthe neutral targets and
then make supportingrunsin orderto
receive areturn passtoscore.

Rules

e Thegameisplayedforthreesets
of five minutes

e Fachgameseesanewteam
becomingthetargetmen

e (oalscanonly bescoredonce
apasshasbeenmadeintothe
neutral targets

e Theneutraltargetsareonly
allowed to use twotouches

e |[ftheballleaves playthenthe
gameisrestarted by a passin
fromwhereit left play

e Whenagoalisscoredthe keeper
passesthe ball outtohisteam

Development/progression

Toincrease difficulty for the neutral
targets reduce the number of touches
toone. The supporting forward runs
must now be made attopspeed.

=

=
=B

The attacking
team passes
forward to
the neutral
players and
then makes
forward runs.

The neutral
players have
to pass hack
toaplayer
onthe pitch
who then
shoots
toscore.




FORWARD PASS OR WIDE PASS

. MOVEMENT s>
Wide man DRIBBLE - = = - = - &
PASS >
Team one
Overview ﬁ (grey)is f
The wide man game encourages }‘[‘)ﬂ‘r‘f‘;‘ﬂtﬂal
your players toswitch the ball players who
from one side of the pitch to the zmgf’;};‘;‘sﬁ"
otherto create crossing situations outside the
and more chancestoattack 2v1 N N pitch.
against an opposing defender.
Setup
e Pitch40yds x30yds
What you get your players to do %
Selectthreeteams of four players. One
team (grey) goes outside the pitch and N N
its playerswork as neutral wide men.
The othertwoteams (red and white) —
attack one goal and defend the other. =\
Theteamscan usethe neutral wide a8
players in order tocrossthe ballintothe
opponent’s goal or to play one-two’s .
around anopposingdefender, or tojust lﬁ I::I:t(t;ﬁh'e")g
keep possession of the ball. can use
the neutral
Rules players to
. playone-
e Thegameis playedforthreesets twos.
offive minutes
e FEachsetseesanewteam N ‘% N
becomingthe neutralwide men
e (oalscanonly bescoredonce
apasshasbeenmadeintothe
wingers
e Thewidemenareonlyallowedto ﬁ
use twotouches §¢ @
e |[ftheballleaves playthenthegame
is restarted by a passin fromwhere N \ N
it left play
Development/progression 7
Thewide men can now only play S
grounded passes ontothe pitch. This
increases the difficulty as this rules out
aerial crosses and forces the playersto lﬁ The
move offthe ball to receive a pass. fet?nf'é';‘.%
alsouse
the neutral
playersto
provide
crossesinto
N {f N the box.
o A 4
‘) @ \
N




FORWARD PASS OR WIDE PASS

Targets v wingers

PASS

Overview

Thetargets vwingers game brings
the previous two games together.
Here, one team makes forward
passes and tries to run forward
toreceive set backs, whilethe
second team attemptstoswitch
the play from onewingtothe
other in orderto create crossing
and 2v1 situations.

Setup
e  Pitch40yds x30yds

What you get your players to do
Divideyour squad intotwoteams of six.

Bothteams have four playersonthe
pitch and two players on the outside
ofthe pitch. Oneteam has two wide

players and triesto play the ball wide
tocreate crossing or one-two passing
situations.

The otherteam has two target forwards
and attempts to make forward passes
inorderto make supporting runsand
receive set backstoshoot.

Rules

e Thegameis played fortwosix
minute halves

e Forthesecond half, theteams
changeroles. Thismeanstheteam
playing wide now has two target
forwards and theteam playing
forward now has twowingers

e (oalscanonlybescoredoncea
pass has been made intothe target
forwards or wingerswho are limited
totwotouches

e |[ftheballleaves play thenthegame
is restarted by a passin fromwhere

it left play

Development/progression

Thewingersand target forwards now
jointhegame. When in possession
does theteam stretch the opponent’s
defence by playingforward and wide
passes?

3

Two neutrals
are placed
onthe wings.
The other two
neutralsare
placed next to
the goal at the
opposite end.

The white
team attacks
down the
pitch using
the neutrals
to pass
forward

and make
forward runs.

The team
going up the
pitch (red)
usesthetwo
neutrals for
one-twos or
crossesinto
the box.




Shooters isacollection of games that improve 35 p , PITCH
your team’s ability to create and take shooting 5 Possession | 50yds x30yds
opportunities. They are designed to improve the game Two Sydend zones
build up process, a positive attitude towards 36 P g EQUIPMENT
taking responsibility for shots at goal, and the ﬁsstan - 2 goals
reaction of the forwards to run in towin rebounds. SN00o 9 footballs
©
Individual skills—shooting, passing, movement 37 Shooters PLA?;?
off the ball, receiving skills, communication. game & 8 plus 2 GKs
Team skills— combination play, communication,
teamwork.
Syds
20yds
50yds v
20yds
\/
Syds
30yds




Possession game ~|oRBslE--n--- >
PASS >
Divide your
Overview players into
H two teams
Players need to keep possession of three
inorder to create chancesto passers (red
score. Thisgame develops % and blue)
possession playto create spaceto ﬁ team of two
play forward passes. defenders.
Setup
e Pitch 50yds x30yds including
two byd end zones
What you get your players to do &
Split upyour playersintotwoteams @
ofthree passersand one team oftwo
defenders.
Thered passingteam goes intoone half
ofthe pitchandthe blue passingteam
goes intothe opposite half.
Thedefenders muststartonthe central
line. The passers
Tostart,you passtothe redteamand must
one defender (white) immediately runs thmP'e"e
ontothe pitch and tries todefend. berfi?gasses
Theredteam completesthree passes attempting
andthenlookstotransferthe balltothe totransfer
blueteam. the ball out
tothe blue
team.
Rules ﬂ
e Thegameis playedforten minutes
e Newdefendersareselected after
twominutes
e Eachplayerinthegame must o
keeptheirownscore interms of
successful passes. Thisruleis 3
imposed toimprove individual
players whowanttobein
possessionand keep the ball
e |[ftheballleaves play, thenthe
coachservesanew ballintothe
pitch
. Once
Development/progression completed,
Toincrease difficulty for the passing ',:"e"efam
players you can inciude the following the ball 0
rules: the opposite
1-limitplayerstotwotouchesin side (blue)
pOSSession and the next
, defender
2 —allowtherestingdefenderto move runsto
alongthe halfway line and block the 3 pressure the
forward pass. g1a|:1 onthe
ﬁ all.




Pass and shoot

------
PASS >
3vlineach
Overview half of
It's crucial to make your players the pitch.
your piay Once the
feel comfortable to shoot at goalkeeper
goal more often. This game @ Hlas passet
enables players to do just this by {} toateam
encouraging themto use quick mate, the
. . . red players
passing and combination playto combine
createthetime and spaceto }ﬁ gsfh'i)feﬂ
shoot at goal. fo?ward.
Setup Q
e Pitch 50yds x30yds including &
two byd end zones g
What you getyour players to do
. . a8
Splityour players intotwoteams of four. IR,
Eachteam hasthree playersinside its i)
own halfand one forward inside the
opponent’s half. —
Tostart, the red team’s goalkeeper Igﬁf;g}és
passesintothe pitch. Thethreered Jﬁ some space
players combinetoget pastthe white toshoot at
forward and into spaceto shootatgoal. goal.
Thewhite defenders thentryto block
shotsatgoal, while the red forward must
follow up onthe shotand tryto capitalise
onany rebounds. t
Rules
e Thegameisplayedfor 12 minutes
with theteamsrotating their forward
after each three minute period & X
e Allplayers muststayintheir half of L.
thefield. Only forwards are allowed Rae
intothe goalkeeper'sarea/end zone
toscore from rebounds o
e |[fthe ballleaves play, thenyou
nominate one ofthe goalkeepers i
torestartthe game
Development/progression O Canthe
. - attacker run
Toincrease difficulty for the passers you to score from
canincludethefollowingrule: arebound?
e limitplayerstotwotouchesin @
pOSSession
Toincrease combination play you can:
e allowoneplayertodribbleintothe
opponent’s halfand combine with
theforwardina2v3 situation. ﬂ @
o




Shooters game e — >
Overview ;T:ygeilTnetilfe

This game combinesthe skills
learnt inthe previoustwo
games to create a free-flowing
possession and shooting game.
Thetwoteams musttry to
passthe ball in orderto create
opportunitiesto shoot at goal.

Setup
e Pitch 50yds x30yds including
two byd end zones

What you get your players to do

Splityour playersintotwoteams. Each
teamattacks and defendsthe goal. Play
takes place inthe larger central zone.
Theaimis for the playersto combine
with quick passesto shootatgoal. When
ashotis made, one attackerisallowed to
runintothe end zoneto score fromany
rebound situations

Rules
e Thegameis playedfortenminutes

e Thegameisplayedinthecentral
zone

e Theendzonesarealsousedasthe
goalkeepers’areas

e Whenashotismadeonlyone
player can runintothe end zone for
the rebound

e |[ftheballleavesthe pitchthen play
is restarted with anormalthrowin
fromwherethe ball left play

e |[ftheballleaves play insidethe
goalkeeper’s areathen he restarts
thegame

Development/progression

Toencourage forwards to followin on
shots youcanaward double goals for
those forwards whorunintotheend
zone and score froma rebound.

central zone.

The teams
must shoot
from this
central zone.

When a shot
is made, one
attacker can
runinto the
end zone and
trytoscore
fromany
rebounds.




Centralorwidea

These games improve your team’s ability to play
quick passing combinations in the centre of the
pitch and use quick switches of play. The ultimate
aim istodevelop your players skill sothat they are
capable of using the whole pitch in order to attack
and score goals.

Individual skills— passing, dribbling, shooting,
awareness of space, movement off the ball,
communication.

Team skills—creating space, communication, team
work, combination play.

GAMES _ SETUP
PITCH
38 Central 60yds x40yds
attack Two 15yd end zones
Two bydwide
. channels
39 Wide attack| couipvent
2 goals
40 Central v | & footballs
wide attack | ® cones
PLAYERS
# 10 plus 2GKs

ackgames

15yds

40yds

© ' >
> _ >
30yds
© * >
15yds




CENTRAL OR WIDE ATTACK GAMES

MOVEMENT iy
Central attack DRIBBLE - = - = - - >
PASS >
The pitchis
Overview ﬁ set L% with
two 10yd end
Get your players to use the whole zonesgnd
pitch by encouraging them to acentral
. zone that
switch play. Theresultyou are is reduced
tryingtoachieve iswider play and 1 \ to 30yds
. . x20yds with
more space in which to attack. the addition
oftwo Syd
Setup channels.
e  Pitch60yds x40yds including
two 15ydend zones
e Twobydchannelstoreducethe
central zone 1o 30yds x 20yds
[« ]
What you get your players to do
You need twoteams of five players.
Thegameis playedinthe central zone =
ofthe pitch. Each team attemptsto pass m
ordribble the ballintothe opponent’s s 8
end zone inordertogo 1vl withthe
opposition’s goalkeeper. The red team
ﬁ attempts
Rules to pass or
e Thegameis playedforten mihutes g;'ﬁ',:ﬂﬁ;ﬂ;h
e Teamscanonlyscore by passing the centre of
or dribbling through the centre of - - the pitch.
the pitchand intothe opponent’s
end zone
e Defendersarenotallowedtorun
back todefend
e |ftheballleaves play thenthe game
is restarted witha passin from
where it leftthe pitch @ \@\ @
e Onscoringagoal,thegameis
restarted by the goalkeeper who >
passes tohisteam
Development/progression —~
Allow adefendertorun backintothe )
end zonetodefend 1v1. a8
Once the
team has
dribbled
orpassed
into the
opposition’s
© > end zone it
can shoot at
% goal.
[« ]




CENTRAL OR WIDE ATTACK GAMES

. MOVEMENT s>
Wide attack DRIBBLE - - - - - - >
PASS >
. Setupthe
Overview ﬁ pitch with
wide coned
Encourages playersto get gates. Players
involved in creative attackingin E“Stﬂm'e
wide areas as they have todribble wide gates
through the wide gates before = = before making
crossingintothe opponent’s across.
penalty area.
Setup
e  Pitch60yds x40yds including
two 15ydend zones
e Conesplaced bydsinonendlines
tocreate two wide gates L i
What you getyour players to do
Splityour playersinto twoteams of six. o
Thegameis playedinthe central zone 7\
ofthe pitch. il
Theaimis for both teamstodribble
through the opponent’s wide gatesand .
then provide crosses into the box fora ﬁ ITJ'I‘:yge‘:I"i‘“et'hse
team matetorunand score. central zone.
Bothteams
Rules throughthe.
e Thegameis played forten minutes - - DPposgition’s
e Teamscanonlyscore bygoing wide gates.
through the wide gatesand
crossing @
e Oneattackerisallowedtorunand
scorefromthecross
e Defendersarenotallowedtorun
back todefend @
e [ftheballleaves playthenthegame
is restarted with a pass in from e >
where it leftthe pitch
e |fagoalisscoredorashotmissed,
the game is restarted by the ~
goalkeeperwho passestoa
teammate i
Development/progression :
Allow a defender torun back todefend ﬁ Once '.'][.""e,
thecross 1v1. %%\ \@\ ompositon's
Allowthe player breakingintothe wide player from
gatetodribble insideand combine with ST the attacking
the second attackerina2v1 againstthe Y e - f‘ea“‘ (reﬂ)t
defender. AR IS allowed t0
% 4 cross fora
o teammateto
4 runand score
"o @@ agoal.
© >




CENTRAL OR WIDE ATTACK GAMES

. MOVEMENT s
Central v wide attack ORIBBLE - - - - - - >
PASS t>
One team can
Overview lﬁ only score
i by dribblin
Central vwide attack forces tﬁ’roughthg
playersto use acombination of gfhﬂgrffe;':
tacticstocreate afast-paced, can onlyscore
action-packed game. © 2 hy dribbling
throughthe
One team attempts to score by wide gates and
bursting through the centre of the }"e“ crossing
) 0 asecond
opponent’sdefence. The second attacker.
team looks to use the wings and
players’ dribbling skillsto create
opportunitiestoget crossesinto
the box. But which teamwill © =
comeoutontopandshowits
tactics are best?
Setup
e  Pitch60ydsx40ydsincluding &
two 1bydend zones
e Conesplacedbydsinonendlines The white
tocreate two wide gates ﬁ teamtriesto
break through
What you getyour players to do :22 ;ﬁgﬂe of
Divide playersintotwoteams of six.
Playtakes placeinthecentral zone. © >
Oneteam can only score by dribbling %’
through the centre of the pitch before
shooting atgoal.
The opposition canonly score by
dribblingthroughthe wide gates and
then crossing for asecond attackerto
runintothe opponent’send zoneto -
scorefromthecross. e,
© o - >
Rules -+’
e Theredteammustbreakintowide -
areas before scoring AN
e Thewhiteteam must break £
throughthe centre areatoscorea
goal
e Thegameissplitintotwoten The red team
minute halves. Inthe second half attempts
rotate scoringmethods to break
throughthe
e Ifthe ballleaves play then the game T Wide areas
is restarted witha passin from 2L tocross and
where the ball left the pitch — g score.
e [fagoalisscored,thegameis .
restarted by the goalkeeper who '.'
passesintoateam mate ﬁ. ﬁ
Development/progression @ k
Remove the two gatesand end zones
and playanormal game.
© >




Switchgames

Becf | bility to switeh plavsoth GAMES  SETUP |
eef upyour players’ ability to switch play so they , PITCH

cancreate 1v1 and 2v1 attackingsituations. When 41 4v2 switch 40ydsx 30yds
playing a real game the end result often comes goals EQUIPMENT

down toyourteam’s skill in creating and taking 2goals
advantage of 1v1 and 2v1 situations to score goals. 42 -Sl'vf\llirtecehteam @ footballs
Individual skills— awareness of space, passing, :miir;is

overlapping, dribbling, shooting, movement off
the ball.

Team skills—combination play, creating space asa
team, team work, communication.

& 12 plus 2GKs

40yds

30yds




4v?2 switch goals

Overview

This game isoverloaded inthe
attackingteam’s favour. This gives
the attacking team the confidence
togive their extra players thetime
and space toscore goals. It also
helps you identify those players
whodon’t gettheir heads up and
look forteam mates whoare in
better positionsthan themselves.

Setup
e Pitch40yds x30yds

e Twogoalsononesideline of
the pitch

What you getyour players to do

First positiontwo goalkeepersin front
ofthe goals. Splityour squad intothree
teams of four, two teams of attackers and
one of defenders.

Thedefenderstaketurnstodefendin
pairs.

Thefirstattackingteam starts the game
by dribbling ontothe pitch and attacking
4v2toscoreinone ofthetwogoals.

Rules
e Thegameisplayedfor 12 minutes

e Fachteamhasafour minute period
toactasthedefenders

e Eachattackingteam keeps count
ofthe goals they score. When
defendingthey mustdotheir bestto
stop the other teams from scoring

e Oncethethreeperiodsare
completed the teamwho has
scored the most goals wins

e |[fthe ballleaves play, the defenders
winthe ball, oragoal is scored then
the nextattackingteam restarts the
game

Development/progression
Thedefendingteamnow hasthree
defendersand oneresting defender.
Thisincreasesthe difficulty ofthe
practiceasitnow becomes a4v3.

The starting
player (white)
passes and
overlaps.

Immediately
adv2
commences
toscorein
either goal.

For the
nextwave
of attack,
the twored
defenders
swap places
with the two
resting red
defenders.
Anew
attacking
teamenters.




. MOVEMENT s
Three team switch ORIBBLE - - - - - - >
PASS >
Three teams
Overview g take on
This three team game develops ﬁa different
overlappingruns and quick one- @ % team rests,
one team
twos to create more chancesthat Stacks and
resultin goals. the other
team defends.
Setup @
e Pitch40yds x30yds
e Twogoalsononesideline ofthe
pitch g % %
What you get your players to do ®
Splityour playersinto two goalkeepers
andthree teams of four players. The
three teams rotate betweenresting,
attackingand defendingroles.
Theattackingteamattemptstoscorein
thetwo goals by switching play and tries
touse one-two'sand overlapsin orderto
disruptthe opponent’s defence.
The attacking
team
Rules , , attempts to
e Thegameis playedforten minutes score agoal
e |Iftheattackersscore thenthey ‘ !['Jv°“e °{“I‘Je
leave the pitch to restwith aone usi"é"qauiscky
goallead g combination
e |fthedefenderswin possession §’ play.
then they come out of defence by
makinga passtothe restingteam.
[fthis happensthe attackingteam
now defends, the restingteam
entersthe pitchandthe defending
teamrests
e Theteamscoringmostgoalswins
e |[ftheballleaves playthentheattack
iscomplete. Theteamsrotate
positionsand the gameis restarted
with the newattackingteam g*
Development/progression
Ifthe attackingteam scoresthenthey
arerewarded withasecond balland can If the
attack again until the defenders stop defenders
themscoring. Thisenablesateamto winthe ball
build a biglead. they pass
outtothe
"% resting team
torotate the
roles. They
now restand
the failed
attackers
defend
againstthe
g ﬁ new team.




Counterattack games

Counter attacking is the term used to describe the PITCH
moment when a defending team wins the ball from 43 3ve fast 50x30yds
anopponent and immediately springs into a fast- break EQUIPMENT
paced attack of its own. Counter attacking makes 2goals
forexciting football and is the trademark of teams 44 Breakout 0| & footballs
like FC Barcelona, Arsenal and Manchester United. SCOre € cones
Individual skills—forward runs, passing, dribbling, |45 Find the ;EAI;RS]US >GK
shooting, movement off the ball, communication. striker v ieP 3
Team skills— counter attacking, defending,
movements to support a forward pass,
combination play.

25yds

50yds %

25yds

30yds




COUNTER ATTACK GAMES

3v2 fast break """ ~
You pass out

Overview

This game improves quick
attackingand combination play.
The attackers must break forward
inorder to utilise the extra player
and createachancetoscore.

Setup

e  Pitch 50dys x 30yds splitintotwo
25yd x30yd areas

What you get your players to do

Oneteam plays astheattackersand
players workingroups ofthree.The
opposingteam plays as the defenders
and playersworkin pairs.

Startthe practice by passingintothe
defenderswho must play a pass back
intothe three attackers who run forward
quickly to attack.

Immediately a 3v2 situation
commences.
Theattackendswhenagoalis scored,
the ball leaves thefield, orifthe
defenders regain possession of the ball.

Rules
e Thegameis playedfortwohalves of
fiveminutes

e Eachteamtakesaturnatattacking
and defendingfor one halfeach
with the aim of scoring more goals

e FEachattackstarts with a passfrom
you intothe defenders who set
back tothe attacking playersin
orderto createthe 3v2 situation

Development/progression

Toincrease difficulty for the attackers
you canadd anextradefender asthis
will remove the 3v2 overload and create
anevennumbers game.

U

tothe two
defenders.

3
T

The three
attackers
(white) race

forwardto
receive the
hall from the
defenders

The three
forwards try

toscoreina
3v2 against
the two

defenders
inside the
attacking

% zone.
-

Y

U \

*

)

)

.




COUNTER ATTACK GAMES

Breakout to score DRIBBLE = - = = = -

PASS
The red team
Overview ﬁ attacks and
attempts to
The breakf)ut game helps_ score agoal.
yourteam’s ability toregain
possession and launch speedy
counter attacks.
Setup
e  Pitch 50yds x 30yds splitintotwo
2byd x30yd areas
What you get your players to do
Divideyour players into two teams of six
plustwo goalkeepers.
Tostart, the gameis playedinside one
half of the field with oneteam attacking
toscoreagoal.
Thedefendingteam must try to stop 7o\
the attackers scoringand regain I}
possession of the ball. When doing
thisthe defendingteam should tryto
pass forward and release a playerinto If the white
the opponent’s halfsothey canrun team wins
through andscoreacounter ﬂmgﬁmo
attackinggoal. break out of
the area by
Rules passing or
dribbling.

e Thegameis playedfortwoeight ®

minute halves
e Fachteamhasaturnasthe
attackersandthen counter
attacking defenders ﬁ

e |[ftheballleaves playthenthe

gameisrestarted fromthe centre .
line by the attackingteam
e [facounterattackis madethen @
only one counter attacking
defender can entertheattacking

team’s half of the field, no
attackersareallowed torunback

Development/progression

Allow an attackerto race backand The player
trytodefend 1v1 againstthe counter breaking out

attacking defender. \ must now try

toscoreina
1v1 against
the redteam’s
keeper.




COUNTER ATTACK GAMES

. . MOVEMENT =i
Find the striker e — >
PASS >
The red team
Overview ﬁ\ desitgnzlaJteska
i i centrebaci
The defending team is under 10 stayinthe
pressure in this fast and furious defensive
game. Players face several m‘lft‘g{‘;fnt]"e
tests—can they stop the designates a
opposition scoring? Can theywin gglysemg
possession? And finally, canthey attacking
make a forward pass into half.

the striker and quickly counter
attack put the ball into the back
of the net?

Setup

e Pitch 50yds x 30yds splitintotwo
25yd x30yd areas

What you get your players to do

You need twoteams of playerswhere
eachteam has half of the pitch to
defend and half of the pitch toattack.

Eachteam must designate one centre
back toalways stay in the defensive half
ofthe field and one striker who always
staysintheattacking half of thefield.

Theremaining playersareabletogo
into both halves asthe game moves
fromone counter attack tothe other.

Tostart, oneteam attacks inside the
opposition’s half. The defendingteam
triesto gain possession and makes
aforward passtoastriker insidethe
opposition’s half.

Thestriker must keep the balland allow
their team mates toquickly run forward
tocounterattack.

Rules
e Thegameis playedfortenminutes

e Fachteamnominatesonestriker
who always stays inthe attacking
halfand one centre back who
always stays inthe defending half

e |[ftheballleaves playthenthe
attackingteamrestartsthe game
fromthe centreline ofthe pitch

Development/progression

Removethecentrelineand playa
normaltwoteam game. Goals scored
aftera passintothe striker should be
awarded double goals.

If the white
playerwins
the ball
they quickly
passto their
attacker.

Now the game
switchesto
the opposite
halfwith the
white team
attacking.
However, one
white and
one red must
remaininthe
white team’s
half.




Thecube

I I dosi st GAME = SETUP |
mprove your players’ desiretowin inthisthree PITCH
team competitive game. The cube will inspire 46 The cube 40ydsx60yds, split
players to strive to be the champions of the cube tournament| intofour 20ydsx
by beating two opponents at the four goal and two 30ydsareas
goal games. EQUIPMENT

. . . : . . 2 goals
Individual skills— passing, dribbling, shooting, g 4§nini goals
movement off the ball, communication, game & footballs
awareness. @ cones
Team skills—communication, game awareness, PLAYERS
attacking, defending. & 12 plus 2GKs

40yds




MOVEMENT s
Cube tournament DRIBLE - - - - - - >
PASS >
The red and
Overview b:ueteams |
: playanorma
Three teams compete inaround ) 4vd two goal
robin tournament to be crowned * / game.
championsof the cube. /
Setup ) ﬂ (
e Pitch40yds x 60yds splitinto four /
20ydsx30ydsareas !
What you get your players to do @1
Splitthe squad into three teams of ®
players. Twosmall-sided gamesare
played, one oneach pitch. ) L
Begin with twoteams, who play atwo \ & /
goal game onone pitch, whileonthe
other pitch one team passesand moves
inside one half of the four goal area. ﬁ ﬁ
Onyourwhistle, the team nextto
the spare half of the pitch (blue)
immediately runs intothe empty half
and plays againstthe team (white) which Onyour
is passing the ballin the four goal game. \ whistle, the
Now the team without an opponent (red) blue team
moves into the opposite half of the field { / {ﬁ:f’;m’t
and begins passingthe ball around until @ half and plays
you blowthe next whistle. afour goal
| { game with the
Rules / white team.
e Thetotal playingtimeis 18 minutes i
e  Everythree minutesyou blow your
whistle and the teams quickly rotate
e Thegameworkssothatallteams
play each other at the four goal and & ,
twogoal game “
e Theteamsmustcontinuetokeepa \ /
tally of the number of goals scored
asthey move around the pitch
e Whenyou blowthewhistle, the
team passingthe ballis allowed to
attack immediately with the ball.
Thisforcesthe oppositiontorace
ontothe new pitch
The red team
. ) [ Moves across
Development/progression tothe free
Replay the round robin competition but \ f halfand rests
this time increase the difficulty in scoring ”“t't' your
by imposinga firsttime shooting rule \ Thaunie o
where all goals have to come from a first © { team then
timeshot. / moves down
\ the pitch
andplaysa
4v4 two goal
game against
the red team.
§ P 2




Thedribbler

Fans around the world love players like Messi PITCH
and Ronaldowho can dribble and go past their 47 1vl duel  |90ydsx30yds
opponent. Players like this who demonstrate skill One 10ydsquare
and quick changes of direction are so exciting to EQUIPMENT
watch and have soccer fans on the edge of their 48 Beat two 2 goals
seats as they go past one, two and three defenders and score | & footballs
to score. Inspire your players with these games and @ CONes

49 Man PLAYERS

develop some excellent dribbling skills.

Individual skills—dribbling, shooting, speed,
balance.

Team skills— movement off the ball.

marking # 8plus 2GKs

10yds

* 10yds

50yds

30yds




THE DRIBBLER

MOVEMENT iy
1v1 duel S i—
PASS >
Two players
Overview ﬁ gointothe
The 1v1 duel pitches two players g;ﬂ;rr"e'
inatight situation where there
can only be onewinner. Who has
got the determination and skill
toclaimthe balland dribble past g
theiropponent toscore agoal?
Setup 5 S’ 5’ o@
e  Pitch 50yds x 30yds with a 10yd
square marked inthe centre
What you get your players to do
Twoteamsline up outside the square.
The playersenter the square and
wait for you to passtoone ofthem. =
Once you makethe passthe 1vl duel ‘
commences. 1
Theaimis for one ofthe playersto
dribble outofthe opponent’send line
andintoa 1v1 situation againstthe m‘ "I‘,:g; onto
goalkeepertoscore. a“d';hetwo
The nexttwo players enter the square. players inthe
centre square
compete to
Rules w dribble out of
e Thegameis played forten minutes .’ the zone and
- shootatgoal.
e Theteamsmustkeep countofthe -
number of goals they score _.‘
e Theplayersmustgooutoftheir
opponent’send line. Ifthe ball goes ®
outofthe sidelinethenthe 1vl
duel must restart with anew pass
fromyou
Development/progression
Toincrease the difficulty for the player
shooting, insist thatonce the player -
has dribbled outofthe square theyare
then only allowed two touches prior to 41
shootingatgoal.
The nexttwo
ﬁ players enter
the square.
@ 55 —ﬁ @




THE DRIBBLER

MOVEMENT iy
Beat two and score ORIBBLE - - - - - - >
PASS >
Two players
Overview ﬁ enter the
Beattwoand score isadream fﬂg%ﬁg;:ri
practice for players who love to go outside the
show off their skill and dribbling ﬁ Square.
ability. Players must competeto
dribble outside the opponent’s
endlineandintoasecond 1vl
situation where aquick change ®
of direction can give themthe ®
opportunitytoshoot .
Setup ﬁ
e  Pitch 50yds x 30yds with a 10yd
square marked inthe centre
What you get your players to do =
Twoteamsline up outside the square.
Eachteamaddsa second defender who N
defends outside of the square.
Two players enterthe square and wait You pass the
foryoutopassintoone ofthem. Once ,ﬁ\ ballinto the
you make the passthe 1v1 duel begins. square.
One ofthe players hastodribble out of
the opponent’sendlineandintoa 1vl
situation with the second defender who
they must beatin ordertoscore. gg
Rules o,\i
e Thegameis playedforten minutes @@
e Theteamsmustkeep countofthe
number of goals they score
e Theplayersmustgooutoftheir
opponent’send line. Ifthe ball
goesoutofthe side linethenthe
1vl duelmustrestartwitha new
passfromyou
e Rotatethe seconddefenderevery -
twominutes
Development/progression
[fthe player going outside the area is Players
tackled by the second defender, then ,ﬁ\ attempt to
the second defender can pass back to dribble out
theirteam mateinthe squarewhocan of the square
turnand dribble to attack the opposite fh“:sbee:c}nd
goaland second defender. defender to
gg score.
$‘ ®
%5 : o
)
'l




THE DRIBBLER

. MOVEMENT iy
Man marking DRIBBLE - - - = - - =
PASS >
Eachteam
Overview attacks and
The man markinggame places gﬁg‘;““s"“e
the playersinahigh pressure
situation. Players must stick
tight totheir opponent when
defendingin order to stop them @
scoring. But, in attack they must
be constantly onthe moveto lose
their marker and score agoal.
Setup
e Pitch50yds x30yds witha
10yd square marked inthe centre t
What you get your players to do ﬁ@
Splityour playersintotwoteams. Each Jo
team attacks and defends one goal.
The players on each team must pair a 8
upwitha playeronthe opposingteam.
These two players must man mark each
otherand enterintoa 1v1 duel. The players
must man
Playersare only allowed totackle the mark a
player they are man marking. playeron
Good defendingskillsas wellas the onposite
excellentdribblingskillsare required in '
this game. @
Rules
e Thegameisplayedfor 15 minutes
splitintothree minute periods with
the players changingtheirman
marker each three minute period &
e Afterevery periodthereisaone
minute rest
e |[ftheballleaves play then
the goalkeeper of theteamin
possession restartsthe game a
Development/progression a4 8
Remove the manmarking rule and play
anormaltwoteamgame.
Players are
onlyallowed
totackle
the player
theyare man
marking—
@ this creates
many 1v1
@ duels.
S %@ @
a




Wing mania

Wing mania develops arange of tactics to improve OWi PITCH
attacking in wide areas of the pitch. The games 5 d'de 50ydsx 50yds
encourage switching of play, dribbling outside and advantage T\;]v010y|d5|de
inside, overlapping and crossing situations. . channels

. ppinEand 85 . 51 Wingers EQUIPMENT
Individual skills—dribbling, crossing, passing, game 2 goals
shooting, movement off the ball, receiving skills. % footballs
Tgam skiIIs—movgmgntto receive, attac_:kingin 52 Overlap © cones
wide areas, combination play, communication, game PLAYERS
team work. & 14 plus 2GKs

l 10yds
30yds /
50yds
10yds

50yds




Wide advantage @~ |ommeie----- >

PASS
Each team
Overview ‘& positions two
. wide players
The wide advantage game — by the side of
Isdesigned to improve build the goal.

enhances players’ awareness of
usingthe full width of the pitch

when attackingenabling them ‘
to reap the benefits of additional i§ﬁ %ﬂ
crossing situations. \ )
Setup
e Pitch 50yds x 50yds including
two 10yd sidechannels Q) g@
What you get your players to do
You'llneed two teams of eight players.
Eachteam hastwowide playerswho @

startthe game inside the wide channels
and bythesideofthe goal.

Thewhiteteam attacks firstand the two )
white wide players enter the channel The white
and jointhe game team can

i use the wide

Thewhiteteam hasthe advantage until players first.

up play inwide areas. It also @

agoalisscored. Af_terthﬁ

. winger
Forthe next ball, the red wide players ma[ig:a cﬁss
enterthechannelandthe red team has and a goal has

theadvantage. heen scored

‘ A the white wide
players leave
Rules \& %& 2 the pitch.

e Thegameis playedfor 20 minutes

e Thewideadvantage changesafter
each goal with the wide players of
eachteamcominginto,andthen @
outofthe game

e Thewideplayersarelimitedand

must play inside the wide channel
e Defendersarenotallowedintothe §§
wide channel

e Theteamwithoutthe wide

advantage attemptsto score by

buildingupin centralareas After the

restart, the

Development/progression L‘;‘; 'f[f]aem
Toincrease difficulty —allow defenders wide player
togointothewide channelinorderto advantage
tackle the wide playersandstop them until they
crossingthe ball. | score a goal.




Wingers game

Overview

The wingers game improves
players’ awareness and ability to
get the ball into wide areas and
reinforces the benefits crossing
situationsgive toateam. Players
including Steven Gerrard and
Frank Lampard have become
world stars by passingwide and
then getting into the box to score
fromacross.

Setup

e  Pitch 50yds x50yds including
two 10yd sidechannels

What you get your players to do
Divide your players into two teams of
eight. Eachteam has two wide players
whoare placed inside thewide
channels aswingers.

Players passthe ball outtothe wingers
inorderto gain crossingsituations.

Theaimistothen makerunsintothe
boxand score from a winger’s cross.

Rules
e Thegameis playedfortenminutes
e Thewingers muststayinsidethe

channels and inthe attacking half
ofthefield

e Defendersarenotallowedinthe
channels

e Theteamsmustpasstoawinger
before they can score a goal

e |[ftheballleavesthe pitchthenthe
gameisrestarted by the goalkeeper
oftheteamin possession

Development/progression

Allow adefendertogooutandinto

the channeltodefend 1v1 againstthe
winger. Thewinger is allowed onetouch
before the defender cangototackle.
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Overlap game

Overview

The overlapping game develops
the relationship between your
wingersand full backs when the
teamisin attack.

Setup

e Pitch 50yds x 50yds including
two 10yd side channel

What you get your players to do

Splityour players into twoteams of
eight. Eachteam nominates twowide
players to goinside the wide channels
aswingers.

Theteams musttryto passthe ball out
tothewide channelsinordertogetthe
wingersin possession of the ball.

Thewingers must nowdribble onto

the pitch tojoin the game and leave the
wide channelfree. Asecond player
makesan overlappingrunintothisarea
toreceive a pass from thewingerand
then makesthe cross.

Rules
e Thegameis playedfortenminutes

e Wingersmuststay insidethe
channels until they receive a pass

e Wingersmustdribbleintothe pitch
whenthey receive the ball

e Anew player mustnow overlapthe
wide playerand go intothe channel

e Defendersareallowedintothe
wide channel

e |[ftheballleavesthe pitch
thenthe gameis restarted by
the goalkeeper of theteamin
pOSSession

Development/progression

Remove the wide channelsand play a
normaltwogoal game.

MOVEMENT =iy
DRIBBLE = = = = = = >
PASS [
The teams
attemptto
© . passthe ball
L to the winger
0y who dribbles
Vo, ontothe
0o pitch.
ﬁ @
s ¥700 g
This allows
another
© playerto
overlap on
the outside
andreceivea
passfromthe
winger.
\ ﬁ |
The
overlapping
© player
crosses.
§ ;&A%/




1vl crazy

N GAMES __ SETUP
In any squad regardless of age and ability, there PITCH
are many types of player. They may be attacking 53 Team game|Onecircle40yds
ordefensive, fast or slow, tall or short and strong in diameter
orslight. This combination of players makes for a Onecircle byds
. : . . : indiameter

good learning experience when playing 1vl. This |54 Time trial EQUIPMENT
unique aspect of soccer is seen in every team from A mini ool
FC Barcelonatoan U/sgrassroots club : min| 8031

.. . ) L 55 Multi ball | @ footballs
Individual skills —attacking, defending, dribbling, game ® cones
shooting, using of body to challenge, fitness. PLAYERS
Team skills—communication. &8

\ 40yds

A




Team game

PASS

Overview

Theteam gameinvolves 16
individual 1v1 attacking duels
aimed at improving defending
and attacking against different
typesof opponent.

Setup

e Acircle40ydsindiameter divided
intoquarters

e Asmallercirclebydsindiameteris
placed inthe centre of the pitch

What you get your players to do

Splityour players into two teams of four.
Oneteamstartsastheattackersand
the otherteam startsasthe defenders.
Thedefenders gointo one of the four
quadrantsto defend the mini goals.

Theattackers work for fourattackseach
and play againsteach of the opponents.
Thisgives theattackingteam 16 goal
scoring opportunities.

Thegame startsonyour whistle, the
attackerstrytoscoreina 1v1 situation.
Theattackiscomplete oncea goalis
scored orthe ballleaves the pitch. Next
the attackersreturntothe centre ofthe
pitch, collecta second balland move
clockwise tothe next pitch.

Rules

e Thegameissplitintotwo sets of
16attacks

e Thedefendersand attackers
changeafterthefirstsetof8-12
balls with the defenderstryingto
score more than the attackers did
intheir 16 attacks

e Theattackers mustcounthow
many goalsthey each scoreforthe
team

e Thegame shouldtaketen minutes
tocomplete
e Eachattackstarts onyourwhistle

e Theattackers movetothe next
positionaftereachattackand
wait for your next whistle before
attackingthe next goal

Development/progression

Add an element of competition between
theattackers by focusingon the attacker
who scoresthe mostgoals.

The four
attackers
dribble and
trytoscorea
goal.

After they
score a goal
orthe ball
goes off, the
attackers
returnto
the centre
tocollecta
second ball.

Nextthe
players rotate
andwork to
the goalon
their right
(clockwise
motion).




. MOVEMENT s>
Time trial e — >
PASS >
The first white
Overview playerraces
Thetimetrial game placesthe A Wiryand
attackers under high pressure h
inorder toget themtoattack at
top speed and score goals inthe
allotted time. How many goals
can the attackingteam score ) {
before the time runs out? ﬁ v % /
| o5
Setup .
e Acircle40ydsindiameter divided *. "
intoquarters o
e Asmallercirclebydsindiameter
is placed in the centre of the pitch
What you get your players to do
Splityour players up intotwoteams of
four. Oneteam playsasthe attackers
and oneteam plays asthe defenders.
Thedefendersgointo one quarter After this
eachanddefend aminigoal. The attacka new
attackersgointothe centre circleand white player
taketurnstoattack one ofthe mini //N attacks a
goals. h different
One attacker goestoattackand goal.
attemptstoscore. Afteragoal orthe
ball goes out of play a newattacker
goestoattack. This sequence \
continues with the attackers tryingto |
scoreas many goals as possible until s
thetimerunsout. |
Rules
e Thegameis playedfortwohalves
of five minutes
e Thedefenders muststayinside
their own pitchandcannothelpa
teammate
e Beforethe nextattacker leavesthe
previous attacker must run back
intothe centrecircle
e Thenextattacker mustattacka The white
new defender player must
A,/:\\ run hackinto
. the centre
Development/progression circle before
Allowthe attackerstoattack in pairsto the next
create 2v1 attacking situations. gggs;ca"
\ t (
& IR
r @@ ©O)
/"




Multi ball game

PASS

Overview

This exciting, all-action attacking
and defending game features a
variety of miniduelsof 1v1, 2v1,
2v2 and soon. Eachteam must
attack or defend in orderto stop
the opposition winning.

Setup
e Acircle40ydsindiameter

e Asmallercirclebydsindiameteris
placed inthe centre of the pitch

What you getyour players to do

Startwithtwo teams of four players. One
team defends the minigoals, the other
teamgoestothecentrecircleandeach
player takes a ball toattack with.

Onyourwhistle, the attackers dribble
and attempttoscore inthe minigoals.
Thedefenders muststop them.

Theattackerscanscore inanygoal,
they canattackalonein 1v1 situations,
ortheycanattack in pairs, threesorasa
wholeteamwithone ball. The rules for
defendersarethesameandtheycan

When the ball leaves play oragoalis
scored theattackerruns back tothe
centre circleand collectsa new ball to
continue attacking. The game is played
untilallthe balls have been used.

Rules

e Thegameis played untilallballs
have leftthe pitch. The ballsare
then collectedand theteams
changeroles

e Thetwo periods ofthe gameshould
lastnolonger than five minutes

e Noballsareallowed to be collected
fromthe goals or from outside
thearea. The ballscanonly be
collected fromthe centre circle

e Theteamsarefreetoattackand
defend alone, orinsmall groups

Development/progression

Changethegametoateamgame
where theteam must attack asawhole
teamusingone ball. Thiswill introduce
the idea ofteamwork and encourage
players towork together.

The white
team attacks
andthered
team defends.

defend alone orrunto helpateam mate.

White players
continually
runback to
collect more
balls and
attack again.

White
players can
playalone or
combine with
team mates
toscore.The
red players
candefend
alone or
together.




Overload games

GAMES  SETUP |

Young players aren’t always aware of their team PITCH
mates and are reluctant to pass. Using overload 56 Over'l oad 40ydsx 30yds
situations in training gives the attackingteaman CONtINUOUS | equipmeNT
additional player in the attack and so reinforces the 1 goal
message to use a team mate to score. Overloads 57 Overload 2 mini goals
encourage passing and combination play. two way @ footballs
Individual skills—dribbling, passing, shooting, :mf{‘;;ess
movement off the ball, communication.

i & 8plus 1GK
Team skills—team work, movement to create
space, movementtodisrupt defenders,
combination play.

40yds

N 28

10yds

30yds




OVERLOAD GAMES

. MOVEMENT s
Overload continuous ~ |oRmBlEmmmces =
Thered
Overview ﬁ attacker has
Overload continuous improves three touches
players’ awareness of the
importance of usingateam mate
toscore more goals.
Inthis game the teamstake turns
at attacking with the extra player.
Teams needto utilise the
additional player in order to get
those goals.
Setup
e Pitch40yds x30yds
What you get your players to do
The goalkeeper goes intothe goal. The
teamsline up sothatonered player goes
first, thentwo white players, then two
red players, thentwowhite playersand
finallyonered player. As soon as
Tostart, thered player has threetouches ;ﬁ the starting
toscoreagoal thentwowhite players player has
enter the pitch to make 2v1 then two 3"°"t"e .
reds to make 3v2then twowhitesto o efot
make4v3 andfinallythe lastred player againsttwo
tomake 4v4 game. attackers.
Onceallthe balls have been played the
teamsreturntothe starting pointand
rotate sothat the red team starts the
game. %
Rules ‘;\D
e Thegameis playedfor eight sets of
five balls with each player havinga
turntostartthe game. Each setis
played for five balls
e Onlytheattackingteamcanscore ﬁ
agoal
e |[fthe ballleaves play, the defenders
winthe ballorifagoalisscoredthen
the newattackersenterthegame
Keep adding
Development/progression ‘ﬁ glrggﬂr:
Limitthe attackers to two touches on alterna%ng
the ball as thiswillforce the playersto attacking
combineand move off the ball more overloads
often. untilyouare
3 playing 4v4.




OVERLOAD GAMES

Overload two way ORIBBLE - - - - - - &

PASS

The white
Overview player has

The overload two way game ﬁ three touches
progresses from overload '
continuousand placesthe

attackers under greater pressure

to make good decisionson the

ball and use their team mates.

This is dueto the defenders ®
having the opportunity to &
regainthe ball and then score Tt

themselves inthe minigoal.

Setup
e Pitch40yds x30yds

e Onegoalatone endandtwomini
goals atthe other

What you get your players to do

The goalkeeper goes intothe goal. The
teamsline up sothatone white player Two red
goesfirst, thentwored players, thentwo ‘ﬁ\ players enter
white players, then two red players and thel?ncgt?
finally one white player. makea zvl.

Tostart, the white player has three
touchesto scoreagoal, then the white
player defendsastwored players
dribbleintothe pitchand play 2v1, then
twowhite players enterto makea 3v2,

twored playersto makea 4v3and finally

one white player to make a4v4 game.

[fthe defenders win possession ofthe D)
balltheyare abletoscorein either ofthe

mini goals.
Onceallthe balls have been played the //’\ //\

teamsreturntothe starting pointand
rotate sothat the red team starts the
game.

Rules

e Thegameis playedforeightsets of
five balls with each player havinga
turntostartthe game. ‘ﬁ\ If the white

e Theattackingteamscoresinthe ?I:aeylfarlmgs
standard goal while the defenders can score
trytoscore inthe minigoals by passing

e Ifagoalisscoredorthe ballleaves mtotzxthe_rqf
playthenthe newattackersenter e two mini

the pitch goals.

Development/progression & {f/

Improvethe reward for the defenders

by giving double goals for any goal that @\

is scored inthe minigoals. Thiswillalso

place more pressure on the attackers.




Around theworld

Around the world improves both individual and PITCH

team skills by progressing from simple 1v1 58 1vl 20ydsx 20yds
attacking and defending play through to more CroSSWays  |equipMENT
complex 2v2 attacking and defending situations. 3minigoals

59 1vl around| ¢ flags

Individual skills—dribbling, movement off the the world % footballs

ball, attacking skills, defending skills, speed,

. . . . . © cones
reactions, communication, shooting, passing. 60 2v2 around | pLayers
Team skills —team work, combination play, theworld |@ 12

defending, attacking, communication.

20yds

»//\»

20yds




AROUND THE WORLD

MOVEMENT iy
1v1 crossways DRIBBLE - - - - - - >
PASS >
> \ > The teams
Overview attackthe
1v1 crosswaysis atwoteam %a";'ntg"mre
gamethat workson 1v1 attacking defend the
and defending. Itis also ideal for m‘ t"ﬂglrrk‘*ﬂ
developingthe players’ reactions flags.
inorder to play the new ball. A
Setup ‘
e Pitch20ydsx20yds \ &
e Twominigoals marked with
coloured flags
What you get your players to do
Thewhiteteamattacksthe goal itis
facingand defends the goal marked
with itsteam’s coloured flags.
Thered teamattacks the goal itisfacing
and defendsthe goal with the red flags. RN
Thetwoteamstake turnstocontinually
attackand defend in 1v1 situations > . The red plaver
in order to outscore th opposition. \ Attaeks ok
Oncea player hasattacked, the same '
player mustthen reactto defend. After
defending, the playerthen leaves the
pitch and rejoinstheteamline.
Rules (%ﬁ@:
e Thegameis playedfor five minutes. ) UPTR 0
e Theteamwiththe mostgoalsis . teeaed
declared thewinner |
e Onlytheattackingteamcanscore
agoal
e [fthedefenderswintheballorthe
ball leaves play then thatattackis
complete and then nextattacker
entersthe game
Development/progression
[fthe defender wins the ball allow them 8 @\
toscoreintheopponent’s goal. SR
f \ > Thered
player has
toreact
and defend
againstthe
nextwhite
~ player.
\
| £,
| D)




AROUND THE WORLD

MOVEMENT =i

1v1 around the world prss e
The red

Overview S . players
1v1 aroundtheworld isathree m 7 .\ ;E:I"t'l‘]y;‘*
team, high intensity, gamethat are facing
develops 1v1 attacking and fh":;:;f"d
defending. marked wi:[h
This game improves the winning thelr team's
mentality of players asthey x ; flags.
competeto help theirteam score ﬁ @{] s, 0
the most goalsand win. * B\ G

Setup
e Pitch 20yds x20yds

e Threeminigoals marked with
coloured flags

What you get your players to do

Divide your players into threeteams of d /F\ >
four players. Ntk
SR

Theteams rotate fromattackingto
Now the red
player must
reactand

defendingtoresting. The gameworks
with the teams attacking the goal they

arefacingandthen defendingthe stop the blue

goal whichis marked by theirteam’s . playerfrom

coloured flags.

scoring in
Tostart, thered team attacks the white .* ;tlhe gt_la![hWItp
team, thenawhite player enterstoattack O i :ag;'goloi'rs
the red playerand then ablue player N (red).
attacks the white player.
©

Thisrotation of 1v1 attacks continues
untilthetime elapses.

Rules
e Thegameis playedforfive minutes

e Theteamwiththe mostgoalsis
declared thewinner

e Onlytheattackingteamcanscore
agoal

e Ifthedefenderswintheballorthe v 3 é /g\ >
ball leaves play then thatattackis 3 ”
complete and then nextattacker 0

entersthe game \,i ? q . The blue
’o / \ playerreacts
Development/progression and defends

1v1 against
Place one player from eachteam onthe @ the wﬁite

pitch. You playa pass into the pitchand player.
thethree players competetoscorein

the opponent’'sgoal. Assoonasa goal )
is scored thesethree players leave the ) ‘

pitch and are replaced with three new
players fromeachteam. !




AROUND THE WORLD

2v2 around the world

MOVEMENT =iy

DRIBBLE
PASS

Overview

Thisthreeteam all-action game
develops 2v2 attacking and
defending. It also improves
communication and team work
as players work together in pairs
inorder toreact to attackingand
defendinginthe game.

Setup
e Pitch 20yds x20yds

e Threeminigoals marked with
coloured flags

What you get your players to do

Divide your players into three teams of
four players.

Theteams rotate fromattackingto
defendingtoresting. The gameworks
with the teams attacking the goal they
arefacingandthen defendingthe
goal whichis marked by theirteam’s
coloured flags.

Tostart, thered teamattacks the white
team, thentwo white players enterto
attack the red players and then two blue
players attack the white players.

This rotation of 2v2 attacks continues
untilthetime elapses.

Rules
e Thegameis playedforfive minutes

e Theteamwiththe mostgoalsis
declared thewinner

e Onlytheattackingteamcanscore
agoal

e |fthedefenderswintheballorthe
ball leaves play then thatattackis
complete and then nextattacker
entersthegame

Development/progression

Place two playersfrom eachteam onthe
pitch. You play a pass ontothe pitch and
thethreeteams competeto scoreinthe
opponent’sgoal. Continue thisgame

for five minutes with a different pair of
players enteringthe pitch on each ball.
Theteam with the most goals wins.

The two

red players
attack first
againstthe
white team.

Now the red
players react
and defend
againstthe
two blue
players who
enter to
attack.

Finally the
two blue
players
must defend
againstthe
two white
players who
now move to
attack.




Reactiongames

.
Boost your players’ speed of reactionstothe PITCH

type of one off events that occur in soccer. When 61 Shooting 60ydsx 30yds
playing agame there are moments when play can breakout | equipment
change inasplitsecond and present a player with : 3goals
achancetoscore agoal. How quickly a player 62 grOSiln% @ footballs
reacts and how composed they are makes the reaxou © cones
difference between agood player and agreat one. 63 1vl PLAYERS

Individual skills— passing, shooting, dribbling, breakout 4 10plus 3GKs
movement off the ball, reactions, communication.

Team skills—communication, teamwork,
combination play.

40yds /

60yds

20yds

30yds




REACTION GAMES

. MOVEMENT s>
Shooting breakout DRIBBLE - - - - - - >
PASS >
The red team
Overview . 9 is numbered
ini inodd
Twoteamscompete towinin @ numbers, the
this neat small-sided game by . white team
outscoringeach other. 8 5 % :]su%'l‘{]eeﬂr:_\'e"
However, this game has a twist \ 4 f{L 10 /
with the breakout factor giving @
oneteamthe chancetoscore s 6
anadditional goal aswell as 7 JE]
presenting the opposition with a @&
quick overload situation. R ‘\Gd
Setup " -t
*  Pitch60ydsx30yds N
e Threegoals, oneis placed 20yds
outside the main pitch a
What you get your players to do ()]
Thegroupissplitintotwoteams of six
includinga goalkeeper. Oneteamis
numbered in oddsand the otherteam Onyour
is numberedin evens @ ggmﬁ;
Thetwoteams play a normal game & 9 ® player with
inside the main pitch. Thisgameis ; ‘ that number
controlled by you, servinga ball into the rushes out
pitchwhenagoal is scored orwhen the \ A / of ':Ihe Iﬂ'fCh
ball leaves the pitch. :'Laﬁ‘,:oec"s
Onyournumber call, that player must 2’&] shoot.
run outofthe main pitchandreceivea
pass fromyouin ordertoshootatgoal.
Theshooteris limited totwotouches.
The player mustthenturnandrace SO
back intothe main pitch asthisgame ©
continues with the player'steamone
player down untilthe player gets back
intothe pitch.
Rules 3
e Thegameis playedfortenminutes
e Eachplayeriscalledoutofthe pitch -
onone occasiontorunandshoot
e Themaingame continueswhen The ol
the shootingsituation occurs. You th;’n"rﬂﬁﬁgs
are incontrol of playinga new ball back onto the
intothe main pitch ifthe ball leaves main pitch
play. You alsoservethe ballforthe fssggsllgl'mﬂs
breakgut playerto shoot down until
e  Goalsinthemaingame countas they return.
one goal, goalsinthe breakoutalso
countasone goal
e Playerscannotreturntothe main
pitch untilthey have scored
e Theteamwiththe mostgoalsis
declared thewinner
Development/progression
Here the attacker must attemptto go
around the goalkeeper before scoring.
Although this increases the chance of =
scoringitalsoincreasesthetimethat
the player'steamare aman down inthe a8
main game.




REACTION GAMES

' MOVEMENT
Crossing breakout oRBeLc - - -
The player
Overview 2 ;:alled runs
[ r
The crossing breakout factor 1 &‘ @ fgoslgt;hi
)

introduces an interesting twist in
this small-sided game as it gives
oneteamachancetoscorean
additional goal butonly if they do
sofromacross.

Setup
e Pitch60yds x30yds

e Threegoals, oneis placed 20yds
outside the main pitch

What you get your players to do
Create twoteams of six playersincluding
agoalkeeper. Oneteamis numberedin
oddsandthe otherteamis numbered
inevens.

Thetwoteams play a normal game

cross.

inside the main pitch. Thisgameis
controlled by you, servingthe ballinto
the pitchwhen a goal is scored orwhen
the ball leaves the pitch.

Onyourcallofa number, that player
must runout ofthe main pitchand
receive a cross fromthe wide playerin
ordertoheador volley ashotatgoal

The player mustthen become the new
crosser whilethe original crossing player
returns tothe main pitch.

Rules
e Thegameis playedforten minutes

e FEachplayeriscalledoutofthe
pitch on oneoccasiontorunand
scorefroma cross. The main game
continues when the shooting
situation occurs

e Youareincontrolof playinganew
ballintothe main pitchifthe ball
leaves play

e Thecrossing player cannotreturn
tothe main pitch untiltheirteam
mate has scored

e (oalsinthemain game countsas
one goal, goalsinthe breakoutalso
countasone goal. Theteamwith
the mostgoalswins

[ )

Development/progression

Movethe crossing playerto the opposite
side ofthe pitch sothat the players
experience scoringfromcrosses fed to
themfromtherightand left.

This player
now hecomes
the new
® crossing
§, % player.
0/}
/ ®
o™
The original
crosser
rejoins the
@ game.




REACTION GAMES

1v1 breakout

Overview

1v1 breakout encourages players
togoheadtohead inabattle

to become the champions.
[tintroduces atwist with the
breakout factor givingone team
anisolated 1v1 duel where the
winner gets the chancetoscore
an additional goal forthe team.

Setup
e Pitch60yds x30yds

e Threegoals, oneis placed 20yds
outside the main pitch

What you get your players to do

Split players intotwo teams of six. One
teamare numbered in odds and one
teamare numberedin evens

Thetwoteams playa normal game
inside the main pitch. Thisgameis
controlled by you who servesthe ball
intothe pitchwhenagoal is scored or
when the ballleaves the pitch.

When you calla number, that player
runsout of the main pitchand receives
aballfromyoutoattack 1vl.

The player mustthen become the next
defender.

Rules
e Thegameis playedfortenminutes

e FEachplayeriscalled outofthe pitch
onone occasiontorunandattack
1v1. The main game continues

e Youareincontrolof playinganew
ballintothe main pitchifthe ball
leaves play

e (oalsinthemain game counts
asonegoal, goalsinthe breakout
alsocountasone goal. Theteam
with the mostgoalsis declared the
winner

Development/progression

Place allthe players on the pitch, you
then call outtwo numbers (one even
and oneodd). Those two players
immediately race outto challenge for
the balland scoreagoal.

The player
called (white)
must runout
of the pitchto
receive a hall
and attack
1v1.

The player
thenattempts
tobeatthe
defender and
score agoal.

The attacker
hecomes
the next
defender and
the defender
rejoins the
main game.




Fiveteam World Cup

Maximise training time and build awinning 64 Th PITCH
mentality in your team. Split players intofive € 40ydsx 30yds
mini teams made up of two, three, four oreven tournament| one 5yd end zone
five players. Name each team acountryasin a One 10ydendzone
real tournament. Teams play four matches (one EQUI'PMEINT
against each opponent) and arest period. 3 ﬁqoiam coals
Individual skills—shooting, passing, dribbling, % footballs
running with the ball, defending, communication, ® cones
movement off the ball. PLAYERS
Team skills—team work, communication, & 15plus 1GK
movement off the ball, combination play.
20yds —
Syds
Y
40yds
\.
> 20yds
\ 10yds
>,
25yds

30yds




FIVE TEAM WORLD CUP

MOVEMENT iy
The tournament DRIBBLE -~ — - — - .
PASS >
. On pitch one
Overview Pitch the white
Use thiswhen working with large one heatthe
groups. The pitch includes two @ o keeper to
mini games_and_a resting skills \i @ ZONE ;‘;‘;{‘*t:]“e reed
area. Play withfive teamssoall teamscores
playersin the squad play. The & bydrihiing
game works with each team team’s end
playing four games and having _ n Zone.
. . Pitch ol .
one rest/skills period. two } On pitch two
Theteamsare awarded three }22#5";;“;
pointsforawin, one point fora \ into the end
draw and nothing for a defeat. o %ﬁ e el
The team with the most points ! ‘\2 the single
on completion of the tournament e e Eg‘,‘,ﬁf’:'
wins. You should make sure each | .. ﬁ Q team passes
team is named after a country ) mfgfgg;l"s"t’o
(England, Spain, Italy, Brazil etc). score.
Setup :\fteir playing
e Pitchone: 30yds x 20yds with {} minutes, the
a goalatoneendincludinga e 3 teams now
Sydend zone & . ‘.. % END rotate. The
*  Pitchtwo: 25ydsx 20ydswith \ """ ZONE hlve teain
twominigoalsatoneendand ‘ pitch for the
one mini goal atthe oppositeend restzone
ina 10ydendzone and the black
teamenters.
A
What you get your players to do \
Theteamswork ina clockwise mation
inordertoattack eachtargetand havea
turninthe rest/skills zone. )
On pitch 1 —tostart, the whiteteam
scores by shootingintothe goaland !
pastthe goalkeeperwhile theredteam
scores by dribblingthe ballinto the white ﬁ {
team’send zone.
On pitch 2 —the yellowteam attempts to m — |
score by dribblingintothe blueteam’s
end zone and then shoots into the mini
goal. The yellowteam hasto be inthe Atthe end
end zonetoscore. The blueteamis of the next
tryingto score inthe two minigoals. four minute
Theplayersintheteaminthe restzone END %:;“nfs'ﬁ';fate_
_havela ball feach and practise their ball i ZONE The red team
jugglingskills. leavesthe
CONTINUED > pitch for the
restzone and
the blue team
joins the
A white team.
) Y
¥ ﬂ& &




FIVE TEAM WORLD CUP

The tournament

MOVEMENT =iy
DRIBBLE = == = o o o
PASS >

Rules
e Fachgameis playedforfour
minutes

e Teams move clockwisetothe next
goalline orrestzone
(So, forexample, white attacks the
standard goal, theend zone, the two
minigoals, takesaturnintherest
zone and rejoins the tournament
attacking the single mini-goal)

e [fthe ballgoes outof play restartthe
gamewitha passfromwhere it
left play

e Thekeeperremainsingoal

Development/progression

Introduceadouble goalrule abouta
minute before the end ofthe game. Any
goal scored isworth two goals. This will
addtotheintensity and excitement of
thetournament.

Fixture list

Teams play matches againsteach other
andtakeoneturneachintherestzone.

After another
rotation. The
white team
leavesthe
pitch for the
restzone and
the redteam
rejoins the
playing area.

>

After thefinal
rotation, the
yellowteam
leavesthe
pitch for the
restzone
and the white
teamtakesits
turn playing
the black
team.

— >

PITCH 1 PITCH 2
o Standard goal ® End zone with single
with goalkeeper mini goal
o End zone © Two mini goals
WHITES attack | YELLOWS attack
standard goal single mini goal
ROUND1 v v
REDS attack BLUES attack
end zone two mini goals
YELLOWS attack | BLACKS attack
standard goal single mini goal
ROUND 2 v v
WHITES attack REDS attack
end zone two mini goals
BLACKS attack BLUES attack
standard goal single mini goal
ROUND3 v v
YELLOWS attack | WHITES attack
end zone two mini goals
BLUES attack REDS attack
standard goal single mini goal
ROUND 4 v v
BLACKS attack | YELLOWS attack
end zone two mini goals
REDS attack WHITES attack
standard goal single mini goal
ROUND5 v v
BLUES attack BLACKS attack
end zone two mini goals

When resting,
the players
each have
ahall and
work on ball
juggling
exercises
inside the
rest zone.
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Legal notices

Disclaimer

Whilstthe editorand publisher have made every effortto ensure the accuracy and above all safety of the informationand
advice contained in this publication, and have gathered the information from sources believed to bereliable, Green Star
Media Ltd makes no warranty or guarantee as tothe completeness, accuracy ortimeliness of the information, andis not
responsible for any errors oromissions.

Innoeventwill Green Star Media Ltd, its affiliates or other suppliers be liable for direct, special, incidental, or consequential
damages (including, without limitation, damages for personal injury or related claims) arising directly or indirectly from the
use of (orfailure to use) the information in this publication, even if Green Star Media Ltd has been advised of the possibility
thatsuch damages may arise.

Copyright notice

This publicationis protected by national and international copyright laws. No part of it may be reproduced, copied or
transmitted inany formor by any means electronic, mechanical (including photocopying), recording or by any information
storage or retrieval system, without prior written permission from Green Star Media Ltd.

Green Star Media Ltd will take legal action againstany individuals or organisations found to be infringing its rights, and will
make that action public. Purchasers of this publication may circulate electronic or hard copies onlyto members of their
own cluborschool, provided this is done without commercial gain. However, no part or whole of this publication may be
circulated elsewhere or displayed on any website or distributed commercially except under licence fromthe copyright
owners.

Green Star Media Ltd will pay a£250 reward for information leading to the successful legal prosecution againstindividuals
ororganisations copying or republishing this information in any format, includingwebsites and bulletin boards. Your
confidentiality is guaranteed.

© 2011Green Star Media Ltd. All rights reserved. Green Star Media Ltd is registered under the Data Protection Act 1998. No: 25287130




