COACHES HOW TO....

Guide and Support Players




WHY DO PLAYERS PLAY

1. If's fun

2. If's challenging

3. It's supporting healthy behavior

4. It's supporting positive social behavior

The third and forth reasons kids play sports are very important and although we, as
coaches, have a massive influence on those aspects let’s focus on the first and second.

Number 1. It's fun. Yes it is, or at least it is suppose to be. Our job as coaches is o make
sure the players look forward to coming to practice. Sometimes we feel we can make
practices fun without the sport. The goal in this is to give tools to the coaches for the
sport that are used in a way to make practices fun.

Number 2. It's challenging. One of the main reason's players start playing the game is to
be challenged, and the sport itself is one of the most difficult because we are playing
with our feet. We need to learn to love and master the ball, but overall love the game.
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COACHING ORGANIZATION AND
HABITS

Punctual
Session Plan
Use of Equipment — Pinnies and Cones

Body Language — hands in pockets vs Behind the back or by your
sides.

Energetic = Passion for the game

Tone and Volume of voice

DO NOT COMMENTATE — constant instruction is a huge NO NO
Try and Learn mentality for activities and for players.
Coaching Position — moving around. Don't stand still

techniques of shooting-striking the ball
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Organization: In 2 15Wx20L grid, Tiggers start
without a soccer ball & can only hopy/'skip to avoid
gefting hit. The Rabbits start with a ball, can
dribble & try to pass their ball to hit the Tiggers
below their knees. (Play for 8 min - 8 intervals of
45 sec with 15 sec between intervals)

Rules: Players begin dribbling as soon as the first
Tigger makes ane hop. Rabbits get 10,000 pts for
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Guided Question: Why should you get close to
the Tiggers before you try to hit them?

What part of your foot should you use when trying
to hit the Tiggers?

Answers: It makes it easier to hit the Tiggers if
you are closer to them.
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BREAKING

Pick Topic

Select an age appropriate warm up
based around your topic.

Warm Up examples can be found
https://www.soccercoachweekly.net

/soccer-drills-and-skills/warm-ups/

http://www.footy4kids.co.uk/soccer-
drills/warm_ups/eight-soccer-
coaching-warm-ups-for-young-
players/#

DOWN A LESSON PLAN

1. This can also be a simple, 2v2, 3v3
game to goals or fo a line.

2. Activity One — the meat of the
sandwich. What do you want the
players to improve on today?

3. Select activities that allow the players
a lot of repetitions and active
movement. Limit lines.

4. |deas here -
hittp://www.mayouthsoccer.org/coa
ches/session_plans/

5. End with a game of 4v4 with subs or
6vé depending on your numbers
using correct rules.


https://www.soccercoachweekly.net/soccer-drills-and-skills/warm-ups/

GOAL Ilmpmve the techniques of Shooting to score goals

| Key Qualities IFocn.ns. Take Initiative

Age Group Team Tactical Principles [Sm:u:hl:,r Score goals, Support the attack

Objectives: Play the game to score more goals
than the other team.

Organization: 2-3 fields, 15W x 20L w/a goal at
each end. As players arrive to the field play 2v1,
2v2, up to 3v3 games.

Time: 4 games of 2 mins, 30 sec rest, activity
duration is 10 min.

Rules: Begin games & after a goal w/ a kick off.
Out of bounds, pass or dribble the ball in. Give
players some free play time w/ no coaching.

Organization: 20Wx25Lyd grid w6
(goals on endlines. Coaches are defenders.
Dribble & shoot to score in a goal at one
lend then go to the other end to shoot.
Rules: Each player w/ a ball. How many
lgoals in 2min, beat score. Shoot w/favorite
foot, non-favorite foot. Bonus pts for goals
lafter beating a defender.

Activity Duration

[ Time Active

PLAY - SMALL SIDED GAMES

Key Words: Head up (lock), find an opening (to
the goal), shoot, move the ball forward closer to
goal

Guided Questions: How can you tell which
children are happy playing the game? How can
you help them to be more comfortable?

Answers: Young children display happiness with
smiles and laughter. Have players be on a team
wy/ friends or children they know.

More Challenging Activity

‘Organization: 20Wx25Lyd field with
goals. Make 2 teams. Balls next to the
goals. Play 3v3.

Rules: One team of 3 starts wy/ the ball.
Play to score in opponent's goal. After a
goal the team that was scored on gets a
new ball & plays right away. Play for 2 min
before rotating players. Keep score.

# of Intervals

Active Rest

|1 min

Objective: Play 2v2 to shoot to score goals.

Organization: In 20Wx25L yd grid w/4 cone goals on the endlines w/ a
ball placed atop the 4 cones. A "far away marker"” is placed 3-5Syds up the
sideline from the corners. (See diagram). Make 2 even teams on each endline.
Coach has the balls at midfield.

Rules: Each team sends 2 players onto the field. Coach plays the ball to one
‘team. Score by shooting into the cone goals. Bonus pts if you score from
behind the "far away marker" or hit a ball off the cone. Play for 2 min before
rotating players on the field.

Key Words: Look up, find an opening, go to goal, shoot

Guided Questions: What should you do if players just dribble up
close to a goal to score? Why would a player dribble before shooting?

Answers: Encourage attempts to shoot from the "far away marker”.
To get into a clear opening or path to the goal, past defenders to
shoot.

PLAY - LET THEM PLAY




DELINES

COACHING GUI

« « Warm Up Games ¢ Individual Ball Manipulation Games ¢ Multi Skill Games ¢ Multi-
Player Games (Session Specific - Ex. Dribbling and furning) ® Scrimmage (Session
Specific - Ex. Dribbling and turning) « Cool Down/Stretch. Over the course of the
season it is important we focus on the key characteristics; Dribbling, Passing,
Defending, and Shoo’nn% Lead by example and provide the perfect learning
environmeént. Below are the guidelines that should be followed:

» ¢ Provide a SAFE ENVIRONMENT.

« ¢ FUN sessions. Ensure that the session is easy to follow and understood by the
ﬁlayers. » Allow players the freedom to play and make mistakes. *A PERSON WHO
EVER MADE A MISTAKE, NEVER TRIED ANYTHING". Albert Einstein

. ’r.hNOk'”neS of players waiting to do a drill - Ensure that every player is moving and
iNking.

« « ENCOURAGE! - celebrate good dribbling, control, passing, shooting and tackling.

« e Alwaysremember to.... EDUCATE the players Make the session FUN. Let the game
be the teacher. ENCOURAGE! ENCOURAGE! ENCOURAGE! LET THEM MAKE MISTAKES



SOCIAL MEDIA

e Twitter - @SAMSoccerQé
e Facebook — SAM Soccer
» Use the hashtag #WHOSSAM

* Please interact with us and follow us for up to the
minute information.

* Any questions please reach out to Gary Burke —
gburke@mdsoccerplex.org



mailto:gburke@mdsoccerplex.org
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