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50 Small Sided Games
Possession Games
Game 1 - Attack and Defend

victorsatei.blogspot.ca

D 2009 academysoccercoach.com

Possession - Small Sided Game - Attack and Defend

Howy to Play:

Make four teams, four players on each team. Inside a grid (40x30) twa teams play 4vd, the ather
twio teams stand on either end of the pitch and spread out. One team on one end and the other
tear onthe opposite end. The goal ofthe game is far the team in possession drellow) to try and
play the hall to the team atthe end (hlue). Once the team atthe end (hlue) receives the hall they
come on and attack the team that just played them the ball grellow) while the team that was
defending takes their place fwhite). The team that just came on (blue) now tries to get the ball to
the opposite end (o the red team). The game continues like this and should be played at a high
intensity.

Zoaching points:

-Help players spot gaps in between the defense in order to play halls thraugh to the end
-Players should look to play to the end whenewver possihle

-Make sure plavers are creating good supporing angles and are maving off the ball

Frogression:
-hake it two touch
-hlake plavers keep the hall an the ground, forcing them to play through balls
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50 Small Sided Games
Possession Games
Game 2 - End to End
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Fossession - Small Sided Game - End to end

Howy to Play:

4vd in the grid, players look to keep possession with the aim of playing the ball to their player an
either end. When the ball is played to the playver on the end then that plaver enters the grid while
the plaver who played him the hall takes the support players spot. Once ateam has
successfully moved the ball o ane end, they must immediately attack the opposite end. When a
tearmn can get the ball from ane end to the other and back again without losing possession, they
scare a point.

Zoaching Points:

-Make sure teammates are creating good supportive angles, using both width and depth
-Players should loak to hit the target plavers on the outside of the grid whenever possible
-Moverment off the ball should be consistent and players should work hard all the time

Frogression:
-hake it two touch
-Add in a roverwho akways plays on the attacking team
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50 Small Sided Games
Possession Games
Game 3 - Short and Long Passing
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Shart and long Possession - Small Sided Game

Setup:
4 Blue v 4 Red + 2 neutral players
Grid set up with 1 blue player and 1 red player an either end of the grid

Dhjective:

Flayers must make three short passes in the grid then look to play the hall to a support player at
the end of the grid. When the suppart plaver receives the hall he must immediately switch playto
the other support playver on his team atthe opposite end of the grid whao receives the ball and
plays it back into his team. When a tearm does this successfully they gain a point.

Coaching paoints:

-hlake sure playvers stay moving into supporive positions

-Coach players to keep the ball until the passing lane hecomes apen befare playing it to the
outside support player

-Make use ofthe neutral players inside the grid, support should always be available

Progression:

-hake it two touch

-Players must make 5 short passes before playing the outzide support
-Suppor playver must switch the ball using one touch
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50 Small Sided Games
Possession Games
Game 4 - Rondo Variation (Awareness)

victorsatei.blogspot.ca

Rondo Variation 1 - Awareness

Organization and Rules:

- Set up four grids, each grid is marked with a different colour (as shown
above)

- Players start in one grid, keeping the ball away from the two defenders (red)
- When the coach raises his arm, he holds up a cone/bib matching the colour
of another grid (i.e. yellow) and all players (blue) must try and keep
possession while moving into the colour being shown by the coach.

- The coach should constantly move around, this will keep players heads up
as they continue to look for which colour the coach will hold up next.

- Start with unlimited touches, as the players get the hang of it try and
decrease the amount of touches on the ball. Can they play with one touch
only?

Coaching points:

- Make sure players have good body shape

- Don't allow players to be static, keep them moving, have them on their toes

- Encourage the defenders to work hard, when a defender wins the ball he
switches with the player who lost possession

- Players should have their heads moving at all times, looking to react as soon
as the coach holds up the coloured conel/bib

Additional rules (add these rules to make it more competitive):

- If the attacking team can make 10 passes, the 2 defenders must stay in again
even after possession is lost

- If the defenders are split, they must stay in again even if the defending team
wins the ball

- If a defender is nutmegged, he/she must stay in again after the attacking tean
loses possession
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50 Small Sided Games
Possession Games

Game 5 - Rondo Variation (Pass
Completion)

victorsatei.blogspot.ca

Rondo Variation 2 - Pass completion

Organization and Rules:

- Set up 2 grids and divide your group into two teams

- One team (blue) goes into one grid, while the other team goes into the other
grid (red)

- The Coach stands between the grids with balls and a stop watch, as shown
above

- The two teams now look to keep possession away from the 2 defenders, they
have 45 seconds to put together as many passess as they can in a row.

- If the defending team wins the ball, they look to quickly dribble across into
their own teams grid while the team that lost possession tries to regain it
quickly.

- If the defending team can win the ball and dribble into their own grid, they
gain 3 points for their team.

- After 45 seconds, the team that has put together more passess in a row
gains 1 point

- Switch defenders after 45 seconds

- The first team to reach 10 points wins

Coaching points:

- Make sure players have good body shape

- Don't allow players to be static, keep them moving, have them on their toes
- Encourage the defenders to work hard, when a defender wins the ball
encourage him/her to try and dribble to the other grid quickly

- When the team in possession loses the ball, encourage them to win it back
as soon as they can in order to prevent them from giving up 3 points

- Time is ticking, encourage players to move the ball quickly
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50 Small Sided Games
Possession Games

Game 6 - Rondo Variation (Movement
and Awareness)

victorsatei.blogspot.ca
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Rondo Variation 3 - Movement and Awareness

Organization and Rules:

- Set up four grids and split your team into two

- One team starts in one grid and the other team starts in another grid

- Each team sends in two defenders

- Teams begin to keep possession away from the two defenders

- On the coaches signal, each team has to try and successfully move into an
empty grid without losing possession of the ball, if they can do so they gain 1
point

- When the defenders win the ball they look to keep it as long as they can
before the attacking team wins it back

- Switch the two defenders every minute

Coaching points:

- Make sure players are on their toes and moving at all times

- Make sure they continue to keep good supporting angles

- Encourage the defenders to work hard to win the ball, and keep it once they
have won, forcing the attacking team to win it back as quick as they can

- Ask players to keep their heads up when changing grids, they need to be
aware of the other team and which grid they are moving into
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50 Small Sided Games
Possession Games
Game 7 - Possession All Around
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Srmall Sided Game - Possession

Qrganization:

- Set up three teams of six

- T teams play against each otherwhile the team thats off provides support plavers (2 playvers
on either end, each placed hetween the goa post and the corner flag, ane player on either side
wehio is able to move up and down the sideling). Support playvers have one touch.

- Have a goalkeeper in each goal

Coaching points:

- Encourage players to keep possession and not panic under pressure, after all they hawve six
support players to help when they are in possession.

- Encourage players to use the depth and width provided by the support players when they hawe
the ball.

- Make sure plavers continue to move off the hall, don't allow plavers to get lazv because of the
support players that are available.

Time the games so thatthey are 4-6 minutes in lenath, when the game is over the team
providing the support players enters the pitch while a team thatwas playing now provides the
support.
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50 Small Sided Games
Possession Games
Game 8 - 3 teams vs 1

victorsatei.blogspot.ca

556 for Awareness - 3 teams vs 1

Setup and Rules:

- Create an area that is suitable for the players that you are working with
- Divide 12 players into 4 teams of 3 players each

- Help keep the game flowing by surrounding the area with footballs

Rules:

- In this game 3 teams |look to keep the ball away from 1 defending team,
example above shows the Red, Green and Blue team that are keeping the ball
away from the Yellow.

- If a team loses the ball, they now become the defending team. Example: If
Red has a pass intercepted by the defending Yellow team, the Red team now
becomes the defenders.

- Teams try to complete 7 passes, for every T passes completed they gain a
point. At the end of the game the team that has the most points is the winner.

Coaching Points:

- Ask players to scan the field continuously by keeping their heads moving
and always looking for teammates.

- Encourage players to move off the ball and use the entire area, this will help
in keeping possession.

- Look for players to play the ball into areas that have the least amount of
pressure/defenders, this will allow the player receiving the ball more time.

Variations/Progressions

- Players cannot play to teammates of the same colour, example: Red cannot
play to another red

- Limit touches on the ball, see if you can get your players to play with one
touch

- Do not allow the ball come off the ground, players must keep the ball on the
ground at all times

- Weak foot only, ask players to use their weak foot only in this game
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50 Small Sided Games
Possession Games
Game 9 - Corner to Corner

victorsatei.blogspot.ca

556G for Awareness - Corner to Corner

Setup and Organization:

- Divide 12 players into 4 colours (as shown above)

- One team is made up of two colours, above we have Red and Blue vs Yellow
and Green

= In the area, make four corner zones, as shown above

- Place one player from each team in the zones, as shown above, Note that
players from the same team are in opposite corners, Red and Blue are in
opposite corners and Yellow and Green are in opposite corners

Rules:

- Red can only pass to blue and blue can only pass to red. Yellow can only
pass to green and green can only pass yellow.

- Teams score by playing the ball to their man in the corner. Mote that if red is
playing the ball into the corner he can only play it to the blue corner and vice
VErsa.

- After 3 minutes change the players in the comers.

- Once the ball is played into a corner, that player must play it back in to a
player on his/her team of the opposite colour.

Coaching Points:

- Encourage players to play with their heads up and their eyes scanning the
pitch all the time. Example: considering Red can only play the ball to Blue, it
is important that the players in Red know where there teammates in Blue are
at all times, this way they can play quickly if put under pressure.

- Make sure that players move well off the ball and make themselves available,
Example: If Red has the ball, the Blue players should look to move into space
where they can support the man on the ball quickly. They must look to create
a passing lane in which they can make themselves available for the pass.

Variations/Progressions:

- Give players a time limit on the ball. Example: each player is only allowed 3
seconds with the ball.

- As players improve, limit touches on the ball.
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50 Small Sided Games
Games that encourage Combination Play
Game 10-3v3 + 6

victorsatei.blogspot.ca

(33 + 6) Combination Play Small Sided Game

How to set up:

- Extend the 18 vard box kry 8-10 vards in length

. Make four teams of 3

- Use two full size goals plus goalkeepers in each goal

- 2 teams are inside the area playing 3v3 while the other two teams provide support players
on the outside (hetween each post and corner and on each sideline)

- The support players on the end lines can use only one touch, the support players onthe
sidelines can dribble in to allow for overlap runs

How it works:

- Each game is 2 mimmntes in length

- The objective is to heat the opponents within those 2 minutes

- Either team should look to use the outside support players to make combination plays (wall
passes, overlaps, crossovers, etc)

Coaching points:

- Coach players to build the play using their support, when a team has the ball it hecomes 10
v 4 and there is no excuse not to find an available target.

- Show players combination plays that can be used to achieve attempts on goal, remember
the players on the sidelines can dribble in, this allows great opportunity for owverlap runs

- See th diagram for examples of combinations that can be used (A = wall pass, B = lay off, C
= overlap), these combinations and others can be used

- Coach players to finish on goal whenever the opportunity presents itself

Make it a competition, keep points for the winning team and make it a small tournament
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50 Small Sided Games

Games that encourage Combination
Play

Game 11 - The Penetrating Pass

victorsatei.blogspot.ca

B 2009 academysoccercoach.com

Fenetrating Passes - Small Sided Game

Crganization:

4vd ar &va in a grid

Teams try to maintain possession ofthe hall until they find an open passing lane inwhich they
can play a teammate making a run into the end zone. In order to scare the teammate must meet
the hall in the end zone, once he receives the ball inthe end zone he turns and the team now
plays towards the end zone an the opposite side. A pointis scored for every time a team can
receive the ball in an end zone.

Zoaching Points:

-izoach players to keep possession and not to force penetrating passes, they should wait to find
the right moment to play the through ball for a teammate to run an to

-zoach players on how to spotthe possible runsipenetrating pass

Frogression:
-hake it two touch
-If players are having difficulty keeping the ball add in neutral players
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50 Small Sided Games
Games that encourage Combination Play
Game 12 - The 3rd Man Run

victorsatei.blogspot.ca

“target man Tons”

The 3rd man run - 4vd

Setup and Organization

- Create an area suitable for the players you are working with

- Make sure to create two zones on either end of the pitch, one which is
considered the “target man zone' and one which is the "end zene', as shown
above

- Create two teams of four players

Rules and Objectives

- The two teams play 4v4, one player from each team is placed in the target
lzone’ and acts as the Target player’, he/she cannot leave this zone

- The objective of the game is to play the ball into the “target player’ who then
looks to play the ball back to one of his/her teammates who will then look to
play the ball onto the path of the '3rd man run’ (see diagram abowve)

- The team that is defending is not allowed to defend in the zones

- A team scores by having a player meet the ball in the "end zone' off of a "3rd
man run’, the players must time the pass and the run so that the ball meets thg
player as he/she enters the "end zone’

- Make sure to change the player in the "target man zone' every few minutes
- The “target player’ should take no more than two touches on the ball

Coaching Points

- Encourage players to keep possession until the passing lane into the tanget
player’ epens up

- Encourage players to play the ‘target player” whenver the opportunity arises
- Once the ball is played into the *target player’, it should act as a signal to
initiate the "3rd man run’

- Make sure one or two players offer support to the target player’ once he/she
receives the ball so that they can be available to deliver the pass for the "3rd
man run’

- Players should focus on the weight of the pass, making sure it is passed at
the Aght speed to meet the player running onto it as he/she runs into the "end
izona"

- Be patient, you will mest likely deal with plenty of mistakes before the

players begin to achieve success

Variations/Progressions

= Limit touches as players begin to gain success

- Add a ‘neutral’ player who assists the team in possession if the teams are
struggling to do so

- Add players on the outside of either flank if they are finding it difficult to
spread the oppoesition to create passing lanes
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Victor Satei

50 Small Sided Games
Games that encourage Combination Play
Game 13 - The 3rd Man Run (6v6)

victorsatei.blogspot.ca

Thie Ird man run - Gvé + 1 Goalkeeper, Offence vs Defence

Setup and Organization

= Use nearly 2/3 of the pitch, as shown above

- Use two lange cones/polesimarkers on either side of the pitch to create an
limaginary line that will mark off the attacking Zrd (as shown above)

- Create two beams of six players, in the above diagram the attacking team
(red) has 3 midfelders and 3 forwards while the defending team (blug) uses 4
defendars and 2 midfielders (this allows the attacking team to cutnumber the
oppasition in midfedd, which helps to keop possession in this gama)

- Place a goalkeeper in goal and on the other end croate three gates which the
defending team musi passidribble through in order to score jas shown above)

Rules and Objctives

- Wark with the sttacking team, they look 1o scome on geal, while the defending
team kooks to win the ball and either dribble/pass through one of the three

tos

- The objective of the game is to have the attacking team [red) play the ball

mio ane of the three foreards who will then looks 1o play the ball back 1o ene
of the midielders who will then look 1o play the ball onto the path of the "3rd
man run’ (see diagram above), they should then go on to score on goal

- Tha team that ks defending is not aliowed to drop into the attacking thind, this
ispace can only be used by the attacking team to run ento balls baing played
through

= & team can only score after successfully completing the “3rd man run®

ugnce by having a player meet the ball in the attacking third® off of a "3rd

man run’

- Once the ball is met by the 3rd man ron® in the attscking thind, the atlacking
toam has 4 seconds o scone

Coaching Points

- Encourage players to keep possession until one of the passing lanes ino a
forward opens up

- Encourage players to play the ball foreard inte one of the thres fonwands
lwhanwer the opportunity arises

- Once the ball is played inta one of the three forwards, # should act 85 a
isignal to initiate the 3rd man run’

= Make sure one or two players offer support to the Target player” once heishe
receives the ball 2o that they can be available o deliver the pass for the “Jnd
man run’

- Players should focus on the weight of the pass, making sure it is passed at
tha right spead 1o mest the player running oo it

- Ba patient, you will most likely deal with plenty of mistakes before the
players begin io achieve success

= &fier the 3rd man run’ sequence has been done successfully, make sure
players on the attacking team get forward into the attacking third quickly and
camphete the sequence with a finish on goal

- Encourage players o move the ball quickly so they do not slow the play
down too much

variations/Progressions

- Allow defenders to enter the attacking third and defend against the attsck
once the player making the *3rd man run’ receives it

- Limit touches as players begin to gain success

- Add fullbacks on to the attacking team if they are struggling to maintain
possession
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50 Small Sided Games
Games to improve Crossing and Finishing

Game 14 - 2+2 vs 2+2 to Improve
Finishing with Strikers

victorsatei.blogspot.ca

C'Copyright wiww.academysoccercoach.co.uk 2012
242 vs 2+2 Crossing and Finishing for Strikers - Small Sided Game

Setup and Rules:

- Using the 18 yard box, extend the 6 yard box using cones to create outside
neutral zones, then split the neutral zones in half to create 2 zones on each
side.

- Use 2 goals with goalkeepers

- The game is 2v2 (Blue vs Red), place a player in each of the neutral zones.
Red neutral players can only be used by the red team and blue neutral players
can only be used by the blue team.

- Neutral players have 2 touch and must look to supply the cross each time
they get the ball.

Objectives and Coaching points:

- Encourage players to get the ball into the neutral players quickly, the
attackers should then be looking to attack the cross.

- Ask players to attack the zones, near/central/far post.

- When goalkeepers win the ball, have them quickly play the attacking neutral
player so the forwards can counter and get on the end of the cross quickly.

- Make sure crosses are delivered at a good height and with good pace

- Encourage strikers to be brave and attack the cross

Progression:

- Open the restriction so that players can score in open play as well, this will
force the defending team to close down quickly and leave space behind them
to attack after the ball is pushed wide for a cross.
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50 Small Sided Games
Games to improve Crossing and Finishing
Game 15 - 4v4 (2v2)

victorsatei.blogspot.ca

4vd (2v2) Crossing and Finishing

Setup and Organization

- 2 full size goals diagonally across from eachother, a goalkeeper in each goal
(as shown above).

- The field is splitin half.

- 4vd4, 2 players from each team are in each half (as shown above).

Rules and Objectives

- Players can only remain in their own half of the pitch, therefore playing 2v2.
- In the above diagram you can see that two players from the blue team

defend the goal in the upper half and attack on the goal in the bottom half, the
red do the same but in opposite halves.

- The objective of the game is to score off the cross which is created by the
two players defending their goal. They must look to win the ball and cross it in
to the other half where the two teammates look to attack the cross.

- If the attacking 2 players win the ball from the two defenders trying to supply
the cross, they can go on to goal and look to finish.

- Switch attackers and defenders every 4 minutes.

Coaching Points

- Encourage the defenders to get the cross in whenever possible. There is
nothing wrong with supplying an early cross.

- Work on the movement of the attackers, make sure they are looking to attack
both the near and far post.

- Ask players to use a variation of crosses, driven, lofted, in to the front post,
far post, on the ground, in the air, etc.

http://simplebooklet.com/print.php 19/02/2013



Page 18 of 52

50 Small Sided Games
Games to improve Crossing and Finishing
Game 16 -4v4 + 4
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C'Copyright wiww.academysoccercoach.co.uk 2012
4v4 with 4 neutrals - Crossing and Finishing - Small Sided Game

Setup and Rules:

- 4 (red) vs 4 (blue) with 4 (yellow) neutrals

- A corner zone marked off in each corner, these are for neutral players only

- Goalkeeper in each goal

- Neutral players have 2 touch only

- Both teams play as they would in a regular match, however they can use the
neutral players in the corners for support. When attacking the neutral players
should be used to supply crosses.

- Goals can only be scored off the cross

Objectives and Coaching Points:

- Coach players to quickly push the ball wide into the corners for the neutral
players, once they have done so encourage them to get forward quickly and
attack the cross. We want as many crosses as we can get in this game as we
are focused on scoring off the cross.

- Players should look to attack the zones when crosses are coming in,
near/central/far post.

- Encourage players to be brave and attack the crosses.

Progression:
- Open up play so that goals can be scored off the cross or in regular play.
- Make it 2 touch all around.
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50 Small Sided Games

Games to improve Crossing and
Finishing

Game 17 - Phase of Play

victorsatei.blogspot.ca

Zrossing and Finishing - Phase of Plawr'Small Sided Game
Howe to Play:

Setup using just less than halfthe pitch. The attacking team has 6 plavers, 2 central
midfielders, 2 wide midfielders and 2 strikers {The two wide midfielders must stay in the outside
crossing Zone). The defending team has 2 centre hacks and ane central midfielder, they can
score by shooting on the small goals place nearthe half. The goal ofthe game is to get the ball
wide and work on attacking crosses from the flank players. Defenders are not allowed o enter
the wide zone, they should focus on defending against the strikers. Strikers must score off 3
Cross,

Zoaching Points:

-Getyour central plavers to play the ball onto the wide midfielders run

-Wark on different types of crosses

-Focus on timing ofthe strikers runs

-Focus on the positionning of the central midfielders when the cross comes in, they should be
just outside the box ready for the ballwhen it is cleared out. One midfielder can also get in the
hox to attack the cross as well.

Progression:

-Add in fullbacks Gwho can enter the crossing zone) and allow the wide players to cormbine with
others to create crossing chances or allow him to go 1v1 and then cross

-Allow plavers to scare from free play
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50 Small Sided Games
Games to improve Crossing and Finishing
Game 18 - Using width to penetrate

victorsatei.blogspot.ca

Crossing and finishing - Using Width to Penetrate - TvT (Ages 13+)

Set Up and Rules:

- A goalkeeper, back four plus 2 in midfield for defending team

- A centre back, 2 central midfielders, 2 strikers and 2 wide midfielders for
attacking team

- Game takes place using full half of the pitch, mark outside neutral lanes for
wide midfielders

- 3 gates should be set up at the half for defending team to attack through, they
score by dribbling through one of the gates

- Attacking team scores In full size goal

- Coach stands in centre circle with plenty of footballs, any time the ball goes
out the coach plays the ball back in to one of the central midfielders to restart
play

- Defenders cannot move into outside neutral lanes

Aim of the session:

- Coach the attacking team to use the entire width of the field by using the
outside midfielders. Balls should be played inlo feet when showing short, or
playad throughltover the top whan the run is on.

- Look to have your strikers draw out defenders by showing for the ball, once
thiy have done so midfielders can use them for the lay off pass, allowing the
ball to then be played back for the through ball/diagonal ball to the wide player
rmaking the run.

- Wide players should look to take their first touch towards goal and then
supplying crosses for strikers who should look to make runs into the box.
Ask your midfielders to also get up the pltch quickly and cover the top of the
box for any rebounds or ball that come out to the top.

- Coach the strikers to anticipate and make thelr runs to the nearfcentral/far
post,

-Wide midfielders should be limited to 23 touches and should not delay
swinging in the cross.

- This game is very much about crossing and finishing, the more crosses we
can get into the box the better.

- If the defending team wins the ball, they should look to play out of the back
and dribbling through one of the gates. The attacking team should look to
prevent them from getting through any of the gates, if the ball is won back by
the attacking team they should look to exploit space and attack.

- Goals can only be scored off the cross.

Progression:
- Remowve the outside neutral lanes and open play, see if the team can use the
width and provide crosses
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50 Small Sided Games
Games to improve Crossing and Finishing
Game 19 - Improving Heading #1

victorsatei.blogspot.ca
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Session 1 of 3 - Improving Heading - 4v4 + 442 goalkeepers

Setup and Organization

- Create a small pitch suitable for your players, place a goal on either end

- Create three teams of four players and place a goalkeeper in each goal

- Two teams play 4v4 on the pitch while the other team of 4 provide support
players on either side of each goal (as shown above by the blue team)

Rules and Objectives

- Players use their hands to passi/throw the ball to eachother

- When in possession, players cannot run with the ball and are only allowed to
pivot on one foot until they find a pass

- A player only has 3 seconds with the ball before he/she must pass it

- The support players become useful because they can receive a pass and
then toss the ball across goal for an oncoming header

- Goals can only be scored with the head

- If the ball is dropped possession goes to the opposing team from where it
was dropped

- After 4 minutes the team who scored more goals wins and remains on the
pitch while the team who loses must switch with the support players

Coaching Points

- Encourage players to move the ball quickly and get forward

- They should be encouraged to make use of the support players who can
throw the ball for the oncoming header

- Teach players how to properly head the ball with good technique and
encourage players to head the ball on goal any time the opportunity presents
itself

Progression - see session 2
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Session 2 of 3 - Improving Heading - 4v4 + 4 + 2 goalkeepers

Setup and Organization
- See Session 1 of 3

Rules and Objectives

- Players now put the ball down and use their feet to play a regular 4v4 football
match, they must use the support players to provide service for the header

- The support players must now chip/pop/dink the ball using their feet across
the goal for the oncoming players to head the ball. This should be done first
time off the pass.

- Goals can only be scored with the head

- After 4 minutes the team who scored more goals wins and remains on the
pitch while the team who loses must switch with the support players

Coaching Points

- Encourage players to move the ball quickly and get forward

- They should be encouraged to make use of the support players who are the
only ones who can provide service for the headers

- Teach players how to properly head the ball with good technique and
encourage players to head the ball on goal any time the opportunity presents
itself

Progression - see session 3
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Session 3 of 3 - Improving Heading - 4v4 + 4 + 2 goalkeepers

Setup and Organization
- Same setup as Session 1 and 2 of 3, however now the support players are
placed on the flanks on either of the halves (as shown above by the blue

players)

Rules and Objectives

- Players play a regular 4v4 football match, they must now use the support
players to provide crosses for the header

- The support players must now cross the ball for the oncoming players to
head. Support players should only use two touch, one to control and set the
ball, second touch to cross

- Goals can only be scored with the head off of a cross

- When defending only two players from the defending team are allowed to
enter the defensive half. This gives a 4v2 advantage to the attacking team at all
times.

- After 4 minutes the team who scored more goals wins and remains on the
pitch while the team who loses must switch with the support players

Coaching Points
- Encourage players to push the ball wide quickly and get forward to attack the|
three zones (first post, far post, and centre)

- Coach players to attack the cross and not get in too early. They should time
their runs accordingly and make sure all three zones are being attacked.

- Players providing the cross should be looking to aim for one of the three
ZOones.
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1wl Defending - End fone Challenge

Set up an areawith various 30 x 10 yvard alleys with end zones. You will need a few balls - try and
oet one for each player.

Homwy to play:

The attackers attempt to dribhle pastthe defender to the oppasite end ofthe alley. If successiul
they wiait and join the line coming in the opposite direction.

However, if they are tackled then the rales are reversed with the defender joining the line and
attacker hecoming the new defender.

Zoaching Points:

-leep pressure away from end Zones

-Force the playto one side

-Be patient, don't over commit

-Keep your eve on the hall, stay loww and jockey the attacker
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Small Sided Game - Defending Communication Boxes

Set up and Organization

- Make two teams of 7 (6+1 goalkeeper)
- Set up a field that is suitable for the age group you are working with, split the|
field into 6 grids/boxes.

- One player from each team is placed into each box.
- A goalkeeper defends each of the goals.

Rules and Objectives

- Only 2 players from one team are allowed in one box at a time.

- A player cannot move into another box unless he is called into the box by his
teammate who was orginally placed in that box.

- If a player moves into another box without being called into that box by
his/her teammate a direct free kick is awarded to the opposing team.

- The coach should monitor the match and make sure that players are
communicating with one another before moving into a new box.

Coaching Points

- Encourage players to call in that 2nd defender when they defending 1v1.

- Make sure the 2nd defender communicates with the 1st defender so they can
defend accordingly vs the attacker.

- Make sure the 2nd defender calls for the 3rd defender to slide across so therg|
is not too much space left between the lines.

- You should also encourage your goalkeeper to communicate with your
players, allow the goalkeeper to encourage players to move into new boxes.
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Defending with the Back 4 in the Defensive 3rd - 4vd

Setup and Organization:

= In the defensive 3rd of the pitch set up as shown above. Full size goal with
goalkeeper, four defenders which defend the goal and four gates set at the top
of the 3rd (see above).

- The back four scores by winning the ball off the four attackers and then
playing the ball through one of the four gates into the next wave of attackers.
The next wave of attackers wait between each of the gates (as shown above).
Once the ball is received by one of the four attackers, the first player between
each gate begin their attack on geal (therefore always attacking in four)

Goals and Objectives:

- The back 4 try and prevent any goals from being scored. They gain a point
every time they can win the ball and play it into one of the attackers waiting
between the gates.

- The back 4 also gain a point if the attacking team cannot score within 30
seconds. Once 30 seconds is up the next wave of attackers should
commence their attack.

- The attackers score by finishing en geal.

Coaching Points:
- The focus is the back four, therefore you will be locking for the following

1. Pressure from the closest defender

2. Cover and support provided by the second and third defender

3. Balance provided by the fourth defender (or defender furthest from the
ball)
- It is imperative that all four defenders stay compact, however they must keep
a reasonable distance that will not allow the attacking team to switch play and
exploit space.
- Delay and concentration must be encouraged. The attackers have 30
seconds to score, therefore it is important that defenders look to delay the
attack and stay focused for the full 30 seconds at a time.
- Patience when defending, encourage players not to dive in to tackles. ifa
defender does get beat, he should look to make a recovery run goalside
immediately while the next closest defender comes to apply pressure. The
remaining defenders should slide over to cover the gaps.
- Once the defenders win the ball they should look te remain compesed, and
find a way to play through the four attackers and threugh one of the gates. Dg
not encourage kicking the ball out or "clearing’ the ball, encourage them to
keep possession until they can play in through a gate.
- Make sure the back four stay together, communication is important and the
fullbacks should remain slightly ahead of the centre backs making sure that
lyour back four remains a unit at all times.
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High Pressure Team Defending, Small Sided Game

Setup:

- Onareduced size pitch set up a 7wy (6+1 keeper) game.

- Eachteam plays a 3 - 3 formation.

- Behind each goal line there should be two zones (Zone A and Zone B)

- The coach should stand to the side ofthe field with a bunch of soccer halls.

How to play:

- The game ig played as a regular match of football,

- If a team scores they must quickly run back to their goal and everyone must move into Zone A
hefore returning to the pitch. The team that concedes the goal must quickly run tovwards their
owen goal and enter Zone B before refurning onto the pitch. Therefare the team that concedes the
goal must run further.

- The first team to re-enter the field receieves a new ball that is plaved in by the coach and they
can immediately attack the opposition, farcing the oppostion to get hack and defend as quickly
as possible.

Zoaching points:

- The defending principles should be coached throughout the game, make sure there is
immediate pressure on the ball and all other players are providing cover, support and balance.
- The game is meantto be high pressure so players should press at all times.

- Make sure after a goal is scored players sprint to get into their zone and back onto the pitch as
fuickly as possible.
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FPressure and Defending, Small Sided Game

Homwy to play:

- 0n a reduced pitch set up two end Zones.

- The ohjective for each team is to prevent the opposition to dribhle ar receive a pass inyour end
Zone.

- The game should be played 4vd, and the defending principles should be applied. Offside can
he used.

- Ifatearm scores by dribbling or receiving a pass in the oppositions end zone, they leave the ball
and quickly sprint back ta their owen end zone hefare setting up to defend. The team that is
scored on collects the hall and quickly attacks.

Coaching points:

- Coachthe session as ifyou are warking with & hack four or midfield four. Make sure to touch
an the defending principles.

- The game should he played with high pressure and the man on the ball should always he put
under immediate pressure. Other playvers should he providing cover, support and balance.

- Look for certain opportunities to make your coaching points i.e. ifthe attacking team does a
wall pass, coach how to propetrly defend againstthe wall pass).

- After a team scores encourage them to get hack into their zone as quickly as possible and then
oet ready to defend. Thisis done fo encourage plavers to quickly transition between attack and
defense.
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2v2 + 6 with 2 goalkeepers for finishing

Setup and Organization

- Create five teams of 2 players

- Using the 18 yard box and 2 full size goals, setup as shown above (extend th
edges of the 6 yard box to create two lanes on either sides of the goals

- Two teams play 2v2 in the area while two teams place a player on either side
of each goal (as shown above by the yellow and green teams) and place one
player from the remaining team in each of the outside lanes (as shown above
by the orange team)

- Place a goalkeeper in each goal

- The two teams playing 2v2 can use the outside players to provide crosses
(either in the air or on the ground) and they can also use the players placed
on either side of the goals to provide lay offs for shots

- Games should last two minutes and should be played at high intensity

Rules and Objectives

- The objective is to outscore the opponent within those 2 minutes, the team
with the most goals at the end of the 2 minutes wins and gets to remain on
the pitch while the losing team switches with one of the teams providing
support

- |1":p9nal is scored or the ball goes out of play, the game starts again quickly
from the goalkeeper of the opposing team

= This should be a constant 2 minutes played at high intensity

- Support players only have one touch

Coaching points

- Encourage players to take scoring opportunities whenever they have the
chance

- Keep the tempo high, make sure the defending team is applying pressure
- Encourage players to use the support players, remind them that the 2v2
situation is actually a 9 v 2 situation for the team with the ball when you
include support players and the goalkeeper

Variations

- Limit touches

- Allow players to only finish using one touch

- Have outside players only play the ball back in the air, forcing your players to
finish using their head or a volley
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4v4 + 4 with 4 Goalkeepers for finishing

Set up and Organization

- Create four teams of four players

- Set up an area that is suitable for your players

- Put a goal in each corner of the pitch

- Two teams play 4v4 on the pitch, while one team provides support players
between the goals (as shown above by the yellow team) and the other team
puts a player to act as goalkeeper in each goal (as shown by the crange team
above)

Rules and Objectives

- 4v4 game with the objective of scoring on any of the four goals

- After a goal is scored or a save is made on one of the goals, the coach plays
a new ball in

- Games should last 4 minutes, change teams around after every game

Coaching points

- Encourage players to switch points of attack and attack the goal with the
least amount of defenders

- Players should look to use the support players on the outside to releive
pressure, remind them that the team in possession have a four man advantage

- Players should be encouraged to finish whenever the opportunity presents
itself

Variations
- Limit touches on the ball

- Have players finish with one touch only
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4v4 + 4 with a Goalkeeper - 5 Point Football

Set Up and Organization:

- Create three teams of 4 players

- Create a pitch suitable for your age group

- Create a zone in each comner of the pitch, as shown above, a player should
be placed in each zone

- Create a centre box, in this box you will pace the goalkeeper

Rules:

- The ohjective of the game is to score as many points as you can. Every time
you play a player in the corner and he/she can play it back into your team you
gain 1 point, if you can play the ball through the centre zone to a teammate,
without the ball touching the goalkeeper, you score 5 points

- Games should last 3 minutes, after 3 minutes the team with the most points
wins. The team that loses takes the place of the players in the corner zones,
while they come on to play

Coaching Points:

- Make sure players are spreading the opposition by using all four corners of
the pitch

- When they have spread the opposition they should look to score by playing
through the centre zone

- Make sure players are not forcing the ball through the centre zone, remind
them that it is important to spread the opposition and create space before
going for the big points

- Encourage players to keep the ball moving and continuously support the
man on the ball

Variations:
- If the players are finding it easy, make it two touch
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4vd4 + 4 with 4 Goalkeepers - Finishing

Set up and Organization:

- Create 4 teams of 4 players each

- Two teams vs eachother in the middle, while 1 team supplies goalkeepers
and the other supplies a support player in each corner (as shown above)

- Use four goals, each placed between the corners (as shown above)

Rules:

- The two teams in the middle play 4v4, they can use the support players to
create the 8vd4 situation

- Scoring can take place on any of the goals

- Support players only have 2 touch and must play it back in to the team that
gave them the ball

- When a goal is scored or the ball goes out of play, the coach should
immediately introduce a new ball

- Games should last no longer than 4 minutes, and teams should continue to
rotate between roles

- You can make it more competitive by allowing the winning team to remain in
the middle

Variations:

- 5 consecutive passes must be made before a team can score

- Make it 2 touch for everyone

- Have one team attack the goals on the Nerth/South ends while the other
team attacks the goals facing East/West

- A goal cannot be scored until all four support players have touched the ball
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Attacking and finishing - Small sided game

Howe to play:

-hake three teams of five

-2 full size goals an a reduced size pitch

-The team that is off provides a support playver on the field and four support playvers who are each
positioned between each goal post and corner flag.

-The team in possession is allowed to use the support playvers, the suppart plavers have a limit
of two touch

-The two teams on the field play 4v4 and use the fith man as a keeper

Zoaching points:

-Playvers should be encouraged to attack, get the hall forward whenever possible

-Players should look to use the support playvers, especially those positioned on the attacking
doal line hetween the pasts and corner flags. These players can be used as lay off men for
shooting or also to provide crosses.

-Coach plavers to shootwhenever possihle and make wise choices with their decisions in
attack
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Srmall Sided Game - 3v3vd + 3 Goalkeepers

Rules:

Make four teams ofthree, one team ofthree occupies the three goals as goalkeepers. The other
three teams take to the field of play. This is a 3v3v3 game where each team can score an any of
the three goals. Use cones to make the field boundaries from aoal to goal, this keeps plavers
from running away from goal with the hall and forces them to try and cutinside towards goal.
WWhen a goalkeeper gets the ball he simplytosses it back into play for the three teams to
continue plaving. When the ball goes out of play, play should restart from the nearest
goalkeeper.

Zoaching points:

Encourage players to shoot whenever they see the opporunity become available. Allow players
the freedom to he creative and look to finish whenewver possible. Players should look to switch
the point of attack considering there are three goals to score on.

Frogression: Make it two touch. Players must scare with ane touch only.
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44 + 4 for Finishing

Rules: Set up an area with two goals on opposite ends and a goalkeeper in each goal. Make
three teams of four, twa teams will he on the pitch playing 4vd while the team that is off provides
support. Each support plavers places himself between the post and the corner flag. The
suppart players can anly use two touch and are used by the team in possession to create goal
scaring oppotunities.

Zoaching points: The team in possession should be encouraged to get the ball forward
whenever possible considering they have two support players that are readily available hetween
the oppositions corners and goalposts. The suppoart plavers can bhe used for crosses, dive and
go's, setting up shots, ete. tis imporant to encourage players to get forward as quickly as
possihle after plaving the ball to the support playvers and getting into goal scaring positions.
Flayers should be encouraged to be composed in front of goal and take good care of their
opportunities.

Yariations: Make it two touch. Players can anly score with one touch. Plavers can only scare
wyith their head. Playvers can only score off a volley,
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Srmall Sided Game - 4vd, In and Around

Setup:

-2 goals inthe middle of the area that are placed hackto back
-A snuare made with 4 cones placed around the 2 goals

-2 teams of four

-2 goalkeepers, 1 in each goal

Inthis 4vd game players must look to score from outside the box around the two goals. Each
team looks to create opportunities by moving the ball and creating shooting oppartunities. The
game is usedto encourage shooting from distance.

Zoaching Points:

Zoach plavers to shoot at any opportunity they aet, allow them to try striking the ball with various
surfaces. They may need to curve the ball around a defender with the inside of the boot, ortry a
shot from an angle using the outside of the hoot. In this game playvers should also be
encouraged to switch the point of attack considering there are two goals.

Wariation: Awariation to this game is to switch the rule so that plavers can now only score fram
inside the box. This now encourages players to knock balls in front of goal to teammates and
weorks on finishing from close range. You can also add a secaond ball in this game and even
rmake it GvE with older plavers.
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The 3rd man run - 4vd with finishing

Setup and Organization

- Create an area suitable for the players you are working with

- Create two zones, these are considered the target man zones® as shown
above

- Create two teams of four players

- Place goals on either end and include a goalkeeper in each goal

Rules and Objectives

- The two teams play 4v4, one player from each team is placed in the target
man zones' and acts as the ‘target player', heishe cannot leave this zone

- The objective of the game is to play the ball into the "target player’ who then
looks to play the ball back to one of his/her teammates who will then look to
play the ball onto the path of the “3rd man run’ (see diagram above)

- The team that is defending is not allowed to defend in the zones

- A team can only score after successfully completing the *3rd man run®
sequence by having a player meet the ball in the "end zone® off of a "3rd man
run’

- Make sure to change the player in the 'target man zone® every few minutes
- The "target player should take no more than two touches en the ball

Coaching Points

- Encourage players to keep possession until the passing lane into the tanget
player’ opens up

- Encourage players to play the target player’ whenver the opportunity arises
- Once the ball is played into the "target player’, it should act as a signal to
initiate the *3rd man run’

- Make sure one or two players offer support to the target player’ once heishe
receives the ball so that they can be available to deliver the pass for the "3rd
man run’

- Players should focus on the weight of the pass, making sure it is passed at
the right speed to meet the player running onto it

- Be patient, you will most likely deal with plenty of mistakes before the
players begin to achieve success

- After the “3rd man run’ sequence has been done successfully, make sure
players get forward and complete the sequence with a cross/shot to attack the
goal

Varlations/Progressions

- Limit touches as players begin to gain success

- Add a neutral” player who assists the team in possession if the teams are
struggling to do so

- add players on the outside of either flank if they are finding it difficult to
spread the opposition lo create passing lanes

- After the Target player® releases the ball to his/her teammate, they can spin
out to attack the goal
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4vd4 + 2 with Goalkeepers - Shooting from distance

Setup and Organization

- Set an area that is suitable for the age you are working with

- Mark an area in front of each goal where players are not permitted to enter
(12 to 18 yards away from goal, depending on age)

- Set two teams of four and place goalkeepers in each goal

- 2 players should be set as neutral players, these players play with the team i
possession of the ball.

Rules and Objectives

- Teams play 4v4 (plus 2 neutral players) and can only score from outside the
marked area in front of each goal.

- Players cannot enter the zone in front of the goals unless it is for a rebound.
- When the goalkeeper has the ball he should distribute it back to one of his
teammates immediately.

- A goal from a shot outside the area is worth 3 points, a goal scored off a
rebound inside the area is worth 1 point.

Coaching Points

- Encourage players to shoot whenever the opportunity presents itself

- Ask players not to rush into shooting, they should look to keep possession
until a shooting opportunity presents itself.

- Make sure players quickly follow up on any shots for possible rebounds.

Progressions and Variations

- Scoring can only come from a one time finish

- Limit touches

- Shooting can only be done with the players weaker foot
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Shooting -Crealing the shot

Set up:

2 Tl size aoals

18 yard box extended by 5- 10 yards

12 plavers plus 2 goalkeepers (2 teams)

Getling Started:

- Make o teamns of 7, 4 plavers play in the defensive zone and 2 players play as strikers, each
tearn has a goalkeapar

- The field should be divided in two zones, defensive half and offensie half

Rules:

- Strikers cannot move inlo the defensive 2one and defenders cannot move inlo the offensive
rone

- Defenders move the ball between the four of them while trving to create 3 shot, the strikers can
Iaak 1o win the ball

- Defenders are the only ones who can shoot, strikers can score off of rebounds only

- When the ball goes out of play the game is restarted by the opposing goalkeeper

Coaching points:

- Quick movemnent of the ball by defenders, switching of play should be encouraged in order to
create space to shoot

- Encourage defenders to create supporing angles for eachother

- Players should be encouraged to shoot whenever the opportunity arises

- Strikers shouwld check and show for the ball as they can be used to move the ball frorm one
defender to the next

- Strikers should be encouraged to attack the goal for rebounds atter a shot is taken

- Strikers should look to channel the opposition and close down the passing lanes in order 1o ry
and win the ball back

Progression;

IAllowe the strikers 1o shoot. Defenders can now play the strikers the ball and they can look to
shoot. Defenders can also play balls in for strikers to finish, example a ball plaved in for the
striker to head orvolley, Strikers should be encouraged to move off the ball and get open,
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4v4 (2v2) - Communication in Possession

Set up and Organization

- Create a grid that suits your players

- Make two teams of 4, 2 players from each team play inside the grid while 2
players from each team are on either end. One team on the North and South
ends and one team on the East and West ends.

Rules and Objectives

- Each team tries to move the ball to their teammates from end to end, each
time they do so successfully they gain a point.

- The players on the outside can use 2 touches only to get the ball back in to
one of their teammates.

- Switch players on the inside with those on the outside every 2 minutes.

Coaching Points

- Encourage players on the outside to communicate with those on the inside
when they play the ball. They should give out instruction such as ‘man on’,
'turn’, 'time’, turn inside’, turn outside’, etc.

- If a player does not communicate when he plays the ball to his teammate,
possession goes to the other team.

- Also encourage players to use other forms of communication such as visual
cues. A player can look to where he wants his pass to go, or he can simply
use his body language to show whether he wants the ball played on his front
or back foot. These are all important steps when communicating.

http://simplebooklet.com/print.php 19/02/2013



Page 41 of 52

50 Small Sided Games
Games that improve communication
Game 39 - The Same Colour game

victorsatei.blogspot.ca

L Copyright www.academysoccercoach.co.uk 2072

4v4 - The Same Colour Game, for communication

Set up, Organization, Rules and Objectives

- This is a simple 4v4 game where one team of four attacks 3 small goals on
one end of the small pitch and the other team of four attacks the 3 small goals
on the opposite end.

- All players wear the same colour. This is to force players to get their heads
up and communicate with eachother when playing, considering it becomes
more difficult to identify the players on your team.

Coaching Points

- Make sure players are talking, they should communicate with eachother
when in possession and when not in possession. Itis important as they will
find it difficult to identify eachother without the use of verbal and visual
communication.

- If players are finding it too easy, limit the touches they have with the ball so
they are forced to make decision faster.
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dvd + 2 with 2 Goalkeepers - Playing through the Central Midfielders

Set up and Organization:

- Create two teams of four, plus two neutral players (make these your central
midfield players) and 2 goalkeepers

- Set your pitch to a size that fits your age group

- Using cones, plot out your three zones, attacking 1/3, midfield 1/3, defensive
1/3. In the midfield 1/3 create a box, this box is where you will ask your two
‘neutral’ centre midfielders to play

Rules:

- Played as a regular 4vd4 match, however, the team attacking is only allowed to
have the two ‘neutral’ centre midfielders in the centre zone. The team
defending can send only one player to defend in this zone, therefore allowing 3
2v1 advantage to the central midfielders at all times

- A goal can only be scored after the ball is played through one/both central
midfielders in the centre zone, this forces your players to use the central
midfielders all the time, that is our focus in this game.

- The two 'neutral’ centre midfielders can only use two touch

Coaching Points:

- Ask your players to play into the central midfielders anytime the opportunity
arisas

- Make sure your two central midfielders continue to rotate while showing for
the ball, don't allow them to become static. One shows, if heishe doesn’t get
the ball have him/her get out and allow the other centre midfielder to show.,

- Make sure all players are moving, ask your players to advance quickly once
the ball is played into the centre midfield, ask them to be creative with their
movement and not be afraid to get forward. We want our central midfielders to
create and focus on executing.

- Central midfielders should show in a ‘side on' position so that they don't
have their backs to the oppositions goal. Make sure they continuously scan
the pitch by moving their heads all the time.

Variations:

- Use only one neutral centre midfielder

- Allow two players from the defending team to enter the centre zone
- Make it two touch for everyone
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Playing out from the back through the central midfelder, S + 1+ 1 GK - 556G |

Setup and Organization

= Use just over half the pitch, as shown abowve

- Credtn 8 ‘Moulrsl Bex® in the centre of the pilch on ihe defensive hall, as.

s hown above

= Creade 2 teams of five (a back four and a midhelder for the red, and a midheld
Jand 2 strikers for the blus)

- Have an axira playor designated as the mauiral’ player, this player will act as
lan extra midfielder and play with the team in possession

- Thia ‘neuitral” plaryer ks only allowsd to play within the ‘reutml box'

- Thir central midfislder s the enly one on each team that is allowed to enter
the neutral box® along with the ‘neutral’ player (this will create a 2v1 in the
‘reutral box' at ol timas for the team in possesasion)

- Place a goal on the end and use a goalkesper, as shown above

- Place three small wl|l |IJII over the hall (about 10 'rll"ﬂll. as shown above
- Whenever the ball goes oul of play, the game restarts from the Goalkeeper

Rules amd

- The shijective i 1o haove the defending teas (Red team) work their way oul
from the back and look to get over the half to score on one of the three small
|goals

- Thir Blue team must iry and stop the Red team fnom coming out of the back
e thiry must look o score on tho goal with the gaalkeeper

= Goals for the Red team can only be scored after the ball has been played
through ai least cne of the ceniral midhielders in the Meutral Box®

- Thir Red Toam keoks to play oul from the back and ime the MHeutral Beax®
hwhen the pass becomes available, once the ball is played into the "Neutral Box
the ‘midfislders’ should then look to play the ball forward while the fullbacks
ook 1o maks forward runs

- After the ball has been played throwgh the neutral box® the beam can go on
tia try and scone in one of the three small target goals

[Coaching Points

- Considering the neutral box' will always present a 2v1 situation for the lsam
Hin possossion, the Red team should lock 10 play Into the open micfisider
linside the box whenever possible

- AMer playing the ball ints one of the midfielders in the box, the fullbacks
[ehvould look to get Terward quickly and the midislder shauld ook ts play the
pass onto the fullbacks run. H the forward pass ks not available they can they
use the centre backs bo resel and Iry again.

- Thi centre backs should look to spread and affer support in behind the
imidifiel dars.

= Encourage the midfielders inside the box to show for the ball, if cne
micfieldar is being marked then ha'she should gel sway and allow the ciher
imidfielder to show for the ball

= Encourage the ‘neutral” player and the midfielder to take advantage of the Zv1
situation and play off of sachethar

- Afar ihe Eall has Bson played out from the Box, encourage the midiislder 1o
|get involved in the attack and help hisiher team, remember the ‘neutral” player
st abways stay In the box

- Encourage the midfeiders 1o scan the flsld continuously so thay can see
hwhere teammades are and what passing lanesioptions are available

- Remember, you are working with the Red team on coming out from the

ihack, focus on their mevemant and thedr ability to pass their way ouf of
presiune

Wariations/Progressions

- Limit towches to make the game quicker and mors difficult

- Hawe the midfielders pley off of 1 touch

= Add an extra midfielder 1o sach team who is allowed fo enter the ‘neutral
ihox’, this will then make it a 3v2 situation in midfield for the team in
PRl aion
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Playing through the central midfielder, 595 + 1 + 2 GK's - 356

Setup and Organization

- Craate a pitch that is a suitable size for your players

- Create a ‘Neutral Box® in the centre of the pitch, as shown above

- Create 2 teams of five and have an extra player designated as the ‘neutral’
player, this player will act as an extra midfielder and play with the team in
possession

- The ‘neutral’ player is only allowed to play within the ‘neutral box'

- Designate one player from each team fo be the central midfielder, this player
is the only ane on each team that is allowed to enter the ‘neutral box® (this will
create a 2v1 in the ‘neutral box' at all imes for the team in possession)

- Place a goal on either end and have a goalkeeper in each goal

Rules and Objectives

- Goals can only be scored after the ball has been played through at least one
of the central midfielders in the *Neutral Box'

- Teams ook to play out from the back and info the ‘Neutral Box® when the
pass becomes available, once the ball is played into the Neutral Box® the
‘midfielders’ should then look to play the ball ferward while teammates look to
make forward runs

- After the ball has been played through the ‘neutral box' the team can go on td
try and scone

- Games should be played in 5 minute intervals with the team to score more
poals declared the winner

Coaching Points

- Considering the neutral box® will always present a 2v1 situation for the team
in possession, pliyers should look to play into the open midfielder inside the
box whenever possible

- After playing the ball inte one of the midfielders in the box, teammates
should look to get forward quickly and the midfielder should look to play the
pass onto a teammates run

- Encourage the midfielders inside the box to show for the ball, if one
midfielder is being marked then hefshe should get away and allow the other
midfielder to show for the ball

- Encourage the ‘neutral’ player and the midfielder to take advantage of the 2vi
situation and play off of eachother

- After the ball has been played out from the box, encourage the midfielder to
get involved in the attack and help hisrher team, remember the neutral” player
must always stay in the box

- Encourage the midfielders to scan the feld continuously so they can see
lwhere teammates are and what passing lanesieptions are avallable

Variations/Progressions

- Limit touches to make the game quicker and mone difficult

- Have the midfielders play off of 1 touch

- Allow any one player from sach to enter the ‘nowtral box' rather than the
designated player only
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Srmall Sided Game - £aonal Overload

Howy to Play:

Create afield (60x40, ar bigger depending on skill level of players). Divide it into three zones
(defensive third, midfield third and attacking third). Each team lines up with a goalkeeper, 2
defenders, 3 midfielders, and 2 strikers. Players cannot move out of their zone unless they have
plaved the ball into the next zone (i.e. if a midfielder plays the ball into the striker that midfielder
can move into the attacking third, this now causes a v overload)

Coaching Points:

-In the defending and midfield thirds players should be encouraged to move the ball forward and
into the nextzane as quick as possihle

-The playver who plays the hall should guickly move into the next zone to cause the overload

-In the attacking third players should ook to create scoring opporunities and finish gquickly and
effectively

-hake sure players make supporing angles and runs throughout the game

Frogression:

-Allowe more than one to maove into the next zone once the ball is plaved in, this will overload the
zones with even more plavers however if the ballis lost itwill leave the previous zone with few or
no defenders

http://simplebooklet.com/print.php 19/02/2013



Page 46 of 52

50 Small Sided Games
Playing through the zones
Game 44 - Zonal Overload #2

victorsatei.blogspot.ca

Zonal Overload - Tv7

Set up and Organization:

- Make 2 teams of 7 players (6 + 1 goalkeeper)

- Split your field into three zones (attacking 1/3, midfield 1/3, defending 1/3)
- A goal on either end of the pitch

Rules:

- Each team designates a goalkeeper, two defenders, two midfielders and two
forwards

- When not in possession, the defending team must have their defenders in
the defensive 1/3, midfielders in the midfield 1/3 and forwards in the attacking
1/3, these players can only defend those zones

- The team in possession can move players into zones freely. Meaning they
can overload a zone in order to assist in keeping possession. Players can
move forward and back into zones as they wish, as long as they maintain
possession.

Coaching Points:

- You should focus on the team with possession

- Encourage them to overload zones quickly when maintaining possession,
explain to players how it is easier to keep possession when you have

numbers up*

- Make sure they do not crowd the space, encourage them to use the full width
of the pitch and make sure players are using a good sense of depth

- Look for players to progress up the pitch and through each zone whenever
possible

- Do not rush, ask players to be patient and move forward when the
opportunity presents itself

- Remind players that they are creating a 'numbers up” situation and therefore
they should not panic, be patient in possession and create good angles to
support the player on the ball

- Once in the attacking 1/3 make sure players look to set up a goal scoring
opportunity, again there is no need to rush, remember the whole point of the
game is to allow players the opportunity to realize the importance of creating
‘numbers up’ situations to keep the ball
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3v3 + 2 - Switching Play

Organization and Set up:

- Set up a field, make sure it is wider than it is long, and make sure itis a
suitable size for your age group

- Set three small goals on either end, as shown above

- Make two teams of three, plus two neutral players who stay on the outside
{wide areas of the pitch), these players can move up and down the line

Rules:

- Played as a regular game, however each team can score on either one of the
three goals they are attacking

- The outside neutral players only have two touch and cannot score

Coaching Points:

- Ask players to use both sides of the field, they should look for opportunities
to swtich play and spread the opposition whenever possible

- Players should create good angles to support the man on the ball, make
sure your outside neutral players are always moving

- When a player has the opportunity to move forward through a *hole’ in the
oppositions defence, make sure he/she does so

Variations:

- Make it two touch for everyone

- Allow the outside neutral players to dribble inside and the inside players to
occupy the neutral players position on the outside

- When a team scores, reward them by quickly allowing them possession
again and having them attack the opposite way
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S$5G for Awareness - Moving Gates

Setup and Organization:

- Create 3 teams of 4 players each.

- On either side of the area create 6 gates along the touchline, as shown
above.

- 2 teams play 4v4, while the other team places a player in 4 of the 6 gates, as
shown above.

Rules:

- The two teams on the pitch attack opposite ends. A goal is scored when the
ball is passed through an open gate. An open gate is the one gate that does
not have a player standing between it, see above.

- The players that are guarding the gates are allowed to move between them,
forcing the team with the ball to conituously look for the open gate.

- Switch the team guarding the gates after 4 minutes.

Coaching Points:

- Encourage players to get their heads up and have a look as often as possible
They will not only need to stay aware of their teammates and opponents but
also the open gate!

- Look for players to move the ball laterally and switch play often, this will help
them move around the players that are blocking the gates and allow goal
scoring opportunity.

Variations/Progressions:

- Players must dribble through the open gate
- Limit touches

- Goals can only be scored using one touch
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v 3 (+2) Numbers Up - Using width and depth to attack

Set up and how to play:

Lay out a field (40x30) with two teams of five. Set up four goals, one in each corner of the
feld. Either team attacks two of the goals on one end. The attacking team attacks using all
five players, while the team that is defending drops two players into their goals {one in each
goal). Once possession is lost the team that now defends gquickly drops two players into the
goals and defends with three players only. Therefore this creates a 5vJ scenario at all times.

Coaching Points:

- coach players to use the entire width and depth of the pitch in order to create more space,
this allows them to keep possession and move off the ball easier.

- instruct the player on the hall to he patient and not force passes, keep possession until an
opportunity to attack one of the goals opens up.

- look to have players switch play, causing the defending 3 players to shift from side to side.
Allowing the attacking team to find possible holes to attack from and also gain space up the
pitch as the ball is moved quickhy across.

- Have players finish with authority, missed opportunities can cost you in games,

Progression;
See next page
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5 v 4 (+1) Humbers Up - Using width and depth to attack

Progression of 5 v 3 (+2) Numbers Up - Using width and depth to attack

Progression - the game is played the exact same way that 5 v 3 (+2) Humbers Up game is
played however this time there is only one goal set up on either end and the defending team
only needs to drop one player into goal. Therefore causing a 5v4 situation at all times.

Coaching points:

- The coaching points also remain the same howewver this time there ismore pressure to deal

with considering there is a 4th defender, Iand therefore players must be gquicker with their
decisions and movermnent on and off the ball.
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|Attacking and using depth - Small Sided game

Set up and rules:

- On a reduced size pitch, set up an emnd zone and a goal on either end

- Set up a 7vT (6+1 keeper) match, one player from each team places themsell in the
defending end zone, and two plavers place themsehes in the attacking end zone as target
men. Therefore each end zone should have 2 target men and 1 defender.

- The target men can move in the end rone however they cannot move ot of the end zone.
[Same with the defender in each end zone.

- The objective of the game is to play the ball into one of the target men who then should lay
the: ball off to an oncoming teammate or the other target man who can then shoot on goal
using one towch onhy

- Make sure to change the target men and defender on each team every three of four
Iminutes

- The midfield area of the pitch should contain the ofher three players from each team, also
use a neutral player to help the team in possession if necessany.

- Middfield players can move into The attacking zone once the ball reaches a target player and
they can also enter the defensive zone o collect the ball from their defender or goalkeeaper.

(Coaching points:

- Make sure players spread wide amd use the widh of the pitch, this allows space between

defemiers to become available in order to hit the target man,

- There should akerays be one targetl man open, considering they outnumber the defender

2. Encourage target men to get deep, this allowes them to move into the space in front of

them in order to receied the ball.

- Once the ball is plaved into a target man players should quickly look to make forward runs
o that the target man can lay the ball off immesdiately and allow them to shoot {target man

should only nieed one touch to ky off the hall 1o a team mate)

- Make sure the target men continue 10 move in order to keep themsehes positioned in ways

that they can always receive the ball, they should never hecome static

- Players should look to shoot once the ball is layed off to them

Progress:

- The target men shoulid have one touch onby To kay the ball off

. The tesaim in possession miust make three passes before playing the target men
. Make the game two touch (except for target men who have| onhy one towch)
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Small Sided Game - 4v4 + 4 wide supparts (Using width in attack)

I this game two teams play play 44 while the team of four that is off provides support on the
outside. Here the field is split in half, the two defenders of either team must stay in their
defensive halves while the attackers must remain in the attacking halves, Each support player
rmust position himself between the centre line and the touch line so that there is one support
plaver on each of the four sides. Support plavers may only use twio touch and must play the ball
hack to the team that they received it from.

Objective:

Considering each team will have a support player on either side when in possession of the ball,
it will ahways create a 4v2 advantage for the team in possession. The team in possession must
use the wide suppor players to maintain hold ofthe ball and create goal scoring opportunities,

Coaching Points:

Emphasize that players use the numerical advantage when in possession and da naot rush to
get rid ofthe hall. Players should be encouraged to switch and open play by using the wide
support players. Itis important that the 2 strikers continue to move becaome available, The game
should provide plenty of goal scoring opporunifies, teach strikers to be calm in front of goal and
to finish opportunities.

Frogression:
Make the game 2 touch, Open the game up so that defenders and attackers can now move
amandhere on the pitch.
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