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ESA Coach Clinics @ Super Soccer Saturday


Super Soccer Saturday Coach Clinics

The following is a summary of activities from the coach clinics. Attendance at these sessions in highly advised to understand the technical and tactical details to be delivered by coaches and trainers for the summer season. These sessions are designed to be interactive and coaches are able to present questions to problem solve on the day to equip their teams for success.

Contents of this document:

1) Summary of activities.

2) Small Sided Games to develop tactical thinking

3) Six common situations for coaches to problem solve in the 4v4, 6v6, or 7v7 games.

· How to take goal kicks.

· How to keep the ball in play for as much of the 30 minutes as possible.

· How to reinforce correct throw-in technique.

· How to encourage players in the back to be involved in the attack.

· How to adjust when winning by a large margin.

· How to deal with the “cherry picker” from the opposing team.





















Summary of activities

Warm Up Game: Foxes and Rabbits
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Ball Control/Dribbling: Body Part Game 

Each player has a ball and moves around the square changing direction often.
When the coach calls out a body part they must put that part on the ball.
For example: Foot, knee, head, belly etc..

Start off by using 1 body part to make sure they understand and then make it more difficult by calling out a couple quick.

Coaching Points:
· Change direction 
· Find open space
· Change speed
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Ball Control/Dribbling: King of the Ring/Knockout 

Set up 2 squares.
Players move freely around in the square. On the coach’s whistle they must try and kick another player’s ball out of the area while trying to keep their ball under control and inside the area.

When the player’s ball goes out: 
The player should find their ball and move into the next square and play the same game.
They cannot kick anyone else’s ball out if they don’t have possession of a ball.
To challenge the players:
When the ball goes out players must do a task to get back in the game for example: 5 ball taps, 5 rolls or 5 paddles.
To make it more competitive:
When the ball goes out, collect ball and go to the coach, play on until the last 2 players are left, then they go against each other to see who the king of the ring is.
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Ball Control/Dribbling: Red Light/Green Light

Each player has a ball and dribbles freely around the square changing direction often.
When the coach calls out a command the players should react: 

RED = STOP: Coach the players how to stop the ball in various ways.

GREEN = GO: Coach the players how to dribble using the laces and to change direction using the inside/outside etc…

YELLOW = SLOW DOWN: Ball Taps or Paddles

HIGHWAY = INCREASE SPEED: Coach the players that their speed limit is how fast they can go without losing control of the ball.

GAS STATION = Players dribble around one of the cones marking the area.

911/COPS AND ROBBERS = Coach or a selected player tried to steal/kick out the soccer balls, if they have their ball stolen, they try and steal someone else’s, if their ball goes out they go and retrieve and then re-enter.

Slowly introduce the varying commands, until you feel the players are comfortable remembering them all and then mix them all in together in a random order.

Ball Control/Dribbling: Follow the Leader 
All players have a ball. Organize players in pairs. One of the two is nominated as the “leader”, the other the “follower”. The “leader” dribbles anywhere on the field making lots of turns, changes of speed, etc. The “follower” copies whatever the “leader” does. Then switch the roles. 
Progress the game to, the leader attempts to get away from the follower, the follower tries to tag the leader, if they do the role of leader switches.
Progress to one ball between the pair, now they play 1v1 attempting to keep possession of the soccer ball by dribbling and shielding.
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Ball Control/Dribbling: Dome and Dishes Game

Place a large number of cones some upside down (so it looks like a dish) and some that are the down (so they look like domes).

Arrange the players into 2 teams: THE DOMES and THE DISHES

On the signal all the players dribble their ball into the area and attempt to turn the cones over/upside down. They must dribble the ball wherever they go. 

On the count down from 5-0 the players get back to their safe zone as fast as they can. Coach adds up the score and announces the winning team.

Ball Control/Dribbling: King Crab (Crabs on the beach)

Nominate 1 player to be the crab, other player’s line up on the beach.
Aim of the game is for the players to get to the other side without the crab catching them. 

The crab eliminates players by kicking their ball out of the area. The players go back and forth until all players are eliminated.
Once a ball is out of the area players wait for the game to finish and then can come back in again.
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Ships across the ocean
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Ball Control/Dribbling: Four corners (aka: Steak the Bacon)
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Ball Control/Dribbling: The Great Gate Game

Each player has a ball. Set up an area where there are lots of gates (made with 2 cones).
Stage 1: Players have 30 seconds to dribble through as many gates as they can.
Stage 2: Players have 30 seconds to beat their 1st score.
Stage 3: Players play 1v1 to dribble through as many gates as they can.
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Dribbling Small Sided Game
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Dribbling Small Sided Game
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Scoring Game: On and Off
Two teams (no more than 4 on each – set up multiple fields if necessary). Two goals, one on each end line. Two players come out and play 2v2 to the goal. On the coach’s command “on” or “off”, the players change with those in the goal.
Players in the goal can only stop the ball with their feet and cannot step off the goal line and they cannot score.
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Triangle Shooting Game
Two teams, with a triangle marked with flags in the middle of the playing area. Play with one, two or three goalies. Teams play against each other, attempting to score through any of the flag goals. 
[image: ]
Target Ball (Shooting Game)
Two teams, with several cones with balls on top of them placed within the playing area. Teams play against each other, attempting to score by striking or passing the game ball to knock down as many of the target balls as possible. Each ball knocked down = one goal. Play until all the balls are knocked down. 
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Small Sided Games
To develop tactical thinking  

#1 PENETRATION 
Play 1v1 or 2v2.
Pass into opponent to initiate play. Players must dribble or pass through a gate before scoring. 

#2 SUPPORT 
Play a normal 3v3 game, if you score then your team is awarded 1 goal. 
However, if you win the ball in your opponent’s half and pass back into your own half, and then score  it is worth 3 goals. 

#3 WIDTH 
Set up a wide, short field, approximately 40 yards by 20 yards with six 4 yard goals on each of the 40 yard lines.
Play 3v3 with the additional team members positioned behind one of the 4 yard goals to receive the ball. When the opposition scores by passing through the any of the three goals your team is attacking, the opponent behind the goal dribbles the ball back in immediately.  The nearest defender then rotates off to keep it at 3v3.

#4 COMBINATION PLAY/OVERLOADS
Play a 5v5 game.
Players must stay in their designated half creating a 3v2 attacking in each half.

#5 MOBILITY
Play 3v3+1 or 4v4+1
Every pass builds a point then collect the points by scoring a goal.
E.g. 5 passes and then a goal = 5 goals, 3 passes and then a goal = 3 goals.



















Six common situations for coaches to problem solve.

	Unable to get the goal kick to the correct team
	· Play the ball back into the field quickly before the other team is ready to defend.
· Have your players get between the ball and the attacking player.
· Have the opposition back away at least 5 yards from each re-start.
· Both coaches agree to have their team wait behind the half way line to allow the other team to get the ball back in play and work it out of the back.

	Players not taking throw ins correctly
	· Spend some time prior to a game or during a practice demonstrating and allowing the players to practice the correct throw-in technique.
· Allow player to retake the throw until they perform it correctly.

	One or more player(s) staying back on the top of their defensive box or even in the goal (for example: Pre-K to 2nd Grade) when there are no goalies
	· Encourage the players in the back to be the play makers, moving up the field to stay connected with the rest of the team.
· Encourage the players in the back to be looking for connections with the outside midfielders and forward(s) to get a shot toward goal.
· Encourage players in the back to operate as a pair; when one moves the other one adjusts as necessary. 
· [bookmark: OLE_LINK1][bookmark: OLE_LINK2]Encourage the players in the back to win the ball back higher up the field, to be able to attack quickly once gaining possession.
· Within practices and even games play with a “condition” that goals will only count if the players in the back are across the half way line.

	Winning by 5 or more goals
	· Have your team drop behind the halfway line on goal kicks to allow the other team to gain some momentum and play out of the back.
· Have a “go to” plan; complete a certain number of passes prior to scoring a goal, score with the opposite foot, take the initial shot outside the penalty box, score from a cross only and score with the head only.
· Rotate the “position” of your players to less experienced positions.

	Ball out of play consistently decreasing time in play
	· Have an additional supply of balls between the coaches and behind the goals to allow for a new ball to be played in quickly, keeping the time played as close to 30 minutes as possible.
· Ask the players to get the ball back into play within 3 seconds.

	The forward of the opposite team is being coached to just stand up the field in front of the goal “cherry picking”
	· Coach your forwards to be connected with the team and be involved in the play developing.
· Coach your defenders to be aware of the player’s position and make slight adjustments so that when the ball transitions to their team they can quickly get into a good defensive position.
· Cherry picking is not advised to be part of ESA team’s tactics.
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