WEEK 7 -- TEAM BUILDING

~ARM UP

Team Games
2 teams of 6 ( or 3 teams of 4). 6 cones in line approx. Syds apart.

Passing: Wall Game. ( see week 3 W-up.)
Tunnel ball: 1st player rolls ball through everyone’s legs. End person picks ball up runs to front and repeats. Repeat

through team with the passer taking the last position. Sit down in line when finished.
Over under: 1st passes over head, next under legs. repeat as above.

Emphasize: Team work, co-ordination.

TECHNIQUE -- WALL PASSES
Same as Pass & Shoot but coach is in center circle. Balls in goals.

Player is served ball by GK. Dribbles forwards and passes to coach. Coach wall passes back, and player runs on,
dribbles and shoots. GK serves his line, goes to end of line and is replaced in goal by the 1st shooter.

Progression: Use player for the wall pass. Don't dribble on return pass, just shoot.

& e a GAMES

B skt : Lottery
L iy e Half field. Divide into 2 groups. Put cones on corners. Teams set up on half
P | way on opposite sides:facing opposite goals. Players on each team given
v ~ #s 1 thru 6.

@ &
Coach calls a # and serves ball into field. The players with that # run around
corner cone, and goal and enter field to try and score against other team's

player.

---------------------------

Call 2, 3 or more #'s at once. Introduce teamwork. Set conditions. i.e. have
to make a pass. etc.

Players Choice
Recap the major skills developed over the weeks. Allow players to choose

favorite game or games.

GAME -- 4v4

4*10 MIN. QTRS.
Set conditions
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The hunters fry to “shoot” the rabbis with their balls. When a rabbit is hit, he gets g Each team fries to keep its own half “dean” by shoofing all rhe balls into the other
sall from the coach and becomes g hunter too. The round ends when only two rabbits | half as fast as possible. Players may not aoss the cenferline (shoofing line). From

1e left; they become the first hunters for fhe next round. fime fo fime the coach whistles; all players freeze ond the balls ore counted. The tem
ER * Strong 7.5x18" two-sided goal for the serious coach.
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with fewer balls in ifs half scores one point (up to five poins).
- i
’ ”Ik TRAI * Rapidly improves player technique and fitness!
: PORTASLE REBOUNDING Goa * Quik set-up and take-down. Durable in all weather! ﬁ /%5
Request info toll-free: 1-877-800-GOAL Lightweight, compact & easy to carry. Fits in the trunk! £

~--»= - OFVia email: quiktrainr@aol.com Priced for a team to afford. Buy two for ultimate workouts! plus shipping
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Some coaches get stuck in the rut of . -
drills, drills, drills. Their players quickly:
get bored and lose interest. Other
coaches skip the drills and just have the

kids go out and scrimmage. Not a bad

approach, but continual scrimmaging-
often slows the development of wesk

er players. It doesn't allow coaches to -

focus on improving individual and team -

weaknt

Dr. Ron Quinh,’ a US. Soccer sfaff
coach and the women’s head soccer -

coach at Xavier University; believes in

spending most of a team’s practice time
playing small-sided games. His bock

“Peak Performance” explains dozens -

of such games — eight of which are

described here. While the games may

"ot replace drills or scrimmages, they

+ give coaches fun ways to develop .

skills and tactical understanding.

The key behind the games is opportu-
nity. The small sides give each player lots
of chances to touch the ball. The more
ball contact a player gets, the faster he

' your players — or too difficult — it

increase or decrease the playing area,
the length of the game and the num-
ber of balls, players or goals. You can
also specify particular types of passes.
These changes allow all players to par-
ticipate at their own ability levels.

~ The games and exercises shown here

will increase player motivation, allow
for growth and individual differences
and, most importantly, they’ll develop
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it of weak:

of the playing area for
. ; Ot the ski’[_r‘eve, Of- ﬂl&" Pfayers.
can.’ be “easily. modified. You can 4 MIEL .

s a ball. The nuniber of ers dng
all the games should be determined by
For this game, try starting with
five players within a boxed area 10-15 yards on each side.

Rules: Each player dribbles and attempts to tag any player

‘while maintaining control of the ball. Each time a player is

tagged somewhevre, that spot becomes injured. The player

- must hold that spot and continue dribbling. After he’s been

touched three times, the player must go to a designated
place off the field (the hospital) and do an activity chosen
by the coach to get healed (5-10 alternating ball touches
with the feet, for example) before re joining the game.
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- TEAIM KNOCKOUT

. .Setup: One ball for every two people; two
) . ams on half a field.

Rules: Team A is on the field. Each player on
Team A has a ball. On the signal, Team B

MARBLES .-
Setup: _'(J_Eé ball per person; players I

are set up-in pairs. Play in a large,
~open space.

' les: This is a passing game where
players take turns trying to hit each other’s
~balls. It starts with.one player playing his
- ball away 5-10 yards while the second player
" -attempts to pass his ball and hit his partner's

" ball. On a hit, score 4 point. On a miss, the

- with bases and an
penaity box with the 6-yard-line mark on
the right side of the goal as home plate.
The corners of the box are first, second
and third bases.

Rules: Play the game like regular baseball

‘gain possession of the

runs onto the field and attempts to kick alj
the balls off the field. The coach starts the
clock on the signal and stops it when the last
ball is kicked off the field. Team A players
whose balls are kicked off the field help other
teammates by getting into position to receive
passes. Time stops when Team B kicks all the

* balls off the field. .
Vary the game by having Team B players

3 n E e Dull AR ik them
into the goal. Shots on goal shoild be taken

. outside the penalty box. The. clock stops
“Wwhen all the balls have been ki
. goal. Team A players who. have lost posses-
§ . sion attempt to regain control of the ball or
#  help teammates by-frecefﬁi[g-ﬁg'ssgg, &

# kicked into the

y

moment the passed
ball moves completely
past the other ball,

. the next player’s turn
begins and he now tries to hit his partner’s
ball. Players immediately chase their balls
after-passing so that if their partners miss,
they are ready to strike their.balls. After a
hit, restart the game with a new pass.

except for two rule changes: 1. Play with no

outs so everyone gets a turn at bat. The
inning is over when everyone has kicked.

2. The fielding team tries to place the ball in
the goal before the kicker completes his run
to home plate. One variation may be that all
shots must come from outside the penalty
box. Players on the fielding team can dribble
or pass to each other to get the ball into
shooting position. The kicker is out if the
ball goes into the net before he crosses home
plate. If he crosses home plate before a goal
is scored, a run is scored. Depending on the
skill level of your players, you may have them
play three-, two- or one-touch or state that
the shot must cross the goal line in the air. '



HRNOCKONrT

I}'etup: A confined area about 20 yards by 20  Rules: Each player dribbles her ball and tries b
i rards. Each player has a ball. to kick the other players’ balls away. When — -
; player’s ball gets )
- : kicked, that player
must immediately
chase it. If she can get
to it before it stops
rolling, she stays in the
 game. If the ball stops
rolling, she must do a
- drill of the coach’s
choosing before reen-
tering. A fter a few min-
' utes, the codch may
want to say that there
8 areonily 30 seconds
8 leftin thegame. Ifa
player’s ball gets
kicked out after this
i point, that player must
R stay out. This way, the
most anyone stays out
of the game is 30 sec-__
onds. The key is to a
keep everyone
involved.

 PHCITIAN |

Setup: A conf ined area about
. 20 yards by 20 yards. Each ;
player has a ball.

Rules: Pac Man controls his -
ball while the other players
run freely without controlling
their balls. Pac Man dribbles
and attempts to hit the other
players below the waist.
When a player is hit, he gets
his ball and becomes the
second Pac Man. The game
continues until all players

1ve become a Pac Man.
«When playing this game with
giris, call it-Pac Woman or
Pac Girl!)
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Setup'TwoteamsofS-epfaymeadt.Playon on a full field. For goals, usecomsetabout%

halfaﬁeldmththmeorfourgoalssetup feet apart. You may use large goals, too. J
i

i mughout the field, with more goals if you p. lay Rules: The coach tosses a ball in the air to

start the game. The team
that gains possession tries -
to score goals in the cone
goals or in the large goal. A
goal in the cones counts
only if a teammate is on the
‘other side of tﬁe goal and
] deanly receives the ball
mthout an opponem inter-
‘cepting it or knockmg it
._'away. Score one point for
- every.goal put in the cone
- goals and two points for
those that go in the large
goal. Vary the game by
playing with or without
goalkeepers and by playing
with more than one ball.

 AEFROST THI
Setup: Two equal teams with one ball
“for every two players. Play in a confined
area about 20-30 yards on each side.
One team starts without balls in the area,
and the other team starts with baﬂs out-
side the area.

. Rules: On the coach’s signal, the team
“'with the balls drvibbles into the drea and
tries to hit the other players below the

* waist. The players without the balls do the game when a teammate crawls
all they can to avoid getting hit by a ball.  through her legs. When a teammate is
Once a player is hit (below the waist) crawling through another player’s legs,
with a ball, she becomes frozen and she and her teammate are safe from get-
stands with her legs apart. The objective ting hit until she has finished the crawl.
is to freeze the entire team. A frozen This game can be played with a time limit
player can only get defrosted and rejoin or until all players are frozen.

_ To geta copy of Ron Quinn’s book “Peak Performance,” which includes 53 more fun games,
coaching concepts and sample practice lessons, send a check for $23.50 to: QSM Consultants,
' PO, Box 15176, Cincinnati, OH 45215, or call (5I3) 745-1084 (days) or (513) 761-6240 (evenings).



~ - the ball with that body part. Call 'right

SUGGESTED ACTIVITIES
Us

Ball Retrieve
Each player has a ball.

: bef_bdween1am15as&baphyefgWa.ﬂiewad1mebaﬂ.ThepIayersdmL
lenga-bbzingbadcthebaﬂlouchingﬂmbalﬂlatmmberufﬁm. .
VARIATION: ‘ - '
Tlnmadrcanalsomove,soﬂmmep!aye;smustbokupbseewheratha
coach is now standing. : P, '
'Body Part Dribble
-Within a confined area, players stand in
random formation, each with a ball.
On the command, players dribbie to
.keepcnm'olmﬂeavuicsngbud\hgom-
ers. While they dribble, coach calls out a
bodypartandplayerknmediately stops

elbow’, "chin’, left knee' etc.
Vary by playing "Simon Says"

Gates )
Place cones three yards apart as small
goals or 'gates’ randomly spaced in a 30
x30yard_a_raa, Each player has a ball.
On the signal, players must dribble their
ball through as many gates as possible
in B0 seconds. At the' conclusion, ask
the players "How many gates did you

- dribble through? "(Be ready for their
answers.)
anosemenextchailetlge:'Canyou
go again and improve on your last try?"

The Blob
This is a variation of an age old tag game.

Players are'nandomly spaced on a half field, or an area
of 30 x 40 yards.

Theplayertimtl's'il".runsandtrlestotagmeother
§ players.Asaplayeristagge_d, they join hands and
begin to form ‘the blob". Joined players try to tag others.

When the blob reaches six players, it can break up and
mutate into 2 blobs of 3. Continue until all players are
caught.



|_YOUTH TRAINING | AGES UNDER &

h! Great wall of china (ue) (u8) Shoating at the wall-mdors)
| 6 Sl
Fach player has g ball. Two teams foce each
The “Great Woll" is the other, one in each half,
coach, who moves back i ks - The centerline is clearly
ond forth along the cen- ;| marked. There ore about
terline. A goal is morked half as many balls as
on each endline. ' ployers.
- CONCEPT CONCEPT

Each player fries fo dribble from:oné gaal o the‘other, while.the coach moves back | Each player fies to hit the oppasite wall witli g ball, without crdssing the centerine.

and forth, fring to keep everyone from ssing. Players must wait for o bni_gﬁ%'; * | Atthe same fime, each:player is goalkeeper and may stop incoming shos with his

scoot” through. Eoch goal scores o point butEthescoach | uches,opldyer' bl | hands. Players may anly shoot balls thot arg af @t‘ﬂuﬁﬁ%r’%ﬂ; look, un,
n:scor ﬁgmpﬁﬁﬁm Sinutes?-~ "<~ |- shoot).- Whicrteam cﬁnscureih&rrmﬁlksmﬂﬁm‘m{rfes . O

that player loses a point. Who can:

E ]GMIESEI'UP

Tufinel soccer (us)

__ Foch ployer has a ball, - Each player has o ball.
" except for the "tiger.” The coach has no bal,
| | but moves about the field
% ot with the players. .

cumcsgr " o of-—" s
At the coach's signa, the figer ries fo steal o boll from onis s it s To
it, he must hold it n bis hands and'toke 740 the cogelr e layers
comes a tiger foo, The lust_p!gyﬁ,-. wih g bcdl\ 1ﬁe mer

in the next round..
E IGANE SETUP
Eoch player has o ball. Half of the players
The coach hs no ball, (sharks) sit on the
" but moves obout the el | ground without balls.
field with the ployers, el | - Each of the other players
_ _ 8| | hos a ball
 CONCEPT ConCEPT @

-~/ Each player fries fo hit the coach with his ball us often as possible, while the coach Keeping their balls close fotheir bodies, the players with balls fry to dribble from one
fries to dodge ofl the shots. Whenever the coach gets hit, he yells "ouch!” which | endline fo the other as offen as possible. Each crossing scores one point, If o player lo-
makes it more exting for the children, Fach hif scores one point. Who con scoretfie | ses his ball o a shark, the two players immediately swifch roles. Who can score the
most poinfs in 5 minutes? mosf points in 10 minutes?
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ADDITIONAL DRIBBLING GAMES

Wicked Witch of the West
Set up a bending line of cones. At 1 end of the line place a Wicked Witch ( a parent, asst coach) and have players at the

other end of the cones. Each player tries to dribble down the windy orange brick road, zigzagging through the cones. At
the end of the road when they meet the Wicked Witch they have to shoot the ball between her legs to melt her.

What'’s the time Mr. Wolf
Coach starts as the big bad wolf. Each little pig has a brick house (a cone on the ground). The Pigs shout “What's the

time Mr. Wolf* and the wolf shouts back a time. Each player advances the ball the number the wolf shouts out. Pigs ask
again and repeat. When the Wolf shouts “Dinnertime”, the pigs have to dribble their soccer balls back to their house and
the wolf chases and tries to kick their ball away. Let each player have a go as the wolf.

Teaching points: Use soft touches to keep away from Wolf, and then dribble at speed and stop ball with feet only.
Progressions: Put cones in the way as trees that players avoid. Use multiple wolfs, or place wolf close to houses so

pigs have to get past.

Knockout
Each player with a ball inside a square. On command “knockout” players are allowed to try and kick other players balls

out, but must keep their own ball inside square.

Traffic Lights
Players start on one end of ( Soccer city) grid with their soccer balls (car). Coach is the traffic light (or traffic cop). Coach

shouts various colors of traffic lights and players try to drive their soccer cars to Soccer town at the other end of grid. On
command “red light” players need to stop their car with the sole of the foot and not move. If they move they return to
soccer city and start again. Play to see who reaches Soccer town first. : ‘

~ ching Points: Dribbling and control movement. _— : :
Jressions: Add “yellow light’ and make players do a stationary tic-tock or hat-dance. Add additional commands:

3verse where players go backwards, go home players turn and head back home, left, right etc.

Multiple Square Games - ' ' &
A: Using 4 adjacent squares. All players start in one square with ball. Coach calls a square number and players move

their ball to that square and keep dribbling inside new square until coach calls another number.
B: Split players into all 4 squares. Call 2 square numbers and those players have to switch squares.
C: Have players from 1 square on command try to go and steal balls :

Relay races
Set up multiple teams of 3 or 4 players. For each team set up a short course of cones that players have to dribble

through. Players then dribble back, give ball to next person who repeats the course. When all players in a team have
completed they sit in a straight line with their hands on their heads.

Downhill Skiing
Set up multiple gates in a grid. Each gate should be about 2-3 ft wide. Players are skiing (dribbling their ball) inside the

grid but not going through the gates until the coach shouts “ Lets go Skiing” then players try to ski through as many
different gates as possible in the time coach allows.

Shark Attack
Set up 3 Islands. Divide players onto the 3 Islands. Each player with a ball. Coach starts as the shark in the middle of

the ocean. The shark holds a cone on his/her head, or hands to designate a shark fin, so everyone knows they are the
shark. When Coach shouts “shark attack” the players have to swim (dribble) their balls to either of the other 2 islands.
The shark attempts to kick soccer balls away. Any soccer balls kicked away, then that player also becomes a shark.
Play until 1 person left, who becomes the new shark for the next game.

Teaching points: Players have to respond to the defenders movements and keep possession of the ball. A Iot less

* and more game like than the above relay races. .



ADDITIONAL PASSING GAMES

Soccer Bowling
Set up several cones as pins. Arrange players in a circle around the pins and have each player attempt 2 passes to

knock as many pins down as possible.

Soccer Golf
Set up a golf course similar to the skiing course using gates as the holes. Have players pass their ball through the

gates in the order you designate. Players count their number of passes. The lowest score wins.

Teaching points: A variety of passing techniques, short, angled, long.
Variation: Have players design the course, or use obstacles such as trees, parents that players have to pass around.

Tunnel Game
In pairs players have a ball. 1 player stands with his/her legs shoulder width apart. Player tries to pass ball through the

legs. They take it in turns to try and score points.
Scoring: 3 pts if it goes through without touching. 2pts if it touches a leg and still goes through, 1 pt hits leg but doesn't

go through. Opt if misses.
Progression: As ball goes through legs the tunnel player turns and runs and receives it dribbles back towards partner

and passes. The partner moves to let the ball pass through legs, turns and runs to receive it.
Teaching point: For the progression it gets the receiver into getting their body behind the ball.

Stuck in the mud
In a grid about 20 by 20, players are dribbling their soccer balls. Have 2 or 3 players as Swamp Monsters outside the

grid with a ball each. On “go” the swamp monsters dribble their balls into the grid and attempt to hit players on the
knees and below or soccer ball. If a player gets hit, or leaves the grid, they are stuck in the'mud and they pick the ball
" “and hold it on their head, and stand with legs apart. Other players may release them by passing their ball through

stuck players legs. Rotate through the team as Swamp monsters and see who can get the most people stuck. . :
"eaching Points: Good passing technique, passing to where a player is running, gooc control; turning and changing
of direction technique for the players in the swamp. 5 g g :



