
 

Hartford Sideliners Soccer Club 
U6 Coaches Manual 

 
Children in the Hartford Sideliners Soccer Club begin playing soccer in the U6 age group. 
Children in this age group are 6 years or younger. Small-sided 3v3 games are played using 

small lined fields, and Pugg goals. All practices and games are on Friday evenings at 
Independence Park on Field 3(U6 Fields). Games are against other teams within the 

Hartford Sideliners Soccer Club U6 program. 
 

1. Rules of the Game 
2. What to expect from 4, 5, and 6-year old’s! 

3. Team Schedule 
4. Activity Options 

 
Thank You for taking your time, energy, and effort to coach our youth.   

 

Revised: July 1, 2019 



Rules of the U6 Game 
 
 Length of Game  
1. Games will consist of 4 equal 8-minute quarters, with a break between quarters and a half time break.  
2. The clock is not stopped during the game.  
 
Substituting  
Substitutions should be made about every 4 minutes and at the end of each quarter. Substitutions during 
play are made when the ball is naturally put out of play. Ball out of play is; i.e. sideline kick-in, goal kick, 
after a goal is scored, or for an injury. Each coach should determine a system of substituting.  
 
Switching at Half Time  
After the half time break, the players may switch ends of the field. This can be a very confusing time for 
both teams. If both coaches agree, teams could continue to go towards the same goal all game.  
 
Goals  
There are no goalkeepers in 3v3 soccer. The intent is for the kids to be encouraged by the success of 
scoring goals. All free kicks are indirect kicks, meaning that two players must touch the ball before a goal 
is scored off a free kick (a pass before a goal). Goals cannot be scored directly from a free kick, goal kick, 
corner kick, or kick-in. A second player, from either team, must touch the ball before the goal can be 
scored. Coaches are asked not to keep score.  
 
Equipment  
1. U6 uses a size 3 soccer ball. A supply of size 3 soccer balls and bag will be given to each coach before 
the beginning of the fall season for practice or games.  
2. Coaches also have access to cones and pinnies as needed when they start practicing on their own.  
3. Players are responsible for providing their own equipment. Players should have soccer shoes, turf shoes 
or tennis shoes. Players are required to wear socks and shin guards during practice time and games.  
 
Starting the Game  
The game starts with each team on their respective side of the mid line. The defending team must be 
outside of the center circle. The person kicking off plays the ball to a teammate, who may also be within 
the center circle. The player kicking off may not touch the ball a second time until another player has 
touched it. The ball must move forward past the midline, any distance. Players should not try to score a 
goal directly on a kickoff. Encourage a pass to a teammate on a kickoff.  
 
Restarting the Game 
1. When the ball goes out of play, restart in the following way:  

a. Over the sidelines - restart with a kick-in. The ball is out of play, only when the entire ball 
passes over the entire side line. (Even if a player goes out of bounds).  

b. Over the goal line, but not in the goal, last touched by the attacking team - restart with a goal 
kick (kick from the goal line on either side of the goal). All opposing players must stand at 
least 5 yards away from the ball to give the kicking team a chance to get to the ball first.  

c. Over the goal line, but not in the goal, last touched by defending team - restart with a corner            
kick; all opposing players must be at least 5 yards from the ball.  

2. After a goal is scored, restart with a kick-off; all opposing players must be on their own half of the 
field. Defending players must be outside of the center circle. 
 



Characteristics of U6 Players  
• Short attention span.  
• Can attend to only one problem at a time.  
• May understand simple rules that are explained briefly and demonstrated.  
• May or may not understand or remember: what lines mean on the field; what team they are on; 
what goal they are going for. Need to be patient and laugh with them as they get 'lost' on the field. 
• Easily bruised psychologically. Shout praise often. Give "hints", don't criticize.  
• Need generous praise and to play without pressure. No extrinsic rewards (trophies, medals, etc.) 
should be given for winning.  
• Prefer "parallel play" (Will play on a team but will not really engage with their teammates). 
Thus, 3 versus 3 games are like a 1 against 5 game because they all want the ball at the same 
time.  
• Very individually oriented (me, mine, my).  
• Constantly in motion but, with no sense of pace. They will chase something until they drop. 
They are easily fatigued but recover rapidly.  
• Development for boys and girls are quite similar.  
• Physical coordination limited. Eye - hand and eye - foot coordination is not developed. Need to 
explore qualities of a rolling ball.  
• Love to run, jump, roll, hop, etc.  

 
Things You Can Expect from U6s  

• Most players cry immediately when something is hurt. Some cry even when something is not 
hurt.  
• Twenty seconds after the start of a game, every player will be within 5 yards of the ball.  
• Several players will slap at the ball with their hands or pick it up. Several parents will yell at 
them not to do that.  
• During a season, you will end up tying at least 40 - 50 shoe laces.  
• They will do something that is absolutely hysterical. Make sure that you laugh!  

 
U6 Coaching Rationale 
It is important to understand at the outset that players coming to any sport prior to the age of 6 years old, 
in general, do not do so by their own choice. As a result, their coaches need to give them something about 
which to get excited. Further, at this age, learning to play soccer is secondary to most other things in their 
lives. With the above assumptions, let’s look at some things that we can do to energize the U6 players and 
hopefully get them to the point where they will enthusiastically initiate to sign up for next year!  
 

• Each session should be geared around touching the ball as many times as possible. Involve the 
ball in as many activities as possible. Basic movements such as running, skipping, hopping, etc. 
need to be emphasized. If these can be done while kicking, catching, rolling, or dribbling a 
ball...all the better!  
• Have as many different kinds of activities ready as you can get into one half hour. Emphasis 
needs to be placed on what is FUN!  
• Remember, although they may have very similar birth dates, their physical and / or mental 
maturity may vary as much as 36 months. Activities need to accommodate these individual 
differences whenever possible.  
• Team play and passing is an alien concept to these players. They know that if they pass the ball, 
they may never get it back. In fact, they often will steal it from their own teammates. Do not get 
uptight if they do not pass. This will be a work in progress



 
Individual Technical and 
Tactical Issues for U6 Players 
 
Coordination and Basic Motor Skills  
Four and five year old’s are learning to coordinate, 
control their body movements, dynamic balance, and are 
generally not very nimble or agile. Practice activities that 
develop these basic motor skills, with and without the 
soccer ball, will be beneficial and fun for all young 
children. In addition to soccer-specific activities, 
practice activities for four and five year old’s should 
target directional sense, spatial awareness, and basic 
motor patterns, such as hopping, skipping, jumping, 
bounding and running.  
 
Contacting the Ball  
There are six surfaces (inside, outside, instep, sole, toe 
and heel) used for kicking, dribbling or controlling a 
soccer ball. For most U6 players, the toes and the laces 
are the most commonly used surfaces. Practice activities 
should encourage these players to experiment with 
different surfaces and ask them to “imagine” new ways 
to kick and dribble the ball. Games that cater to 
discovery learning and imitation are the recommended 
approaches to “teaching” new skills to young children. 
 
Dribbling  
Dribbling the ball is arguably the most important soccer 
skill at any level, and practice activities should 
encourage all young players to dribble and stop and turn 
the ball with different surfaces and to move in different 
directions with the ball under control.  
 
Passing  
Players as young as five will look to pass the ball to 
teammates, and they will do so with purpose if they are 
given enough time and space to consider their options. In 
many cases, young children are still learning how to 
coordinate their perception of a game situation with the 
muscle actions necessary to make contact with the ball. 
It is important to encourage beginners to take extra 
touches when controlling the ball so that passes (or 
dribbles) are attempted with a purpose in mind, rather 
than as a means of kicking the ball to safety. 
 
 

Shooting  
A player’s first thought in possession should always be 
“Can I score a goal from here?” Goals in practice should 
be wide and high enough to encourage shots from 
various distances and angles, and coaches should 
reinforce to players through their practice activities that 
the objective of the game is to score more goals than the 
opponents in the time allowed. Soccer games and other 
activities with no stated “outcome” are less motivating 
than activities that provide a way to win.  
 
Ball Control  
Time, space and repetition are the most important 
elements for improving comfort level and reducing the 
number of touches necessary to control the ball. Small-
sided games and complementary one-player/one ball 
activities provide opportunities for young players to 
begin to associate the techniques of dribbling and 
controlling the soccer ball with the three tactical 
applications of dribbling: moving away from pressure, 
running into open space, and dribbling towards goal. The 
secret of good ball control is a soft first touch; the most 
damaging coaching advice to give four and five year 
old’s is to kick the ball away.  
 
Defending  
“Defending” at this age should be no more complicated 
than encouraging the children to try and win the ball 
back when possession is lost. Players will often naturally 
transition from attack to defense and recover towards 
their goal, but it is also true that young children will 
often stop playing when the ball is lost.  
 
Creativity  
Because four and five year old’s are learning to 
coordinate ball manipulation with body control, 
“creativity” is more likely to appear as good ball control 
or faking or feinting movements. Players who can 
change speed and direction and retain control of the ball 
are applying their techniques in a creative way. Players 
who can move their bodies from side to side, in an effort 
to unbalance a defender are showing signs of creativity. 
Players, who experiment with different parts of their feet 
or control the ball with different body parts, are 
showing signs of creativity. At this age, allowing children 
to think and to create their own solutions to the game’s 
problems is a critical element of coaching 
 

 
 
 

 
 
 



U6 Practice Ideas  
 
“Keep Your Yard Clean”  
Here is a game that involves kicking and is a good example of parallel play. It involves all players on the team at one 
time, but they are all acting as individuals during the game. This allows for individual differences in skill. The game is 
simple, fun, and easy to adapt to account for team size and experience.  
THE GAME:  

• Create a 'neutral area' between the two teams where no player is allowed into. This area can be as small as one 
yard and as big as 10 yards wide. The width is determined by how far the players can kick the ball. • Each player 
starts with a ball at his / her feet.  
• On command, each team tries to keep their side of the game free of balls by kicking their ball over to the other 
team’s side.  
• After an appropriate amount of time (when the balls become too scattered, or, the players are losing focus), call 
the game and count which side has the most balls on their side.  
• Distribute the balls evenly for another try if the players are still interested.  
• After players have found some success with this basic game, try these variations:  
• Players can only use their left foot.  
• Throw the ball back.  
• Punt the ball back. 
 • Dribble ball around cone that has been set up in the middle of their "yard", then, kick ball back.  

 
“Red Light...Green Light”  
Here is a game that should be familiar to most U-6's. Again, the game is fun, simple to set up, and has direct application to 
the game. The skill that it is targeting is dribbling.  
THE GAME:  

• Each player has a ball, except the one player that is designated as the "light".  
• Lines from start to finish should be approximately 20 - 30 yds.  
• Players start from the line opposite the "light".  
• The "light" then turns away from the group shouting out "GREEN LIGHT". At this signal, the players start to 
dribble towards the "light". When the "light" turns back around, calling out "RED LIGHT", players must freeze 
their bodies and their ball.  
• If the "light" catches players or a ball still moving, that player must take 5 steps back.  
• The first player to cross the line where the "light" is standing is the winner and becomes the new "light". 
 • You can start the game without using balls for younger players, then have them roll the ball with their hands, 
then use their feet.  

 
“I Can Do Something, Can You?”  
The coach begins the activity by saying “I can do something can you?” and demonstrating a physical activity such as 
jumping jacks. The children then do the same.  

• The coach demonstrations several other physical activities such as: skips, star jumps, rolls, etc.  
• After demonstrating several times, the coach asks the children, “What can you do?” and takes their suggestions.  
• Body movement from skipping to balancing on one leg. The important thing is to allow the children to explore 
how their body moves.  
• Can be done with or without a soccer ball  

 
“Ball Master”  
The players dribble to the coach and hand him/her the ball. The coach tosses away the ball and the players retrieve the ball 
and dribble it back to the coach. The coach can give a different dribbling challenge to the players when he/she tosses out 
the ball.  
THE ACTIVITY PROMOTES:  

• Listening skills  
• Problem solving  
• Dynamic dribbling 



“Follow The Leader”  
This is a great warm-up that teaches dribbling skills, it’s easy to set-up & everyone has a ball. It teaches: "Control 
dribbling" and "speed dribbling" if the leader goes fast.  
THE GAME:  

• Ask who wants to be the "leader"  
• All others line up behind the leader & follow him dribbling while he dribbles around the field at a moderate 
speed for about 1 minute (or, if you wish, allow the leader to speed up)  
• Only go forward (no pullbacks), but the leader can circle around & cross thru the line following her  
• Emphasize control of the ball over speed  
• Then ask for another volunteer leader & let him lead them for another minute; then a third 
 

“Soccer Bees”  
A simple, fun U6 game that can involve the parents attending practice. Players buzz like bees and kick the ball at the 
"giants" to try to "sting" them. This game teaches familiarity with using feet to dribble and kick a ball. Just have fun and 
don't let anyone get hurt. Set-up: Use 4 cones to make a square 7-10 yards wide (adjust the size as you believe 
appropriate) Each player has a ball Ask any parents at practice to participate  
THE GAME:  

• 1st, tell the players that they are "Soccer Bees" and should dribble around inside the square and buzz like a bee. 
Tell them to push the ball with their feet and keep it close. Tell them they must stay inside the square because it is 
their "bee hive".  
• 2nd, after a few minutes, have the parents go inside the square. Tell the "bees" that their hive is being invaded by 
giants and they should "sting" them with their soccer ball. The parents should walk around and have fun while the 
players try to kick a ball into them. Play until they get tired of it.  
• Don't keep score  
 

“Race Around The Track”  
This game teaches Control dribbling, speed dribbling, turning & shielding. Variation No. 2 also teaches teamwork, talking 
& movement of the ball. Set-up: Use 4 disk cones to make a square that is 10 steps wide. Rules: No pushing, tripping, or 
kicking away balls & must stay outside the cones. 
THE GAME:  

• Players race (i.e., dribble) around the outside of a square  
• Each player has a ball & starts at the "Starting Line" (i.e., to the outside of whichever cone the Coach picks)  
• Put the slowest players nearest the cone & in front & have the fastest players start behind or on the outside; this 
will even things up some  
• On "Go", players dribble around the "track" & the first one to go around 2 or 3 times is the winner. (You decide 
how many times).  
• At the end of each game, ask each player how many times he or she went around the track & give 
encouragement  
• Have 2 or 3 races one way, each time making the faster players start a little farther back, so everyone has a 
chance of winning & the fastest dribblers will be challenged  
• Then, reverse & race in the opposite direction so they get practice making turns to the right & to the left  
• At the end of each game comment & give encouragement  

 
Sharks and Minnows  
All players start in a line at one end of the grid, while coach is it in the middle. Coach calls ‘Red rover, red rover, send 
everybody over’ (everybody can be substituted for boys, girls or shirt colors if big numbers). The coach tries to tag 
players, who in turn try to reach the other side of the grid safely. If they do they turn around and wait for the coach to call 
again. If they are tagged, then they are it in the middle with the coach. Can progress to having the kids each with a ball 
(get them to attempt to look up while dribbling!)  
 
Swim across River (and take your ball)! (3-5 minutes)  
Version of Sharks and Minnows. Have narrow river set up with cones. First have kids carry their ball and not be tagged by 
coach (crocodile), then progress to having them dribble across and not get tagged.  
 
 



Body Part Dribble (3-5 minutes)  
Each player has a ball in a grid and dribbles it around with his/her feet. After 20 seconds or so, the coach calls out a part 
of their body i.e. ‘hand’ and the players must stop their ball with their hand as quickly as possible. Play a few times, 
having fun using ideas such as ‘ear’, ‘nose’, ‘elbow’, or ‘knee’. Then advance the game where coach instead of calling a 
body part out, simply points to it on their body. The kids are therefore taught in a fun way to look up each time they touch 
the ball. Coach can move around when kids get used to looking up. Challenge kids to dribble faster!  
 
Blob / Link Tag  
Coach is it; all the players have a ball in a grid. If the coach tags someone or their ball (usually get the best dribbler first to 
allow the weaker kids to get more touches), that players ball is knocked out of the grid and then the two link arms and try 
and get somebody else. Game continues.  
 
Pac-Man  
One player starts with a ball in a grid (usually one of the better players). All the others start in the grid without their balls 
(placed just outside the grid within easy reach). On command the player with the ball must dribble the ball under control 
while attempting to tag others. If he does, then they also get their ball and attempt the same. 
 
 Freeze Tag  
Every player starts with a ball in a grid except two taggers (in different color bibs). After 3 seconds, the taggers are free to 
tag anyone with a ball. If tagged, they must freeze with their legs apart and ball by side. They can be released (or 
unfrozen) by another free player dribbling ball up to them and passing ball through frozen players legs. Swap taggers after 
30 seconds or if they freeze everybody! This can also be played without the ball, just as a tag game. To be unfrozen, free 
players crawl through the legs of the frozen players.  
 
Hospital Tag  
Lay out appropriate sized grid, with a small square in the middle (the hospital). Make 2 players taggers, who must chase 
others. If tagged on shoulder for instance, player must hold shoulder with one hand until they can run into the hospital to 
free themselves. Game gets amusing if player is tagged 2-3 times in open!  
 
Everybody’s it!  
Every player starts with a ball in a grid. On command they can hunt each other down and if they can touch their ball 
against somebody else’s then they score a point. This teaches them to be creative, fake to get a view of someone’s ball or 
in turn shield their own ball from attack! 
 
Minefield  
Two teams turn cones upside down or right way up to score in 30 seconds!  
Variations of Minefield  
Dribble around a cone to pick up Croquet – same as above only introduce knocking other persons ball away with your ball 
Outside of foot (still w/knocking ball away). Can dribble around 2 at a time (schemer) 
 
Kick to the edge of the world (3-5 minutes)  
Have all the players stand at one edge of your grid with their ball and then tell them that they all have 3 kicks to get it as 
close to the other side (edge of the world) without going over as they will lose their ball. Coach should demonstrate! For 
fun ask they how far away the other line is! This gives the kids the idea of putting the correct weight behind a pass or 
when they are kicking the ball. 
 
Tick Tock (aka "The Foundation")  
This game/activity teaches Fast feet, touch & ball control using inside-of-feet. Every player has a ball & starts with the 
ball between their feet, with knees bent. On "Go" each player taps the ball between their feet. Each tap is "one", 1st to 
reach the desired amount wins (6-12 suggested for U-6). Give them a tip to keep knees bent & tap ball with the front of 
the foot (this gives better control than the back of the foot).  
 
 



Skill Games 
I. Dribbling  

Beehive - Provide a 6-8 yd. x 6-8 yd. grid. Each player has a ball. Players dribble inside the grid randomly using 
correct techniques and practicing avoiding other players. Players should practice inside and outside foot dribbling, 
stopping, changing direction, and maintaining control while in the beehive.  
 
King of the ring - Provide a 10 yd. x 10 yd. grid where each player has a ball. One player or the coach is "it" 
without a ball. Players start to dribble in the grid while trying to avoid having their ball kicked out of the grid by 
the player who is "it". Players can reenter the grid after retrieving their ball and completing some type of small 
skill penalty activity, like juggling the ball twice on their feet or knees or dribbling around a nearby tree before 
returning to the grid.  
 
Attack and Protect - Provide a 10 yd. x 10 yd. grid. Each player has a ball. Players dribble around in the grid 
trying to kick another player's ball out of the grid while at the same time protecting their own ball. Provide the 
players with a skill "condition" that they must complete before they may reenter the grid.  
 
Spiderman - Provide a 15 yd. x 15 yd. grid. Each player should have a ball. The coach starts as the first spider. 
The players dribble around the grid while trying to avoid the tag of the spider. When a player is tagged by the 
coach, they join hands and go after new prey. Each successive tagged player makes the web of the spider grow 
bigger, but, alas, less organized. Young players will request this game constantly. 

 
 II. Passing  

Keep Away Circle - Players pair up and stand across from each other around a circle of cones. One player or 
the coach stands inside the circle and tries to intercept passes made between the players. Passes completed 
between partners count as goals. Change the player inside the circle after a pass is intercepted or after a short time 
interval.  
 
Cone Game - Players pair up and stand across from each other around a circle. Set up 6 or 8 cones in the middle 
of the circle as targets. Partners try and knock over the cones in the middle with accurate passes.  
 
Four Corner Pass - Set up a 10 yd. x 10 yd. grid with cones at each of the four corners. Four players work with 
one ball, one player on each side of the grid. A fifth player defends inside the grid. Players may only run between 
the cones on their side of the grid as they attempt to pass the ball across the grid. Change the middle player often 
to keep the play crisp and fast.  
 
Star Wars - This competitive game is very exciting for younger players! Set up a 10 yd. x 20 yd. grid. Have all 
the players line up at one end prepared to run to the other end. The coach or a player stands just outside the grid at 
midway with several balls at the ready. On command the players attempt to run to the end line while evading balls 
kicked at them by the coach. All shots should be kept below waist level. Players hit by the balls become new 
additional shooters until only one runner is left. 
 

III. Shooting Drills  
Marbles - Players are organized into pairs, each with a ball. Standing with his back to the field of play, the first 
player throws his ball over his head. The second player then kicks his ball from the starting point and tries to hit 
the ball that was thrown. Play alternates by kicks until one ball is hit. The players then reserve and start again. 
Coaches should emphasize instep kicks for length and side of the foot kicks for accuracy. Make it a condition that 
every other game is left foot only!  
 
Four Goal Game - Set up four cone goals about two yards wide in each corner of a 20 yd. x 30 yd. grid, Divide 
players into two equal teams. Players may score at any of the four goals. This game encourages teamwork and 
results in lots of shooting.  
 
 



Shoot Between Cones - Set up a cone row with cones spaced 3 to 5 yards apart. Pair up players and position 
one player on each side of the cone row facing the cones and each other. Players should start close to the row of 
cones at first, striking the ball between the cones. The partner receives the ball and strikes it back between the 
cones. Move players farther away from the cones as their technique and accuracy improve.  
 
Go For Goal - Players form two lines on either side of the coach who is standing about 18 to 20 yards from a 
goal of any size. The coach serves the ball toward the goal while one player from each line races to win the ball 
and shoot. The coach should encourage correct shooting technique and a good first touch on the ball.  
 
Dribble Cones and Shoot - Set up two cone lines for a dribble weave about 10 yards long with a 2-yard goal at 
the end. Divide players into two lines or teams. Players must dribble through the cones and score at the goal at the 
end before the next player in line starts.  

 
IV. Other Games  

The Numbers Game - Young players will play this game for hours! Set up a 10 yd. x 20 yd. grid with goals at 
each end. Divide players into two teams and place each team on one of the end lines. Number the players 1 - 6 (or 
use colors for very young players). The coach stands at the half-line and serves a ball into the grid while calling a 
number. Players who are called sprint off their end line to win the ball, play 1 v 1, and try to score. Players 
standing on the end line may keep the ball in play but may not protect the goal. The coach could try 2 or 3 
numbers. Ball should be served on the ground.  
 
Crab Soccer - Set up a 10 yd. x 15 yd. grid with goals at each end. Divide the players into two teams. Players 
must walk on their hands and feet simultaneously while trying to pass the ball to teammates and scoring. This 
game really encourages teamwork because of the difficulty in movement by the players. 
 
Beep Beep! - Set up a playing area big enough for all your players to move around in freely. Give each player a 
flat cone to hold. They are told to pretend that they are cars and the cone is their steering wheel. Begin the game 
by telling your players to move in different ways around the playing area – forwards, with little steps, big steps, 
hop, move sideways, go backwards etc. Encourage your players to keep their heads up and avoid crashing their 
car and look for spaces to move into. Tell them to use their horn and go ‘beep, beep’ if another ‘car’ comes close. 
Progress the game by giving the players a ball each. Now they dribble their ball around in the grid, trying to avoid 
‘crashing’ into another player. 
 
The Skill Channel - Create three boxes (your desired size) next to each other, followed by a small-sided (bigger 
than the boxes, so they fit within) games field. This activity will improve your players’ dribbling ability, in order 
to attack and run past defenders in 1v1 situations. There are many different ways to beat a defender. This can be 
achieved by using pace, direction change, a skill, etc. Encourage your players to use these different skills. This 
will make them more elusive. However, explain to your players that they cannot always dribble. Once they have 
beaten the first defender, they should lift their head up and look to make a pass.  

 
What you get your players to do:  
 The dribbling player must increase their speed in each zone. 
 Players alternate their speed in each zone. 
 Players complete a different ball skill in each zone. 
 Players dribble to zone 2, turn and dribble back to zone 1, turn again and dribble out of the area. 
 Players dribble at top speed through zone 1, complete a skill in zone 2 and a turn in zone 3. 

 
The Skill Channel with. Defender/s - Add a defender to each zone. They must stop the attacker getting past 
them and into the next zone. The attackers are awarded one point for each defender they beat. If the attacker is 
stopped, they become the defender in zone 3, with this defender moving forward to zone 2 and so on. The 
defender in zone 1 joins the queue of attackers. It’s worth asking the players who is the hardest in the team to stop 
and why? (speed, disguise, skills used, etc.). With a defender in each zone, attackers aim to beat their opponent 
and progress through the channel. If all the attackers have passed successfully, this ends the skills channel.  
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