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Crystal F. Branta, Associate Professor, Growth and Motor Development, Michigan State Uni.

FROM THE 
FIELD
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AYSO
FROM THE 
FIELD

all age groups; AYSO is 

 and .

To provide world-class youth soccer programs that enrich children’s lives.

Any player development or 

include a comprehensive 

KEEP IN
MIND
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player on every team must play at least half of every game.

BALANCED TEAMS

OPEN REGISTRATION
Our program is open to all children between 3 and 19 years of age 

the only criteria for playing.

GOOD SPORTSMANSHIP

Everyone Plays
Balanced Teams

Good Sportsmanship
Player Development

Everyone Plays
BBallanc ded TTeams

KEEP IN
MIND

FROM THE 
FIELD
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reminders. 

for everyone. 

1. Worn by program supporters
at matches and serves as a reminder of the importance

behavior standards and can be posted at the

spectators who will abide by these standards
are welcome -- all others are not.

3.

4. A 12-minute documentary introduces

Help create a safe and 
encouraging environment 

.

KEEP IN
MIND

To learn more or visit

slow down the learning 

for everyone. Consider how it 

received numerous

KEEP IN
MIND
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respect for each child’s individual stage of development and ability. 

•
• Shy.
•
•
•
•
• Have challenges sharing.
•
•
•
•
• Able to count.

• Bend over without falling.
•
•
•
•
• Hop.
•
• Throw ball overhand.
•

the development of sound 

KEEP IN
MIND
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FROM THE 
FIELD

•
•
•

•
•
• Rolling a ball before underarm throwing a ball
• Stopping a rolling ball before Catching a ball
•

•
•

•
•
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Wiersma, L.D., Pediatric Exercise Science,

FROM THE 
FIELD

in the teen years than during 
childhood so it is important to 
in the teen years than during
chchilildhdhoooodd soso iitt isis iimpmporortatantnt ttoo 

KEEP IN
MIND
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always be considered.)

4U -

-

-
5U

Our players are not
sessions must be adapted to life through their

their their

KEEP IN
MIND
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• 

• 

player’s age when the program 
commences.

• AYSO Schoolyard Soccer has been 

early maturers or late matuers).
• 

to have separate girls and boys 
training groups.

• AYSO Schoolyard consists of one 

sessions but if a longer program 

repeated.
• Each player in the Schoolyard 

program should receive a uniform 
or t-shirt since it’s fun to get a 
uniform for sports. The uniforms 

• 
sidelines.

• 
• 
• 

chase another player.
• 

• 
rounds.

• Change hunters and hunted.
• >Players dribble a ball.

• 
asthey dribble around the area.

• Bears must always be growling.
• 
• The players can only stay in a cave for 10 seconds and must go to 

the other cave to avoid capture.
• 

• Last player to be captured is the winner.
• 
• 

• >All Bears must hold hands (or scrimmage vest) while trying to 
capture the remaining players.

• >Play without balls.

• 

team).
• 

• 
compete.

• 
players return to their team.

• 
other (serve ball more to one side to avoid collision).

• 
• 
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• 
 

• 
 

• 

 

• 
 

• 
the session for each group. The Schoolyard Program Leader should circulate 
around the groups providing guidance and help as needed. 

• 

around the groups providing guidance as needed to players and parents. 

• 

 

• 

 

• 

 

• 

 

•  

•  
 

goal line

touch line

15 Yards W
ide

30 Yards Long

goal
4 feet high
6 foot wide

halfway line
Optional
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•

•

•
and one with the ball to introduce the game of soccer). 

•

•

1. Develop the player’s fundamental 

 be the teacher.

3. Allow the players to enjoy the 

KEEP IN
MIND
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Set up the Schoolyard session area in advance of players and parents arriving. 
 

• 
• 
• 
•  

The following is a basic list of the minimum

• 
• 
• 
• 
• 
• 
• Ball Pump.
• 
• Pop-up goals (preferred).
• Whistle.
• Charged cell phone in case of emergency.
• Session plan. 
• 

AYSO Supply Center.
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partcipants feel successful. 

 Changing the physical SPACE
more challenging).

 Varying the SPEED

OPPOSITION
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• 
• 
• Rolling a ball before underarm throwing a ball.
• Stopping a rolling ball before catching a ball.
• .

• 
• 

• 
• 

for variety and intensity.  
 
Schoolyard Session
(Each Session will last 1 hour and 15 minutes)

• 
• 
• 
• 
• 
• 

• The T-shirt provided.
• 
• Size 3 soccer ball.
• Water.

• 
• 

compromise their safety.
• 
• Help paint the picture and tell the story.
• 
• 
• 

 

• 
• Comparing children.
• 
• 
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successfully run an AYSO Schoolyard Soccer Program. 

guidelines and then summarized into a comprehensive 

Schoolyard Session Plan.
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ORGANIZATION

•
more cones. Scrimmagevests. 
Ball per player (for progressions).

•
within the grid.

HOW THE GAME IS PLAYED

•
others are villains.

• Web-Slinger has numerous 
scrimmage vests (webs).

•
throw his web and hit the villain to 
web that player.

•

open their legs.

• A villain can only be released if a 
teammate crawls through their legs 

•
Slinger must have all villains frozen at 

•
every progression.

PROGRESSIONS

•

• Players can dribble a ball and the 
Web-Slinger must web their ball to 
get them out.

•

•

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land 
• on heels.

• Stay on narrow path.
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ORGANIZATION

• 1 ball per player.

•
more cones. 

•
within the grid.

HOW THE GAME IS PLAYED

• Players start on end-line with ball at 
their feet.

• The coach provides various 

• Balancing on each leg should be a 
main focus.

•

PROGRESSIONS

• Change the command from 

FMS POINTS
(balance)

• Body stable and weight over base.

• Eyes and head focused forward.

•

•
contact point.

• Arms out to the side at shoulder 
height for counter balance.

• Tighten muscles to gain balance and 
stability.
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ORGANIZATION

•

scrimmage vests (tails).

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly 
forward.

•
forth.

•
elbows bent 90 degrees.

•

• Opposite arm to 
opposite leg.

• Drive from balls of feet 
and land on heels.

• Stay on narrow path.

FMS POINTS

•

the body stable.

•
foot to turn.

•

•

•
focused forward and 
line with the body.

• Step forward for 

FMS POINTS
(dodging)

• Head and eyes focused 
forward.

• Plant one foot and push 

•

•
then move in the other 

•
shoulders.

HOW THE GAME IS PLAYED

•
shorts and line up on opposite 
sidelines.

•

•
dodging to escape hunter.

•
throw the tail to the ground and 
chase another player.

•

into the grid (woods) to retrieve 
their tail and join in again.

•

rounds.

• Change hunters and hunted.

PROGRESSIONS

• Players dribble a ball.
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ORGANIZATION

•

plus spares.

•
in a central channel.

• Line up players evenly on either 
end-line.

HOW THE GAME IS PLAYED

•

possible by using an underarm throw.

•

pile beside them outside the grid.

•
most pins.

PROGRESSIONS

• Vary distance.

•

•

FMS POINTS
(rolling a ball)

•

• Stand facing target.

•

• Step forward with opposite foot to 
hand.

•
to body.

• Release ball in front of the lead foot 

•

•
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HOW THE GAME IS PLAYED

• Players move through the grid from 
gate to gate with ball in hands.

•
apart on either side.

•
to the other to catch. Once the ball 

over the scrimmage vest to join their
partner.

•
another set of empty gates to score 
(catcher becomes the thrower and 
soon).

• Each pair counts how many gates

PROGRESSIONS

•
throw and catch the ball through 
gates before moving on.

• Players can pass the ball on the   
ground.

FMS POINTS

•

•

•
and simultaneously swing upwards 
and forwards above the head.

•

•

• Clear shape and control in the air.

•
arms lower on landing.

•
propel forward more and landing 
arms reach forward for balance.

FMS POINTS
(catching)

• Eyes stay focused on object.

•

•
with the object.

•
moving hands.

•
around it.

•
the force of the ball.

ORGANIZATION

•

•
cones (have more gates than 
pairs) placed randomly in grid. 
Lay a scrimmage vest between 
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FMS POINTS
(hopping)

•

•

stable.

•
leg.

• Leg straightens to 

•
• forward and upward.

•
upward as you jump.

•

•

•
same foot.

PROGRESSIONS

• Add the blue (or other
color cones.

• When the players come 

These special cones
• are worth 100 points   

each.

FMS POINTS

• Step forward on to front 
foot and hop upwards.

•
sharply upward in front 
of body.

•
and to create upward 
movement.

•

and straighten.

•
to avoid injury.

FMS POINTS

• Step forward on to front 
foot and hop upwards.

•
sharply upward in front 
of body.

•
and to create upward 
movement.

•

and straighten.

•
to avoid injury.

ORGANIZATION

• 12 orange disc cones placed   

•
cones for the progression.

•
within the grid.

HOW THE GAME IS PLAYED

• Lay out orange cones only.

• Start players at one corner cone.

•

• The object of the game is to collect 
as many cones (gold coins) as 
possible.

• Once all cones have been 

cones is the winner.
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HOW THE GAME IS PLAYED

• Give both sides team names.

•

an ice cream cone (parents help as 

•
been collected.

• Count number of balls each player 
collects.

PROGRESSIONS

• Vary distance.

•

•

5 seconds.

• The ice cream scoop is freezing so 
players must throw it in the air and 

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land on 
heels.

• Stay on narrow path.

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land on 
heels.

• Stay on narrow path.

ORGANIZATION
•

•

player.

• Players line up on opposite end

•
numerous tall cones atop numerous 

this channel.
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HOW THE GAME IS PLAYED

• All children on the start line in two 
lines facing you at the end line.

•
pad in their row and then run around 

•
jump from lily pad to lily pad. 

while leaping.

PROGRESSIONS

•

sideways.

•

FMS POINTS

•

•

•
and simultaneously swing upwards 
and forwards above the head.

•

•

• Clear shape and control in the air.

•
arms lower on landing.

•
propel forward more and landing 
arms reach forward for balance.

FMS POINTS

•

•

•
and simultaneously swing upwards
and forwards above the head.

•

•

• Clear shape and control in the air.

•
arms lower on landing.

•
propel forward more and landing 
arms reach forward for balance.

ORGANIZATION

•

placement pads or hula hoops 

• Create two lines of lily pads.
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ORGANIZATION

•
a small circle in the middle of a 

•

names).

HOW THE GAME IS PLAYED

• Place some players in the middle 
circle (coyotes) and some players in 
the outer circle (rabbits).

•

theirs.

• The coach calls out the the color 
(name) of a gate and the rabbits need 

the coyotes tag them.

•
switch roles.

PROGRESSIONS

• Vary the running style around the

•

• Players can dribble their ball to start; 

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land 
on heels.

• Stay on narrow path.
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ORGANIZATION

•
gate at one corner (beach).

• Split players into two groups 

on opposite corners.

PROGRESSIONS

• Can the swimmers 
perform a full spin to get 

• Send out 2 swimmers

HOW THE GAME IS PLAYED

• Swimmers have to run past the 

dodging to reach the beach.

•
before they get to the beach.

•
simmers.

•

• Once the swimmers have had   

FMS POINTS

•

foot of the body stable.

•
foot to turn.

•

•

•
focused forward and 
line with the body.

• Step forward for 

pivot.

FMS POINTS
(dodging)

• Head and eyes
focused forward.

• Plant one foot and push 

•

•
then move in the other 

•
shoulders.
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HOW THE GAME IS PLAYED

•

• The players must run out and around

•
the big race.

PROGRESSIONS

• Race in teams of two or three players.

• Have the player’s race individually 

•

leg for 3 seconds.

•

• Add a ball for players to dribble.

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land
on heels.

• Stay on narrow path.

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land
on heels.

• Stay on narrow path.

ORGANIZATION

•
center line (for progression).

• Create two lines of lily pads.

• 2 cones per player (start cone

• (1 ball per player for progression).

• Place each player across from a 
cone that is placed on the opposite 
end of the grid.
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ORGANIZATION
•

player and some type of tail 
(scrimmage vest) for each player.

• Ball per player. Players must play 
within the grid.

HOW THE GAME IS PLAYED

•
of their shorts.

•
grid catching minnows by pulling out 
their tails.

•

must leave the grid (the pond).

•

PROGRESSIONS

•

•

•

of both feet.

FMS POINTS
(running)

•

• Head and body stable.

• Body leans slightly forward.

•

•
90 degrees.

•

• Opposite arm to opposite leg.

• Drive from balls of feet and land 
on heels.

• Stay on narrow path.
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ORGANIZATION
•

balls.

•
within the grid.

HOW THE GAME IS PLAYED

•
player has a ball at their feet and 
must dribble their ball to follow the 

•

PROGRESSIONS

•

of both feet.

• Ensure that all players become the 

another.

• Have the players add their favorite 

•

FMS POINTS
(balance)

• Body stable and weight over base.

• Eyes and head focused forward.

•

•
contact point.

• Arms out to the side at shoulder 
height for counter balance.

• Tighten muscles to gain balance 
and stability.

FMS POINTS
(balance)

• Body stable and weight over base.

• Eyes and head focused forward.

•

•
contact point.

• Arms out to the side at shoulder 
height for counter balance.

• Tighten muscles to gain balance
and stability.
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ORGANIZATION

•

player.

•

• Players must stay within the grid.

PROGRESSIONS

• Only 1 player in cave at 

•
players must perform 

• All Bears must hold 
hands (or a scrimmage 
vest) while trying to 
capture the remaining 
players.

• Play without the balls.

FMS POINTS

•

foot of the body stable.

•
foot to turn.

•

•

•
focused forward and 
line with the body.

• Step forward for 

pivot.

FMS POINTS
(dodging)

• Head and eyes focused 
forward.

• Plant one foot and 
push to change 

•

•
then move in the other 

•
shoulders.

HOW THE GAME IS PLAYED

•
and must try to capture the 
players as they dribble around   
the area.

• Bears must always be growling.

•
capture the players if they can 
dribble into and hide in one of 
the caves.

• The players can only stay in a 
cave for 10 seconds and must 
go to the other cave to avoid 
capture.

•

the remaining players.

• Last player to be captured is 
the winner.
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ORGANIZATION
•

• Split players on either side of the 
grid with a ball at their feet.

•
himself at a mid-point of the 
grid.

HOW THE GAME IS PLAYED

•
dash across the grid trying to avoid 
being hit with the balls that the 

at him.

•

to collect their ball and line up on the 
other side of thegrid for one more go 

•

PROGRESSIONS

•

•

•

FMS POINTS
(rolling a ball)

•

• Stand facing target.

•

• Step forward with opposite foot to 
hand.

•
• forward to body.

• Release ball in front of the lead foot 

•

•
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ORGANIZATION

•
each player and a disc cone for   
each player.

• Place each player across from   
a cone with a ball atop located   
at the midpoint of the grid.

HOW THE GAME IS PLAYED

•

in line with them.

• Let each player try it once before 

•

winner.

•
try and jump over the target cone.

PROGRESSIONS

•

•

• Change the distance that the balls 
are away from the players.

•
of the grid by the end of the training 
session.

FMS POINTS

•

•

•
and simultaneously swing upwards 
and forwards above the head.

•

•

• Clear shape and control in the air.

•
arms lower on landing.

•
propel forward more and landing 
arms reach forward for balance.
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ORGANIZATION

•

• All players have a ball and are 

HOW THE GAME IS PLAYED

• The Pac Gal chases the players as 
they dribble through the grid.

• Any player that dribbles outside the 

Pac Gal.

•
the player who dribbled out of the 

the grid.

PROGRESSIONS

•

of both feet.

•

• Players who are caught become Pac 
Gals also.

FMS POINTS

• Step forward on to front foot and 
hop upwards.

•
in front of body.

•
upward movement.

•

•
injury.
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ORGANIZATION

•

player.

• Numerous passing gates (or 
cones placed randomly within 
(more than players).

• Players must play within the grid.

HOW THE GAME IS PLAYED

• Players dribble ball through the area.

•
dribble to a free gate and pass the 
ball through to the other side.

• Players collect balls at other side and 

PROGRESSIONS

• Remove command and let players 
dribble gate to gate.

•

• Can players jump over the gate to get 

• Players in pairs. Player 1 passes 
through gate for Player 2 to trap the 

1 to trap. Once both players have 

open gate to start again.

FMS POINTS
(dribbling a ball)

•
forward.

• Body leans forward.

•
parts of the foot.

•

•

• Arms for balance.

FMS POINTS

•

• Head over ball.

•
foot to side of ball.

•
and forward through to 

•

•

•

• Leg follows through toward 
the target.

FMS POINTS
(trapping)

•

•

• Present larger surface area and let
the ball meet foot.

• Stop ball with side of foot.

• Let foot cushion the impact of the 
ball.
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ORGANIZATION

•

Ball per player.

•
within the grid.

HOW THE GAME IS PLAYED

• Players dribble around and through 
the grid.

•

•

ball above their head with their legs

a tunnel.

•
only when a teammate dribbles their 
ball through their legs (tunnel).

PROGRESSIONS

•

of both feet.

•

•

balance on one leg for 5 seconds.

FMS POINTS
(balance)

• Body stable and weight over base.

• Eyes and head focused forward.

•

•
contact point.

• Arms out to the side at shoulder
height for counter balance.

• Tighten muscles to gain balance and 
stability.
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HOW THE GAME IS PLAYED

•

•

• Players can shoot from any place on
the line.

•
the cones is the winner.

PROGRESSIONS

• Adjust distance as needed to ensure 
success.

•

•

FMS POINTS
(rolling a ball)

•

• Stand facing target.

•

• Step forward with opposite foot to 
hand.

•
forward to body.

• Release ball in front of the lead foot 

•

•

ORGANIZATION
•

and 6 disc cones to place soccer 

•

• Randomly place 5 or 6 disc cones 
with soccer ball atop within the 
grid.
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ORGANIZATION

•
in diameter.

• One ball per player.

•

PROGRESSIONS

• Start without a ball.

• Limit players to only use L 

feet.

•

players hop forward for 

FMS POINTS
(balance)

• Body stable and   
weight over base.

• Eyes and head focused 
forward.

•

leg.

•

• Arms out to the side 
at shoulder height for 
counter balance.

• Tighten muscles to gain 
balance and stability.

FMS POINTS
(hopping)

•

•

stable.

•
leg.

• Leg straightens to push 

•
and upward.

•
upward as you jump.

•

•

•
same foot.

HOW THE GAME IS PLAYED

•

• Players spread around edge of
the circle with a ball each.

• The coach stands in the middle

•

•
Each player must then dribble the ball 
forward two steps and stop the ball 
with their foot.

• When the players get close enough to 

the soccer balls from the sheep.

•

being captured.

• When a sheep is caught they
become a baby wolf in the middle to 

• The winner is the last remaining 
sheep.
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PROGRESSIONS

• Start without a ball.

•

related to improving   
the player’s physical   

FMS POINTS
(balance)

• Body stable and weight 
over base.

• Eyes and head focused 
forward.

•

leg.

•

contact point.

• Arms out to the side 
at shoulder height for 
counter balance.

• Tighten muscles to gain 
balance and stability.

FMS POINTS
(hopping)

•

•

stable.

•
leg.

• Leg straightens to

•
and upward.

•
upward as you jump.

• Push from toes to 

•

•
foot.

HOW THE GAME IS PLAYED

• Every player can tag every player
in this game.

• Players dribble around grid
trying to tag teammate.

•
body part that is tagged.

•
holds the body part tagged.

•
players must go to see the Dr. 
(COACH) and must get some 

etc).

• Players re-enter the grid free to tag 
again.

ORGANIZATION

•
players with a ball inside.
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PROGRESSIONS

• Can only shoot with 
the foot the coach 
designates.

•

the most balls wins.

• Have players on the same 

row).

•

play with ball in hands 

to adjust to catching the 
ball. To score they have to 
roll the ball at the target.

FMS POINTS
(catching)

• Eyes stay focused on 
object.

•
feet and body face the 

and feet shoulder width 

large surface area.

•
moves in line with the 
object.

•
object while moving 
hands.

•

•
to absorb the force of 
the ball.

FMS POINTS
(rolling a ball)

•
palm side up.

• Stand facing target.

• Bring arm down and 

• Step forward with 
opposite foot to hand.

•
arm forward to body.

• Release ball in 
frontof the lead foot in 

• Follow through in 

•

HOW THE GAME IS PLAYED

• Coach determines which team 

• Coach roles a ball into the grid to 
start play.

• Each team competes for possession; 
the team that gains possession 

regain possession.

• The game is won when all the 
balls on the end line that a team is 

the cones.

•

ORGANIZATION

•

• Place balls on top of 5 cones 
lined up along each end line.

• Two teams.
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HOW THE GAME IS PLAYED

• All players are standing by a corner 
cone.

•

with their feet and return to the cone 

ball by the cone.

• They then return to the center to get 
another ball.

• When all the balls have been 
collected the player who has 
collected the most balls wins.

PROGRESSIONS

•

• Add more balls to the center and 
enlarge the grid.

•

•

FMS POINTS
(rolling a ball)

•

• Stand facing target.

•

• Step forward with opposite foot 
to hand.

•
to body.

• Release ball in front of the lead foot 

•

•

FMS POINTS
(rolling a ball)

•

• Stand facing target.

•

• Step forward with opposite foot 
to hand.

•
to body.

• Release ball in front of the lead foot 

•

•

EQUIPMENT
ORGANIZATION

• 10 to 12 soccer balls.

•
more cones.

•
within the grid.
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ORGANIZATION

•
central goal on each end line.

HOW THE GAME IS PLAYED

•

•

•

• Purpose is for players to understand the aim of soccer is to 

PROGRESSIONS

•

•

• Add corner goals.
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HOW THE GAME IS PLAYED

•
goal(s) with the same colored scrimmage vest as team).

•

• Coach calls a number and players with that number from 
both teams run out to a ball (one for each player).

• One team have to score in one goal and the other team in 
the opposite one.

•

•

•

PROGRESSIONS

•

ORGANIZATION
•

goal at either end.

•
up either side of coach in

•
colorful team names.

• Encourage team cheering.
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ORGANIZATION

•
goal at either end.

•
up on opposite touch lines within 
two cones.

•
colorful team names.

• Encourage team cheering.

HOW THE GAME IS PLAYED

•
goal(s) with the same colored scrimmage vest as team).

•

•
players to compete.

•
and players return to their team.

• Be sure to encourage players to try to steal the ball and not 
run into each other (serve the ball more to one side to avoid 
collision).

•

PROGRESSIONS

•
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ORGANIZATION

•
goal either end.

•
up on opposite touch lines within 
two cones.

•
colorful team names.

•      Encourage team cheering.

HOW THE GAME IS PLAYED

•
goal(s) with the same colored scrimmage vest as team).

•

•

•
to compete.

•

•
and players return to their team.

•

PROGRESSIONS

•

•

•
enter through the goals.
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ORGANIZATION

•
enough to play 4v4 or more. 

scoring.

• Put players into two teams. Then 
split each team into two groups.

their feet.

•
colorful team names.

HOW THE GAME IS PLAYED

• Teams play against each other and try to score in
opponents goal.

•
must move as unit.

•

•

playing area.

• Players will begin to understand that play stops when the 
ball leaves the playing area.

•

- Ball in and out of play (touchline and goal line)

•

PROGRESSIONS

•
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(play 3v3 for last 3 sessions to help players gain familiarity)

ORGANIZATION

•
small goals.

• Two teams of three.

•
colorful team names.

HOW THE GAME IS PLAYED

• 3v3 game to goal.

•
- Goals

- Ball in and out of play (touchline and goal line)

•

•

PROGRESSIONS

•
freeze when the ball goes out of play.

• Give the ball to either the player in most space or a player 
who may not have had as many touches in the game as 
others. Allow them a few seconds to travel towards goal 
before you allow the others to move freely.

•

case in 3v3).
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EQUIPMENT
ORGANIZATION

•

cones at either end.

• Two teams.

HOW THE GAME IS PLAYED

• Parents stand on the touchlines and goal lines to stop the 
ball going out of play.

•

•

• Give teams colorful and fun names.

PROGRESSIONS

• Remove parents from either goal line or touchline to 
gradually 
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EQUIPMENT
ORGANIZATION

•

• Four small goals central on each 

HOW THE GAME IS PLAYED

•

•

•

PROGRESSIONS

•
use inside of both feet.

•

•
that line.
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• 
• Web-Slinger has numerous scrimmage vests (webs).
• Web-Slinger must chase the villains and throw his web and hit the 

villain to web that player.
• 

air and open their legs (can only be released if a teammate crawls 

• 
• 
• 

in.
• >Players can dribble a ball and the Web-Slinger must web their ball 

to get them out.
• 
• 

 

• 
• 

• 

• 

• 
• 
• 

inside of both feet.

• 

• 
• 

• Purpose is for players to understand the aim of soccer is to score 

• 

• 
• >Add corner goals.
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• Players start on end-line with ball at their feet.
• 

• Balancing on each leg should be a main focus.
•  

• 

• Players dribble around the area.
• 

• 

• 
inside of both feet.

• 
or another.

• 

• 

• 

team).
• 
• Coach calls a number and players with that number from both 

teams run out to a ball (one for each player).
• One team have to score in one goal and the other team in the 

opposite one.
• 
• 
• 
• 
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• 
sidelines.

• 
• 
• 

chas another player.
• 

•  
few rounds.

• Change hunters and hunted.
• > Players dribble a ball.

• 
they dribble around the area.

• Bears must always be growling.
• 
• The players can only stay in a cave for 10 seconds and must go to 

the other cave to avoid capture.
• 

• Last player to be captured is the winner.
• 
• 

• > All Bears must hold hands (or scrimmage vest) while trying to 
capture the remaining players.

• > Play without balls.

• 

• 

•  
to compete.

• 
players return to their team.

• 
(serve ball more to one side to avoid collision).

• 
• 
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• 
cones as possible by using an underarm throw.

• 
it on a pile beside them outside the grid.

• 
• > Vary distance.
• 
• 

• 

• 
players to collect their ball and line up on the other side of the grid 

• 
• 
• 
• 

• 
two cones.

• 
with the same colored scrimmage vest as team).

• 
• 

• 
• 
• 

players return to their team.
• 
• 

• > Players run round corner and through goals to enter game.
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• Players move through the grid from gate to gate with ball in hands.
• 
• 

to join their partner.
• 

score (catcher becomes the thrower and so on).
• Each pair counts how many gates they score in a set period of 

• 
through gates before moving on.

• > Players can pass the ball on the ground.

• 
directly in line with them.

• Let each player try it once before you start over from player 1.
• 

•  
target cone.

• 
• 
• > Change the distance that the balls are away from the players.
• 

training session.

• Two teams try to score in each other’s goal.
• 

rather they must move as unit .
• 
• 

• Players will begin to understand that play stops when the ball 
leaves the playing area.

• 
• 
• 
• Ball in and out of play (touchline and goal line
• 
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• Lay out orange cones only.
• Start players at one corner cone.
• 
• The object of the game is to collect as many cones (gold coins) as 

possible.
• 

cones is the winner.
• > Add the blue (or other) color cones.
• 

100 points each.

 

• The Pac Gal chases the players.
• 

• 

• 
inside of both feet.

• 
• > Player who get caught become Pac Gals also.

• 3v3 game to goal.
• 
• Goals
• 
• 
• Ball in and out of play (touchline and goal line)
• 
• 
• 
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• Give both sides team names.
• 

• 
• Count number of balls each player collects.
• > Vary distance.
• 
• 

leg for 5 seconds.
• > The ice cream scoop is freezing so players must throw it in the air 

• Players dribble ball through the area.
• 

the ball through to the other side.
• 

calls again.
• > Remove command and let players dribble gate to gate.
• 
• 
• > Players in pairs. Player 1 passes through gate for Player 2 to trap 

• 3v3 game to goal.
• 
• Goals
• 
• 
• Ball in and out of play (touchline and goal line)
• 
• 
• 
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• All children on the start line in two lines facing you at the end line. 
• 

• 
• 
• 

• 

• 
they dribble around the area.

• Bears must always be growling.
• 
• The players can only stay in a cave for 10 seconds and must go to 

the other cave to avoid capture.
• 

• Last player to be captured is the winner.
• 
• 

• > All Bears must hold hands (or scrimmage vest) while trying to 
capture the remaining players.

• > Play without balls.

• 3v3 game to goal.
• 
• Goals
• 
• 
• Ball in and out of play (touchline and goal line)
• 
• 
• 
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 This segment should gradually introduce the match environment by focusing on a single element the 

versus 4.
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