
LEVEL 

• U8-U11

PRINCIPLES OF PLAY

• Angles of touches
• Recognising space
• Positivity

1v1 SPATIAL RECOGNITION 

• This practice challenges the players’ ability to recognise
and use space to their advantage in 1v1 situations.

AGE PHASE: U8-U11

PRACTICE OVERVIEW 1v1 ATTACKING
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SPATIAL RECOGNITION GAME 1v1 ATTACKING

AGE PHASE: U8-U11

FUNCTION 

• This practice is designed to challenge the players’
ability to make positive (going forward) decisions when
under pressure in 1v1 situations.

• Player A is the defender and passes to Player B, who
is the attacker. Player A then follows the pass to put
pressure on the attacker. Player B dribbles through the
gate straight in front, or checks out and plays a pass
into the mini-goal on the other side of the grid.

• If Player A manages to regain possession, they must
dribble over the end line Player B started on for them
to win.

• Once an outcome is reached (dribble, pass or defender
wins), the players switch positions. Work four players
per half and work on a 1:1 work ratio. In the diagram
here, 8 players would be working.

• To advance, introduce a point system and manage it for
the rewards you want to see. For example, because we
are working on positive 1v1 approaches, give two points
for dribbling through the gate and one point for passing
into the goal – higher scores for the priority outcome.
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SPATIAL RECOGNITION GAME 1v1 ATTACKING

AGE PHASE: U8-U11

COACHING DETAIL: TECHNICAL 

FIRST TOUCH
• First touch should be forward and in front of the

attacker. If the defender is slow to press, the attacker
should take a heavier first touch to attack the gate.

• If pressure is high, the attacker should still take a touch
in front and analyse where the space is.

DECISION-MAKING
• Players need to identify where space is early and how

to attack it. The practice design allows for this so it easy
to manage for coaches.

• Identify cues such as body shape of the defender,
spaces in front and to the side of the defender, and the
speed at which the defender is approaching.

BEING CREATIVE
• Allow players the freedom to try tricks and skills to beat

the defender. Nothing is off limits.
• Manage this as a coach by introducing scoring systems

for certain tricks or coming up with new ways to beat
the defender.

EXAMPLES
• Imagine how players like Arjen Robben and Franck

Ribery play, and how they can trick defenders to go
where they want them to.

• Everyone knows they want to run inside to shoot or
link (pass to mini-goal), but if they cannot do it they go
outside (gate).

• Use more modern examples of players such as Jadon
Sancho or Jack Grealish for younger players to relate to.

COACHING DETAIL: DEFENDING 

SPEED + STANCE
• Focus on quickly arriving to press the attacker and

slowing down and adopting a ‘surfer’ stance. The
quicker the defenders can press the ball, the greater the
challenge for the attackers.

• Side-on hips to show one way, and attempting tackles
with the front foot.


