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Coaches of U8 players should be encouraging the players to want the ball a : - feet. Soccer is
about having fun with the ball. - 2
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Characteristics of Under-8 children:

Attention span beyond U-6 but still not extended.

Inclined more toward group activities.

Still in motion.

still very sensitive. Dislike personal failure in front of peers.

Beginning to develop physical coordination. Most can ride a two-wheeler at this point.
Still enjoy running, jumping, climbing and rolling.

Prefer real balls through imitation of the big guys. Sports heroes becoming important.
Still lack sense of pace. Go flat out.

Activities should be individually based and with pairs of players.




Helpful Hints to Coaching Youth Soccer

What are you trying to do?

It is comparatively easy to construct a team of young soccer players who can win matches. All you have
to do is teach them the basics, ensure they obey your instructions to the letter and (most importantly)
don't let them think for themselves.

However, here are some suggestions:

A. Encourage your players to recognize and solve the challenges of the game on their own and
B. Be as concerned with developing their life skills as their soccer ability.

Following such a policy will, in the short term, mean that you will lose matches that you could have won.
However, in the long term you will produce a set of clever, confident players who can go out and win a
game without being told what to do. And more importantly, they will enjoy their soccer regardiess of
the match result.

Do | need any special attributes to be a good youth soccer coach?
Of vital importance is the coach’s personality and character. Working with children requires patience,

kindness and respect,

How should | go about it?
The most fundamental skill in soccer is individual mastery of the ball and the creativity that comes with

it. This should be a priority in training and games, especially in the early years. As this skill is mastered,
the rest of the game becomes easy - both to teach and to learn.

,Pmcﬁces should be built around facilitating the development of the skills necessary to move and control
1l well. As these individual skills and the creativity to make them come alive in the game are
to a level of competence, the finer points, first of passing skill and later of team organization

players can learn by playing the game. Avoid the three Ls - lines, laps and
the game is the best teacher for young players. This does not mean to
, but to use “game” format in everything we do. Try dribbling the ball

ying to tag you?

o‘ﬁgn be more helpful to a young player's development by
the players to do more. Set up a game and let the kids play.
re and after practice and during breaks. Comments should be kept



short and simple. Be comfortable organizing a session that uses small sided games 3v3, 4v4.
Communicate your coaching philosophy and expectations to parents and players at an early stage.

Teaching and learning the game of soccer is a process: make your goals seasonal, as well as daily
and weekly. Often, at the younger ages, the developmental efforts of one season are not
noticeable in children until sometime in the next season.

2) Set age-appropriate goals i.e., know what the child is able to do at that age.

3) From a developmental standpoint, the young ages are the best ones for learning skills. Spend

the time now encouraging this growth. By the age of 17 the capacity to pick up new motor skills

begins to wane, while the ability to conceptualize team organization, tactics and strategy

increases. As a coach, work with these strengths, not against them.

4) Do not expect games and practices to look like professional soccer. If you want to use high level
soccer as a teaching tool, focus on the individual skill level of professional players, not their
organization. Give your players opportunities to see what older, more skilled players, i.e, HS
player or college player or an older brother or sister, can do with the ball. On occasion, invite
some of these players to participate in your practice. Use them to model good soccer qualities.
Let your players learn by experiencing the game alongside or against these better players. Older
players can also be used as "neutral players.” In this case, the neutral player helps whichever
team has the ball i.e. he or she never defends.

5) Recognize and understand how the skills learned at each age are connected to preparing the
player to move into the next phase of his or her development. Know what the next level of play
is, and the general tools that your players should carry with them as they move on. Help them to
be prepared.

6) Allow your players to develop these requisite skills in an environment where the main goal is to
have fun with the ball and to demonstrate ball control.

7) The value of matches is that they provide youngsters with an opportunity to showcase their
newly acquired skill and creativity. It is always nice to win, however that should not be your only
focus at the younger age groups.

- Have a clear idea of what you want to accomplish at practice. Create exercises/games that

plicate and repeat the movements and situations that are found in soccer and that allow the

mfortable and confident with the ball at his or her feet. Encourage players to
is or her feet and deal with boundaries, opponents, teammates and
soccer s a pretty simple game. If you're involved in soccer long enough,
the many little exercises that work are really just variations on the
long as the parameters that you have established in your

ames are true to soccer (goals for scoring and defending), creates the

the kids to solve (protecting the ball while dribbling, etc.), and allows

ged and find some success, you're on the right track.

to find what works best.

e best teacher for the players. Coaches and parents should think

tators, monitors, guides or even participants, to provide a rich

from and enjoy. Your coaching style is important.

1)




Practice ideas provided by US Youth Soccer:
Activity

Coaching Points

1% Activity (warm-up) ~ Simon Says

In a rectangular area play Sumon Says with the team. If 2 player does
something they are not supposed to 1ssue them a “Gotcha!”™ Play to see
who can get the least “Gotcha's™. Examples of activities mchude
dribbling in the area, change dwrection, stop the ball wath your ...
Even throw i some trick one's like kick the ball as far away as you
can.

Have the players do several acm
between your legs and skipping to inmm‘ 2

awareness

jons: ] mm. w/o ball. 1 mm. wiball at hands_ 4 wiball at feet
;ﬁ Activity  Monster Turnaround

: m(w)whmm;mdmhmannll
mﬁamhmahmdmam
at being tazged by the monster. Play for 30 seconds.

i0 Phybtxyhbdywmm Tum using the sole

The players should be able to turn with the:

o Sole of the foot

o Inside of the foot

o Outside of the foot
After players tumn they should accelerate to get away
from the monster

2 ball except for the “Tigers.” At the coach’s signal,
ﬂlahﬂﬁ-mn‘hoﬁm 'l‘o'nt,

When someone 1s trying to stop their ball from bemg
taken away, can they keep their body in between the
ball and the defender?




Activity

Coaching Points

[ T Activity (warm-up) Island Game

Use discconestoset up small slands (snallsquares) i  vge playig
area. Have everyone dribble around in the area. On the caache: sl
emmmﬁdnbbkwiﬁwtonishnd;hwm,n}ytwo
people are allowed per 1sland. Thepkyu(orlwo)wllodoesnugmo
an island scores one mimus pomt. Play to see who has the least minys
pomts.

When dnibbling for speed the players donothaveto |
dribble the ball a5 close

Thetr should be about five or six steps m between each
touch of the ball

%M' : Start game without balls and then 2dd them
2

Activity Bcfl&aﬂbng Whm&tﬁn&bﬁwhﬂﬁmb?:
taken away, can ir body in between
Split the team into two groups and give one group red vests and one wﬂw‘h,hq el
group blue vests, Gin«.nafﬂlhmshllsw&ﬂ:bh Those If you are going to lose your ball can you find 2
players try to dnibble inside the area without losing possession of their teammate to give your ball to?
ball to the other team. The objective is to see which team, red or blue,
has the most balls at the end. Players from the same team can work
together to steal balls or to keep possession (passing?77).
ions: Rotate who starts with the balls.
Activity  Everyone vs. Everyone Don't tell the players that they can't dnbble through
e : the same gate fwice, see if anyone is creative and
Setup several small gates i the playing area. Give halfto three- dribbles throngh the same gate back and forth
‘quarters of the team a ball. Players with a ball try to dribble/shoot As soon as players go through 2 gate they should look
through as many ¢ ] gates as they can. Players without a ball 1 to find an open gate and then go for it!
try to steal 2 ball from someone who has one and then they try to score.
Play multiple games and allow everyone to have a chance to beat their
Define how scored - b or

zone that the players try to get their ball to stop m




Activity

Coaching Points

1" Activity (varm-up)  Ball Remieval

The coach tosses the ball for each player to bnng back with hus or her
hands, elbow, forehead, ete. Have all the players gather closely around
vyou, butnot in a bme. Each one hands you their ball, which vou toss
randomly mto an open area where they have to go reteve it and bring
1t back to you in the manner that you specify as quickly as possible.
Progressions: Bring the ball back wath two hands, one hand and one
forehead, nght foot cnly, ete. The coach should move around the area.

After a few commands the coach should move to force
the players to look up before heading back

This game 15 great for teaching body awareness, it's
fun for the kids too!

Start off by just asking the players to bnng the ball
back, see if anyone thinks to just pick 1t up and run 1t to
you?

%;M__M
Activity  Hospital Tag

All players have a ball and are dribbhing in an area. The coach is the
doctor and stands outside the area. Players dnbble m the area and try
to tag each other. When tagged, the person has to hold that body part.
Once a player is tagged for the third time they go to the doctor and do
task before commg back m. Play to see who can vasit the doctor the
least.

Typically, this game 15 an elimination game. The
players that get their balls kicked out first have to sit
The players that are eliminated first though are the
players that need the most belp with their shielding
technique. The hospital gives them a chance to get
back into the game and continue to practice.

F‘ Can ouly dribble with one foot. outsides of feet, soles.
Activity  Crew vs. Riverhounds (from US)

Tﬁmnhutﬁk&gmpﬁm

Can the players lock their nkles (toes should be

pointed up) and follow through in the direction of the
target?




Activity

Coaching Points

1% Activity (warm-up)  Pair Tag

rounds?
Progressions: Might be possible to add a ball, may be too difficult

'quaﬁidyhpmndhn'umymgehpm. Everyone
jogs around in the area and on the coaches signal one pre-desiznated
person tnies to tag the other as many times as they can in 10 seconds.
Players get a point for each tag. Who can score the most pomts in five

Don't let games like thiz 2o on for too long, younz kids
will go all out for about 20-30 seconds and then they
will be exhausted

Player several short rounds rather than one or two very
long rounds

they want. Play for 20 seconds at a time.
Progressions: Add a ball for each player.

Everyone has a pair again. This time, one person moves around m an
area while the other tries to shadow them, doing everything they do.
The person can stop to stretch, change direction, pretty much whatever

Stretching can be added to this game

[ 3% Activity  Cocomut Shy Game

Can the players lock their ankles (toes should be
%w)-dmmhhmuh




Activity

Coaching Points

1" Activity (varm-up)  Hunters and Hares

Players are in 2 marked playing area. One to threa hunters have 3 ball
and are hunters. The other players are hares. The hunters throw the
ball at the hares (must hit hares below the waist). When 3 hare is hit
by a ball, he picks it up and becomes a hunter.

Progressions: The hares each have a ball and the hunters have to throw
their ball and hit the hare’s ball. Or, make 1t so the hunters have to
kick the hare's ball.

The hares must constantly be looking all around for
hunters who may try to throw a ball at them

By making the hunters throw their ball at the hares ball
the tachnique of shielding 15 mtroduced for the hares

™ Activity  Foves and Hunters

Players on the mside of a marked area are foxes. Players on the
outside are hunters (have one to three). Hunters dribble into the zrid
and try to dnbble their ball into the foxes so that it hits them below the
knees. Ifa fox is hut, the fox drops down to one knee and tries to kick
the ball away from the other hunters that are dribbling by. Once all of
the foxes are down the teams switch roles. Time each team, the team
thmmalmhuﬂm

Can hunters use disguise n their dribbling to catch a
fox off guard?

Once again, great vision 15 required by the foxes to
look for hunters dribbling the ball at them

Hunters could be required to kick their ball off of the
fox's ball.

‘how hunters must dribble. Give foxes 2 ball too.
P??Acdvky Tigarball

Eﬁﬂnthnﬂmqnhh'ﬁpx At the coach’s signal,
1 ﬂlabﬂhmdhc&‘.phyn. Towin

When someone 1s trying to stop their ball from bemg
taken away, can they keep their body in between the
ball and the defender?




Activity

Coaching Points

1¥ Activity (warm-up) Simon Says

In a rectangular area play Simon Says with the team. If a player does
something they are not supposed to issue them a “Gotcha!™ Play to see
who can get the least “Gotcha's”. Examples of activities melude
dribbling in the area, change direction, stop the ball with your ...
Even throw m some trick one’s like kick the ball as far away as you
can.

: | mm. w/o ball | mm. wiball at 4 wiball at feet

Great game the kids will already know that can be uzed
to improve body awareness

Activity  Sharks and Minnows

Mark off an area on the field as the pond. Choose a couple of players
to be sharks — they won't have balls, but they are on the prow! for
someone else’s. Al the other players are minnows dribbling around m
the pond. The sharks must try to take someone else’s ball away or kick
the person’s ball out of the pond. If they succeed, then they become a
minnow, and the person whose ball was kicked becomes the shark.

When someone i trying to stop their ball from being
taken away, can they keep their body in between the
ball and the defender?

Can we spin away from pressure (a defender)?

Set up a series of small goals or gates

Don't tell the players they can't dribble through the
same gate twice, wait and see if anyone can fizure it
out




Activity

Coaching Points

1% Activity (warm-up)  Island Game

Use disc cones to set up small islands (small squares) in a large playing
area. Have everyone dnibble around in the area. On the coaches signal
everyone must dribble with speed to an 1sland: however. only two
people are allowed perisland. The player (or two) who does not get to
an land scores one mimus pomt. Play to see who has the least mmus
pomts.

When dnibbling for speed the players do not have 1o
dribble the ball a5 close

Thexr should be about five or six steps m between each
touch of the ball

Mlﬂk andthenaddthem
Activity  Zail Tag

Players run around mn a 20 x 15 yard area. Players have 2 “tail”
(practice vest) tucked mto the back of their shorts. All of the players
fry to steal the other player's “fail”. When a player loses their “tail”
they keep on playmg. Play to see who can steal the most “tails”.
Progressions: Who 1s the last player to have their “tail” taken? Each
plaver has aball Have players dnbble in 2 specified way.

Can anyone think to just pull out their own tail?
Each player could have three tails, one m back and one
on each side
I 1t better to hude in 2 comer where there 15 no space or
go into the middle where your back is exposed?

T Activity Pac Man

Players are m a confined area, runming aromnd. Two players are Pac
Man and have 2 ball outside of the area. On the coaches command the
Pac Men (or Women) dribble into the area and try to pass their ball so
| that it huts one of the players below the knees. When a player is hut
: ‘hr#aﬂﬂn&-ﬁrxh

 Progressions: Speaify

Can we fake ke we are zoing fo pass the ball and fry
to make the players jump, and then hit them right when
they land

Players must lead the people who are running (pass the
ball in front of them where they are going, not right at
them 50 by the time the ball gets their the player i
already gone)




Activity

1" Activity (varm-up)  Ball Rerrieval

Coaching Points

‘After a few commands the coach should move to force
the players to look up before heading back

This game 15 great for teaching body awareness, 1t's
fun for the kids too!

Start off by just asking the plavers to bnng the ball
back, see if anyone thinks to just pick it up and run it to

The coach tosses the ball for each player to bnng back withhisorher | «
hands, elbow, forehead, etc. Have all the players gather closely around
you, but not in a line. Each one hands you their ball. which you toss

randomly into an open area where they have to go retrieve it and bring

1t back to you in the manner that you specify as quickly as possible.
Progressions: Bnng the ball back with two hands, one hand and one

forehead, right foot only, ete. The coach should move around the area.

you?

in pairs now that the children are older.
%Actmtv Freeze Tag

Give the taggers a ball, n order to freeze someone they
have to pass the ball off of them. in order for them to

Break the team into three or four groups. One of the groups is the be unfrozen one of their teammates has to crawl
taggers and everyone else is ranning around in a marked area. When through their legs
tagged the players have to stand with their legs apart and are frozen.
To be unfrozen one of the other players must craw] through their legs.
Time the groups and see which group can tag everyone the quickest.
Progressions: Give everyone 2 ball. players are unfrozen when a ball is
—pmdhﬂhh; mmmmwhw
*  The hares must constantly be Jooking all around for
_:uh-ytybh:bﬂgh

n,-u;uu:muummun




Activity

Coaching Points

1% Activity (varm-up)  Hares and Hunters

Players are in 2 marked playmg area. One to three hunters have 3 ball
2nd are hunters. The other players are hares. The hunters throw the
ball at the hares (must hit hares below the waist). When 2 hare 1 hit
by 2 ball. be prcks it up and becomes 2 lnmter.

Progressions: The hares each have a ball and the hunters have to throw
therr ball and hut the hare’s ball. Or. make 1t so the hunters have to
kick the hare’s ball

The hares must constantly be looking all around for
hunters who may try fo throw 2 ball at them

By makmg the hunters throw their ball at the hares ball
the techmique of shieldng 15 mtroduced for the hares

™ Activity  Shadow Running

Everyone has a par agam. This time, one person moves around in an
area while the other tries to shadow them. dome everything they do.
The person can stop to stretch, change direction. pretty much whatever
they want. Play for 20 seconds at a time.
Progressions: Add 2 ball for each player.

Stretching can be added to this game

(3% Activity  Siamese Soccer

Create a playmg space of approximately 20 x 20 yards. All the players
need to pair up and hnk elbows. One pair does not link up and they
share 2 ball between the two of them. The pair that is ot linked up has

bﬁ&ﬂmbhbﬂﬁp—dmb&v&m

| with teirball. When apaii hit they break wp and o gt ball fox

Can the pairs that are linked communicate so they
don't pull each ofher apart?

Can one person with a ball shoot at 2 pair and have
their partner right behind the pair just in case they
miss?
Can one partner pass the ball to their partner who s
standing right next to a pair




Activity

Coaching Points

1* Activity (warm-up)  Explode

Every chuld has 2 ball and is dnbbling m 2 relatrvely small space.
Outside of the small space place four or five cones 10-15 yards away.
Thd:mhmshmldhbbkmdg&esmﬂumhepmgﬁehﬂ
within close control (1 step away). When the coach yells “Explode™
the children have to dnbble with speed out of the smaller area around
one of the cones and then come back to the smaller area and start

The first touch each player takes after the coach yells
explode should be much bigzer than normal to allow
the plavers to accelerate

Encourage players to keep their head's up looking for
space 50 when you yell explode they will know where
they can dnibble to

agam.
™ Activity Tog

Mark off 2 rectangular gnd and give everyone a ball Whoever is “it”
camies a practice vest and tmes to tag the other players. When the “it”
person tags someone they drop the practice vest and whoever was
tagged must pick up the practice vest before they can tag anyone.
Progressions: Game can be played without 2 ball. Specify how players
must dnbble (insides of feet, outsides of feet. soles of feet, night foot,
leﬁM Specify where players must be tazged (knees, back, etc).

As soon as the “it” person tags someone can they
change their speed (explode) to get away from the new
“It” person.

Can the people that are not “it” use femts. changes of
speed, and changes of direction to avoid bemg tagged.

|3 Activity  Evenybody’s It

Mark off a rectangular grid and make sure everyone has 2 ball. In this
game, mstead of one person being “it” everyone is “if”. Have
everyone dnbble around i the area and when the coach says
“averybody's it” then the players can start tagging each other.
Progressions: Play without balls the first time, then 2dd them Play to
ae‘h-qh-upq*. Hiybmlb-hhudﬁt

Players must keep their ball close so they can move
quickly when needed

Can the players sneak up on people and tag them in the
back and then explode away

Can players dnbble at someone, furn with the ball and
tag the person night before they explode away




