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INTRODUCTION

Welcome to Caboolture Sports Football Club.

Whether you are a returning coach or new to the role we thank you
for taking up the role and responsibility of training our kids.

The main purpose for this manual is to provide you with a range of
“tools” to help you plan and conduct suitable age appropriate
training sessions.

The most important thing we want you to remember is you are not
alone!

The development of our kids is the clubs number one priority.

We are here to help, if you want to bounce ideas, get us to help with
or even run a training session or you need to do is ask.

Contact details:

Michael Hart (U6 & U7) - cabminiroos6.7@gmail.com

lan Symes (U8 & U9) - miniroos678@caboolturesportsfc.com.au

Luke Ballard (U10, U11 & U12) - miniroos1l@caboolturesportsfc.com.au
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FFA BUILDING BLOCKS

4 Training 2 Playing
Building Blocks Building Blocks

Performance Phase

11vii

Skill Acquisition Phase

Small-sided

: Football
Discovery Phase

THE FFA BUILDING BLOCKS METHODOLOGY IS THE FRAMEWORK THAT

PROVIDES PRACTICAL GUIDELINES FOR COACHES DEVELOPMENT IN
ORDER TO HELP THEM IN ANSWERING QUESTIONS SUCH AS:

*WHAT ARE THE MENTAL AND PHYSICAL CHARACTERISTICS OF
PLAYERS IN THE VARIOUS DEVELOPMENT STAGES?

*WHAT TYPE OF PRACTICES ARE BEST SUITED FOR SPECIFIC AGE
GROUPS AND WHY?

*HOW LONG SHOULD A SESSION GO FOR AND HOW OFTEN SHOULD |
TRAIN?

*HOW DO | PLAN AND DESIGN MY SESSIONS?

*WHAT ARE POINTS OF INTEREST WHEN | COACH MY TEAM DURING
GAMES?

m)
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THE DISCOVERY PHASE

Discovery Phase

e DISCOVERING ONE’S (IM)POSSIBILITIES THROUGH TRIAL & ERROR

e NATURAL DEVELOPMENT: ‘LEARN FOOTBALL BY PLAYING FOOTBALL
e NO ‘COACHING’ BUT ORGANISING FUN FOOTBALL EXERCISES

e REPLICATING THE ‘STREET/PARK FOOTBALL ENVIRONMENT OF THE
PAST

e EMPHASIS ON BUILDING A LOVE OF THE GAME
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THE DISCOVERY PHASE (U/6-U/9)

WHAT ARE THE CHARACTERISTICS OF CHILDREN IN THIS AGE BRACKET?

e THEY ARE STILL ‘CLUMSY’ (LACK FINE MOTOR SKILLS), BECAUSE THEY ARE STILL
DEVELOPING THEIR COORDINATION

e THEY HAVE A SHORT SPAN OF ATTENTION AND ARE QUICKLY AND EASILY DISTRACTED
e THEY ARE ‘SELF-CENTRED’ AND NOT YET ABLE TO REALLY WORK TOGETHER (SO DO NOT
ASK THEM TO PERFORM TEAM PLAY, IT IS IMPOSSIBLE FOR THEM!)

e THEY PLAY OR PARTICIPATE FOR FUN WITH SHORT BURSTS OF ENERGY AND
ENTHUSIASM

e THEY ARE UNABLE TO HANDLE A LOT OF INFORMATION (INSTRUCTIONS; FEEDBACK)
WHAT DOES THIS MEAN FOR TRAINING SESSIONS WITH CHILDREN THIS AGE?

JUST LET THEM PLAY A LOT OF VARIED FUN FOOTBALL RELATED GAMES!

IN THE ‘GOOD OLD DAYS’ AS A KID YOU LEARNED TO PLAY FOOTBALL IN THE STREET OR
THE PARK. THERE WERE NO COACHES INVOLVED WHO MADE YOU RUN LAPS OR DO
STRETCHES AND PUSH-UPS. WHEN YOU WERE WITH JUST ONE MATE YOU PLAYEDA1V 1
GAME, WHEN THERE WERE 8 OF YOU, YOU PLAYED 4 V 4. THERE WERE NO REFEREES
EITHER, YOU MADE YOUR OWN RULES AND EVERY PROBLEM GOT SOLVED. YOU JUST
PLAYED, EVERY FREE MINUTE OF THE DAY. FUNNY AS IT MAY SEEM, THIS WAS (AND STILL
IS) THE BEST POSSIBLE WAY TO DEVELOP A BASIC SKILL LEVEL, UNDERSTANDING AND
PASSION FOR FOOTBALL. IN THIRD WORLD COUNTRIES THE OLD SAYING “THE GAME IS
THE TEACHER” STILL APPLIES AND IS ONE OF THE REASONS WHY WE FIND SO MANY
CREATIVE AND TECHNICALLY GOOD PLAYERS FROM AFRICA AND SOUTH AMERICA IN THE
EUROPEAN TOP LEAGUES. BUT IN OUR DEVELOPED SOCIETY CHILDREN DO NOT PLAY
SPORTS IN THE STREETS AND PARKS THAT MUCH ANYMORE. THEY WATCH TELEVISION,
SURF THE INTERNET, PLAY COMPUTER GAMES, CHAT ON TWITTER AND FACEBOOK AS
WELL AS HAVING TO STUDY.

AS PARENTS WE NOW SEND OUR CHILDREN TO A CLUB OR ACADEMY TO LEARN TO PLAY
FOOTBALL AND, DESPITE ALL GOOD INTENTIONS, HERE WE MAKE THE MISTAKE OF
‘COACHING’ CHILDREN THIS AGE.

THE FIRST AND MOST IMPORTANT STEP WHEN ‘COACHING” THE YOUNGEST KIDS IS TO
TAKE THE WORD ‘COACH’ OUT OF YOUR MIND. YOUR MOST IMPORTANT JOB IS TO
RECREATE THAT STREET FOOTBALL ENVIRONMENT, BE AN ORGANISER OF FUN
FOOTBALL-RELATED PRACTICES AND.......

LET THEM PLAY! THIS APPROACH, WHERE THEY CAN ‘DISCOVER’ HOW THE GAME WORKS
IN A NATURAL WAY, IS THE RIGHT ONE FOR THE DISCOVERY PHASE.
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MODEL SESSIONS

HERE ARE SOME USEFUL TIPS TO HELP YOU PERFORM THE IMPORTANT
ROLE OF ‘KIDS COACH’:

e TWO WEEKLY TRAINING SESSIONS OF 45 MINUTES AND ONE GAME
DURING THE WEEKEND IS A MAXIMUM SAFE WORKLOAD FOR U/6’S AND
Uu/7’s

e FOR U/8’S AND U/9’S THE LENGTH OF THE SESSIONS CAN BE INCREASED
TO 60 MINUTES

e PLAN YOUR SESSIONS IN ADVANCE

e ARRIVE EARLY AND SET UP THE AREA

e GIVE CLEAR, SHORT INSTRUCTIONS

e DEMONSTRATE QUICKLY AND EFFICIENTLY

e KEEP THE SESSION FLOWING

e VARY THE ACTIVITIES BUT KEEP IT SIMPLE

e BE ENTHUSIASTIC AND GIVE LOTS OF PRAISE

e ENCOURAGE AFTER MISTAKES

e BE PATIENT

e HAVE FUN (BOTH THE KIDS AND YOU!)

e KEEP EVERYONE ACTIVE, AVOID HAVING KIDS STANDING AROUND

(PBOOLTURE 57/
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SESSION PLANNING

A TRAINING SESSION FOR KIDS THIS AGE CONSISTS OF 3 COMPONENTS:
THE BEGINNING,

THE MIDDLE AND

THE END.

THE PURPOSE OF THE BEGINNING (BETTER KNOWN AS THE WARM-UP) IS TO
GET THE KIDS IN THE RIGHT FRAME OF MIND AND ACTIVATE THEIR BODIES.
IT’S UNNECESSARY TO RUN LAPS AROUND THE FIELD AND DO STRETCHES TO
ACHIEVE THAT: ALL SORTS OF RELAYS AND TAGGING GAMES WITH AND
WITHOUT THE BALL ARE MUCH BETTER (MORE SPECIFIC, MORE FUN) AND
ALSO HELP DEVELOP THE CHILDREN’S BASIC COORDINATION.

THE MIDDLE IS THE SECTION OF THE TRAINING SESSION WHERE WE
CONDUCT FUN FOOTBALL EXERCISES SUCH AS DRIBBLING, PASSING,
SHOOTING, ETC.

THE LAST PART (THE END) IS ALLOCATED FOR PLAYING ALL SORTS OF
SMALL-SIDED GAMES

THIS LEADS TO THE FOLLOWING SESSION TIMELINE:
1 WELCOME (5 MINUTES)

2 THE BEGINNING (10 MINUTES)

3 THE MIDDLE (15 MINUTES)

4 THE END (20 MINUTES)

5 WRAP UP (5 MINUTES)
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CYCLE PLANNING

IN THIS SECTION YOU WILL FIND AN EXAMPLE OF A 6 WEEK CYCLE AND 12 MODEL
SESSIONS FOR THE DISCOVERY PHASE.
THIS 6 WEEK CYCLE IS BASED ON THE ASSUMPTION THAT THE WEEKLY TRAINING
SESSIONS ARE ON TUESDAYS AND THURSDAYS WITH THE WEEKLY GAME ON

SATURDAY.

IF YOUR TEAM TRAINS ONLY ONCE A WEEK, OR ON DIFFERENT DAYS, YOU CAN OF
COURSE ADJUST THIS SCHEDULE ACCORDINGLY.

FOR THE NEXT 6 WEEK CYCLE(S) THE COACH CAN:
e REPEAT THE SESSIONS IN THE SAME ORDER 1-12
e REPEAT THEM IN A RANDOM ORDER
e COMBINE THE VARIOUS SESSION COMPONENTS OF THE 12 MODEL SESSIONS

DIFFERENTLY

(I.E. THE BEGINNING OF SESSION 1; THE MIDDLE OF SESSION 2 AND THE END OF

SESSION 3; ETC.)

Discovery Phase | Tuesday Thursday Saturday
CYCLE 1

WEEK1

WEEK 2

WEEK 3

WEEK 4

WEEK 5

WEEK 6
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MODEL SESSION
1

MODEL SESSION
3

MODEL
SESSIONS

MODEL SESSION
7

MODEL SESSION
9

MODEL SESSION
11

MODEL SESSION
2

MODEL SESSION
4

MODEL SESSION
6

MODEL SESSION
8

MODEL SESSION
10

MODEL SESSION
12

GAME

GAME

GAME

GAME

GAME

GAME
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MODEL SESSION 1 — THE BEGINNING

RELAYS

EXPLANATION FOR RELAYS

e EACH PLAYER STARTS WITH A BALL, DRIBBLES AROUND THE MARKER (AS SHOWN IN DIAGRAMS
1 AND 2) AND RETURNS TO THE START

e UPON RETURNING TO THE STARTING POINT, THE NEXT PLAYER STARTS THE SAME PATTERN WITH
THEIR OWN BALL

GUIDELINES FOR RELAYS

¢ AVOID LONG QUEUES

e KEEP PLAYERS AS ACTIVE AS POSSIBLE (DON’T KEEP THEM WAITING IN LINE FOR TOO LONG)

¢ GIVE THE GROUP A QUICK BREAK FOR A DRINK WHEN NECESSARY

e ALL RELAYS IN THIS SECTION CAN BE PERFORMED WITH AND WITHOUT THE BALL

(THE PREFERENCE IS TO ALWAYS USE THE BALL, BUT IT IS FINE TO TAKE THE BALL OUT OF

THE RELAYS EARLY IN THE SESSION)

e THE MORE SKILL YOUR PLAYERS ACQUIRE, THE MORE THE BALL SHOULD BE USED AND THE
GREATER THE CHALLENGES CAN BE

e |[F THERE ARE MORE THAN SIX PLAYERS, MAKE ANOTHER LANE OF CONES AND KEEP IT TO TWO
PLAYERS IN A LINE (THIS AVOIDS LONG QUEUES)
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MODEL SESSION 1 - THE MIDDLE

FEATHER THE NEST

MARK OUT A TRIANGLE WITH SIDES 10M—12M LONG. THREE TEAMS OF TWO PLAYERS ARE
POSITIONED AT EACH CORNER WITH A CLUSTER OF BALLS IN THE MIDDLE OF THE TRIANGLE.

THE OBJECT OF THE GAME IS TO GATHER AS MANY BALLS AS POSSIBLE FOR THE CORNER OR
‘NEST” WITHIN A SET TIME PERIOD.

ONE PLAYER FROM EACH TEAM RUNS TO THE MIDDLE OF THE TRIANGLE TO GET A BALL AND
DRIBBLES IT TO THEIR CORNER, OR NEST, AND LEAVES IT THERE. THEIR TEAM-MATE THEN
DOES THE SAME. WHEN ALL THE BALLS IN THE MIDDLE OF THE TRIANGLE ARE GONE,
PLAYERS CAN TAKE THEM FROM SOMEONE ELSE’S NEST.

PLAYERS ARE NOT ALLOWED TO STOP OTHERS FROM TAKING BALLS FROM THEIR NEST

— NO BLOCKING, DEFENDING, TACKLING, ETC. NO HANDS! FEET ONLY.
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MODEL SESSION 1 -THE END

3V3(OR4V4,5V5) TRAINING GAME

LENGTH: 20M-25M

WIDTH: 14M-18M

GOAL: 2M-3M

e “JUST LET THEM PLAY”

e YOU CAN PLAY WITH OR WITHOUT GOALKEEPERS

* SHORT GAMES - 3 TO 5 MINS IN LENGTH (WITH REGULAR DRINK BREAKS)
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MODEL SESSION 2 — THE BEGINNING

STUCK-IN-THE-MUD

MARK OUT A 10M x 14M AREA. FIVE PLAYERS TRY TO AVOID ONE PLAYER WHO CARRIES A
BALL IN THEIR HANDS.

THE BALL-CARRIER ATTEMPTS TO TAG THE RUNNERS BY TOUCHING THEM WITH THE BALL
(MAKE SURE THE BALL IS NOT THROWN AND THAT PLAYERS AIM FOR THE TRUNK). IF A
PLAYER IS TAGGED, THEY ARE ‘STUCK IN THE MUD’, AND STAND WITH THEIR LEGS WIDE
APART UNTIL A TEAM-MATE FREES THEM BY CRAWLING THROUGH THEIR LEGS.

EACH BALL-CARRIER HAS 30 SECONDS TO TAG AS MANY PLAYERS AS POSSIBLE.

AFTER 30 SECONDS, CHANGE THE BALL-CARRIER.

PROGRESSION:

e BALL-CARRIER DRIBBLES THE BALL AROUND THE FIELD AND TAGS THE PLAYERS WITH
THEIR HAND,

WHILE KEEPING THE BALL CLOSE TO THEM (IF THIS PROGRESSION PROVES DIFFICULT FOR
THEM,

MAKE THE FIELD SMALLER)

(PBOOLTURE sz
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MODEL SESSION 2 — THE MIDDLE

ROBIN HOOD

TWO TEAMS OF THREE SPLIT UP AS SHOWN IN THE DIAGRAM OPPOSITE. EACH TEAM
STARTS WITH AN EQUAL NUMBER OF BALLS IN THEIR ‘SAFE’. WHEN THE GAME BEGINS,
EACH TEAM CAN START STEALING BALLS FROM THEIR OPPONENT’S ‘SAFE’ — THERE IS ONE
‘THIEF" WHO TAKES A BALL AND PASSES IT ACROSS THE FIRST ‘MOAT’ TO THEIR TEAM-MATE;
THEY THEN PASS IT ACROSS THE SECOND ‘MOAT’, TO THEIR TEAM’S ‘COLLECTOR’, WHO PUTS
IT IN THE TEAM’S ‘SAFE’.

MEANWHILE, THEIR OPPONENTS ARE DOING THE SAME WITH THEIR BALLS! AFTER A SET
TIME PERIOD (E.G. TWO MINUTES), SEE WHICH TEAM HAS THE MOST BALLS IN THEIR ‘SAFE’.
THE TEAM THAT PASSES AND CONTROLS THE BALLS BEST WILL HAVE THE MOST BALLS IN
THEIR ‘SAFE” AND WILL THEREFORE BE THE WINNERS.

YOU CAN’T USE YOUR HANDS — FEET ONLY!

=
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MODEL SESSION 2 — THE END

PASS TO SCORE

LENGTH: 15M-20M

WIDTH: 15M

GOAL: NONE (MAKE 4 OR 5 GATES OF 1M-2M WIDTH INSIDE THE AREA)

e TO SCORE A GOAL, PASS THE BALL THROUGH ANY OF THE GATES TO A TEAM-MATE
* THIS GAME ENCOURAGES PASSING

=
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MODEL SESSION 3 — THE BEGINNING

RELAY

EXPLANATION FOR RELAY

e EACH PLAYER STARTS WITH A BALL, AND DRIBBLES AROUND THE FIRST MARKER IN A FULL
CIRCLE (AS SHOWN IN DIAGRAM) THEN DRIBBLES AROUND THE SECOND MARKER, AND
THEN RETURNS TO THE START

e UPON RETURNING TO THE STARTING POINT, THE NEXT PLAYER STARTS THE SAME PATTERN
WITH THEIR OWN BALL
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MODEL SESSION 3 — THE MIDDLE

EMPTY IT! FILL IT!
MARK OUT A 14M x 14M SQUARE.

PLAYERS IN TWO TEAMS DRIBBLE BALLS INSIDE THE SQUARE. OUTSIDE THE SQUARE, EACH
TEAM HAS TWO LINES MARKED: ONE FOR THEIR BALLS AND ONE FOR THEMSELVES. ON THE
CALL ‘EMPTY ITV THE TEAMS COMPETE TO BE THE FIRST TO EMPTY THE SQUARE.

ON THE CALL ‘FILL IT THE TEAMS COMPETE TO BE THE FIRST TO GET ALL THEIR BALLS AND
THEMSELVES BACK IN THE SQUARE.

(PBOOLTURE 57/
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MODEL SESSION 3 —THE END

4-GOAL FOOTBALL

LENGTH: 20M

WIDTH: 15M

GOAL: 2 GOALS (2M WIDE) ON EACH END-LINE

e THERE ARE NO GOALKEEPERS

e GOALS CAN BE SCORED IN EITHER OF YOUR OPPONENTS GOALS
e THIS GAME ENCOURAGES SHOOTING AND SCORING
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MODEL SESSION 4 — THE BEGINNING

ME AND MY SHADOW

PLAYERS GET INTO PAIRS; ONE IS DESIGNATED AS ‘LEADER’ AND THE OTHER AS ‘FOLLOWER'’.
THE ‘LEADER’ MOVES AROUND THE FIELD, CHANGING SPEED AND DIRECTION FREQUENTLY,
AND PERHAPS ADDING A VARIATION HERE AND THERE, SUCH AS A JUMP OR A GROUND
TOUCH.

THE ‘FOLLOWER’ THEN COPIES EVERYTHING THE ‘LEADER’ DOES.

CHANGE ROLES REGULARLY AND ALSO CHANGE PARTNERS REGULARLY.

PROGRESSION:

e THE LEADER (ONLY) HAS A BALL

e THE LEADER AND THE FOLLOWER BOTH HAVE BALLS

e THE FOLLOWER HAS A BALL (THIS IS A DIFFICULT PROGRESSION SO INSTRUCT ‘LEADER’ TO
JOG AT

MEDIUM SPEED AROUND THE AREA, WITH OCCASIONAL RANDOM CHANGES OF DIRECTION)
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MODEL SESSION 4 — THE MIDDLE

1V 1 MINI GAMES

MAKE THREE SMALL AREAS ABOUT 10M x 7M.

PLAYERS PLAY 1V 1 ON EACH MINI-FIELD AND SCORE BY DRIBBLING THE BALL OVER THE
OPPONENTS’ LINE.

THINK OF SAFETY WHEN SETTING UP; AVOID SCENARIOS WHERE PLAYERS COULD DRIBBLE
INTO EACH OTHER BY ALLOWING BUFFER ZONES.

KEEP ROTATING SO OPPONENTS ARE CHANGED REGULARLY. ROTATION ALSO ALLOWS A
PERIOD OF REST, SO CONTROL HOW LONG ROTATION TAKES DEPENDING ON HOW
FATIGUED THE PLAYERS SEEM. YOU COULD ALSO GIVE SOME BRIEF HINTS TO THE WHOLE
GROUP IN ORDER TO GIVE THEM A REST.

GAMES SHOULD BE NO LONGER THAN 1 MINUTE MAXIMUM.

IF ENOUGH CONES ARE AVAILABLE, PROGRESS TO A SMALL GOAL ON EACH END-LINE FOR
PLAYERS TO SCORE IN.

YOU WILL ALSO NEED A GOOD SUPPLY OF SPARE BALLS, AS THEY TEND TO GO
EVERYWHERE WHEN SHOOTING IS INTRODUCED.
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MODEL SESSION 4 — THE END

LINE FOOTBALL3V 3 (OR4V4,5V5)

LENGTH: 20M

WIDTH: 15M

GOAL: NONE

e USUAL RULES, BUT METHOD OF SCORING IS TO DRIBBLE THE BALL ACROSS THE
OPPONENTS’

END LINE

e THIS GAME ENCOURAGES DRIBBLING AND 1 V 1 SKILLS
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MODEL SESSION 5 — THE BEGINNING

RELAY

EXPLANATION FOR RELAY

e EACH PLAYER STARTS WITH A BALL, AND DRIBBLES AROUND THE FIRST MARKER AND THEN
CUTS THE BALL, CHANGING DIRECTION TO THE LEFT (AS SHOWN IN DIAGRAM 1). THEN
DRIBBLES AROUND THE SECOND MARKER, AND REPEATS THE SAME PATTERN (BUT CUTS
RIGHT THIS TIME) ON THE WAY BACK

e UPON RETURNING TO THE STARTING POINT, THE NEXT PLAYER STARTS THE SAME PATTERN
WITH THEIR OWN BALL

¢ VARIATION - INSTEAD OF ALL PLAYERS BEGINNING AT THE ONE POINT, THEY COULD BE
SPLIT UP AT EITHER END

e PLAYER 1 NOW DRIBBLES AROUND THE FIRST MARKER AND THEN PASSES THE BALL TO
PLAYER 2 (AS SHOWN IN DIAGRAM 2), WHO REPEATS THE SAME MOVEMENT AND PASSES
TO PLAYER 3

Diagram 1 Diagram 2
cp&oOLTURE SFc¢
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MODEL SESSION 5 — THE MIDDLE

ROUND EM’ UP

FIVE PLAYERS DRIBBLE THEIR BALLS INSIDE A 10M x 14M AREA. ON YOUR CALL ‘ROUND 'EM
UP!" THE SIXTH PLAYER TRIES TO ‘ROUND UP’ ALL FIVE BALLS, BY KICKING THEM OUT OF THE
SQUARE.

ALLOW 30 SECONDS FOR PLAYERS TO ‘ROUND UP’ AS MANY BALLS AS POSSIBLE.

TAKE TURNS SO EACH PLAYER HAS A GO AT ROUNDING UP THE BALLS.
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MODEL SESSION 5—-THE END

3V3(OR4V4,5V5) TRAINING GAME

LENGTH: 20M

WIDTH: 15M

GATE: 2M-3M

e IN THIS GAME PLAYERS CAN SCORE BY PASSING/SHOOTING THE BALL THROUGH EITHER
SIDE OF THE GATE, FROM IN FRONT OR BEHIND

e “JUST LET THEM PLAY”

e YOU CAN PLAY WITH OR WITHOUT GOALKEEPERS

* SHORT GAMES -3 TO 5 MINS IN LENGTH (WITH REGULAR DRINK BREAKS)

(PBOOLTURE 57/
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MODEL SESSION 6 — THE BEGINNING

DOUBLE TROUBLE

TWO PLAYERS WITHOUT A BALL LINK HANDS AND MOVE AROUND THE AREA TRYING TO
KICK OTHER PLAYERS’ BALLS OUT.

THE OTHER PLAYERS DRIBBLE THEIR BALLS AROUND THE AREA, TRYING TO AVOID HAVING
THEIR BALL KICKED OUT.

THERE ARE TWO OPTIONS FOR THIS GAME:

e CHANGE THE CHASING PAIR WHEN EVERYONE IS OUT (WHEN A PLAYER’S BALL IS KICKED
OUT, THEY FETCH IT THEN REMAIN OUTSIDE UNTIL THAT GAME IS OVER)

e CHANGE THE CHASING PAIR AFTER A SET TIME PERIOD BY SETTING THE CHALLENGE:
‘HOW MANY BALLS CAN YOU KICK OUT IN 30 SECONDS?’ (WHEN A PLAYER’S BALL IS
KICKED OUT, THEY FETCH IT AND COME BACK INTO THE AREA AS SOON AS POSSIBLE,
CONTINUING TO DRIBBLE AND TO AVOID LOSING THEIR BALL)

(PBOOLTURE sp .
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MODEL SESSION 6 — THE MIDDLE

PAIRS THROUGH THE GATES

MARK OUT AN AREA ABOUT 7M x 10M AND SET UP FOUR SMALL GATES — TWO CONES
ABOUT TWO METRES APART.

THE PLAYERS RUN AROUND THE AREA IN PAIRS WITH A BALL BETWEEN THEM AND PASS IT
THROUGH THE GATES TO EACH OTHER UNTIL THEY HAVE PERFORMED A SUCCESSFUL PASS
THROUGH EACH GATE.

THE WINNING PAIR IS THE FIRST TO PASS THROUGH EVERY GATE AND WAIT OUTSIDE THE
AREA.

BEFORE MOVING TO THE NEXT ACTIVITY, HAVE A COMPETITION TO SEE WHICH PAIR

(ONE AT A TIME) CAN PASS THROUGH THE MOST GATES IN 20 SECONDS.
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MODEL SESSION 6 — THE END

SHORT AND WIDE

LENGTH: 15M

WIDTH: 25M

GOAL: 2 GOALS (2M WIDE) ON EACH END-LINE
e THIS GAME DEVELOPS AWARENESS OF SPACE
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MODEL SESSION 7 — THE BEGINNING

FIGURE 8 RELAY

EXPLANATION FOR RELAY

e EACH PLAYER STARTS WITH A BALL, AND DRIBBLES AROUND THE FIRST MARKER AND THEN
THE

SECOND MARKER IN A FIGURE 8 TYPE DIRECTION (AS SHOWN IN THE DIAGRAM)

e UPON RETURNING TO THE STARTING POINT, THE NEXT PLAYER STARTS THE SAME PATTERN
WITH THEIR OWN BALL

* PROGRESSIONS

- PLAYERS TO USE THEIR RIGHT FOOT ONLY

- PLAYERS TO USE THEIR LEFT FOOT ONLY

- PLAYERS TO USE THE INSIDE OF THEIR FOOT ONLY

- PLAYERS TO USE THE OUTSIDE OF THEIR FOOT ONLY

- EACH GROUP TO USE ONE BALL ONLY, WHERE THE BALL IS EXCHANGED AT EACH END
UPON COMPLETING THE FIGURE 8
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MODEL SESSION 7 — THE MIDDLE

COLOUR CODE

THIS ACTIVITY SHOULD BE ARRANGED IN A SQUARE 15M X 15M AND REQUIRES AT LEAST
THREE CONES OF TWO OR MORE COLOURS PLACED RANDOMLY INSIDE THE SQUARE.
PLAYERS DRIBBLE THEIR BALLS ROUND THE OUTSIDE PERIMETER OF THE AREA.

CALL OUT A COLOUR AND THE KIDS MUST DRIBBLE INTO THE SQUARE, AROUND THE CONE
OF THAT COLOUR, AND BACK OUTSIDE THE SQUARE. THE WINNER IS THE FIRST ONE BACK
OUTSIDE WITH THEIR FOOT ON THEIR BALL.

REMIND PLAYERS TO KEEP THEIR HEADS UP AND WATCH OUT FOR POSSIBLE COLLISIONS.
VARIATIONS:

e ROUND ALL CONES OF THAT COLOUR

* PLAYERS TO USE THEIR RIGHT FOOT ONLY

e PLAYERS TO USE THEIR LEFT FOOT ONLY

e PLAYERS TO USE THE INSIDE OF THEIR FOOT ONLY

e PLAYERS TO USE THE OUTSIDE OF THEIR FOOT ONLY

THERE ARE MORE POSSIBLE VARIATIONS, LIMITED ONLY BY THE NUMBER AND COLOUR
OF YOUR CONES, AND YOUR IMAGINATION!
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MODEL SESSION 7 —-THE END

DRIBBLE TO SCORE3V3(OR4V4,5V5)

LENGTH: 15M-20M

WIDTH: 15M

GOAL: NONE (MAKE 4 OR 5 GATES OF 1M-2M WIDTH INSIDE THE AREA)

e TO SCORE A GOAL, DRIBBLE THE BALL THROUGH ANY ONE OF THE GATES
e THIS GAME ENCOURAGES DRIBBLING

e PLAYERS CANNOT SCORE IN THE SAME GATE CONSECUTIVELY
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MODEL SESSION 8 — THE BEGINNING

DRIBBLERS AND COLLECTORS

TWO PLAYERS WITHOUT A BALL LINK HANDS AND MOVE AROUND THE AREA TRYING TO
KICK OTHER PLAYERS’ BALLS OUT. THEY ARE THE ‘COLLECTORS'.

WHEN A PLAYER’S BALL IS KICKED OUT, THEY IMMEDIATELY JOIN THE ‘COLLECTORS’, SO
THAT THERE ARE NOW THREE PLAYERS WITH HANDS LINKED CHASING THE OTHERS (THEN
FOUR AND FIVE) UNTIL EVERYONE IS OUT. THEN TWO NEW ‘COLLECTORS’ START CHASING.
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MODEL SESSION 8 — THE MIDDLE

1V 1 MINI GAMES

MAKE THREE SMALL AREAS ABOUT 10M WIDE x 7M-8M LONG (FIELD IS SHORT AND WIDE).
TWO GATES 2M WIDE PLACED ON EACH BYLINE, APPROXIMATELY 1M AWAY FROM EACH
CORNER MARKER.

PLAYERS PLAY 1V 1 ON EACH MINI-FIELD AND SCORE BY DRIBBLING THE BALL THROUGH
ONE OF THE GATES.

THINK OF SAFETY WHEN SETTING UP; AVOID SCENARIOS WHERE PLAYERS COULD DRIBBLE
INTO EACH OTHER BY ALLOWING BUFFER ZONES.

KEEP ROTATING SO OPPONENTS ARE CHANGED REGULARLY. ROTATION ALSO ALLOWS A
PERIOD OF REST, SO CONTROL HOW LONG ROTATION TAKES DEPENDING ON HOW
FATIGUED THE PLAYERS SEEM. YOU COULD ALSO GIVE SOME BRIEF HINTS TO THE WHOLE
GROUP IN ORDER TO GIVE THEM A REST.

(PBOOLTURE sp .
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MODEL SESSION 8 — THE END

LINE FOOTBALL3V3(OR4V 4,5V5)

e FIELD DIMENSION IS SHORT AND WIDE

LENGTH:15M -20M

WIDTH: 20M - 25M

GOAL: NONE

e USUAL RULES, BUT METHOD OF SCORING IS TO DRIBBLE THE BALL ACROSS THE
OPPONENTS’ END LINE

* THIS GAME ENCOURAGES DRIBBLING AND 1 V 1 SKILLS

* PROGRESSION:

- ADD 2 SCORING ZONES BEHIND EACH BYLINE (AS SHOWN IN THE DIAGRAM)

- TO SCORE, PLAYERS MUST DRIBBLE THE BALL OVER THE BYLINE, BUT ALSO STOP THE BALL
IN THE SCORING ZONE
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MODEL SESSION 9 — THE BEGINNING

RELAY

EXPLANATION FOR RELAY

e EACH GROUP STARTS WITH 1 BALL

e PLAYER 1 DRIBBLES THE BALL TO MARKER 1, AND LEAVES IT THERE.

THEN RUNS AROUND THE MARKER AND TAGS PLAYER 2 AT THE STARTING POINT

e PLAYER 2 RUNS TO THE BALL, COLLECTS IT FROM MARKER 1, DRIBBLES IT TO MARKER 2
AND

LEAVES IT THERE, THEN RUNS AROUND THE MARKER AND TAGS PLAYER 3 AT THE STARTING
POINT

* PLAYER 3 RUNS TO THE BALL, COLLECTS IT FROM MARKER 2, DRIBBLES WITH IT AROUND
MARKER

3 AND BRINGS IT BACK TO THE STARTING POINT

e CHANGE THE PLAYER NUMBERS REGULARLY

* PROGRESSIONS

- PLAYERS TO USE THEIR RIGHT FOOT ONLY

- PLAYERS TO USE THEIR LEFT FOOT ONLY

CABOOLTURE SPORTS FOOTBALL CLUB




MODEL SESSION 9 — THE MIDDLE

BEEHIVE

SIX PLAYERS WITH A BALL EACH DRIBBLE AROUND AN AREA ABOUT 7M x 10M.

THEY ATTEMPT TO KICK THE OTHER PLAYERS’ BALLS OUT OF THE AREA WHILE KEEPING
THEIR OWN BALL UNDER CONTROL. THE PLAYERS MUST BE CAREFUL — WHILE THEY ARE
KICKING SOMEONE’S BALL OUT, SOMEONE ELSE MIGHT KICK THEIRS OUT!

IF THEIR BALL IS KICKED OUT, THE PLAYER MUST LEAVE THE AREA IMMEDIATELY WITHOUT
KICKING ANY OTHER BALLS OUT. THE PLAYER CAN FETCH THEIR OWN BALL AND WAIT UNTIL
THERE IS A WINNER AND THE GAME STARTS AGAIN.
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MODEL SESSION 9 — THE END

3V3(OR4V4,5V5) TRAINING GAME - FOCUS ON SHOOTING

e FIELD DIMENSION IS SHORT AND WIDE

LENGTH: 15M

WIDTH: 15M - 20M

GOAL: 3 GOALS ON EACH BYLINE (AS SHOWN IN DIAGRAM)

e THIS GAME ENCOURAGES SHOOTING AS OFTEN AS POSSIBLE
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MODEL SESSION 10 — THE BEGINNING

CATCH THE TAILS

ONE OR MORE PLAYERS ARE ‘HUNTERS'. THEY CHASE THE OTHER PLAYERS AND TRY TO
REMOVE THEIR ‘TAILS'. IF A PLAYER’S ‘TAIL IS TAKEN, THEY BECOME A ‘HUNTER'.

(BIBS TUCKED INTO SHORTS CAN FUNCTION AS ‘TAILS’).

PROGRESSION:

e THE ‘HUNTER’ DRIBBLES THEIR BALL WHILE TRYING TO REMOVE THE ‘TAILS’

e PLAYERS WITH ‘TAILS’ DRIBBLE THEIR BALLS WHILE TRYING TO AVOID THE ‘HUNTER’

(PBOOLTURE 57/
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MODEL SESSION 10 — THE MIDDLE

SIMON SAYS

PLAYERS DRIBBLE FREELY AROUND THE AREA WITH A BALL EACH. GIVE THE KIDS VARIOUS
TASKS AND CHALLENGES, WHICH THEY MUST DO ONLY IF YOU SAY ‘SIMON SAYS’ AT THE
START OF THE SENTENCE. THEREFORE, SOMETIMES YOU USE ‘SIMON SAYS" AND
SOMETIMES YOU DON’T — SEE WHO'’S LISTENING!

THE PLAYERS MUST AVOID TOUCHING ANYONE ELSE’S BALL, AND MUST NOT LET ANYONE
ELSE TOUCH THEIR OWN BALL.

POSSIBLE TASKS:

e STOP! (MEANS STOP DEAD WITH YOUR FOOT ON YOUR BALL)

e TURN! (QUICKLY GO THE OTHER WAY WITH YOUR BALL)

e OUT! (RUN OUTSIDE THE SQUARE AND PUT YOUR FOOT ON YOUR BALL)

e CHANGE! (LEAVE YOUR BALL AND FIND ANOTHER ONE TO DRIBBLE; WHO IS THE LAST ONE
DRIBBLING A NEW BALL?)

e LEFT! (DRIBBLE AROUND THE AREA TOUCHING THE BALL ONLY WITH YOUR LEFT FOOT)

e RIGHT! (DRIBBLE AROUND THE AREA TOUCHING THE BALL ONLY WITH YOUR RIGHT FOOQT)
e USE YOUR IMAGINATION!

USE INSTRUCTIONS LIKE ‘SIMON SAYS SIT NEXT TO YOUR BALL OR ‘SIMON SAYS GET

A DRINK FROM YOUR BAG’, TO GIVE THE PLAYERS A REST WHEN NEEDED.
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MODEL SESSION 10 — THE END

2V2(OR3V3,4V4)END ZONE FOOTBALL

LENGTH: 20M

WIDTH: 15M

GOAL: CREATE AN END ZONE (A SQUARE 2M X 2M) BEHIND THE CENTRE OF EACH BYLINE
e TO SCORE THE PLAYERS MUST PASS THE BALL TO THEIR OWN PLAYER IN THE END ZONE
WHO

MUST STOP/CONTROL THE BALL IN THE AREA

e THERE ARE NO GOALKEEPERS

e ROTATE PLAYERS IN THE END ZONE EVERY 1-2 MINUTES
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MODEL SESSION 11 — THE BEGINNING

RELAY

EXPLANATION FOR RELAY

e EACH PLAYER STARTS WITH A BALL. PLAYER 1 DRIBBLES THEIR BALL THROUGH THE MIDDLE
GATE

AND THEN AROUND THE FAR CONE AND BACK THROUGH THE MIDDLE GATE AGAIN ON THE
WAY BACK

e UPON RETURNING TO THE STARTING POINT, PLAYER 2 COMMENCES THE SAME PATTERN

e TWELVE CONES ARE REQUIRED

e VARY THE WIDTH OF THE GATES TO INCREASE/DECREASE DIFFICULTY

CABOOLTURE SPORTS FOOTBALL CLUB




MODEL SESSION 11 — THE MIDDLE

PASS AND MOVE

THIS ACTIVITY REQUIRES TWO PLAYERS WITH A BALL AND FOUR PLAYERS WITHOUT.

THE PLAYERS WITH THE BALLS START BY DRIBBLING, WHILE THE OTHER PLAYERS MOVE
FREELY AROUND THE AREA. WHEN THE BALL CARRIERS SEE ANOTHER PLAYER READY TO
RECEIVE THE BALL, THEY PASS TO THEM, THEN MOVE TO ANOTHER PART OF THE AREA.
WHEN A PLAYER RECEIVES THE BALL, THEY DRIBBLE UNTIL THEY CAN SEE ANOTHER PLAYER
WHO IS READY TO RECEIVE THE BALL. THEY THEN PASS THE BALL TO THAT PLAYER AND
MOVE. PLAYERS ARE CONSTANTLY MOVING, EITHER LOOKING TO RECEIVE ONE OF THE TWO
BALLS, OR LOOKING TO PASS TO ONE OF THE PLAYERS WITHOUT A BALL.

PROGRESSION:

e THREE PLAYERS WITH A BALL AND THREE WITHOUT

THIS ACTIVITY HELPS DEVELOP VISION AND COMMUNICATION AND INTRODUCES THE
CONCEPT

OF PASSING THE BALL TO A TEAM-MATE, WHICH IS OFTEN DIFFICULT TO GRASP FOR A
NATURALLY SELF-CENTRED UNDER-SEVEN!

PASSING WILL BEGIN TO BE MORE EVIDENT FROM UNDER-EIGHTS UPWARDS.
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MODEL SESSION 11 — THE END

4 SIDED FOOTBALL3V3(OR4V4,5V5)

LENGTH: 20M
WIDTH: 20M
GATES: 4 GATES OF 1M—-2M WIDE INSIDE THE AREA (AS SHOWN IN THE DIAGRAM)

e PLAYERS CAN SCORE BY PASSING THE BALL THROUGH ANY ONE OF THE 4 GATES (AND
FROM

EITHER SIDE) TO ONE OF THEIR TEAM-MATES
e THIS GAME ENCOURAGES PASSING AND SUPPORTING
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MODEL SESSION 12 — THE BEGINNING

DRIBBLE TAG

IN AN AREA ABOUT 10M x 14M, PLAYERS DRIBBLE THEIR BALLS AROUND.

A ‘CHASER’ IS NOMINATED AND THEY TRY TO TAG THE OTHER PLAYERS WHILE KEEPING
CONTROL OF THEIR OWN BALL. THE OTHER PLAYERS AVOID HIM OR HER WHILE KEEPING
CONTROL OF THEIR BALLS.

IF YOU ARE THE TAGGER YOU MUST CARRY A BIB SO EVERYONE KNOWS WHO THE CHASER
IS.
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MODEL SESSION 12 — THE MIDDLE

HIT THE TARGET

MAKE THREE SMALL AREAS ABOUT 10M x 7M.
TO SCORE, PLAYERS MUST HIT THE TARGET TO GET POINTS.
TARGETS MAY INCLUDE 3 TALL CONES, WATER BOTTLES, BALLS, EMPTY PLASTIC BOTTLES

ETC.
PLAYERS WILL RECEIVE 1 POINT FOR EVERY TARGET WHICH IS KNOCKED OVER OR HIT (LIKE

TEN PIN BOWLING).
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MODEL SESSION 12 — THE END

TRIANGULAR GOAL FOOTBALL3V3(OR4V4,5V5)

LENGTH: 20M
WIDTH: 15M
GOAL: TRIANGULAR GOAL, 2M-3M PER SIDE, 2M-3M INSIDE THE FIELD

e TO SCORE PLAYERS MUST SHOOT OR PASS THROUGH ANY ONE OF THE 3 SIDES OF THE
TRIANGLE OF THEIR DESIGNATED GOAL

e THIS GAME ENCOURAGES PASSING AND SHOOTING FROM DIFFERENT ANGLES
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GAME DAY

Playing Format Under 6 & 7

Numbers 4v4

Field Size Length: 30m
Width:20m

Field Markings Markers or Line Markings

Penalty Area Nil

Goal Size Width: 1.5m - 2.0m
Height: 0.9m x 1.0m

Goal Type Goals, Poles or Markers

Ball Size Size 3

Goalkeeper No

Playing Time 2 x 20 minutes

Half Time Break 5 minutes

Referee Game Leader

Points Table & Finals No
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GAME DAY

GAME LEADER

THE MAIN ROLE OF THE GAME LEADER IS TO KEEP THE GAME MOVING FLUENTLY,
LIMIT STOPPAGES AND ASSIST PLAYERS WITH ALL MATCH RE-STARTS. MOST
IMPORTANTLY, THEY MUST MAKE EVERY EFFORT TO CREATE AN ENVIRONMENT
THAT ENSURES THAT ALL PLAYERS HAVE FUN AND HAVE MAXIMUM INVOLVEMENT.
THE CHILDREN ARE LEARNING THE GAME AT THIS LEVEL, BE FLEXIBLE AND PATIENT.
THE GAME LEADER CAN BE A CLUB OFFICIAL, PARENT, OLDER CHILD OR PLAYER OR
BEGINNING REFEREE AND SHOULD ALWAYS BE ENTHUSIASTIC AND APPROACHABLE.
THE GAME LEADER SHOULD;

e ENCOURAGE ALL CHILDREN TO HAVE FUN AND DIFFERENT CHILDREN TO TAKE RE-STARTS.
e ENSURE THE CORRECT NUMBER OF PLAYERS ARE ON THE FIELD.

e DISCOURAGE PLAYERS FROM PERMANENTLY OVER-GUARDING THE GOAL.

e USE A “READY, SET, GO” PROMPT TO ENCOURAGE QUICK DECISIONS WHEN
RESTARTING PLAY.

e ENCOURAGE CHILDREN TO DRIBBLE OR PASS BALL INTO PLAY FROM ALL RE-STARTS
RATHER THAN A BIG KICK.

e ENSURE OPPOSING TEAM IS BACK TO THE HALF WAY LINE, FOR ALL GOAL LINE RESTARTS.
e ENSURE TEAM OFFICIALS AND PARENTS CREATE A SAFE, ENJOYABLE AND

POSITIVE PLAYING ENVIRONMENT FOR THE CHILDREN AND DO NOT EMPHASISE
WINNING OR LOSING.

e ENCOURAGE CHILDREN TO BE INVOLVED IN ALL ASPECTS OF THE GAME,
ATTACKING AND DEFENDING.

e REMEMBER MOST ACTS OF HANDBALL OR FOULS AND MISCONDUCT AT THIS
LEVEL ARE CAUSED BY A LACK OF COORDINATION, WITH NO INTENT. IF YOU

DECIDE A DELIBERATE OR SERIOUS ACT OF HANDBALL OR FOUL AND MISCONDUCT
HAS OCCURRED, EXPLAIN TO THE CHILD THEY HAVE DONE THE WRONG THING

AND THAT THEY SHOULD NOT DO THIS AGAIN.

e LET THE GAME FLOW AND GIVE INSTRUCTION TO ALL PLAYERS ON THE RUN
WHERE YOU CAN.

e PRAISE AND ENCOURAGE BOTH TEAMS.

e BE ENTHUSIASTIC AND APPROACHABLE.

e MOST IMPORTANTLY - REMEMBER THE CHILDREN ARE LEARNING THE

GAME — BE FLEXIBLE AND PATIENT.
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GAME DAY

WARM UP DRILLS -

WARM UP DRILLS SHOULD REPLICATE THE SKILLS THAT WILL BE
NEEDED DURING THE GAMES; DRIBBLING, PASSING ETC.
RESIST THE TEMPTATION TO HAVE THE KIDS LINE UP TO TAKE IT
AT TURNS SHOOTING AT THE GOAL.

PICK A DRILL OR TWO IN THIS MANUAL THAT YOU FEEL WORKED
WELL AND USE THEM AS A WARM UP.
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