Recommended U6 Lesson Plans - Lesson 1 _
Warm Up ‘

Greetings Game. Organization: All of the players run around randomly inside a circle or
rectangle. The coach calls out various types of greetings, which each player then has to
carry out with others: shake hands, high fives (right hand), high fives (left hand), shoulder
to shoulder, back to back, etc. _

Progressions: Add dribbling. The players dribble in the playing area. The coach calls out
various types of greetings as above. Have the players stop the ball before each greeting.

Activity 1 _ .

“Red Light, Green Light.” Organization: In this game the players all stand on a
designated line with the coach about fifteen to twenty yards away. The coach turns his/her
back to the players and gives a very rapid, silent one to ten count. Upon reaching the -

* number ten the coach spins to the on-coming groups and yells red, yellow or green (the
group may advance to the coach the moment he/she turns their back). If the call is red, any
of the players moving are bmmediately sent back to the staring line. If yellow is called, any

- of the players who are not walking (or jogging on the spot) are sent back. In.the case of the
call being green those players who stop or walk are returned to the starting line. The object
is to be the first to get 1o the coach. :

Progressions: Each player has a ball. On green dribble, on yellow tap one foot on the ball
at a time (tap dance) and on red stop ball with the sole of one foot. :
Comments: Can be played in a rectangle or a circle for a 360° game.

Activity 2 - ' S ' _

Pokemon Crab Attack. Organization: In 225 x 20 yard area, each player has 2 ball and
attempts to dribble past “Crabby” to get to the sea. If Crabby can take away the soccer ball
from the dribblers, the dribbler is caught and join Crabby for the next round making two
Crabbies. The dribblers continne until there is only one left,

Progressions: Crabby evolves in Bulbasor (hops) and then into a Slow-Poke {can only
walk). Specify use of specific outside and inside of foot to cut the ball from side to side to
avoid the crab. : .

Comments: Occasional feedback like “Remember to keep looking up for crabs” and “Can
you slow down and then speed up to fool the crab” are ok.

Activity 3

Ouch! Organization: Each player has a ball. The coach or coaches has no ball but moves
about the field with the players. Each player tries to hit the coach with his ball as often as
possible. The coach can stop for 3 seconds, keep moving or tries to dodge all the shots
depending on the leve] of play. Whenever the coach gets hit, he vells “Ouch!” which makes
it more exciting for the children. Each hit scores one point. Who can score the most points
in one minute? ‘

Progressions: Coach walks, jogs and runs. Players have to kick the ball as specified by the
coach (laces, inside of foot). '

1v1 Game

Disney Game. Organization: Two feams of equal number stand at either end of a 25 x 18
yard field of play. Give each player a Disney character name (make sure there’s a matching
character at the other end.} Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
-another character.

Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1 name from one end, 2™ name from the other end).

Comments: Don’t be afraid to play more than one 1 v | at a time.

Scrimmage2v2or3v3
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Recommended-Ué Lesson Plans - Lesson 2
Warm Up ‘

Identifiers. Organization: All of the players run around the playing area at random. The
coach calls out the identifier of a group of players or individual players, who then become
hunters. Who can catch (tag) the most players within 1 mifte? The identifiers might be,
for example: colors of the players’ vests, hair color, T-shirt color, first letters of the players’
names, etc.

Progressions: Everybody has a ball, players dribble around and “hunt” while keeping their
ball close.

- Activity 1 : ,

Dog and Master. Organization; Each player (master) dribbles with a ball (dog). The
coach calls out various commands: Keep him on a short leash (dribble keeping the ball
close to the foot), the dog runs away and is then caught by his master, master strokes dog
with his foot, master jogs with the dog, walkers swap their dogs, etc.

Progressions: Introduce tall cones as trees (stay away from the trees, because you know
what the dogs will do?), introduce an evil dog catcher who kicks balls out of the park
(players have to see the park ranger/coach to get back in the park), efe. _

- Activity 2 _ :

Tigers in the Jungle. Organization: Each child chooses to be a type of animal that lives in
the jungle and makes the sound of that animal, Oniy tigers are not allowed. The tiger is the
most feared animal in the jungle and is going to try to kick the other animals® balls into the
surroinding alligator infested swamp. If the tiger kicks a ball into the swamp the child can
dodge the alligators and bring it back into the jungle again.. The child then stands with legs
apart and ball in the air making the animal noise. When another animal/child dribbles the
ball through this child’s legs, he/she is free to continue the game. -

Progressions: Animals dribble using only left foot, outside of feet, etc.

Activity 3 - : .

. Tunnel Soccer. Organization: Fach player has a ball. The coach (or coaches) has no ball,
" but moves about the field with the players. While moving around the field, from time to

time the coach stops and spreads his legs to form a tunnel. The players dribble after him

and iy to shoot through the tunnel whenever he stops. After three shots, the coach moves

on again. Who can scor¢ the most points in one minute? _ , .

Progressions: The coach specifies how players kick their ball (laces, inside of foot).

1 v1 Game.

Disney Game. Organization: Two teams of equal number stand at either end of a 25 x 18
yard field of play. Give each player a Disney character name {make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the feld to play 1v1. The remaining players stay on
the goal line either side of the. goals. After a goal, or a period of play, coach calls out
another character. ' :
Progressions: Try calling out different characters, so players leam fo interact with different
characters (e.g. 1% name from 6ne end, 2* name from the other end). - . o
Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Scrimmage 2 v2 or3v 3




Recommended U6 Lesson Plans - Lesson 3 ‘
Warm Up _ =
1Can, Can You? Organization: Coach asks players, “I can do something without the ball,
can you?” At this point the coach does some sort of physical move without the ball. The
move could be a skip, an elephant walk, walking and clapping hands between the legs,
jumping jacks, etc. After the coach performs several examples with the players joining in,
the coach then asks the players if they have something that we could do, which they would
‘then demonstrate. Each player who volunteers then has the opportunity to demonstrate for
the group to follow.
Progressions: Introduce the ball and move it with hands, Then put the bail on the ground
and move it in various ways with feét, :

Comments: 1 minute without a ball, I minute ball in hands, 4 minutes {minimum) ball at
feet.

Activity 1

Around the World. Organization: Set out four or five cones in a Iarge area. Have in mind

either local cities or countries of the world. Name each cone and then Lave the players
dribbling inside the area. On command they must dribble around the country/city that you
name. Also name several countries/cities at one time,

Progressions: You can start this game without soccer balls if this makes it easier for the
children to understand. :

Activity 2 _ :

Cross The Ohio River. Organization: The players run (go boating) from line (shore) to
line (shore). In the river, are two or three piranhas/players who try to tag the runners. When
a piranha succeeds in tagging a runner he can swap places or they both become piranhas.

Progressions: The players at the line each have a'ball. Piranhas try to steal or kick the other
players’ soccer balls. ' '

Activity 3

Goal Chase. Organization: Depending on the size of the group, the coach sets up 7 to 10
(at least one more goal than players) around the field and gives the start signal. The players
try to run through as many goals as possible within the given time (45 seconds).
Progressions: Each player has a ball. Players kick the ball in a specified way through the
goals (feft foot, right foot, laces, etc).

" 1v1Game

Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x 18
vard field of play. Give each player a Disney character name (make sure there’s a matching
character at the other end.) Coach sends i a ball and calls out a Disney character and that
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another character.

Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1*' name from one end, 2™ name from the other end).

Comments: Don’t be afraid to play more than one 1'v 1 at a time.

Scrimmage2v2or3v3




Recommended U6 Lesson Plans - Lesson 4
Warm Up ‘

Body Part Dribble. Organization: Roll the ball forwards, backwards, and sideways with .
the right and left efbows. Roll the ball forwards, backwards, and sideways with the right
and left hands. Move quickly but avoid collisions! Roll the ball forwards, backwards, _
sideways, etc., with the right and left shoulders, Roll the ball in all directions with the head.
Dribble the ball with the knees, rolling it forwards, backwards and sideways. Players should
try to play around each other. Roll the ball in all directions with the buttocks. Roll the ball
with different parts of the foot, etc,

Progressions: Introduce Tick-Tock (pass the ball from inside of left foot to inside of right

foot) and Tap Dance (Lightly touch ball quickly with bottom of right foot then with bottom
of left foot. Ball should remain still.) '

Activity 1

Fruit Salad. Organization: The coach sets up the cones in a circle. The cones are
important, as they give the players a target to rm to. One player stands near the center cone
and the others stand in a circle around him (at a distance of 6-12 yards, depending on the
size of the group). The coach walks round the circle and gives each player the name of a
type of fruit (banana, orange, apple, cherry, etc.). The name of a fiuit is called out and each
player with that fruit name runs to another cone. When “firuit salad” is call out, all the
players have to run to another cone.

Progressions: Add dribbling (Same as above except the players must dribble to another
coney

Activity 2 _ : A
Cross the Bridge. Organization: Divide players into two groups, one on each endline of g
field of an appropriate size. The two teams face each other, and each player has a ball.
Mark the centerline with a flag on each sideline. You can also call the line between the -~ .
flags “the bridge”. Both teams switch sides by dribbling across the field at the same time.
Players may not cross the sidelines, so they all have to £0 between the flags (across the
bridge). Which team can reach the opposite endline {cross the bridge) first?
Progressions: Add a goal on each endline. Cross the bridge and then score on the goal,
Which team can score five goals first? Gradually move the flags closer together, making
the bridge narrower and narrower. Maks two bridges side-by-side and assign two bridge _
defenders. One coach guards the bridge assigned to Group A and one coach guards B’s
bridge. Which is the first group to cross to the other endline? Which group is able to ail
score first? )

Comments: You can start this game without the bridges (and without the soccer balls) and
race to see who switches the fastest. Then add balls, etfe.

Activity 3 .

Bingo. Organization: A number of tall cones are distributed throughout the field. Two
coaches are the “replacers”. Fach of the players has a ball. The players with balls fry to
knock down as many cones as possible by kicking their balls at them. The “replacers™ set
up the cones as fast as they’re knocked down. When a player knocks down a cone, he yells
“Bingo!” (the sound adds to the excitement). Who can score the most “Bingos?”

Progressions: Kick the ball using your faces, kick with only your left foot, kick at the cone
1o closer than 3 yards, etc.

1v1 Game

Disney Game. Organization: Two teams of equal number stand at either end of a 25 x 18
yard field of play. Give each player a Disney character name (make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another character. : '

Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1™ name from one end, 2™ name from the other end).

Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Scrimmage 2 v2 or3 v 3




Recomm'endéd U6 Lesson Plé.hsﬂ - Lesson 5
Warm Up

Ball Retrieval. Organization: The coach tosses the ball for each player to bring back with
feet, hands, elbow, forehead. Have all of 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
must retrieve the ball and get it back to you as specified and as quickly as possible,
Progressions: Bring the ball back with two hands, one hand and one head, bouneing it back
with two hand, rolling it back with their hand, dribbling it back with the bottoms of their
feet, right foot and then left foot, outside of fest, etc.

Activity 1 ‘

Traffic Officer. Organization: The four groups of players stand in the corners of a square.
The coach “traffic officer” stands in the middle of the field and directs the traffic, telling the
groups when to change direction (parallel or diagonal). The players watch out for the
players approaching in the opposite direction. o

Progressions: Every player has a ball.

Comments: Have players drive around their sduare (jogging or dﬁbbling). No sfandjng
still. o _

Activity 2. . .

“Steal the Bacon”. Organization; Ina 20 x 20 vard area, four players play against each
other. Each has 60 seconds to collect as many balls as they can using their hands from the -
middle area and put in own goal area. When middle area is empty, collect balls from other
goal area. After 60 seconds, count balls then switch to new players for the next game.
Progressions: Roll ball out of middle, use feet only, use only left foot, etc.

Activity 3 ,

Bumper Cars. Organization: All the players have a ball and are inside the playing area.
Each player iries to pass and hit another player’s ball while they are moving, If they pass
and hit someone else’s ball, they get a point. _ _ :

Progressions: Players must kick the ball using their laces, etc.

1v1Game _ ‘
Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x' 18
yard field of play. Give each player a Disney character name (make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that -
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another character. , _ - ‘
Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1™ name from one end, 2™ name from the other end).

Comments: Don’t be afiaid to play more than one I v 1 at a time.

-

Scrimmage2 v2 or3v 3
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Recommended U6 Lesson Plans - Lesson 6
Warm Up

Musical Balls. Everybody has a ball and is dribbling. Coach sings and when he stops you

Ieave your balls go to another bail and start dribbling. :

Progressions: Dribble the ball in different ways (inside, outside, lefi, right, etc). Coach can
take a ball away when he stops singing. The player without a ball must do a specific tagk -
before returning to the game. '

Comments: Make sure every player knows they’ll get their ball back at the end of the
activity! . ‘

Activity 1

Dribbling Maze. Organization: Depending on the size of the group, the coach sets up 7 to
10 (at least one more goal than players) around the field and gives the start signal. The
players try to nm through as many goals as possible within the given time {45 seconds),
Progressions: Each player has a ball. Players dribble the ball in a specified way through the
-goals (left foot, right foot, outside of feet, bottom of feet, etc). '

Activity 2 )

Crabs on the Beach. Organization: In 2 30 x 20 yard area, make one 30 yd. line the beach
and the other 30 yd. line the sea. Ask the children (sea creatures) to stand on the beach,
each with 4 foof on the ball. Place a child (the crab) in the middle of the area in a crab like
position (on afl fours with tumrmy upwards). On your command tell the creatures to dribble
their bail from the beach to the sea whilst avoiding the crab. When they reach the sea they
must wait with a foot on the ball until all players have crossed the beach. The crab roust
aim to kick each child’s ball out of the grid via the 20 yd sidelines. Any creatures losing
their balls then become crabs. Who’s the last player to be caught by the Crabs?
Progressions: Dribble the ball as specified by the coach. Rotate the starting crab.

Activity 3
Crew vs. Riverhounds. Organization: Split the group into two teams and give them
“trendy” names like the Crew and Riverhounds, Set up &30 x 20 yd area with cones lined
up along the middle of the area lengthwise. Give one tearm all the balls. On your command
tell the team with the balls to strike their ball and knock down as many stand up cones as

possible. On your command tell the other team to collect the balls. The coach should count -

and pick up the cones that have been knocked down. Switch roles so that the team that was
shooting is now collecting balls. Continue until all the cones have been knocked down.
Progressions: Kick the ball with your laces, ete.

1v1 Game - _

Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x 18
yard field of play. Give each player a Disngy character name (make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the Held to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another charactey. ‘

Progressions: Try.calling out different characters, so players learn to interact with different
characters (e.g. 1* name from one end, 2™ name from the other end).

Comments: Don't be afraid to play more than one 1 v 1 at a time.

Serimmage2v2or3v3
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Recommended U6 Lesson Plans - Lesson 7
Warm Up _
Identifiers. Organization: All of the players run around the playing area at random. The
coach calls out the identifier of a group of players or individual players, who then become
hunters. Who can catch (tag) the most players within 1 minute? The identifiers might be,
for example: colors of the players’ vests, hair color, T-shirt color, first letters of the players’
names, etc.

Progressions: Everybody has a ball, players dribble around and “hunt” while keeping their .
ball close.

Activity 1

Car Race. Organization: The coach places cones to form a circle, One player stands near
the middle cone and the others stand around the edge of the circle (distance between players
6-12 yards, depending on the size of the group.) The coach goes from player to player and
gives each one the name of a car to remember i.e. BMW, Corvette, etc, Each player runs to
another cone when his car is called out. Fast reactions are required. On the call “Car Race”
all of the players have to change places but must not return to their own cone.

Progressions: Each player has ball.

Activity 2

Tigers in the Junge. Organization: Each child chooses to be a type of animal that lives in
the jungle and makes the sound of that animal. Only tigers are not allowed. The tiger is the
most feared animal in the jungle and is going to try to kick the other animals’ balls into the
surrounding alligator infested swarmp. If the tiger kicks a ball into the swamp the child can
dodge the alligators and bring it back into the Jungle again. The child then stands with legs
apart and ball in the air making the animal noise. When another animal/child dribbles the
ball through this child’s legs, he/she is free to continue the game.

Activity 3 |

Torpedos. Organization: This game takes 8 players and five soccer balls. Choose four
players to line up next to each other along a line. Each of them has a ball. The same
number of players stands facing them at a distance of 10 yards (you can move this distance
back as the youngsters gain experience); the children in this other line do not have a ball.
Two coaches position themselves outside the “tunnel” at either end, like an entrance and an
exit. One of the end coaches has a ball and they two pass each other that ball. The players
forming the tunnel who are in possession of a ball try to calculate and anticipate the
direction and speed of the ball going through the tunnel from end to end. They each try to-
“torpedo™ it by kicking their ball at it accurately and with the correct speed. If they miss,
the player across the way will receive the pass. The receivers try to hit the torpedo as it
retamns to the original end player.

Progressions: Kick with the laces, kick using a specific foot, etc.

1v1Game

Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x 18
yard field of play. Give each player a Disney character name (make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another character. _ :
Frogressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1¥ name from one end, 2™ name from the other end).

Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Scrimmage 2 v2or3v3
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Recommended U6 Lesson Plans - Lesson 8
Warm Up ' : _
I Can, Can You? Organization: Coach asks players, “I can do something without the ball,
can you?”. At this point the coach does some sort of physical move without the ball. The
move could be a skip, an elephant walk, walking and clapping hands between the legs,
jumping jacks, etc. After the coach performs several examples with the players joining in,
the coach then asks the players if they have something that we could do, which they would
then demonstrate. Each player who volunteers then has the opportunity to demonstrate for
the group to follow, _
Progressions: Introduce the ball and move it with hands. Then put the ball on the ground
and move it in various ways with feet. '

Comments: 1 minute without a ball, 1 minute ball in hands, 4 minutes (minimum) ball at
feet.

Activity 1 _

Dog and Master. Organization: Each player (master) dribbles with a ball (dog). The
coach calls out various commands: Keep him on a short leash (dribble keeping the ball
close to the foot), the dog runs away and is then caught by his master, master strokes dog
with his foot, master jogs with the dog, walkers swap their dogs, etc. '
Progressions: Introduce tall cones as trees (stay away from the trees, because you know
what the dogs will do!), introduce an evil dog catcher who kicks balls out of the park
(players have to see the park ranger/coach to get back in the park), etc.

Activity 2 _ S . ‘
“Steal the Bacon™. Organization: In a 20 x 20 vard area, four players play against each
other. Each has 60 seconds to collect as many balls as they can using their hands from the
middle area and put in own goal area. When middle area is empty, collect balls from other
goal area. After 60 seconds, count balls then switch to new players for the hext game.
Progressions: Roll the ball out of middle, use feet only, use only left foot, etc. '

Activity 3 -

Moving Targets. Organization: All players have a ball at their feet to start the activity.
The coach and a chosen assistant are holding a bib (vest) between them above waist height.
The coach and assistant represent the uprights of a goal and the pole they are holding is the
crossbar. The goal does not stand stationary, but moves about ata walking pace. The
players then try to strike their own ball through the goal. Obviously they will try to “gang”
about the goal, so the goal must £0 o an open space in order to spread the playing area,
Once the players get a knack for success in the activity, add a second goal.

Progressions: Kick with your laces, kick using your right foot, kick using your other foot,
efc. .

1v1Game - ‘ _ :
Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x 18

yard field of play. Give each player a Disney character name {make sure there’s a matching ‘

character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play Ivl. The remaining players stay on
the goal line either side of the goals. After a goal, or a period of play, coach calls out
another character, ' )
Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1¥ name from one end, 2° name from the other end).

Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Scerimmage2 v 2 or 3v 3
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Recommended U6 Lesson Plans - Lesson 9
Warm Up

Body Part Dribble. Organization: Roll the ball forwards, backwards, and sideways with
the right and left elbows. Roll the ball forwards, backwards, and sideways with the right
and left hands. Move quickly but avoid collisions! Roll the ball forwards, backwards,
sideways, etc., with the right and left shoulders. Roll the bail in all directions with the head.
Dribble the ball with the knees, rolling it forwards, backwards and sideways. Players should
try to play around each other. Roll the ball in all directions with the buttocks. Roll the ball
with different parts of the foot, etc. ' '
Progressions: Introduce Tick-Tock (pass the ball from inside of left foot to inside of right

foot) and Tap Dance (fightly touch ball with bottom of right foot then with left foot. Ball
s.hould remain stiil.)

Activity 1 o o

“Red Light, Green Light.” Organization: In this game the players all stand ona -

designated line with the coach about fifteen to twenty yards away. The coach turns his/her

back to the players and gives a very rapid, silent one to ten count. Upon reaching the - '
number ten the coach spins to the on-coming oups and yells red, yellow or green (the ‘ ;
group may advance to tllJle coach the moment li/s}i tur‘usythei: back). If the call is red, any S Zﬁ : Lzs g OM I .
of the players moving are immediately sent back to the staring line. Ifyellow is called, any

of the players who are not walking (or Jjogging on the spot) are sent back. In the case of the

call being green those players who stop or walk are returned fo the starting line. The object

is to be the first to get to the coach. ' .

Progressions: Each player has a ball. On green dribble, on yellow tap one foot on the ball

at a time (tap dance) and on red stop ball with the sole of one foot.

Comments: Can be playedin a rectangle or a circle for a 360° game,

Activity 2 , - ' -
Cross The Ohio River. Organization: The players run (go boating) from line (shore) to '

line (shore). In the river, are two or three piranhas/players who try to tag the runmers. When Sgg LﬁSSdA/ 3
a piranha succeeds in tagging a runner he can swap places or they both become piranhas. ‘

Progressions: The players at the line each have a ball. Piranhas try to steal or kick the other
players’ soccer balls.

Activity 3 - , - , @ 6
Team Bumper Cars. Organization: Divide the players into two teams with a ball for each . A P 4 73,
player. One team is trying to hit the other team’s balls. One team is designated asthe . hd 3 A. _
kicking team, the other is the dribbling team. Afier a time, they switch roles. Play three p /P 8 ;
rounds and see which team has the most total amount of hits. _ 8 o B
Progressions: Specify certain types of kick, etc. /;f /’
1v1Game ' : E , ;

Disney Game, Organization: Two teams of equal nmumber stand at either end of 2 25 x 18 “‘-b

yard field of play. Give each player a Disney character name (make sure there’s a matching

character at the other end:) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play 1vl. The remaining players stay on
the goal line either side of the goals. After a goal, ora period of play, coach calls out
another character. '
Progressions: Try calling out different characters, so players learn to interact with different
oharacters (e.g. 1" name from one end, 2™ name from the other end).

Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Scrimmage2v2or3v3



Recommended U6 Lesson Plaﬁs - Lesson 10

Warm Up .

Ball Retrieval. Organization: The coach tosses the ball for each player to bring back with

feet, hands, elbow, forehead. Have all of 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 ' / £880 =
must retrieve the ball and get it back to you as quickly as possible. Sg £ IV et
Progressions: Bring the ball back with two hands, one hand and one head, bouncing it back :

with two hands, rolling it back with their hands, dribbling it back with the bottoms of their 7 ' @
feet, right foot and then left foot, outside of feet, etc.

Activity 1 .~ ' ' 4 ‘G”""'\)
Knock Out. Organization: Organize four markers set up in diamond fashion 10 to 15 yards >(®- )c
from a rectangular grid. ‘The size of the grid would depend on the number and-age of the M
players. Each player dribbles his or her ball inside the grid. The players are dribbling while ,

trying to tag other players with their hand. Any player tagged must dribble their ball to a (&

cone and execute a specified skill, e.g. 6 tap dance touches. Once the players liave gained

confidence instead of tagging, the players try to knock other player’s balls out of the grid. . . ‘-Z "L& ,}(
The players that lose their ball must get their ball and go to a cone before they can join back .. : /\" q\} »
in ~ e

X :

Progressions: use different dribbling techniques — left foot only, right foot only, inside and
outside of foot, etc.

Activity 2 | )
Cross the Bridge. Organization: Divide players into two groups, one on each endline of a . '

field of an appropriate size. The two teams face each other, and each player has a ball.

Mark the centerline with a flag on each sideline. You can-also call the line between the

flags “the bridge”. Both teams switch sides by dribbling across the field at the same time.

Players may not cross the sidelines, so they all have to g0 between the flags (across the _ A/ é _
bridge). Which team can reach the opposite endline (cross the bridge) first? S £s m So /
Progressions: Add a goal on each endline. Cross the bridge and then score on the goal, = _
Which team can score five goals first? Gradually move the flags closer together, making

the bridge narrower and narrower. Make two bridges side-by-side and assign two bridge

defenders. One coach guards the bridge assigned to Group A and one coach guards B's.

bridge. Which is the first group to cross to the other endline? Which group is able to all

- score first? _
Comments: Youcan start this game withouit the bridges (and without the soccer balls) and _ : \g : .
race to see who switches the fastest. Then add balls, etc, ’ & o @ & )
Activity3 | | & ;*;f Nk
Red V. Yellow. Organization: 6 red and 6 yellow cones are set up in a playing area . ‘2’ # :
measuring 20 x 20 yards (or use two different colored tall cones.) There is a ball on each : é : ﬁ
cone. Have enough game balls so that there is a ball for every 2 players. The team in yellow ' (é , &
shoot to try and kneck the balls off the red cones. Vice versa for the red team. The first ' é _
team to shoot the balls off the cones scores one point. Each game continues until one team _ ﬂ_, é
scores 3 (4 or 5) points. : _ : é
Progressions: Specify ways to kick the ball, etc. . : \{ @
. ]
1v1 Game

Disney Game. Organization: Two teams of equal number stand at either end of 2 25 x 18
‘yard field of play. Give each player a Disney character namé (make sure there’s a matching
character at the other end.) Coach sends in a ball and calls out a Disney character and that
character from each end goes out into the field to play 1v1. The remaining players stay on
the goal line either side of the goals. After 2 goal, or a period of play, coach calls out’ ‘
another character. :
Progressions: Try calling out different characters, so players learn to interact with different
characters (e.g. 1™ name from one end, 2° name from the other end).
‘Comments: Don’t be afraid to play more than one 1 v 1 at a time.

Serimmage2v2 or3v 3



