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Indiamna Youth Soccer Association Lesson Plans
Author: Vince Ganzberg

Age Group: Ub

Topie: Dribbling-Changing Direction

Activity Name Diagram Purpose/Coaching
Points
Warm-Up Wi g wip
=Efbaw Tag™ ~chsnge of direction
[ ‘ =can they think akead
Players pariner up with someane. One t 5 ~eooperation
pudr i spdit o2 first. The pair that is split, FUN
one person is it the otber is pot it The - -
“i" perfon tret b g the perion that is g h‘" * !..
froe. The “free™ person can be zale if = i
the hook wp with one of the two pariners
that are hooked together ot the elbows.
AR thal mansenl, e perion on the
oppodite énd has ta releade and fun 4
Match Related i =Diribbling whead up
“5chool of Fish™ | -Dibbling and changing direction
—MKeep the ball 8 “legs lenpih™ awa
All players have a ball. Four pecple thaf j o o :
may be coaches and'or parents each go f 3 ’ ! u.t 'l
o & sbde of the square. The et R
parenis/coaches are instrucied to raise e
|I:hriru.rrn.lm1d1l-hc11ﬂ1-|:p£l}mg|:l [ i
| elose o themn, pus their arm down in j

which anciher parentcoach may ralse
their arm up. The players are instrocied
to dribble fovards the arm thal i up.
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Match Related
“lintes™

gates =5 possible,
After several roamds- Add gute
Bilockers im which

w00 8 DEW Ome.

bviake goies inside ihe grid abowt 3 yands
apart. Yiou can even let the players do i
for you. Yoo make al beast one more

gate then the amount of players. Plavers
are instructed to deibbie through & many

plavers’canches
run/walk and simply block a gate,
The player arriving af thal gate hag o

1| -Dribbling whead op

=Diribbling and changing direction
-Can they change direction quickly and go
b @ pew A’

Match Condition
Game
dvd

Docurment 1, Image 2 of 2
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=Encaurage them ta be brave and to dribble.




Author: Tom Goodman

Activity Name

g,

Description

National Youth Certificate Course

Lesson Plan

Topic: Coordination Movwement

IS% Age: U6

Diagram

Purpose/Coaching
Points

Free Movement

Every player has a ball ina 15 x 20 yd

Movement education;
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with the Ball. grid. Coach asks all players to move . repetition in ball touches;

freely with their ball around the grid. X. X. balance; eve-foot

o b coordination; change of
Free Movement Coach then asks players to move freely A speed; change of direction;
with the Ball at their | with the ball at their feet. _ decision making.
Fﬂﬂ. x.. lh
X
15 iyl

- —
Goofy Stop and Go | Same set up as above, All players Coach Same as above.

dribble their ball in the grid. When

coach says, “STOP!" Players must stop | s, X

their ball and freeze in a goofy position. <

X Xa
Xe X. |

15 il




Author: Tom Goodman

National Youth Certificate Course

H?& Lesson Plan

DIC: Coordination Movement

Age: U6
3
Body Part Dnibbling | Same set up as above. All players Same as above,
dribble their ball in the grid. When the
coach yells out a body part, the players
must stop the ball with that body part.
4
Hit the Ball Players line up shoulder to shoulder on Rest from previous
(Relaxation one end of the grid. Place 2 balls in the activities. The challenge of
Activity) middle of the grid. One at a time wy|  Ne Xe X hitting a target.
players kick their ball and try to hit one
of the balls in the middle. S
Xe Xo Xo
154
5
Sharks and The minnows, the players with aball, | Coach FUN...Dribbling under
Minnows line up shoulder to shoulder on one end pressure; decision making;
of the grid. Two pla}:t{m are d-:slgnal.cd M. M Ms M. chnng,_: ufxpmd;Fhange Pf
as sharks and are positioned inside of direction; defending. This
the grid without soccer balls. On the P is an inclusive game...the
coach's command, the minnows must players are either dribbling
dribble their ball through the grid and a ball or trying to get one
get to the other side without getting 5 8 back.
their ball stolen or kicked away by the
sharks. If a player loses their ball while
crossing the grid, he/she becomes a
shark. 15 yidw
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Author: Tom Goodman

]

National Youth Certificate Course
Lesson Plan

DIC: Coordination Movement

Age: Ub

End Line Soccer

Setupa 15 yvd x 20 yd grid. Divide the
players into two teams. Play 3v3 with
no goalkeepers on the field. A team
scores by dribbling the ball or kicking
the ball over their designated end line.
Balls are served in one at a time by the
coach who is positioned outside the
field at midfield.

FUMN...Directional play.
Dribbling under pressure;
kicking; receiving; decision

. | making; change of speed;

change of direction;
defending.

7

3v3 Soccer Match

Setup a 20 yd x 25 vd field with goals
at each end. Divide the players into two
teams. Play 3v3 with no goalkeepers on
the field. Balls are served in one at a
time by the coach who is positioned
outside the field at midhield.

L e ——
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=]
L)
25 yela = :l:
L]
X 0]
X
)
Ty
Coach

FUN...Directional play.
Dribbling under pressure,
kicking; receiving;
shooting; decision making;
change of speed; change of
 direction; defending.




Author: Tom Goodman National Youth Certificate Course DIC: Coordination Movement

Us Lesson Plan Age: U
8
Cool Down Every player starts with a ball in his or FUN...challenging;
Juggling her hands. They drop the ball on their balance; coordination.

thigh and catch it. They progress (o
dropping the ball on one thigh and
juggling it to the other thigh, then caich
it. Eventually, they can try “thigh-
thigh-foot-catch”, ete.
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Author: Rick Meana

National Youth License

H‘?‘% Lesson Plan

Activity Name Description

Diagram

Topic: Ball Movement
Age: U6

Purpose/Coaching
Points

1 SEac: Invaders

There is not that

Tao stan, evervone is holding a ball
and running in & space 20x15. ﬂ.
Proceed 1o rolling the ball with your -]
hands. Finish with players moving
the ball or “driving it" sround the
space wilh their fieel. ® ﬁ

mach space, where
SR YOU B0 %0 You
dion’t bump inio
ﬁ anyone?

8 Show me how?

2 Driving my Car

Everyone is driving their | In each comner there is a “town™ marked ouf with

“gar” through the ¢ity cones i.e. Allentown, Vorhees ete. Can vou visi
25520 area, making all the towns-get there anyway you wanl. The side
engine niises, coach tells | spaces between fowns are the roads—be careful
players when o swich nal o crash! Mow everyons drive o youar

inbo first gear (sbow), now | “hometown™. How fast can vou drive to all the
second gear (little faster), | towns and finish ot your town? Mow the space in
and third gear (real fast) the middle is a lake, you have to go real fast

at first; TURM: HIT THE | through here or your cas will sink—what, you have
BRAKES [make tires 2 bont? To finish, the coach can point in a
screechimg sounds). directson of & town and pavers must drnve there.

| What do you

E e when ou

- are driving
arouand?

| How many

| ways yiou can
S0P Your car
using your feet
aalky?

Howe does
speedbost ham”

L3

3 “I can do this can you
All the players have a ball
and follow what the coach is
dodng. le. roll it around the
legs eic.

| ——
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Author: Rick Meana National Youth License Topic: Ball Movement

1] Lesson Plan s % Age: U6

4 Bumper Cars

Coach moves a ball around, plavers each

with a ball try to kick their ball and knock & ﬁ -&
something off the conch’s car i.e. one tire, -]
fender eic. bet them keep going uniil ihe @ ®
car can't o amymaone,
&' &l ‘-& Z .&

How can you
hit my car
when your caf
is moving alsoT

5 Game

Coach is “Boss of Balls™; play 3v3 no GK
ina 25x20 ficld. Remaining players from
both teams on each side of conch. 1F ball
goes ot or in goal, a player from the
outside replaces one player from cach
fEam.

How can you
seore a goal?

Cool down: Body Part Diribble in small space, finish with a drink of water
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Author: Lewis Atkinson, Ed. D ?

Activity Name

Description

National Youth Certificate Course
Lesson Plan

Diagram

Topic: Dribbling

us %_ Age: U6

Purpose/Coaching

Points

Retriewve

The coach beging with all the balls, He throws
the balls in different directions for each plaver
whio must bring the ball back to the coach as
quickly as they can. First the children bring the
ball back by using their hands in some fashion;
swch as, rolling the ball with their hands, or
bouncing the ball with two hands. Afier the
children get the idea that they are to bring the
ball back to coach then the coach has the
children bring the ball back using their feet.

& The purpose of the activity is to
B encourage the children o move
ioward a target. First, by bring
the ball with their hands and then
| with their feet.

5
-

Body Part Dribble

In an area the size of the center circle the
children dribble while avoiding each other.
While they dribble the coach calls out a body
part, such as “elbow.” “knee,” “nose™ or
“belly button.” The children stop the ball using
the part of the body identified.

L Children learn to keep the ball

close so they can stop the ball
° L quickly.

Document 4, Image 1 of 2
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Author; Lewis Atkinson, Ed. D National Youth Certificate Course Topic: Dribbling
s Lesson Plan Age: U6

3

In a space appropriate for the number of
Hospital Tag children, the children dribble around and iry o
tag other children while controlling their ball.
When tagged, the playver must hold the part of
the body that was tagged. After the player is
tagged for the third time, they must go to the
hospital to get well. The hospital is a space ten
te fifteen vards away whene the plaver must
dribble 10 and perform four ball touches, Afiter
completion they come back into the game with
a fresh start,

The children leam fo keep the
ball close to be able move
quickly 1o avold being tagged.
Those who are more comfortable
with the ball will tag those less
comfortable, but after visiting
the “hospital™ they are back in
the game.

4

Cones or disks are placed as gates all over the 5 +
Gates Dribble plaving arca (there should be more gates then 4 4 | Thechildren learn to control the
children). Chibdren try to dribble though as # . 4 ball at pace while running and
many gates as possible in a specified period of & uming.
time, such as 15 sec. The children keep track 4 - P

of how many gates they dribbled and try to get 3
more the next time. The coach needs 1o make = =
sure the children go from one gate 1o another. 4 &

line. This provides an appropriate target to

The session ends by playing 3v3 1o the end /
vi artack and numerous 1v1 opportunities.

¥
. ® \ Children should be encouraged
¥ to iyt dribble to the end line,
There is no such thing as a “ball
hog™ here.
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Author; F. Trovaio
Alnska State DOC

Activity Name

Mational Youth Certificate Course
UH % Lesson Plan

Description

Purpose/Coaching

Points
Plavers Stand near g cong — tone Serves a5 point of |
1. Zen Master ER Balance,
Warm-Up Coach i the Master, Coach demonstrates sill and on 4 = 5 8 Coordination
command players perform skl nepeatedly (10 sec.) = ry e Fun
N thien mowe to nivw oo Repeat. 41 ﬁ ik
Periadic Stretehing 4 - -
Calming Marments o dctivities Without Ball 4 _ Cones should be 10
1 hsat badarsce, other oo Balance, 1 fool hop, other ™ & - Vs apant.
Give players a funny team | 1008 hop, 2 foct hop, bear crawd, crab crawd ] l“' .
= F L.
m"""" ﬁ“mu""“’ REER . Introduce ball 4 41 Extra laughs after
Figre &'5 around legs with hards, Round the Waest, & BT RARTra
iBall Tap cn Forehead, Thigh Catch, Throw Catch, & a
Heaxd Cabch, Ball Taps, Body Fart Dribble, Ask Player
i Pick Water Break
Combing T Aoihilies - Random select o sciivities
& combine which plwssrs perfionm before moving on =
Groups of Two, one Master, one Student | 4 (cAcAZACAGAD 4 | Stretchirg, Relocation, Balance,
| Coordination, Enjiey, Fun
2. Zen Master Master leads Student around and - = A2
low ster through the cones. When Masters creatiity of new soocer shills
Fol the Ma 5 reaches B open cone, they choose and -I 3 andd new chants,
Grasshopper perferrn & soecer skill (the Bothvibies we % =
cid i ‘the Den Magier Wanme-up oFf Hiw' - . ? Extra baghs for resw individual chants
orees) that masst be replicated by the ue - X3
Body Controd, Balance Student.  Master chants Team o q] e
Replication Practicn Indwvidual Mantra [players can make up ' - [Feld Size:
et cram e inaivichual chainth i . Cooret shaikd be 10 yards spart,
Periodic Stretching and Calming - -
Maesents - Tearn Mantra 12 34
2 sec, then switch Master and Sudert, i
Repaat. || iaiRRE T
Acthvities start without ball and then with |
ball after & few rounds. 4
a4 Water Break!
L a
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MNational Youth Certificate Course
Us Lesson Plan i1 Age: UG

3. Freeze Games 4 Red Light Green Light 4 |4 i Freeze Tag 4 mmmimm
- Red Light - Green Light » Coordination,
command of Green Light. Coach ul ‘2
announces Red Light and players o
must stop. Any players caught
rrerireg or with ball far away ~y - Extra Laughs for funmy frozen forme:
froen them must restart 10 steps pi
back toward starting line. When T
all players reach end line game £
EENI, e L
- Freeze Tag 45 sec. games i Field Stze:
Cobch 15°1L." Players move in i &
area. When "It” touches & e - K mlﬁtwglﬂwt
player, player masst freze in that i T
i b 2 21 Freeze Tag
urdreeze player by standng next | = - - = > 2oL
to fropen plever and stand on i i)
- Freeze Tag w/ ball L «d =i
Players Fuve ball. When player Bk
b5 frozen, teammates myst Water
ratmeg frocen player o =
unireene, L _
"; e Coordination, Enjoy, Fun
4, 3v3 without EEEEED '
keepers Coach serves balls in. If | & &
ball goes out of play, - I
have players leave it and - :
coach restarts play with a 41 - 20 % 30 yards
new ball. Throw-ins can | 2 i 4
be added. Games to two - i S
or three and reshuffle 4 f & o
plmmﬂﬂm if teams 1 e
are lopsided. Celebrate & mﬁmm-n::'mm
Goals with Team Mantral i 2 e et

Document 5, Image 2 of 2
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Author: Lewis L. Atkinson, Ed. D. National Youth Certificate Course Topic: Balance and Coordination
] % Lesson Plan s % Age: U6

Activity Name Description Diagram Purpose/Coaching

Points

I can do something can | The coach begins the activity by saying *1 can Body movement from skipping
you? do something can vou™" and demonstrating a io balancing on one leg. The
phivsical activity such as jumping jacks. The important thing iz to allow the
chilkdren then do the same. The coach T f T children to explore how their
demonstrations several other physical activitics t i body moves.
such as: skips, one-kegged bounces; star jumps,
rolls, ete. After demonsirating several times T
the coach asked the children, “whal can you
do?” and takes their suggestions,
2
Snake in the Grass In an area 15 yds x 13 vds, two children begin rita vy ¢® T :. 4 7| ‘The children move in all
by being “snakes” by Iving on their stomachs. .J-.) .-h-‘) .Jh-) ):) | directions trying to avoid the
The ather children's starting position is with e e -‘! snakes, Once snakes, the
their hands touching the “snakes.” On the children try to waork together to
command “snake in the grass™ the children try create more snakes,

to stay away from the snake while the snake
slithers around trving 1o catch a child. When
any child is caught he/she becomes an
additional snake. The activity continwes until
every one 15 a snake,

e

Document 6, Image 1 of 2
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Authaor: Lewis L. Atkinson, Ed. D,

National Youth Certificate Course

] Lesson Plan

Balance and Coordination

Age: U

Find the Coach

The coach has all the children close their eyes
and while their eves are closed the coach
moves, On the command, “find the coach” the
children open their eyes and run to tag the
coach, This progress from the coach staying
still to the coach moving even afier the
children has opened their eves.

This activity becomes “chase
and flee” quickly. The children
begin to run in a direction, and
for a purpose. Later they will do
the same with a soccer ball, but
first they learn to run (o a target,

Evervone is it

In an area 20 vds x 20 yds, each child runs
around tryving to lag as many other children as
possible while not being tagged themselves.
Each bout lasts for 30 to 45 seconds.

The children must be aware of
their surroundings and make
decisions about where 10 go and
where to avoid.

Ivi

The activity ends playing 3v3.

This is free play.
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