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SOCCER IS A GAME ABOUT RECOGNIZING AND USING SPACE, AND
THE FUNDAMENTAL SKILLS UNDERLYING “TEAM” PLAY INCLUDE...

1. THE ABILITY TO CONTROL AND DRIBBLE THE BALL INTO OPEN
SPACE TO ADVANCE THE BALL OR MAINTAIN POSSESSION.

2. THE ABILITY TO LOOK UP AND PASS THE BALL TO A TEAMMATE
STANDING IN, OR MOVING INTO, OPEN SPACE.

3. THE ABILITY OF PLAYERS AROUND THE BALL TO MOVE TO OPEN
SPACE TO SUPPORT THE TEAMMATE IN POSSESSION.

4. THE ABILITY OF PLAYERS AROUND THE BALL TO MOVE AWAY
FROM THEIR DEFENDER (“UNMARK”) TO SUPPORT THE
TEAMMATE IN POSSESSION.




WHEN THERE IS OPEN SPACE, THE BALL CAN BE PASSED OR DRIBBLED
FORWARD TOWARDS THE GOAL. WHEN OPEN SPACE IS NOT
AVAILABLE, THE BALL SHOULD BE PASSED OR DRIBBLED SIDEWAYS OR
BACKWARDS (“POSSESSED”) UNTIL OPEN SPACE IS AVAILABLE.

FOR YOUTH COACHES, THE CRITICAL DEVELOPMENTAL CONCEPT ISTO
HELP PLAYERS UNDERSTAND THAT SOCCER IS PLAYED THROUGH 360°.

THIS PRESENTATION PROVIDE EXAMPLES OF HOW ELEMENTARY
TRAINING ACTIVITIES CAN BE PROGRESSED IN COMPLEXITY TO HELP
YOUNG OR INEXPERIENCED PLAYERS DEVELOP THE SKILLS AND
HABITS ASSOCIATED WITH CREATING SPACE AND “UNMARKING”
FROM DEFENDERS IN ORDER TO MOVE THE BALL FORWARD AND
SCORE GOALS.




ACTIVITY #1

“PASS AND MOVE"




ACTIVITY #1

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

Divide 8 players into two teams
(red and white shown).

Four white players start on the sidelines
and four red players - each with a ball -
start inside the game.




ACTIVITY #1

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

The red players “score” by passing to any
sideline (white) player who does not
have a ball.

Once a “goal” has been scored, the red

players move to get a new ball from one
of the other sideline (white) players.




ACTIVITY #1

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

The activity is initially arranged as an
individual competition within each team
(red vs red or white vs white).

Rotate the teams after 60 seconds and
play 2-4 rounds per team.

The player on each team (red or white)
with the most passes to the sideline
players wins the round.




ACTIVITY #2

“HEADS UP”




ACTIVITY #2

Organization

Remove one ball from the “active” team
(red shown). There will be four players
competing for three balls.

The player starting without a ball, or the
player who loses possession, must regain
possession in order to score.

Determine an individual winner after
each 60-second round.

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round




ACTIVITY #2

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

Rotate the teams after each 60-second
round and play 4 rounds per team
(8 rounds total).

Each of the 8 players will start one 60-
second round without a ball.




ACTIVITY #3

“LOSE YOUR DEFENDER”




ACTIVITY #3

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

Pair up a red player and a white player for
a “team” competition (red vs white).

The game is organized as four separate
1vl competitions, with two pairs actively
participating and two pairs
actively resting.

The four players on the sidelines are
“neutral” and should help either color.

To begin each round, all four players in the
same team (red shown) start with a ball.




ACTIVITY #3 Organization

The red team should start the first two
rounds in possession. The white team
will start the next two rounds
in possession.

If the attacking player passes the ball to
a neutral player who already has a ball,
possession is lost.

If the attacking player kicks the ball out
of bounds, possession is lost.

Field Size: 20-25 yds x 20-25 yds . .
Playing Time: 60 seconds per round If the defending player kicks the ball out

of bounds, the attacking player
retains possession.




ACTIVITY #3

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

When the defending player wins
possession, they take over control of the
game and score in the usual way.

Each pair will play two rounds against
each other. At the end of the first round,
the players should confirm the score
before moving to the sideline to actively
rest as the neutral players.




ACTIVITY #3

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

When the players return to the game
after actively resting, each individual will
retain their points total for the
second round.

After four rounds, and with each partner
starting one round in possession, the
team winner (red or white) can
be determined.




ACTIVITY #4

“POSSESSING WITH TEAMMATES”




ACTIVITY #4

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization

Each team has four players who rotate
after each 60-second round.

The game is 2v2 with the four resting
players serving as neutrals on the
outside of the square.

Each group of four should play
3-4 rounds.




ACTIVITY #4

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round

Organization
Points are scored in two ways.

When a player in the center of the game
passes to a neutral player and their team
receives the ball back, the team
scores one point.

When the teammates inside the game
complete a pass to each other, their
team receives two points.




ACTIVITY #4

Organization
Normal out of bounds rules apply.

The neutral players cannot be defended
when they are outside the playing area.

Field Size: 20-25 yds x 20-25 yds
Playing Time: 60 seconds per round




ACTIVITY #5

“LET’S ADD DIRECTION”




ACTIVITY #5

Organization
Each team has four players.

Two players from each team actively
participate in a 2v2 game, while the
other two players from each team
actively rest on the end lines.

The players on the end lines serve as
support players for their own team and
target players (goals) for the other team.

Field Size: ~24 yards x ~20 yards
Playing Time: 60 seconds per round

*It is possible to play the game with only
one player on each end line.




ACTIVITY #5

Organization

The ball can be passed backwards to the
supporting teammates.

Teams score by passing the ball to the
opponent’s support players. Here, red
passes to white and white passes to red.

After either team scores three goals,
both sets of players change places.

Field Size: ~25 yards x ~20 yards
Playing Time: 60 seconds per round




ACTIVITY #5

Organization

The support players are not allowed to
score directly (although lifting that
condition has value in other situations).

Indirect kick-ins replace throw-ins.

Corner kicks are not taken, but score
¥ goal for the attacking team.

To encourage more possession and
unmarking, requiring one-touch goals
“may” be added as a condition.

Field Size: ~24 yards x ~20 yards
Playing Time: 60 seconds per round




ACTIVITY #6

“LET’S ADD REAL GOALS”




ACTIVITY #6

Field Size: ~25 yards x ~20 yards
Playing Time: 90 seconds to 2 minutes per round

Organization

Each team has two field players and
a goalkeeper.

A goal area / offside line is added 8-10
yards from each goal.

The goalkeepers must play within their
goal area.

The three players rotate into goal after
each round.




ACTIVITY #6

Field Size: ~25 yards x ~20 yards
Playing Time: 90 seconds to 2 minutes per round

Organization

For particularly young or inexperienced
players, the coaches should serve as
the goalkeepers.

To accommodate groups of 8 players,
two resting players can rotate with the
two active players after each round.




ACTIVITY #7

“STARTING THE POSITIONAL JOURNEY”




ACTIVITY #7

Field Size: 30 yards x ~24 yards
Playing Time: 3 minutes per round

Organization

Each team has three field players and
a goalkeeper.

Additional players can be rotated into
the game after each 3-minute round.

A half-way line divides the field.

The three field players may not be on the
same half of the field at the same time.

There can be two teammates in either
half at any moment and fluid changes
between players are encouraged.




ACTIVITY #7

Field Size: 30 yards x ~24 yards
Playing Time: 3 minutes per round

Organization

The attacking teams are encouraged to
assume a diamond shape to build out.

The goalkeeper is encouraged to actively
participate by dribbling the ball forward
when space is available.

The offside law in not in effect.
Goals are disallowed when all three field

players are “blatantly” in the same half
of the field at the same time.




ACTIVITY #7

Organization

With young or inexperienced players, the
coaches should assume the role of the
goalkeepers to help the game develop.

Field Size: 30 yards x ~24 yards
Playing Time: 3 minutes per round




ACTIVITY #8

“CLOSER TO REALITY”




ACTIVITY #8

Field Size: 30 yards x ~24 yards
Playing Time: 3 minutes per round

Organization

To move closer to reality, replace the
half-way line with two goal areas /
offside lines, 8-10 yards from
each goal.

Assign positions (attacker + left defender
+ right defender) to the three field
players on each team. The players

should move to their assigned positions
only when their goalkeeper has the ball.

Encouraging the “striker” to stay closer
to the opponent’s goal helps to maintain
spacing between the players.




ACTIVITY #8

Organization

With young or inexperienced players, the
coaches should assume the role of the
goalkeepers to help the game develop.

Field Size: 30 yards x ~24 yards
Playing Time: 3 minutes per round




PLEASE GIVE ME YOUR
FEEDBACK

DR. TOM TURNER
216-496-4683
TTURNER@OHIO-SOCCER.ORG




THANK YOU!




