
A. COACHES RESPONSIBILITIES 
 

1) Contact team  
Thank you for volunteering to serve as a coach for this soccer season. We are looking 
forward to a great season. It is because of parents like you, willing to step up and help out 
that keeps our league running smoothly.   

 
You will receive a copy of your team roster and schedule, if you have not already received it.  
Please contact all your players and verify that all phone numbers are correct.  In the event 
they are in correct, please contact the registrar at obslregister@optonline.net and he will look 
into it.   

 
The Director of Recreation for Division 6 & 7 (U-4 – U-8) is Tom Costello and the Director 
of Recreation for Division 3, 4 & 5 (U-9 – U-17) is Kevin Pruneau. Both directors can be 
contact via email through the OBSL website.   

 
2) Find assistant coach and team parent 
Do not forget to contact your assistant coach and your team parent, if one has been assigned.  
If you don't have an assistant coach and a parent on your team is willing to be your assistant, 
let your division representative/director know and he will be sure that they get credit and 
receive their work bond check back.  Each team receives three work bond positions.  This is 
usually the coach, assistant coach and team parent.  The team parent’s responsibilities 
include contact the team members regarding games, practices and cancellations. 

 
3) Attend mandatory coaches meeting 
Please be sure to attend the Coaches meeting.  You will receive information from 
professional soccer trainers to assist you in running your practices.  You will also receive 
your uniforms and other important information at this meeting. 

 
4) Other coaching responsibilities 

i) schedules – make copies for parents. 
ii) training – Friday night clinic are offered to all players in the U-10 and younger age 

groups. 
iii) practice fields – Know where can you practice? The OSL has acquired permits for 

certain fields.  Be aware which fields are available.  
iv) Kid Safe form and Coaches Code of Conduct form – These forms must be completed 

by the coach and assistant coach and returned to your division 
representative/Director. 

v) Use of website – Coaches may use the OBSL website (www.obsl.com) to post team 
information and practice schedules. This information is available from your division 
representative/Director. 

 
 
 
 
 



B. RULES 
 
GENERAL RULES 
1) Shin guards are mandatory for all players.  Shin guards MUST be worn under socks. 
2) Cleats are not mandatory but are highly recommended because they provide increased 

traction and stopping ability. 
3) No jewelry of any kind can be worn. This includes ear rings, bracelets, necklaces and 

watches.  Ear rings cannot be taped. 
4) No spectators are permitted behind the goal area.  Referees have been instructed to stop the 

game with the clock running if spectators are standing behind the goal area.   
5) Sportsmanship is to be shown at all times.  NO TEAM SHOULD WIN A GAME BY 

MORE THAN SIX (6) GOALS.  If your team has a four goal lead by half time, then put 
your weakest players up on offense.  If you still continue to score and lead by six goals, then 
either remove a player and play with one less player or limit your players to only two touches 
on the ball before they must pass or shoot.  Recreation should be fun for all players. 

6) Referees are to be treated with respect.  Do not confront or yell at a referee at any time. 
7) Please report any problems or concerns to the Director of Recreation. 
 
OUTDOOR RULES 
 
Players:  Teams will play with equal number of players  ( 6 v 6, 5 v 5 , 4 v 4 ) 

U 5  Teams play 5 vs. 5 with NO goalie. Size 3  Ball 
  U 6  Teams play 6 v 6 with goalie.  Size 3  Ball 
  U  7 - 8 Teams play 8 v 8 with goalie.  Size 3  Ball 
  U  9 - 10   Teams play 8 v 8 with goalie.  Size 4  Ball 
  U 11-12   Teams play 11 v 11 with goalie. Size 4  Ball 
  U 13-15 Teams play 11 v 11 with goalie. Size 5  Ball 
  U 17  Teams play 11 v 11 with goalie. Size 5  Ball 
 
For 8v8 games, a minimum of 5 players is required.  For 11v11 games, a minimum of 7 players 
is required.  If a team does not have the minimum number of players at the start of the game, 
they may use players from the opposing team or other players the same age from other teams; 
however, the game will be recorded as a forfeit.  No younger players may play up or older 
players play down.  
 
Duration: U-5 4 – 10 minute quarters with 5 minutes at half time and 1-2 minutes 

between quarters  ( Both Coach‘s may agree to shorter quarters  4-
8 min. or 9 min quarters ) 

 U-6 4 – 10 minute quarters with 5 minutes at half time and 1-2 minutes 
between quarters   

  U 7 -8  2 – 20 minute halves with 5 minutes at half time. 
  U  9-10   2 X 25 minute halves with 5 minutes at half time. 
  U 11-12   2 X 30 minute halves with 5 minutes at half time. 
  U 13-15 2 X 35 minute halves with 5 minutes at half time. 
  U 17  2 X 40 minute halves with 5 minutes at half time. 
The clock does not stop during the game. 



Specific Rules for U-5  
• Unlimited number of throw-ins. (Refs will explain to the player the proper technique). 
• There are No Corner Kicks. (If the ball goes over the opponents goal line, it will result in a 

Goal Kick for the defending team). 
• There is NO scores or standings kept. 
• There are no Penalty Kicks  
• Any Fouls on the field will result in an Indirect Kick from the spot of the infraction. 
• No kicks inside the goal area. (move the ball outside the area) 
• There are NO hand balls. Most times they are trying to protect themselves, this is OK 
• Slide tackling is prohibited. 
• Please try to help the players with understanding the game. 
• Make sure they have fun. 
• Only 1 Coach from each team allowed on the field 
 
Specific Rules for U-6 
• Unlimited number of throw-ins. (Refs will explain to the player the proper technique). 
• There are Corner Kicks.  
• There is NO scores or standings kept. 
• There are no Penalty Kicks  
• Any Fouls on the field will result in an Indirect Kick from the spot of the infraction. 
• No kicks inside the goal area. ( move the ball outside the area ) 
• There are NO hand balls. Most times they are trying to protect themselves, this is OK 
• Slide tackling is prohibited. 
• Please try to help the players with understanding the game. 
• Make sure they have fun. 
• Only 1 Coach from each team allowed on the field 
 
Specific Rules for U-7 & U-8 
• One additional attempt at a throw-in will be permitted. (Refs will explain to the player the 

proper technique). 
• There are Corner Kicks.  
• Scores will be recorded and standings kept. 
• There are Penalty Kicks  
• Any Fouls on the field will result in a free Kick (indirect or direct) from the spot of the 

infraction. 
• Offsides will be enforced. 
• Hand balls will be called.  
• Slide tackling is prohibited. 
• Please continue to help the players understand the game. 
 
 
 
 
 
 
Specific Rules for U-9 through U-17 



 
• Both teams will be on the same side of the field.  All spectators will remain on the opposite 

side of the field. 
• Substitutions can be made only at the following times: 

a) On your teams throw-in 
b) On a goal kick 
c) After a goal 
d) At the beginning of the second half. 

• A bad throw-in will be called. The opposing team will be awarded the throw-in.  (Refs will 
explain to the player the proper technique for U-10). 

• There are Corner Kicks.  
• Scores will be recorded and standings kept. 
• There are Penalty Kicks  
• Any Fouls on the field will result in a free kick (indirect or direct) from the spot of the 

infraction. 
• Offsides will be enforced. 
• Hand balls will be called.  
• Slide tackling is prohibited at the U-10 level. 
 
 
 
INDOOR RULES 

 
GENERAL RULES: 
 
1. Referees will wear official uniform with current badge.  Sweatpants are acceptable. 
2. Referees for the 6:00 PM games will arrive at 5:45 PM to set-up the goals.  Referees for the 

last game are responsible for taking down the goals with the assistance of the coaches. 
3. Referees will control the game from the sideline, limiting time on the court or near the walls.  

Referees for divisions U9 and older will control the games as needed for a full size gym. 
4. Referees are not to argue with coaches or parents.  All complaints should be directed to the 

appropriate league representative, specifying day, gym number, and details of  the incident. 
5. All games consist of two 20-minute halves, with a one-minute break in between halves.  

Referees will ensure that the games begin and end on time. 
6. Shin-guards are mandatory for all players; no player will be allowed to play without shin-

guards.  No jewelry may be worn.  Mouth-guards are recommended for children with braces.  
Sneakers are the appropriate footwear. 

7. All teams will play with an equal number of players. 
8. Gym “A” is closest the parking lot; gym “B” is towards the interior of the school. 
9. No standings are kept. 
10. If schools are closed (or early dismissal) due to inclement weather, there are no soccer games 

that evening. 
 
 
 
SPECIFIC RULES: 
 



1. Any ball out of bounds on the sideline is an indirect kick, which may be placed 1-2 steps in 
from the sideline. 

2. An indirect kick is awarded for all fouls. 
3. There are no penalty shots. 
4. For fouls in the goal area, the ball is spotted on the outer edge of the goal area for an indirect 

kick. 
5. For balls kicked on goal over the bleacher line: a goal kick is awarded for the defending 

team; a corner kick is awarded for the attacking team. 
6. As in official soccer, all indirect kicks must touch another player before entering the goal for 

the goal to count.  If the ball does not touch another player, a goal kick is awarded. 
7. For any ball trapped against a wall or between the bleacher and wall, the referee will count 

(silently) to three and then blow the whistle.  A drop ball will be played. 
8. No slide tackles are allowed.  If a player performs a slide tackle, the player is warned, and an 

indirect kick is awarded. 
9. The referees will note the goal areas to the goalkeepers prior to the game.  The goalkeepers 

will be warned that they must keep at least one foot in the goal area when touching the ball.  
If the goalkeeper touches the ball outside the goal area, a corner kick is awarded. 

10. Any goal kick or punt by the goalkeeper after a save must either hit the wall, the floor, or 
another player before crossing the mid-court line.  If it does not, the result is an indirect kick 
for the opposing team at the mid-court line. 

11. Teams U8 and younger play six players a side; one goalkeeper and five field players.  Teams 
U9 and older play as rosters allow. 

12. There is no offside. 
13. Coaches for Divisions U5 and U6 are allowed on the court to direct the players. 
14. Substitutions are made “on the fly”.  Coaches do not have to notify the referee to make 

substitutions. 
 
C. STANDINGS (when applicable) 
 
Standings will be kept for U-7 and older divisions.  Two (2) points for a win, one (1) point for a 
tie.  In the event of a tie prior to the final week of the season, the following criteria will be used 
to determine the higher seeded team:  a) most wins, b) head to head competition, c) least goals 
allowed, d) penalty kicks. 
 
D. GAME CANCELLATIONS 
 
In case of inclement weather, please check the OBSL website at www.obsl.com.  We will update 
the site as soon as the decision to cancel is made.  Directors will contact the division reps or 
coaches by telephone.  The coaches, through the team parent, are responsible for notifying the 
parents and players.  Keep in mind that sometimes, the decision to cancel is made the morning of 
the games after the fields have bee inspected.  We ask for your patience in this area.   
 
Games canceled due to inclement weather will be made-up.  The Directors of Recreation will 
notify the coaches as to the make-up schedule.  The make-up games may be played during the 
week or at the end of the season. 
 



E. REFEREE INFORMATION 

It is the intent of the Old Bridge Soccer League to enhance the experience of the Referees 
associated with the League. To maintain the highest levels of Safety and Professionalism while 
the children of Old Bridge are in a fun environment. 

1) Referee Requirements 

• Must be certified by the United States Soccer Federation.  
• Must be registered with a valid current-year Referee Patch and Membership Card.  
• Must be registered with OBSL  
• Must be in good standing with OBSL rules and regulations.  
• Must have an authorized referee uniform.  
• Must be a minimum of twelve (12) years of age. 

2) Selection Criteria 

• It is the intent of OBSL to share with all registered referees as best as possible the 
assignments.  

• Referees will be ranked and rated by the assignor’s and or the assessors based on their 
performance, experience level and possibly age since the divisions being officiated are 
established by age. MOSA and Mid-NJ ratings and experience will not be used as criteria 
unless a formal upgrading of Grade has been received from the United States Soccer 
Federation. OBSL ranking will based on the previous season and updated during the 
current season. Referees will be informed about their respective ratings only. Training, 
observations and corrective action will be on an ongoing bases. Ranking and rating is 
used to establish the Divisions the referee is considered qualified for.  

• Due to the large number of Referees currently registered and growing each month, 
frequency of assignments are not guaranteed.  

• Seniority of association will not be the criteria assignments  
• We will attempt to eliminate as much as possible schedule conflicts but cannot guarantee 

the frequency of assignments in situations of conflicts.  
• Due to the need to schedule Referees, please be prepared to accept the assignment on the 

night contacted. Failure to acknowledge could result in a re-assignment of the games.  
• Emergency assignments may be necessary from time to time and could result in some 

Referees being assigned more frequently. We will attempt to minimize these situations. 
But they will occur and will be assigned spontaneously in order to fill the openings.  

• Referees who refuse assignments other than schedule conflicts and medical reasons may 
not be asked to participate in the program.  (Example: "I only do centers" or "I only do 
Div 5 or greater") 

3) Referee Responsibilities 

• Carry a current membership and patch  
• Lost Patch will be tolerated provided a previous year’s patch is available and proof via 

USSF membership card is available.  



• Wear the appropriate uniform.  In inclement weather, black long pants may replace 
shorts. Jackets upon approval of the assignor or assessors.  

• If an On Field Assignment is made, the Referee will not be disciplined due to the 
situation. 

• Bring the appropriate equipment such as whistles, cards, flags and watch/timer.  
• Be at the field 15 minutes prior to the game assignment.  
• Act in a mature and professional manner.  
• Enforce all the FIFA, USSF, MOSA and OBSL rules and regulations. 
• Inspect Field and make sure Goals are anchored properly. 

4) Discipline 

• Membership with USSF not up to date -- Suspension until validated  
• Out of uniform may result in a send home.  
• No show’s will be taken out of rotation and or removed from registered list for the 

balance of season.  
• Unprofessional conduct at the fields will result in a suspension. 

F. Miscellaneous Information 
 

• Work bond checks for coaches, assistant coaches and team parents will be distributed the 
last weekend of the season. 

• OBSL refund policy states “Once a child has been placed on a team, given a uniform and 
played, no refunds will be given.” 

• OBSL CUP:  FALL SEASON ONLY 
The last week of the season (WEEK #10) will be a tournament weekend.  Some teams may be 
required to play two (2) games that weekend. You will receive an e-mail with your game 
schedule as soon as possible after week #9. Team pairings and game times will be determined 
after the ninth week of play. (playoff format).  NOTE: ALL TEAMS WILL PLAY WEEK 
10. 
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Introduction 
 

 
 
 
 
 
 
 
 

Is this you????? 
 

Don’t Worry-Be Happy!   
 

The purpose of this manual is to provide volunteer recreation soccer coaches both new and 
experienced with as much information as possible to aid them when they are out on the field. This 
manual is for the U6-U12 ages.  We hope that you enjoy this manual and that it is beneficial to both 
the player and coach.  
 



Players 
 

Age Characteristics of children 
 

5/6 year olds 
Psychomotor Development for U-6 

•Movement education 
•Differences between boys and girls are minimal 
•Body segments grow at different rates 
•“Energizer Bunny” 
•Emphasis of fundamental movement skills (you are a glorified PE teacher) 

•Locomotor:  walking, running, leaping, jumping , hopping. 
•Nonlocomotor: bending, stretching, twisting, pulling, pushing. 
•Basic Manipulative: throwing, catching, striking, kicking. 

•Increased use of all body parts 
•Need to explore rolling and bouncing ball 
•Weight range approx. 30-50 lbs. 
•Height range approx. 35”-37”. 
•Motor development starts with the head and moves downward to the feet, and from the center of the 
body outward. 
Easy fatigue, rapid recovery.  HR around 90 bpm 
 

Cognitive Development for U-6 
 

 
 
•Piaget-preoperational 
•Play consists of imagination and pretend 
•Use of symbols represent objects 
•One task at a time! 
•Small bits of info is needed 
•Simple, Simple, Simple 
•Limited understanding of time, space relations, and boundaries. 
•4v4 is really 1v7 
 



Psychosocial Development for U-6 
 
•Self concept, body awareness and self image through movement 
•Egocentric-me, my ball, 1v7 
•Need praise and to play without pressure 
•Influential person is mom or parent 
•May say TEAM, but really means: “Throw Everything At Me” 
•Tactical Sign is  “This Way” or “One Way” 

 
General Characteristics of Children U6 

•Short attention span 
•Most individually oriented (me, my, mine) 
•Constantly in motion 
•Psychologically easily bruised 
•Little or no concern for team activities 
•Do believe in Santa Claus, but will not discuss with peers 
•Physical & psychological development of boys & girls quite similar 
•Physical coordination immature 
•Eye hand and/or eye foot coordination most primitive at best 
•Love to run, jump & roll 
•Like to roll on the ground - (that’s in good dress-up clothes, not in team uniform) 
•Enjoy climbing 
•Prefer large soft balls and nerf balls 
•Catching skills not developed 
•Can balance on good foot 
•NO SENSE OF PACE - GO FLAT OUT!!! 
 
 
 
7/8 year olds 

Psychomotor Development of U8 Players 
 
•Skeletal system is still growing: growth plates are near the joints, thus injuries to those areas merit 
special consideration. 
•Cardiovascular system is less efficient-Endurance makes no sense-a child’s heart rate peaks sooner 
and takes longer to recover. 
•Take longer to cool down than adults.  Ready to go in an off state 
•Improvement in pace and coordination 
•Immaturity of physical ability is obvious 
•Still see a child in movement 
 



Cognitive Development of U8 Players 
 
• Concrete operational stage-”A Rule is a rule!” (School) 
• Can do more than one task at time, but the simple task of controlling the ball demands most of 
the attention capacity, thereby leaving little or no capacity for “tactical” decision making. 
• Time and space concept is starting to develop 
• Limited experience with personal evaluation; effort is synonymous with performance, If I try 
hard, then I performed well regardless of winning or losing 
• Beginnings of categorizing 
 
 

Psychosocial Development of U8 Players 
 
• Very Fragile self concept and body image 
• Individuality 
• Psychological factor of negative comments 
• Soccer is FUN 
• Their universe is expanded to the neighborhood 
• Partner activities-I will share my ball with you 
• Team identity is limited-”I play for the Wildcats” 
• Wants everyone to like them (School) Great need for approval from adults such as parents, 
teachers, and coaches; like to show individual skills. 
• Most influential person is father, but could go to mother “comfort zone” 

• Tactical Sign is:   
 

General Characteristics of Children  U8 
•Attention span a bit longer than U6, but still not at the “team at all costs” intensity. 
•Inclined more toward group activities. 
•Still in motion - twitching, jerking, scratching and blinking are all second nature physical movements. 
•Still very sensitive (dislike personal failure in front of peers) - ridicule from the coach in front of the 
group is very destructive. 
•Santa Claus is no longer a peer topic of discussion. 
•Boys and girls still quite similar in physical and psychological development. 
•Beginning to develop some physical confidence (most can ride a two-wheeler). 
•Still into running, jumping, climbing and rolling.  
•More into imitation of the big guys (sports heroes becoming important). Unfortunately few are soccer 
players. 
•STILL LACK SENSE OF PACE - GO FLAT OUT .   Will chase the ball until they drop. 
 



9/10’s 
 

Psychomotor Development of U10 Players 
 

•Overall and small motor skills becoming more refined 
•Boy’s and girl’s beginning to develop separately 
•Lengthened attention span.  Sustain an activity if they are engaged. 
•Diversity in playing ability 
•More prone to heat injury than adults 
•Accelerated heat loss, increased risk of hypothermia 
•Children make rapid gains in learning and function at increasingly sophisticated levels in the 
performance movement skills 
 

 
 

Cognitive Development of U10 Players 
 
•Some begin moving from concrete to formal operational 
•Intrinsically motivated to play 
•Starting to think ahead 
•More inclined to play rather than being told to play 
•Demonstrates self responsibility 
•Starting to understand fundamental tactical concepts 
•Create games, not instruction on how to do things  
•Repetitive technique very important, but it MUST BE DYNAMIC NOT STATIC! 
 
 

Psychosocial Development of U10 Players 
 
•May initiate play on their own. 
•Continued positive reinforcement-Be specific w/ praise 
•Brief, concise and purposeful explanations 
•A little more serious 
•Peer pressure beginning 
•Prefer team identification 
•Adults like a coach may influence 

•Tactical Sign:  
 



Characteristics of U10 Children 
 
• Lengthened attention span. 
 
• Team oriented. 
 
• Still in motion, but not as busy . . . Will hold still long enough for a short explanation. 
 
• Psychologically becoming more firm and confident. 
 
• Boys and girls beginning to develop separately. 
 
• Gross and small motor skills becoming much more refined. 
 
• Prefer team type balls and equipment. 
 
• PACE FACTOR BECOMING DEVELOPED - DO THINK AHEAD 
 
• Some are becoming serious about their play. 
 
• Enjoy the uniforms, team association. 
 
• Are now more inclined toward wanting to play rather than being told to play. 
 
 
 
 



11/12’s 
 

Psychomotor Development 
•The average age for the beginning of pubescence in girls is 10 years with a range from 7-14; for 
boys, age 12 with a range from 9-16. 
 
•Increases in the amount of exercise and the intensity does not necessarily increase aerobic fitness 
levels in children. 
 
•Strength building activities require overloading the muscles to a greater extent than endurance 
activities. 
 
•Flexibility training is key the to prevention of injury. 
 
•Overuse injuries, burnout, and high attrition rates are associated with high-intensity children’s 
programs that fail to stress skill development and learning enjoyment. 
 
•Begin to develop abilities to sustain complex coordinated skill sequences. 
 

Cognitive Development 
•Formal operational stage of cognitive development (Piaget). 
 
•Begins to think in abstract terms and can address hypothetical situations. 
 
•Changes in thought processes is the result of an increased ability to acquire and apply knowledge. 
 
•A systematic approach to problem solving appears at this stage; the game of soccer must present 
the ability to think creatively and solve problems while moving. 
 

Psychosocial Development 
•More TV, less  unstructured play. 
 
•Beginning to spend more time friends and less time with parents. 
 
•Popularity influences self-esteem. 
 
•Whether a child enters puberty early or late has important psychosocial implications. 
 
•Learning appropriate sex role. 
 
•Most children seek peers that are most like them in age, race, sex, and socioeconomic status. 
 
•Opportunity to introduce the value of cultural diversity. 
 
•Developing a conscience, morality, and a scale of values. 
 
 



Priorities 
 

 
 
Ok, you are coaching them, now what do you teach them?????  The cartoon is definitely the main 
priority for U6’s!   
 
Here are some priorities for you to consider…… 
 

The Number one priority to teach is for the players to have FUN!! 
 

 U6’s 
• Being comfortable with the ball at their feet-Dribbling 
• Everyone has a ball-Dribbling 
• Fundamental movements like running, jumping, bending, skipping, reaching, throwing, 

catching. 
• Need to explore a rolling and bouncing ball 
• Games that teach dribbling and turning the ball with their feet 
• Play small sided games of  3v3/4v4 
• Teach shape, not positions.  For 3v3, the shape is a triangle.  For 4v4, the shape is a diamond.  

For the U6’s, however, it will become more of a 1v7 match instead of a 3v3/4v4 match.  Just 
getting them to start in either a triangle or a diamond at the beginning of the game, a kickoff, or 
a kick-in is a good starting point.   

• Fun! 
 

U8’s 
• Being comfortable with the ball at their feet-Dribbling 
• Everyone has a ball-Dribbling 
• Games that teach dribbling with the head up, turning, and keeping the ball away from an 

opponent.  Changing Direction.  When going right-use right foot.  When going left-use left foot. 
• Games that encourage them being creative with the ball-Dribbling 
• Fundamental movements like running, jumping, bending, skipping, reaching, throwing, 

catching. 
• Passing in two’s.  Passing should be done in motion, not static.  
• Show the surfaces of the foot to pass the ball with.  Inside of foot.   
• Introduce striking the ball with the laces.  They are still going to use their toes. 
• Developing the mentality to shoot.   
• Introduce receiving (not trapping) balls on the ground 
• Play small sided games of 3v3/4v4 



• Teach shape, not positions.  For 3v3, the shape is a triangle.  For 4v4, the shape is a diamond.  
Just getting them to start in either a triangle or a diamond at the beginning of the game, a 
kickoff, or a kick-in is a good starting point.   

• Fun! 
 

U-10-U12’s 
 

Dribbling 
 

• Creativity with the ball needs to be stressed.  
• How to run with the ball at the feet 
• Dribbling to beat an opponent 
• Dribbling to get away from pressure 
• Dribbling to maintain possession 
• We need to develop “front footed” dribblers.  Players that are comfortable with the ball and taking on 

opponents face to face.   
Passing 

 
• Pass on the move with both inside and outside of the foot.   
• Making the simple pass-thought behind every pass. 
• Making eye contact with your teammate should also be stressed heavily with passing.   
• Introduction to longer types of passes 

 
Finishing/Striking The Ball 

 
• Finishing off the dribble, while going at pace.   
• Get the shot on “frame” or target.   
• The ability to turn and finish 
• Finishing from a pass 
• Finishing a breakaway   

 
Receiving 

 
• Developing the first (controlling) touch.   
• Teach them to open “out” when receiving a ball on the ground-To see their teammates (vision) 
• Receiving balls out of the air. 

 
Supporting 

 
• Playing 3v1 games to teach how to support the player that has the ball 
• Supporting after making a pass 
• Supporting after a long ball has been played. 

 
Heading 

• Introduction to heading (U10’s) 
• Introduction to jumping and heading balls in a direction (U-12’s) 

 
Defending (Winning the Ball Back) 

• The mentality to win the ball back 
• Getting them to recover or pick up an opponent 
• Teach the role of the first defender (Pressure) U-10’s 
• Teach the role of the second defender (Cover) U-11’s 
• Teach the role of the third defender (Balance) U-12’s 

 



Philosophy 
 

FUN!!!!!  FUN!!!!!  FUN!!!!! 
“Teach Them Well And Let Them Lead The Way” 

 

 
 

First ask yourself Why Do You Coach? 

•Build your own resume (SERIOUSLY hope not) 

•Experiences ( you enjoyed your experiences playing the game) 

•Most Qualified (you actually played a sport in Junior High) 

•Enjoy Kids! (should be the number one reason) 
 

Mission as a Youth Coach 
•Say “Do This” instead of “Don’t Do This” (Catch Them Being Good) 
•Focus on what has been accomplished, not what hasn’t.   
•Be a “Positive” Role Model 
•Keep them coming back!  They should sign up again next season! 
•Fans For Life 
 

The Youth Soccer Coach 
 

•Facilitator of Activities (You are not the “Sage on the Stage but the “Guide on the Side”) 

•Uses Activities and Games that Teach! Doesn’t use or say the word “Drills” 

•Understand that success is a byproduct of player development 

•Teacher in Training-Not The Game.  Soccer is a players game, not a coaches.   

•Develop An Enthusiasm For The Game 

•Enhance Development (Are your players better at the end of training?  End of the season?) 
 

Positive Coaching 
•Create Your Own Philosophy (should reflect fun and development) 
•“Winning isn’t Everything, nor is it the only thing” 
•Failure is not the same thing as losing. 
•Success is not equivalent to winning. 
•Effort is a controllable variable-Outcome is not. 
•“Catch Them Being Good” then when you do-----TELL THEM IMMEDIATELY! 



Sportsmanship 
 

“Leader Is As Leader Does” 
 

“Young players play with 
great deal of fairness and 

sportsmanship.  Once 
they learn how important 
the game is to the adults, 

they’ll learn how to cheat.” 
Dr. Ron Quinn 

 
 

 
 
 
“They’re only kids.  It’s only a game.”  
 
Soccer can teach life long skills, buildi
vital as both a coach and a parent that
and games.   

• Young people learn by example 
• Cheer for both teams and ask th
• Have end of the game rituals suc

applauding, shaking the referees
 

“Screaming parents and crying children or crying 
parents and screaming children have become part of the 
fabric of youth sport.” Caroline Silby, PH.D 
ng character, self esteem and awareness of others.  It is 
 good sportsmanship is exhibited throughout practices 

(Leader is as leader does).   
em if they had fun and tried their best.   
h as the line handshakes, the world cup style 
 hands and saying “thanks”.  



Team Management 
Philosophy 
 

• Ask why do you coach?   
 

• Philosophy should be player driven, not coach driven.  Therefore practices need to be geared 
towards their development, not winning.   

 
• Taking Players Somewhere New 

 
• Remember why they are here? 

 
• Biggest compliment you will get is if they sign up again next season/year. 

 
• FUN!  FUN!  FUN! 

 
Parent-Coach Meeting 
 
 At the beginning of every season, you should take a moment to meet the parents of the 
children that you are coaching.  In this meeting the following should be done: 
 

• Explain your philosophy 
• Player Information 

o Medical Information 
o Previous experience of children 
o Family situations, such as custody that may affect rides to and from practice. 

• Parent Information 
o Emergency Phone Number 
o Rides-who is taking player to and from practice 
o Obtain Work Phone Numbers and Emails 
o Proper behavior on sideline (See The Youth Soccer Coach Poem by Berticelli) 

• Responsibilities of Players, Parents, and Coaches 
o Players-proper gear be worn including shin guards, ball and water 
o Parents-Notify coach that they are taking child(ren) home 
o Coaches-Plan for training (Fail to Prepare-Prepare to Fail) 
o Coaches-Arrive early-End on time 
o Coaches-Provide proper training equipment (cones, vests, balls, air pump) 
o Coaches should all have a first aid kit 
o Coaches and Parents-Provide for a “Safe” Environment-Be Positive! 

 
Then after addressing the parents an idea would be to distribute literature like the poem below written 
by the late Mike Berticelli. 



The Youth Soccer Coach 
 

 
You donate your time for the good of our youth, 
But you scream and you yell and are often uncouth. 
 
The ref is just twelve and still learning the game,  
But you call him a jerk and say he’s not sane. 
 
The parents are screaming and follow your lead, 
As  you sprint up the sideline at uncontrollable speed. 
 
You jump as you yell-“Pass, pass the ball!” 
You turn red as  you bellow-“Ref, make the darn call!” 
 
“You’re the left back, get in your position, 
If you don’t we might lose and ruin our tradition!” 
 
Positions are needed so we look like a team, 
‘Cause they’re miniature pros, or so it does seem. 
 
The fullback is bored, he picks at his nose, 
While the others run wild and kick with their toes. 
 
You scream for a goal, no matter how it goes in,  
The skill doesn’t matter, just as long as we win! 
 
The parents go crazy as the ball nears the goal, 
Their advice and instructions will soon take their toll. 
 
You see, “Junior” feels pressure, he’s not having much fun, 
We tell him to pass, when to shoot, and to run. 
 
He came here to play and to use his own mind,  
‘Cause soccer’s the most creative game that you’ll find. 
 
Imagination is needed on the part of each child,  
Solving problems on the field is what makes them go wild. 
 
A week of long practice, while just standing in line, 
Waiting to shoot, just using one ball at a time. 
 
This just doesn’t cut it, and for some it is too late, 
Make your practices fun, don’t be the coach that they hate. 
 
They come to “play” soccer, not to work at the game, 
Their excitement is something we don’t want to tame. 
 
Maradona had moves that are beyond comprehension,  
No coach taught those moves while threatening detention! 
 
He learned from his friends, and tried copying others, 
While playing in games, without coaches and mothers. 
 
 
 
 
 
 
 

Soccer is different, not like baseball at all, 
We don’t need positions, just give them the ball. 
 
They, first must learn skill, it’s the meat of the game, 
If they can’t dribble or shoot, then who should we blame? 
 
Skill must be learned through repeated trials, 
If motivation is present you will see them run miles. 
 
“Fun games” are the answer to encourage repetition, 
They laugh and they scream and enjoy competition. 
 
Without the skill to dribble past an opponent at will, 
Your players may win, but their growth will stand still. 
 
I dream of the day when the parents just cheer, 
And losing the game doesn’t bring out a tear. 
 
When practice is fun, not dull and so boring, 
And playing the game means more than just scoring. 
 
I know you mean well, and you donate your time, 
But bury your ego, and try something sublime. 
 
Call all the parents, and ask for their aid, 
You’re teaching their kids and not getting paid. 
 
Your goal’s to develop a youngster with skill, 
Not a team that must win, or some fancy new drill! 
 
You see players are not judged by their wins and their losses, 
Instead they are judged by their shots, heads, or crosses! 
 
Scholarships are given to players with great names,  
Not to those who played on youth teams who never lost 
games. 
 
A pro player gets paid ‘cause his skills are real fine, 
Not because his team never lost when he was nine. 
 
It’s time to bring soccer to new heights in this nation, 
The future’s in players, not a coaching citation! 
 
Let’s start to say “dribble” and stop yelling “Pass!” 
You’ll then see players go to the head of the class. 
 
I hope you’re concerned, but not really offended, 
It’s the need for more skill that I have defended. 
 
You’re giving your all, from the good of your heart, 
Why not make sure the kids get the right start? 
 
This poem was written by Mike Berticelli.  Former Notre 
Dame soccer coach, NSCAA Director of Coaching, mentor 
and good friend.  As he now rests peacefully in heaven, his 
vision and goals are shared by many who believe that 
American youth soccer can go to a new level.     

 



Organizing a Training Session 
 

• Begin with the end in mind!  
• Fail to prepare, prepare to fail! 
• KISS Theory 
• Have cones, vests, and balls already to go. Have flow to your training sessions. 
• Have a specific focus for your training session-focus on that.  Everything else is a bonus! 
• Players need to be in motion during activities and games, don’t use Drills!!! 
• Activities need to relate to the game! 
• Activities should be geared to their success as a player, not to develop a winning team! 
• Activities should be geared for the players to make their own decisions 
• Always end the training session with a game to two goals.  Let them play!! 
• Cool Down  
• End with smiles ☺ 

 
Stages of a Training Session 

 
 
 
Fundamental Stage (20-25%) 

• Warm-up 
• Create a specific theme for session. Warm-up should reflect the focus of session. 
• Preparation for physical activity-include stretching to develop flexibility 
• Mental preparation (focus and enthusiasm) 
• With younger players U6-U8 years of age, include body awareness activities 
• No pressure of an opponent space or time 
• Work towards execution at top speed.  Break a sweat! 

 
Match Related Stages (50%) 

• Introduce pressure of an opponent, space, or time 
• Incrementally add pressure of an opponent based upon the players’ level of success. 
• Go from Clarity to Reality or Simple to Complex 
• Example of Simple activity-Maze Game 
• Example of Complex-Target/Directional Game 
• Can use restrictions such as mandatory two touch, can only play two touch, etc. 
• Can change what coach wants by adjusting: 

Size of space 
Number of players 
Time 
Touch restriction 
Number of goals 
Number of balls 

• Should use 2-3 Match related activities 
 

Match Condition Stage (25-30%) 
• This is the part where the players play the game!   
• Play to  two goals 
• The smaller numbers-the clearer the teaching point 
• No restrictions 
• Observe first, then correct 
• Stop to make point that reflects topic of training, but avoid talking.  They don’t come to hear the coach 

talk! 
• Let them play-step off to the side and be a guide!   

 
Cool Down (5%) 

• Stretch and permit players to cool down 
• Don’t forget upper body 
• Use time positively-do something fun! 
 



Practice Planner 
 

Date: 
 
Focus of Session: 
 
Equipment Needed: 
 

Warm-up 
 

Description 
1) 
 
 
2)   
 
 
 
 
 
 
 

Match Related  
 
 

 
Description 
1) 
 
 
2) 
 
 
3) 
 
 

Match Condition 
 
 
Description  
 
Should be the game! 
 
 
 

Diagrams 



Techniques 
 

• Involves all skills of the game 
• Biomechanics of a skill 
• Progress by teaching motions with/without ball then add movement and pressure 
• Technique vs. Skill 

o Technique is taught 
o Skill is acquired 

 
Techniques: 
 
Dribbling-Coaching Points:  Control of ball and body, Head up (awareness), Bent knees 
(balance), change of direction (use of proper foot), feints, change of pace, Body between ball and 
opponent (shielding), Sideways stance of body (shielding), Use of arms for balance and to make 
space, Bravery! 
 
Passing- Coaching Points:  Approach to ball, Ankle locked, toe point up, strike middle of ball 
(shorter passing), strike ball at angle for longer passing, strike bottom half of ball for longer passing, 
placement of non-kicking foot for short passing and long passing, head steady, eye contact.  
Receiving-.   
 
Receiving-Coaching Points:  First touch and importance of cushioning ball, take a touch away 
from pressure, first touch sets up 2nd touch, get in line with the ball, select controlling surface early, 
open body up to see as much of field as possible, read the path of the ball, keep ball moving-don’t 
stop ball. 
 
Heading- Coaching Points:  Use top of forehead (hairline) to contact ball, Neck should be firm on 
contacting the ball, Keep eyes open, Head is moved forward-not up and down, Follow thru, Arms and 
elbows up for protection and thrust.  Attacking-Head top half of ball and low, Defending-Head high, 
far, and away! 
 
Crossing- Coaching points:  Preparation of ball, placement of non-striking foot, Striking foot is 
slightly bent (like a wedge), hips and shoulders face target, Eyes on ball, Strike ball with laces, land 
on striking foot.   
 
Finishing- Coaching Points:  Toe down, ankle locked, head, chest, and knee over ball, head is 
steady, strike top half-center of ball, land on striking foot, placement of non-striking foot, hit the 
target. 
 
 



Sample Training Sessions 
(Age Appropriate) 

 
The First Practice 
Level:  Recreation 

U6/U8 ages 
 
The following is a practice that can be used for those who have just started with the youngest age groups.  It 
was designed for those who coach the U6 and U8 player.  
 

U6 Recreation Training 
“Dribbling with the head up” 

 
Warm-Up 
Retrieval Activity 
 
Every player gives their ball to the coach and the coach tosses the 
ball out for each player to collect individually.  Players bring the 
ball back by: 1) Picking up the ball and running back to the 
coach; 2) Picking up the ball and hopping back to the coach; 3) 
Picking up the ball and skipping back to the coach; 4)  Running 
after the ball and dribbling the ball the ball back to the coach.  
The coach walks around while the players dribble the ball back to 
them.    
1st Activity (Maze Game) 
Body Parts 
 
All players are in a grid.  The dribble the ball around inside the 
grid.  The coach yells a body part and the players have to stop the 
ball with that body part.  Example:  Coach says “Elbow” then the 
players have to stop the ball with their elbow.   
 
Progress to having players watch one player and when they stop 
the ball, all of the other players have to stop the ball and with the 
same body part.  This way they have to get their heads up while 
they dribble.   

 

2nd Activity (Maze Game) 
“Red Light-Green Light” 
 
All players are in a grid.  When the coach says “Green”, the 
players all dribble their ball.  When the coach says “Red”, the 
players all stop the ball with the bottom of their foot.   
 
Progress to the coach holding either a Green or Red cone, towel, 
t-shirt, etc up.  The coach now doesn’t say anything, simply holds 
up a color and they players have to look up and react.    
3rd Activity (Target Game) 
“Red Light-Green Light”  
 
All players gather on a line.  The object is to dribble their ball 
from one line to the other line.  The coach calls out either Green 
or Red light.  Players dribble their ball and go when Green light is 
called and stop when Red Light is called.   
 
If a ball is not stopped, then the player can go back even with the 
last player, but not all of the way back.   
 
Progress to the coach holding either a Green or Red cone, towel, 

 



t-shirt, etc up.  The coach now doesn’t say anything, simply holds 
up a color and they players have to look up and react.   
Final Activity 
 
“The Game” 
 
Play small sided soccer with open goals-no goalkeepers.   

 
 



U-8 Session-Passing 
 

Warm-up-“Roxborough Square” 
Half of the players are inside a rectangle without a ball, half 
outside with a ball.  Players from inside dibble and then pass to 
an outside player. After passing to an outside player they run 
around them and back inside the square where the outside player 
will pass them the ball back.  The player continues this until time 
is called upon they switch with their partner who is outside the 
square. 
 

 

1st Activity-“Pong”  
This is a simple game.  Two players play against each other and 
share a ball.  They place two cones anywhere from 2-8 yards 
apart.  They choose!  Players pass back and forth to each other. 
The rules are that the ball must never stop, must always stay on 
the ground, and must go thru the two cones without touching 
them.  Whenever this is violated the other person receives a point.  
Because of the rule that the ball must never stop, players have to 
play 1-2 touch.  The closer the two cones are the more they closer 
the pairs are probably going to be.  The farther apart they are, the 
more they will have to move laterally and look more like the old 
arcade “pong” game.  Play for time and see who can become the 
PONG Champ! 

 

2nd Activity- Moving Marbles  
All player s have a ball and are inside a playing area.  Each 
player tries to pass and hit another players ball while they are 
moving.  If a the pass and hit someone else’s ball they get a point.  
Variation:  Divide into two teams.  One team is trying to hit the 
other team’s ball.  One team is designated as the passing team; 
the other is the dribbling team.  After time, they switch roles.  
Play 3 rounds and see which team has the most total amount of 
hits.   
 

 

3rd Activity-“Gates” 
Divide into two teams of 3-4 players each.  Make a goal with 
flags, cones, etc in the corners of the field, but they are diagonal. 
Coach has a supply of balls in order to keep the game flowing.  
When a goal is scored or the ball goes out, the coach plays in a 
new ball.  The object of the game is to score thru any of the 4 
corner goals.   The only way to score is to pass the ball through 
the goals.   
 
At first allow the players to score at any of the 4 goals, then tell 
them that one team has two goals to score on and 2 to defend.    

Final Activity-The Match 
Play 4v4 to goals 
 
Coach has a supply of balls to keep match flowing.   
 
“CELEBRATE” 

 
 



U9-10 Training Session 
(Technical-Tactical) 

 
Theme:  “Teaching Thoughts”   

• Technique-Passing 
• Tactical-When to support-when to run to space 
• Tactical-Width in Attack 

  
 
Warm-up 
 
Passing in Pairs 
Players pair up and share a ball.  Players pass, 
dribble and move inside a grid.   
Progress to:  After they make a pass-they have to 
run around one of the outside cones.  This way you 
can teach them where to pass the ball.  They should 
either pass the ball to either feet or space. 

 
1st Activity 
 
Partner Tag 
Players pair up and share a ball.  Two pairs do not have 
a ball and hold a vest, bib, towel, etc between them.   
They are “it”.  They try and tag any body that has a 
ball.   Pairs that have a ball can only pass to each other.  
If someone that has a ball gets tagged them they along 
with their partner become “it” and the “it” players now 
take their ball and try to prevent from being tagged.  
 
When to support 
When to run to space 
Introduction to Combination Play 
 
 

 

2nd Activity 
 
Possession to Target(s) 
Players line up into two teams.  Coach calls out a number, 
shape, or groups color.  Whichever teams gets the ball first 
becomes the attacking team.  On all four sides of the playing 
area are players, assistant coaches, parents who hold up an 
arm.  Whichever side that has a person on the outside with an 
arm up the attacking team tries to get the ball to that target.  
Could replace targets with goals.   
 
 
   



3rd Activity 
 
4v4 to 3 goals  
 
Two teams of four.  Each team plays to 3 goals.  Goals 
can be scored on the side goals by dribbling through the 
gates.   
 
 

 
4th Activity 
6v6 to Goals 
-Play Silently 
-Play 

 
Cool Down 
Cooperative  
 



U12 Sample Session 
Theme:  Combination Play 

 
Coaching Points:  Techniques of wall pass, takeover, overlap, Recognition of when to support and when to run into space, creating 
good support angles, acceleration after combination, eye contact, verbal and non-verbal communication. 
 
Coaching Topics:  Combination play out of the back, Combination play in the middle third, Combination play in the attacking third. 
 
Warm-up 
Partner Passing 
 
Players are in pairs with one ball.  At first instruct the pairs to 
dribble, pass, and move with each other.   2) Whoever passes the 
ball runs around an outside cone. The receiver then dribbles 
away, lifts head up (eye contact) and passes to the player who is 
returning from their trip around the cones.  Then the person who 
passed the ball runs around the cone and it is repeated.  3) Same 
as two except now the two players perform a wall pass. 
 

 

Match Related 
Partner Pass Tag 
 
Players get with their partners and a ball.  One or two pairs don’t 
have a ball and hold a penny between them.  They are “it” and 
must stay together holding the penny.  The rest of the pairs have 
one ball and are trying to stay away from the players that are “it”. 
The players that are “it” are instructed to try and tag anyone who 
does not have a ball.  If a player gets tagged then they are now 
“it” along with their partner.  The “it” players take their ball and 
the activity continues.   
 

 

Match Related 
Wall Pass Game 
 
Divide the team into half.  Give each half around 3 balls.  When 
the activity starts they try and wall pass around someone from the 
other team.  When that happens, they get a point.  The person 
who was wall passed around, goes out, does a fun-little forfeit 
and goes back in.   
 

 

Match Related 
2v1, but in 2’s 
 
Players are in two’s and play to small (6 steps) goals against 
another pair in an area of about 25 long by 15 wide.  Whoever is 
on attack must always have two players, whoever is defending 
can only defend with one, while the other player has to go back in 
goal and may not use their hands to keep the ball out.  
 

 



Match Condition 
4v4 
 
Look for combination possibilities and reward combinations with 
an extra point.  Then after a bit, play normally.  
 

 
 



  Activities and Games for the U-6 to U-12 player 
 

Dribbling 
 
Body Parts (U-6 and U-8) 
All players have a ball inside a playing area. As a coach, you call out a body 
part, players must stop the ball with that body part.  You can also play where 
players have to move the ball with a specific body part.   
 
 
 
Red Light Green Light (U-6 and U-8) 
There are a couple of different ways to play this game.  One way is the method that most are familiar with when players all line up 
and one end and have to move from one end to the other end.  There is a player in the middle who is the traffic light and yells Red 
light-Green light.  When Green light is yelled, players all dribble their ball in an effort to get to the other end.  When Red light is 
yelled, players must all stop the ball and keep it from rolling from their foot.  If a player’s ball rolls after Red light is yelled then have 
to go back where the last person is standing, not all of the  way back. They could also do a fun little ticket, which is five touch ups on 
the ball.    Whoever gets to the other side is the winner and becomes the traffic light for the next game.   
 
Another way to play the game is for players to all dribble in an area and as a coach, you yell Red light-Green light.  A coach could 
also hold up a red vest or a green vest without speaking and now the players have to look up in order to find the light.   
 
“Everybody’s It” (U-6 to U-12) 
All players have a ball inside a playing area.  Players must keep their ball at their feet and try and tag as many people as they can in a 
specific amount of time.  After time is up, ask players how many they tagged and challenge them by asking them to tag 2 more people 
for the next round.  Another way it could be played is to divide the team into two and have one team try and tag the other team and 
count how many they have tagged.  Each team collects the total and the other team gets to go.   
 
Belly Button Tag (U-6) 
This game is to introduce the U6 player how to protect the ball.  All players have a ball inside a playing area.  Players must keep their 
ball at their feet and try and not let the coach touch their belly button.  As a coach, it is important that you just act like you are going 
to touch them so that they turn around and protect the ball.   
 
TV Tag (U-6 to U-12) 
This is a takeoff on the old game that used to be played as a kid.  All players have a ball inside a playing area. Players must keep their 
ball at their feet and try and prevent from being tagged.  Two players are it inside the playing area and try and tag a player before 
they can sit down on the ball and name a TV show, cartoon show, etc.  The only rule that you give the players is that they can’t say the 
same show more than twice.  If a player gets tagged then they join the taggers.    
 
Dribble Freeze Tag (U-6 to U-12) 
All players have a ball and are inside playing area.  Two-three players are it and are “Ice Monsters”  The IM’s try and tag as many 
people as they can.  If a player gets tagged then they have to freeze, stand with a ball, hold the ball above their heads and spread their 
legs.  To get unfrozen a “free” player must pass the ball underneath their legs, then they may put their ball down and become 
unfrozen.  
 
Hospital Tag (U-8 and U-12) 
All players have a ball and are inside a playing area.  Everybody’s it.   Players dribble around and try and tag another player.  
Wherever a player gets tagged, they hold that part of the body.  When a player gets tagged three times, they go into the hospital which 
is a space by the coach and have to take some medicine before getting healed.  Medicine could be:  5 touchups, jumping jacks, 
something fun-nothing serious like push-ups or sit-ups.   Play for time.  Another way is to have two players that are the only ones that 
can tag and see how many people they can put into the hospital.   
 
Dribble Math (U-6 to U-10) 
All players have a ball and are inside a playing area.  Players dribble around and when a coach calls out a number and players have 
to form groups of the size being called.  The last group that forms, get to perform a fun light exercise like 5 touchups, German 
Jumping Jacks, etc.  Coaches can also use real math problems and the players have to figure out the answer and then form groups.  
 
Knockout (U-8 and U-12) 



Every player has a ball and is inside a playing area.  Players dribble around and when the coach gives the shout “Knockout”, players 
go and try and knock someone else’s ball outside the playing area.  When a player gets their ball knocked out, they do a fun-light 
exercise and go back in.  Play for a certain amount of time.  Whichever players had the fewest exercises to do is the winner(s) and a 
new game is started.  Could also play where players whoever has the ball knocked out in the last 30 seconds of the game is out and 
then play until you get a couple of winners.   This way the longest that they sit out is 30 seconds.   
 
Bombers (U-8 and U-12) 
All players have a ball at their feet and are inside a playing area, with the exception of a couple of players.  Two-three players have a 
ball, but they hold it in their hands.  They have to dribble their ball around basketball style while moving.  They try and throw their 
ball and hit a ball that is being dribbled out of a circle or playing area.  After a while, change the bombers until everyone has had a 
turn.   
 
Braveheart (U-8 to U-12) 
Divide into two teams.  All players have a ball and start by dribbling outside of t
square/rectangle.  They must, however stay opposite from the other team when 
traveling with the ball on the outside of the square/rectangle.  When coach yells 
“charge”, they each dribble towards each other and try to get to the other line and 
stop the ball on the line.  The team that has 3 players on the line first gets a point.   
At first,  you could have them walk with the ball, then progress to running with the 
ball.   

he 

 
 
 
Sharks and Minnows (U-8 to U-12) 
All players have a ball and line up on a line facing a direction.  One or two 
players do not have a ball.  One of those who do not have a ball yell “Sharks 
and minnows” and that is the cue for all the players with the ball to try and 
dribble their ball to the other end of the square without letting the sharks steal 
their ball.  If a shark steals a ball then they become a minnow and the minnow 
that had their ball taken becomes a shark.   There are many different 
variations to use:  Sharks steal ball and go to a goal instead of just stealing 
the ball.  B) Minnows must control the ball in a goal area to encourage good 
ball control instead of just kicking the ball over the end line if a Shark gets 
close. C) Minnows could all have a tail (vest) hanging out of their shorts and 
the sharks have to pull out a tail instead of stealing a ball.   
 

Braveheart 

Sharks and 
Minnows 



Endzone Game (U8 to U-12) 
2v2 to 4v4 to an end zone.  Two teams of 4.  Each team attacks and end 
zone that is very skinny.  Each team defends an end zone.  When a team 
can dribble the ball into the opponent’s end zone, they go the other way.  
“Make it-Take it”. The ball must be controlled in the end zone or s
If the ball goes out, it is dribbled in and not thrown in or passed in as a 
variation.     

topped. 

 
 
 
 
 

Passing and Receiving 
 

Pac Man (U6 to U-12) 
All players get inside a very small square/circle without a ball except for 1-2 
players who have a ball. A pile of balls is on the outside of the grid.    They are 
to dribble their ball and when they get close enough, try and pass their ball and 
hit a player without a ball below the knees.  Players that get hit by a ball grab a 
ball and then become it as well.  Play until about half of the people have balls, 
half do not.  Then start a new game.  The reason for a small area is to keep the 
distance of passing minimal for safety reasons.   
 
 
Defrost Tag 
See “Dribble Freeze Tag” 
 
Dynamic Line (U-8 to U-12) 
Players are in lines of 4-5 players.  Or 3-4 players per team.  Players face each 
other and one touch passes to each other. If the ball gets passed awkwardly. 
then the whole line has to move with the ball.  Have a competition between 
two teams.  See who can get 10 passes that are complete and straight.  Focus 
on technique with passing and striking the middle of the ball.   
 
 
Duck Hunt (U-8 to U-12) 
Players get into pairs.  Each player has a ball.  One person is in front of the 
other like “follow the leader”.  The person in front dribbles anywhere, but 
cannot lose his/her partner who is following right behind with a ball.  When 
the coach says “pull”, the person in front passes their ball to the side and the 
person behind has to pass immediately and try and hit the ball that was just 
passed.   If a ball is hit then a point is scored.  Players switch roles after 3 
times.   Variation is to allow players in front to decide themselves when they 
pass a ball out instead of listening to the coaches’ yell.   
 
 
 
 
Moving Target (U-8 to U-12) 
The coach has a ball.  Coach dribbles around an area then knocks ball 
forward, players try to pass and hit the ball to get a point. 
b) Same as above except two players have a target ball.  
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Moving Marbles (U-8 to U-12) 
All player s have a ball and are inside a playing area.  Each player 
tries to pass and hit another players ball while they are moving.  If a 
the pass and hit someone else’s ball they get a point.  Variation:  
Divide into two teams.  One team is trying to hit the other team’s 
ball.  One team is designated as the passing team, the other is the 
dribbling team.  After time, they switch roles.  Play 3 rounds and see 
which team has the most total amount of hits.   
 
 
 
 
 
Cliffhanger (U6 to U-12) 
Every player has a ball and lines up on the side of a square/rectangle.  
Each player will pass their ball and after they pass must run and catch 
up to their pass before the ball crosses the other line.  The objective, 
however, is to pass the ball as close to the other line without it going 
over the line or cliff.  Players could go one at a time or all at once.   
 
 
 
 
 
 
 
Gates Passing (U-6 to U-12) 
All players have a ball inside a playing area.  Set up gates/small goals 
throughout the playing area.  Players dribble and pass the ball through 
as many of the gates as time allows.  Variations:  a) Players work in 
pairs and must pass through a gate to their teammate who is on the 
other side.  b) instead of using gates, use cones that can be knocked 
over and they get a point if they pass and hit a cone so that it knocks 
over.   
 
 
 
 
 
 
Partner Pass Tag (maybe U-8, primarily U-10 toU-12) 
 
Players pair up and share a ball.  Two pairs do not have a ball and hold 
a vest, bib, towel, etc between them.   They are “it”.  They try and tag any 
body that has a ball.   Pairs that have a ball can only pass to each other.  
If someone that has a ball gets tagged them they along with their partner 
become “it” and the “it” players now take their ball and try to prevent 
from being tagged.  
 
 
 
 
 
 
 
 
 

Cliffhanger 

Gates Passing

Partner Pass 
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Storm the Castle (U8 to U12) 
Make two teams.  Each team gets a collection of standup cones 
and spreads them all over their defensive half of the field.  It is 
played like a normal game.  When a team knocks over a cone, 
whoever knocked over the cone picks it up and places the cone on 
their defensive half.  When time is called, the team that has the 
most cones on their defensive half wins.  If needed, play with two 
balls going at the same time.   
 
 
 
Outside Goals (U8 to U12) 
Divide into two teams.  Both teams must stay inside the playing area.  Each 
team has 2 goals to score on, but they are outside the playing field.  A goal 
must be scored with a pass from inside the playing area.   
 
 
 
 
 
 
 
 
 
Receiving Games 
 
InterMilan (U8 to U12) 
Two players take 3 cones and spread them about a yard apart into a triangle shape. 
One player passes the ball through a pair of cones and the other player will then 
receive the ball and has one touch to take the ball around a cone and then back 
through for the other player to repeat.  Every time they can do this successfully it is a
point.  Anytime they hit a cone or the pass isn’t completed, it is not a point.   

 

to 
 

t 

 

 
 
 
Horseshoes (U10 and U12) 
  
Two players make a team.  Two cones/balls are needed.  The two cones are 
placed anywhere from 10-20 yards away depending on ability and whether 
or not balls will be passed on the ground or in the air.   The 
pairs/teammates are opposite of each other.    One teammate passes the ball 
to their other teammate who has to redirect the ball using only one touch 
get the ball as close to the cone as possible, like horseshoes.  After one team
goes, the other then takes their turn.  Whichever team has their ball closes
to the cone gets a point.  The sequence is simply repeated with the players 
now switching roles between receiver and passer.  Play for a certain 
amount of points or for time.  Balls can be required to be played in the air if
players are able.  Ball then must be received out of the air without touching 
the ground and in one touch.   
 
 
 

Storm the Castle
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“PIG” 

3v1 “PIG” (U8 toU12) 
 
Four players to a square grid.  3 players are on the outside, 1 is in the 
middle.  Player in middle is the defender and must stay inside the square.  
3 players must stay on the outside of the square.  Outside/receiving 
players have to take two touches every time they receive the ball.  It is a 
keepaway game.  Players on the outside and try and make as many p
without the player in the middle touching the ball or with them not 
making a mistake.  Players on the outside count how many passes they 
can get against the player in the middle.  After a set time, switch the 
players so that everyone has been in the middle.  Whoever has the most 
passes against them gets a letter.  Play like “PIG” in basketball.   

asses 

 
 
Box to Box (U10 and U12) 
 
Two players each go inside a square of about 5 x 5.  Each box is 
anywhere from 10-30 yards apart depending on ability and space.  
The game is played with one ball.  Each player takes a turn 
passing a ball into the other players box.  The receiving player has 
one touch to receive the ball and one to pass it back to the other 
box.  A player receives a point when they receive a pass from the 
opposite box and it stays inside the box.  A bonus point is scored 
when they can successfully pass the ball into the opposite box.  A 
variation would be to have players pass the ball into the air to 
each other.  Another variation is to require the player to take a 
touch outside the box to the side before they can pass.   
 
 
Bombs and Missiles (U6 to U-10) 
 
Every player has a ball. The coach also has a ball, which will be the 
target.  Players dribble around and when the coach says “Bombs 
away”; the players toss their ball in the air and then bring it down 
with a specific body part that is designated by the coach.  While the 
balls are being tossed, the coach rolls a ball anywhere on the field.  
When the players successfully bring the ball down, they try and pass 
to hit the ball that the coach just rolled out and sink it!  As the coach, 
make sure to walk around the field as the players are dribbling.   
 
 
 
 

“Box to Box” 

Bombs and Missiles 



Shooting/Striking the Ball 
 

Junkyard Soccer (U6 to U12) 
 
Divide team into two teams.  Each team goes to a half.  Use an odd number 
of balls, like 5.  The objective of the game is to strike the ball into the other 
team’s yard.  Each team wants to have a clean yard when time is called by 
the coach.  The team that has the fewest balls on their side when time is 
called gets a point.  Play to a certain amount of points or for time.  
Variation:  Give each team a point every time they can strike the ball past 
the back line of the playing area.  Another variation is to require a pass to 
be made to a teammate before the ball can be struck back to the other half.   
 
 
 
 
Moving Goals (U6 to U12) 
 
Two teams play a normal game except the coach and a helper or holding a 
rope, vest, large pole, etc between them.  This represents a goal.  The goal 
moves around and the two teams play around the goal and try and shoot the 
ball under the goal, which is constantly moving around the area.   
 
 
 
 
 
 
 
 
Partner Shooting (U6 to U12) 
 
Two pairs play against another pair.  Each pair is one half of an area.  
Goals are marked out.  Each pair must stay on their defending half of the 
area.  As a pair, they work together to try and shoot the ball past the other 
two players and between a goal or a line.  At first, have one player roll a 
ball to their teammate who shoots.  Then progress to passing to their 
teammate.  The two players, who attempted a shot, run back and go into 
goal.  Pairs should take turns.  Play for a certain number of points or for 
time.   
 
 
 
 
 
 
 
Triangle Goal (U8 to U12) 
 
Two teams play around a triangular shaped goal.  Play like a normal 
game.  Each side of the triangle has a goalkeeper between two cones.   
Two teams play against each other and try and shoot the ball past 
one of the goalkeepers in between the triangle.   Play for time and 
then rotate the goalkeepers.   
 
 
 
 
 
 

Junkyard Soccer 

Moving Goals 
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Olympics (U6-U12) 
 
Three teams of 2-3 players.  Game is played to one goal.  As a coach, 
you have a pile of balls ready to go on the side.  Each team of three 
picks a country name.  When a team scores a goal, then run off the field 
and yell their country name.  The first team to score gets “Gold”.   The 
remaining two teams play until one of the two teams scores a goal and 
then they run off. For being second, they get “Silver”.  The last team 
that was scored on gets “Bronze”.  Play more rounds and then tally up 
the medals to see who had most Gold medals.  You could also give each 
medal a point value and at the end, the tally the amount of points.   
 
 
 
 
Shootout (U8 to U12) 

wo teams each take a place behind the goals.  The coach will yell 

 

ead to Tag (U10 and U12) 

o warm-up for fun, play “Header Tag”.  All players are inside a grid.  One-three players have a ball and are “it”.  “It” players run 

v2 Battles (U10 and U12) 

 this game, pairs work together to had the ball marked into the goal (cones).  

is 
e 

 

 
T
out a number of players and a direction like “2 Right”.  Two players 
from each team run by the right side of the goal and then come in.  
The coach can call any number and direction.  After the coach yells 
out a number and a direction, they roll in a ball for the players.  Play 
for time or a certain amount of points.  
 
 
 
 
 
 
 

Heading 
 

 
H
 
T
w/ball and try and hit a player with the ball, but they have to throw the ball off their head in order to hit a player.  If a player gets hit, 
then they are “it”.  
 
2
 
In
Each pair works together to advance the ball to the other team’s goal by 
heading the ball back and forth or by tossing and heading.  The pair who 
not advancing the ball must go back to the coned goal and have to stay on th
line until the attacking pair have attempted a goal with their head or the ball 
dropped.  Once a ball drops the pair that was attacking must immediately run
back to their goal and the pair that was defending can start from where the 
ball dropped and try and score. FUN GAME!  Play for time or points.   
 
 
 
 

Olympics 
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Frog Races (U10-U12) 
 
Players pair up and share one ball.  Teammates face each other. One 
player has a ball in their hands, the other is facing them, but in a frog 
position.   When the coach says, “Go” The person with the ball tosses 
to their teammate who has to head it back into their hands from a frog 
position.  Go to a certain point in the area and then players switch 
roles.   
 
 
 
 
 
 
Throw-Head-Catch (U8 and U10) 
Players get into groups of 3. One ball is needed.  They get into a triangular shape.  One person tosses the ball to another person who 
then heads it to the third person to catch.  Every time someone is successful, they get a point.   
 
 
 

Small Sided Games 
 

Get Outta Here! (U6 to U12) 
 
This is a very fun shooting game.  Divide the teams into two. Each 
team gets to the right and left of the coach outside the field.  The Coach 
has all of the balls.  Each team sends two players out at a time.  Two 
small goals are on each end.  Coach plays ball in.  Whichever team 
scores stays.  If the ball goes out of bounds, they are both out of there 
and two players from each team step on. If a team has too many players 
on the field when the coach plays in a new ball, then it is a penalty 
kick.   
 
 
Boss of the Balls (U6 to U10) 
 
Play is simply 4v4 to 5v5 to small goals.  The coach is in the middle of the field and on the side.  Coach is the “boss of the balls”.  
Anytime the ball goes out, the players simply leave it and the coach plays in another one.  Coach continues this until all of the balls 
are gone.  The coach then tells the players to retrieve them as fast as they can.   
 
 
 
Gatekeeper (U8 to U12) 
This next game is a great one that can be used with many age 
groups.  It is good for developing vision, possession for a purpose 
and other technical implications.  The coach makes 4 gates with 
cones approximately 3-5 yards wide.  A player is placed inside or in 
between each gate. Three teams of 4 or two teams of  7-8 players.  
Inside the playing field, play 3v3 or 4v4.  The coach plays a ball in 
and then points, does not yell to a gate.  The person in the gate that 
the coach points to steps out of the gate.  This is the target gate that 
both teams are trying to get to.  They score when the ball passes 
through the gate.  The player that was in the gate does not try to 
block the ball, simply step out!  If the ball goes outside, the coach 
plays in another ball and then points to a new gate.    
 
 

Frog Races 
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One Goal Game (U6 to U12) 
 
Place a goal in the middle of a playing area.  Two teams play around one 
goal.  Teams can score from any direction.  Can play with or without 
goalkeepers.  A variation would be to have one team score from one side 
and the other team score from the other.   
 
 
 
 
 
 
 
 
Multiple Goals (U8 to U12) 
 
Two teams play a normal game.  Each team has two goals to attack and two 
goals to defend.  Goals are placed on the sides of the playing areas.  This 
game is good to teach team shape and to work on getting the team to spread 
out a bit.  When a team is on one side and it is too crowded, can they go to the 
other side and score?   
 
 
 
 
 
3v3 “Change” (U6 to U10) 
 
Two teams of 6 players.  3 players from each team play out on the field, the 
other 3 players go into a goal or protect a line.  Play like a normal game.  
When the coach yells “Change” the players who were on the field switch 
with the players who were in goal.  The players simply leave the ball where 
it was when the coach yells “Change”.   
 
 
 
 
 
 
2v1, but in 2’s (U8 to U12) 
 
Two pairs play together one team.  It is a small-sided game that works on 
2v1 situations.  When a team is attacking, they must attack with 2.  The 
team that is defending, is allowed to have 1 defender on the field and the 
other player must go back and protect the goal, so it is a 2v1 situation.  
When the team that is attacking scores or a there is a change of possession, 
the teams simply change roles.  Could play with any number of players, just 
that when a team is defending someone must go and play the role of the 
goalkeeper.   

One goal game 

Multi Goals 

Change 



Goalkeeping Age Objectives 
 
Distributed by US Soccer-Peter Mellor National Teams Goalkeeping Coach and Coordinator 
 

6-8 Year Olds 
 
Technical: Hand Eye coordination and balance games. 
Tactical: Rotation of all players through the goals so that every player is exposed to Goalkeeping.  Let the 

game be the teacher. 
Psychological: FUN, FUN, FUN, games must be enjoyable. 
Fitness:  FUN movement games. 
 

8-10 Year Olds 
 
Technical: Principles of Goalkeeping 
  Footwork Exercises 
  Getting Set (feet) 
  General Handling Techniques-Thrown service-All Heights-Small Goal 

Distribution-Rolling and Throwing to a teammate, Control and Short Passing w/ both feet, Short 
volleying from the hands both feet, Striking a still ball.  
Ball Familiarity (size 4) 

 
Tactical: Rotation of players through the team.  Everybody plays in each position 
 
Psychological: FUN and enjoyable, Simple Progression of Techniques-“One Step at a Time”. 
 
Fitness:   Teach Warm up-Cool Down and Stretching Exercises, from down to the ground and up to set position. 
 

10-12 Year Olds 
 

Technical: Principles of Goalkeeping 
  Footwork Exercises 
  Getting Set 
  General Handling Techniques 
  Basic Diving Techniques-General Breakdown of them 
  Dealing with Crosses-Thrown Services 
  Distribution-1st touch receiving, control and short passing w/ both feet, Under arm bowling, side and 
overarm  
  Throwing to targets, Volleying from the hands, Goal kicks 
  1v1 Basic Principles 
  “Quality Not Quantity” 
 
Tactical: Explain the basic tactical role of the goalkeeper-Positional Play-Basic Angle play-Into line and down 
the line of  
  The flight of the ball (“Attacking the ball”) 
 
Psychological: Simple progression in techniques-Set Standards, Pay Attention to Detail-What Qualities Does a 
Goalkeeper Need? 
 
Fitness:  Warm Ups and Cool Downs 
  Introduction to the Importance of Stretching 
  Flexibility and Mobility Exercise (Footwork) 
  Check Height, Weight, and Vertical Jump 3 times per year (Jan/May/Sept-keep records) 



 
Prevention and Care of Soccer Injuries 

 
I.            Basic Concepts
              -The first line of defense in the treatment of soccer injuries is to 
                prevent them. This is accomplished by a well organized 
                program, a proper warm-up, and adherence to the Laws of the 
                Game. ALWAYS ERR ON THE SIDE OF CAUTION! 
              -Proper equipment (shin guards, appropriate/tied shoes, no 
                 jewelry, appropriate uniform) 
              -Upkeep and monitoring of playing surface 
              -Ample water supply and breaks. 
              -Prior knowledge of existing conditions (asthma, sprains, etc.) 
              -If a player is injured, inform parents and follow-up within 48 
                hours. 
              -Keep a First-Aid kit accessible 
              -Have medical release forms, information forms and treatment 
                 forms signed by parents for each player. 
 
 
II.           Basic First Aid Information
                -R.I.C.E.-Rest, Ice, Compression, Elevation 
                -Strains are the stretching of tendon or muscle fibers, 
                   recommended treatment: R.I.C.E. 
                -Sprains are the stretching of ligaments, recommended 
                   treatment: R.I.C.E. 
               -Dislocations and Fractures involve deformation or breaking of 
                  bones, recommended treatment: seek medical treatment 
                  Immediately. 
              -Cramps are a result of an insufficient flow of blood to the 
                 muscle and can be caused by a blow to the muscle, insufficient 
                 consumption of fluids, poor diet or fatigue. Recommended 
                 treatment: massage and stretch 
              -Heat Exhaustion is exhibited by signs of weakness, pale skin, 
                 cold and clammy skin, pupils slightly dilated, and a rapid pulse. 

 Recommended treatment: remove from the game immediately,  
lie down in a cool or shaded area, give plenty of liquids and  
if improvement is minimal, should see a doctor. 

 
-Heat Stroke is a life-threatening situation where the body has lost a significant amount of   
fluid and salt. Exhibited by high body temperature, hot to the touch, dry and flushed skin, 
strong rapid pulse, and player is dizzy and weak. Recommended treatment: give a cold bath 
(pouring ice water over body) and give plenty of cold fluids, get to medical care 
immediately.  
 
-Blisters are often caused by poor fitting footwear, usually shoes that are too big (so the 
player can "grow into them") and/or wet, causing excessive rubbing against the skin. 
Recommended treatment: apply adhesive tape to the reddened area and do not use gauze 
(the sore will rub against the tape rather that the skin.)  



 
-Concussions are caused by a blow to the head and are mild bruising of brain tissue. 
Recommended treatment: get player checked immediately by a physician.   

 
 
 
II.          Rules of thumb when handling injuries 
               -When an accident occurs, stop all activity. 
               -Look for any deformity, discoloration, bleeding or shock. 
               -Ask questions. Have the player explain where it hurts. 
               -Stay clam, inspire confidence and reassurance in the injured 
                 player 
               -Follow up all injuries by informing parents. Especially Head Injuries!    
               -Don't move the player if the injury looks serious. 
               -Seek professional help when appropriate 
  
  
 



Risk Management 
 

Risk Management is a program to promote health, safety and protection of the children in 
the game of soccer. It is important to designate one person involved in your association to be 
responsible for managing risk as well as communicating with the state association in all matters 
regarding the safety of the kids. Accepting a coaching position means accepting responsibilities.  
Here are a few important points to remember:  

-Never leave a player alone after training or games. 
-Be certain that players depart with their parents or designated individuals. Have 
knowledge of family situations. 
-Avoid being left alone with players who are not your children.  An idea is to use a “Tag”  
System.  The first parent who picks up can not go until the second parent picks up and so  
on.  This way, you as a coach will never be left alone with a child.  

 
• Goals-Are they safe?   
• Proper use of equipment 
• Proper fitting shoes 
• Upkeep and monitor of playing surfaces 
• Weather conditions 

o Do you have a plan for inclement weather? 
o Temperatures being too cold/hot 
o Avoid training when it is too hot 

• Ample water supply and rest breaks 



Parents 
 

 
CChhiillddrreenn  hhaavvee  44  bbaassiicc  eemmoottiioonnaall  nneeeeddss  iinn  oorrggaanniizzeedd  ssppoorrttss  ::  
  

TToo  ppllaayy  wwiitthhoouutt  uunnhheeaalltthhyy  pprreessssuurree  ttoo  wwiinn  iimmppoosseedd    
bbyy  ppaarreennttss  aanndd  ccooaacchheess  

  
TToo  bbee  ttrreeaatteedd  lliikkee  cchhiillddrreenn,,  nnoott  mmiinniiaattuurree                          
pprrooffeessssiioonnaallss  

  
AAdduulltt  rroollee  mmooddeellss  wwhhoossee  ssppoorrttssmmaannlliikkee  bbeehhaavviioorr  
hheellppss  mmaakkee  ppaarrttiicciippaattiioonn  ffuunn  

  
TToo  ppllaayy  wwiitthhoouutt  aadduulltt--iimmppoosseedd  pprreessssuurree  ffoorr  ffiinnaanncciiaall  ggaaiinn  iinnssppiirreedd  bbyy  pprrooffeessssiioonnaall  oorr  bbiigg--ttiimmee  
ccoolllleeggiiaattee  ssppoorrttss  

  
((DDoouuggllaass  EE..  AAbbrraammss;;  VViillllaannoovvaa  SSppoorrttss  JJoouurrnnaall,,  22000022))  

  
 

 
 



 

 
 

Suggestions 
Make sure that your philosophies, expectations, and policies where communicated up front.  This 

eliminates or at least minimizes a lot of problems.  Your policy should focus on player 
development!   

 
• Put yourself in their shoes.  Try to see it from their point of view.  Remember that their kid(s) is 

the best, (not necessarily player) one on the team.  It should be that way! 
 
• Repeat to them what they have said to insure that there are no differences.   
 
• Building commitment and developing a team is vitally important.  Many children and parents 

have overstretched themselves with activities. Quite often parents are unwillling to weigh the 
needs of the groups goals above that of their own child’s and their goals.   

 
• If you don’t have an answer or if you are getting upset with the conversation then just tell them 

that “I will have to get back with you on that”.  You might buy yourself time to cool your jets and 
sometimes the problem resolves itself. 

 
• Be honest!  Be careful with this one, try to word it in a way where everyone wins.   
 
• Be consistent.  Treat every player the same and stick with what you believe.   
 
• Be fair!   
 
• Avoid confrontation in front of your players.   



OLD BRIDGE TOWNSHIP 
ATHLETIC CODE OF 
CONDUCT

Youth sports team organization may ban the presence of a person at a youth 
sports event in accordance with the following guidelines:

1.  A coach, parent, player, participant, league official or other youth sports event attendee who violates one or more of the 
provisions contained in the Athletic Code of Conduct may be banned from attending, coaching or participating hi at 
least one youth sports events if the person;

a. has been issued a prior written warning for violating one or more of the 
provisions contained in the Athletic Code of Conduct,

b. violates the Athletic Code of Conduct by engaging in verbal or physical threats or abuse aimed at any coach, 
parent, player, participant league official or any other attendee.

2.  Any such person who violates the Athletic Code of Conduct by initiating
a fight or scuffle with any coach, parent, participant, league official or any other attendee will be banned for (1) one 
calendar year from the time of infraction,

3.  A coach, parent, player, participant, league in official or other youth sports event attendee may attend, coach or 
participate in a youth sports event from which the person has been banned pursuant to tile provisions of Section 1 of 
these Model Policies if the person;

a*   provides a written request for permission to resume participation or attendance to the youth sports team 
organization which issued the ban,

b.   provides a written apology to the youth sports team organization which 
issued the ban, and to the person or persons who were the subject of the 
behavior which constituted the violation of the Code, as directed by the 
youth sports team organization.

4.  a. An anger management counseling program shall, at a minimum, offer services to individuals, sifigly or in groups, for 
the purposes of promoting anger control principles and shall be administered by an individual;*

i   licensed as a professional counselor pursuant to the provisions of the "Professional Counselor Licensing 
Act," NJ.S.A. 45:8B-33 et seq., or

ii licensed as a practicing psychologist pursuant to the provisions the Practicing Psychology Licensing Act." 
NJ.S.A 45:14B-1 et esq.

b. Nothing, contained in the policies shall prohibit a youth sports team organisation from requiring a person banned 
pursuant to the provisions of these Policies to complete an anger management-counseling program specified by such 
board or organization.

I hereby agree that if I fail to conform my conduct to the foregoing while attending,
coaching or participating in a youth sports event I wiJLbe subject to disciplinary
action. __
Name of Player(s)-
___________________________________________________________________________

Signature of Parent - ______________________________________________       Date- 
_______________________                               



Soccer Glossary 
 

1st Attacker: The player that has possession of the ball.  
 
2nd Attacker: The player or players in immediate support of the 1st attacker 
 
3rd Attacker: The player or players further away from the ball responsible 
for unbalancing the defense 
 
Breakaway: The situation in a match when an attacker penetrates the 
defense and is 1 vs. 1 with the goalkeeper 
 
Ball Watching: the tendency of inexperienced players to concentrate on the 
activity in and around the ball they overlook their responsibilities. 
 
Blind Side: The side of play opposite of where the play is. Also known as 
weak side 
 
Challenge: When a defender attempts to win the ball from an attacker 
 
Chip: A lofted pass or shot 
 
Coervers: a method of developing skill with the ball 
 
Counterattack: When the defending team wins the ball and moves onto 
attack. 
 
Cover: Defensive support. When the 1st defender pressures the ball, his 
teammates provide support from behind. This is the role of the 2nd 
defender(s). 
 
Crossing: When the ball comes across the field from the sidelines (flank) 
toward the goal. Also known as service. 
 
Combination Play: An attacking play where 2 or more attackers work in 
tandem to penetrate a defense. See: Give and go, Overlap, or takeover. 
 
Defenders: The players that play closest to the goal they are defending. 
Mostly responsible for defensive, but they are attackers also. 



 
 
 
 
1st Defender: The player(s) nearest to the 1st attacker responsible for 
winning the ball back if possible.  If not, they must delay the attack and look 
to make the attack predictable by forcing the 1st attacker in one direction. 
Note: the angle and distance the 1st defender pressures the ball relates to how 
every other defender must play. 
 
2nd Defender(s): The player or players that provide support or cover for the 
1st defender.  
 
3rd Defender(s): The players remaining on defense. They are responsible for 
balancing the defensive shape. 
 
Depth: A principle of both attack and defense. On offense it refers to 
support both in advance and behind the ball. On defense it refers to having 
players in position behind the ball. 
 
Direct Kick: A free kick that can be scored directly from the spot of the 
kick. 
 
Dribble: A technique that allows a player to move the ball on the ground 
using various surfaces of both feet. 
 
Endlines: The lines at each end of the field. 
 
Far Post: The goal post furthest from the ball. 
 
Finishing: A technique that completes an attack with a goal using any legal 
part of the body. 
 
First Time Ball: A ball that is played without using a receiving touch. Also 
known as a one-touch. 
 
Fitness: One of the four components of the game.  Relates directly to all the 
physical elements of the game. 
 
Forwards: The players who play closest to the goal they are attacking. 



 
Free Kick: A direct or indirect kick awarded to a team whose opponents 
have committed a foul. 
 
Full Volley: A technique of striking a ball out of mid air. 
 
 
Give and Go Pass: A simple combination play where an attacking player 
passes to a teammate then sprints past his defender into open space to 
receive a return pass. Also known as a wall pass or a one-two. 
 
Goalkeeper: The player who plays closest to the goal his team is defending. 
The “keeper” is the only player on the field that can use his hands. He is 
only allowed to use his hands in the penalty box. 
 
Goal Kick: A kick awarded to the defending team when the attackers 
advance the ball over the endline. 
 
Goallines: The lines at each end of the field, specifically between the 
goalposts. Also known as endlines. 
 
Goalside: A defensive term that refers to having players nearer to the 
defending goal side related to where the ball is. 
 
Half Volley: A technique striking a ball at the moment just after it has 
bounced.  
 
Indirect Kick: A free kick where another player must touch the ball before a 
goal is allowed. 
 
Instep: The part of the foot where the shoes are laced. 
 
Jockeying: A technique used by defenders to limit the movement of the 
attacker with the ball by forcing him to one side or the other. 
 
Juggling: A technique used to teach ball control and develop a players 
“touch”.  This is performed by using different surfaces of the body to keep 
the ball from hitting the ground. 
 



Man-To-Man Defense: A system of defense where each players is assigned 
a specific opposing player to cover or mark. 
 
Marking: Covering an opponent. 
 
Midfielders: The players in the middle of the field who form the link 
between the defenders and the forwards both offensively and defensively. 
 
Near Post: The goal post nearest to the ball. 
 
 
Off-the-Ball Movement: Movement of players who are not in possession of 
ball. Also known as mobility, this movement is done to unbalance the 
defense and creates penetration. 
 
Offside: When an attacker is positioned on his opponents half of the field 
with less than two defenders between him and the endline at the moment the 
ball is passed. 
 
Offside Trap: A tactic used when defenders move away from their goal to 
force an attacker into an offside position. 
 
One-Touch: A technique of passing or shooting the ball without receiving it 
first. 
 
Overlap: A simple combination play where a 2nd attacker runs behind then 
in advance of the 1st attacker to receive a pass. 
 
Penalty Area: The 18X44 yard box in front the goal at either end of the 
field. This is the only area where the goalkeeper may use his hands. When a 
major foul is committed in the penalty area a penalty kick is awarded 
 
Penalty Kick: When a major foul is committed in the penalty area this is 
awarded. The kick is taken 12 yards from the goal and every other player, 
besides the kicker and the goalkeeper, must be outside the penalty area when 
the kick is taken. 
 
Penetration: One of the principles of attack that refers to getting players 
and the ball behind the defense, ultimately results in a scoring opportunity. 
 



Psychological: One of the four components of the game. Relates directly to 
all the mental aspects of the game. 
 
System of Play: Refers to the deployment of players on the field. A 4-4-2 is 
4 defenders, 4 midfielders, and 2 forwards. 
 
Shape: A term used to describe the positioning of the team either 
offensively or defensively. 
 
Shielding: A technique where the 1st attacker positions his body between the 
ball and his defender in order to maintain possession. 
 
Sidelines: The lines of play on each side of the field. Also known as the 
touchlines because when the ball crosses these lines the players may touch 
the ball with their hands to restart play. 
 
 
Striker: The forwards who play toward the middle and final thirds of the 
field, usually the players with the primary responsibility for scoring. 
 
Sweeper: A back player positioned behind the rest of the defense who’s 
responsible for providing support, balance, and communication to the rest of 
the defense. 
 
Tackling: A defensive technique of using the foot to win the ball from an 
attacker. 
 
Tactics: One of the four components of the game. Relates directly to any 
decisions a player makes on the field with or without the ball. 
 
Technique: One of the four components of the game. Relates directly to all 
skills and a players relationship to the ball. 
 
Through Pass: A ball delivered through a seam in the defense to another 
attacker. 
 
Touchlines: See sidelines 
 
Two Touch: A technique of taking one touch to receive the ball plus another 
touch to pass or shoot the ball. 



 
Volley: A technique of striking the ball, generally with the instep. See also 
half/full volley. 
 
Width: One of the principles of attack that refers to having support on either 
side of the ball. Positive width results in a stretched defense to penetrate. 
 
Wing: The sides of the field. Also known as the flanks. 
 
Zonal Defense: A system of defense where each player is assigned a 
specific area of the field to defend.  




