The Basics of Soccer

To further enhance the Recreational Program, Georgia Soccer supports US Youth Soccer’s teaching philosophy with respect to small-sided soccer in U-06, U-08 and U-10. This philosophy allows the game to be the teacher by maximizing each player’s touches on the ball and encourages all the players to develop their skills in all positions. Further, the philosophy discourages intense competition until the older age groups.
Recreation: Each player must play a minimum of half of each half of a match, if he/she meets practice participation requirements set by their club/association. 

U-06, U-08 and U-10: Half of each half is the mandated playing minimum per player. It is recommended that whenever possible all players should play three-fourths of each game, unless the player is unwilling or unable.

No player shall leave the field of play prior to the expiration of the game without the consent of the referee.

U6 will use the KINS PROGRAM

KINS stands for Kicking Is Not Soccer. In Georgia soccer, these are the youngest, introductory ages of the Recreational Program. The Recreational Program is essentially the players’ first experience with the game of soccer. It is this experience that can either hook the players for life, or turn them away. Players will continue playing soccer if they are having fun and are experiencing personal success. Hence, the Recreational Program’s main philosophy is to create a fun filled, active environment, in which the players can improve and succeed.

Referees and Goalies:

U6 will not use referees, penalties or goalies (throw ins, penalty kicks, etc.).
U8, U10, U12, etc will use referees and goalkeepers during games. 

Duration of the Game:

U6 
Four 8-10 min. qtrs. with a 5 minute half time
U8 
Four 12 min. qtrs. with a 5 minute half time 

U10
Two 30-min. halves with a 5 minute half time
U12
Two 30-min. halves with a 5 minute half time
U14
Two 35-min. halves with a 10 minute half time
Ball Size:  U6 and U8 use a #3, U10-U12 use a #4, U14 use a #5
Number of Players per Team:

U6
no less than 3 nor more than 4.

U8
no less than 4 nor more than 7.

U10
no less than 6 nor more than 12. 

U12
no less than 7 or more than 14. 

Goalkeeper Participation: In recreational play, the goalkeeper must be given at least as much time in each game as a field player as he/she plays as goalkeeper. 

REFEREES -- Recreational Division

In the event a referee is not present at a league match, the coach of each participating team shall each referee one-half of the game, the halves to be selected by mutual consent or by a third person agreed upon by both coaches.  In any event, the game must be played.

1. In the event the appointed referee fails to appear within 15 minutes of the scheduled kick-off time, and where assistant referees are present, one of the assistant referees shall take charge if he/she feels capable of refereeing the game and both coaches mutually agree. 

2. In the event that neither assistant referee agrees to take charge, the coaches may agree upon a volunteer referee.

3. The referee or assistant referee may, at any time, restrict the sideline movement of coaches, players and spectators.

4. The referee(s) is in complete charge of the field and adjacent areas from the time the referee arrives at the game site until the referee departs. The referee is empowered to: 

· Rule on what equipment or accessories are considered dangerous (casts are not allowed at any time.
· Issue cautions, send offs, and dismissals for the entire period. 

· Terminate a game for coach, player or spectator misconduct.
5.
When at all possible a LINE should be placed three to five (3 to 5) yards behind the touchline to keep coaches, spectators and substitutes back from the field and out of the linesman's way. 

6.
All coaches, spectators (spectators or participants) shall NOT be allowed behind the end lines during the course of a game. 

7.
The referee shall halt the game, if necessary, to enforce this rule. And substitutes should remain three to five yards behind the touchline when physically possible. 

COACH RESPONSIBILITIES:
1. Coaches will be responsible for contacting the opposing coach the week of, and at least 120 hours prior, (Monday prior to a Saturday/Sunday scheduled game), for any game cancellations other than unplayable fields (see rule 430.2). 

2. The Home Team Coach will be responsible for notifying their league of any game cancellations. This applies to all regularly scheduled and make-up games. 

3. The Home Team Coach will be responsible for contacting the opposing coach as early as possible if their game should be canceled due to unplayable field conditions. 

4. The home team is to provide the game ball.

5. All spectators, coaches, and sidelined players must stay clear of the touchline between the corner and the 18-yard extension of the penalty box. 

SUBSTITUTIONS -- All Programs 
1. Whenever the referee authorizes a coach/parent to enter the field to attend to an injured player (excluding the goalkeeper or field player who has been injured in a collision with the goalkeeper, and both are injured), the player must leave the field. The injured player may only re-enter the field after the match has restarted and with the referee’s permission. 

2. Players being substituted must exit the field of play prior to players coming on the field.
3. All players should leave and enter the field at the middle of the field.

Substitutions -- For Small-Sided Recreational Teams 
There shall be five times to substitute. 

1. At two of these times, substitutions are mandatory: 

a. In the middle of the first half of play; and 

b. In the middle of the second half of play. 

2. At the other three times, substitutions may be made at the option of the coach: 

a. At half time; and 

b. In case of an injured player substitution, the opposing team may also substitute (one player for each injured player substituted). 

c. In case of fatigue, or for individual player instruction, or to return a player after instruction at a stoppage in play (in this case, only one player may be substituted at a time on this occasion). 

3. At mandatory substitution time, all players on the bench must be substituted, unless injured or listed as ineligible on the team roster presented to the referee prior to the start of the match. 

4. Both teams shall substitute at the same time. 

5. At mandatory substitution times, the referee shall whistle at the first dead ball after the times specified below, and allow (i.e. - wave on, call on, etc.) substitutes to enter the field:

PLAYER'S EQUIPMENT
The goalkeeper shall wear a shirt of a different color from his teammates, the referee, and his opponents, and does not require a number.

Players shall not play with a cast. 

All players must wear shin guards covered with socks.

Players may not participate with improper equipment.

OFF-SIDE 
U-06 and U-08: There is no off-side.

FOULS AND MISCONDUCT -- Modifications (2009)
1. U-06 and U-08: It is recommended that the game official explain ALL infractions to the offending player. 

2. Harassing the Goalkeeper: When the goalkeeper has taken possession of the ball within his own penalty area, opposing players are required to move away and to the side so as not to interfere with the goalkeeper putting the ball into play. 

3. Opposing players shall not play or touch the ball until it has left the penalty area. 

4. PENALTY: For any infringement of this modification an indirect free-kick shall be awarded at the spot of the infringement given the overriding provisions of Law XIII. 

5. Pass-back to the Goalkeeper: A goalkeeper shall be penalized for handling the ball intentionally passed to him from the feet of a teammate.

FREE KICK -- (Direct and Indirect) 

U-08: All free kicks will be indirect. 

U-08: All fouls shall result in an indirect free kick with the opponents six yards away. 

U-08: No kicks shall be taken by the attacking team within 6 yards of the defenders’ goal. 

PENALTY KICK 
U-06 and U-08: No penalty kicks are to be taken during games. 

THROW IN 
U-08: A second throw-in must be allowed if the player makes an improper throw-in on the initial attempt. The second throw-in takes place after the game official explains the proper method. 

GOAL KICK 
U-08: The kick may be taken within three (3) yards from the goal line and the opponents must be six (6) yards away from the ball. 
CORNER KICKS:
Opponents must be six (6) yards away from the ball.

Basic Rules and Plays go to http://www.soccer-fans-info.com/soccer-rules.html
The Start and Restart of Play - There are 8 reasons for which the game can be stopped and similarly, 8 ways to restart it. Each period of time starts with a kick-off (1) and the [image: image1.wmf]

game is also restarted with a kick-off if a team scores a goal. If [image: image2.wmf]

the ball goes out on the side lines, the player who last touched [image: image3.wmf]

the ball conceded a throw-in (2). The game is restarted with the other team throwing [image: image4.wmf]

the ball back into play. 

The goal kick (3) is awarded to the defending team, if the attacking team took [image: image5.wmf]

the ball out of play on the defending team's goal line. The [image: image6.wmf]

game is restarted with the goalkeeper kicking it from within the safety box. If the defending team touches [image: image7.wmf]

the ball last and it goes over their own goal line, outside of the goal itself, then the opposing team earns a corner kick (4) and they will be required to restart the game from the corner nearest to where [image: image8.wmf]

the ball went out. 

An indirect free kick (5) is awarded when a team produces a non-penal foul (dangerous play or offside for example) and the game is restarted with a ground kick that cannot be taken towards goal (if a player scores directly from an indirect free kick, without another player touching the ball, the goal won't stand). A direct free kick (6) is caused by a foul or handball and unlike the indirect free kick it can be struck directly towards the goal. 

A penalty kick (7) is similar to a direct free kick in that it is caused by a foul or handball, but the offence occurs inside the defending team's penalty area. The game is restarted with one of the attacking team's players shooting for goal from the penalty spot (11 meters, perpendicularly on goal), with nothing but a goalkeeper to beat. 

The last of these eight soccer rules is rarer and it's called the dropped ball (8). The dropped ball occurs when the referee stops the game for a special reason (an injured player, ball becoming defective or the interference of an external factor) and the game is restarted with him dropping the ball from shoulder height in front of two players who will battle for possession (sort of how basketball matches decide initial possession).
9. Ball In and Out of Play - According to the official soccer rules, the ball is [image: image39.jpg]


in play all throughout the match duration, except when it passes a bounding line (goal lines and touch lines), when an offence occurs or when play is stopped by the referee. In these particular cases, the ball is out of play and the soccer players cannot score goals or interact with the ball. In addition, substitutions can only occur when the ball is out of play according to the rules for the game of soccer.
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10. The Methods of Scoring - As long as the ball is in play and no infringements of any soccer rules are being made, the players can score goals. A goal is considered when the ball crosses one of the goal areas with its entire circumference. Goals can be scored from action, from penalty spots and direct free kicks. 
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11. The Offside - Since this is one of the trickiest rules of soccer today, I've decided to explain it in detail in a separate article on offside soccer rules.

When is a player called offside?
A player, usually a striker, is called offside when he is nearer to the other team's goal than both the ball and the second last opponent. The second last opponent usually being the last defender from the opponent team, an offside occurs when the striker is closer to the opposing team's goal than that team's last defender. 

To put it simply, try to picture an imaginary line on Team A's last defender, a line parallel to the goal line. If Team B's striker is over this line when his teammate passes the ball, then he is offside. If Team B's striker is on the same line as Team A's last defender (or under the line) then he is in a correct position. 

One more thing to look after in an offside: it doesn't matter if Team B's striker is over this line when he receives the ball. The moment to look after is the moment the midfielder passes the ball, which will trigger an offside if the striker is over the last defender line.

12. Fouls and Misconduct - There's a difference between fouls and misconduct that many people fail to understand. A foul can occur when a player tries to get the ball from his opponent and kicks him or pushes him away accidentally, whereas misconduct means that a player willfully targets his opponent and punches, kicks or pushes him away. 

Fouls can only occur when the ball is in play, but misconduct can occur when it's out of play as well. Depending on the seriousness of the foul or misconduct, the referee can penalize it with a yellow or red card in addition to a free kick or penalty kick.

In FIFA's "Constitution", Laws of the Game, a foul is the act of kicking, tripping, jumping in/at, charging, striking or pushing an opponent. 

Fouls in [image: image9.wmf]

soccer are penalized by handing over the ball to the team that suffered the foul if the foul has been committed outside a penalty area. In this case, a direct or indirect free kick is given, depending on the nature of the [image: image10.wmf]

soccer foul, with the kick being taken from the spot where the foul occurred. 

In case the offence occurs in the defending team's penalty area, the ref will give the attacking team a penalty kick, which is a great scoring opportunity, allowing a player to take a shot from 12 yards (11 meters) with just the opposing goalkeeper to beat and no defenders around him. The player that caused the foul is also in danger of being cautioned with a yellow card, or being sent off from [image: image11.wmf]

the pitch with a red card, if the offence was way over the limits.

Examples of red card fouls include extremely hard tackles that injure or are aimed at injuring an opposing player, intentionally hitting or stepping on a fallen opponent. However, [image: image12.wmf]

a player is also shown a red card if he collects two cautionary yellows. 

The above mentioned fouls are all direct contact and thus are all penalized with at least a direct free kick. Like I said earlier however, there are at least three [image: image13.wmf]

soccer foul types that don't necessarily require direct contact to be penalized. 

One would be preventing the goalkeeper from releasing [image: image14.wmf]

the ball from his hand. Even if you don't touch the keeper, simply standing in front of him, not allowing him to throw or kick [image: image15.wmf]

the ball forward is considered a foul and penalized with an indirect free kick (not that anyone would attempt a shot on goal from their own keeper's grounds, but rules are rules…). 

Another similar type of [image: image16.wmf]

soccer foul, also known as obstruction, occurs when the defender cuts the running direction of the opposing player, regardless if he has [image: image17.wmf]

the ball or not (although the "victim" of this type of [image: image18.wmf]

soccer foul is the player controlling [image: image19.wmf]

the ball, 9 out of 10 times). 

Last but not least, dangerous play occurs when [image: image20.wmf]

a player has a potentially dangerous kick close to an opposing player.

13. Free Kicks - I've explained most of the soccer rules regarding free kicks in "Soccer Rule Number 8 – The Start and Restart of Play". One additional soccer rule worth mentioning is that players from the opposing team must be at least 9.15 meters away from the position where the free kick will be struck. Also, the player that kicks the ball initially on a free kick cannot touch it again until a teammate or opposing player touches it. 
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14. Penalty Kicks - Penalty kicks are conceded when a defended player fouls or commits handball inside the 18 yard box (commonly known as the penalty box). It's important to know that not all offences inside the penalty box are punished with a penalty kick. For example, if a player commits dangerous play inside his own penalty box, the referee will award an indirect free kick from the place that the offence occurred. 

When the penalty kick is taken, the only two players in the 18 yard box are the penalty taker and the defending team's goalkeeper. Everyone else must sit outside the box and can only move towards the ball once it is kicked. So if the penalty is saved by the goalkeeper or strikes the bar, a player could run from the edge of the box and gain possession.
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15. The Throw In - When the ball goes out of play on the side lines, the opponent of the player who last touched the ball will take a throw in. The throwing method has to follow some rather strict rules; otherwise the referee might dictate a throw in for the other team. The player taking the throw must keep his feet outside the side line, with the sole on the ground and the actual throw must be executed with the ball over the thrower's head.
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16. The Goal Kick - The goal kick is a means of restarting play after the attacking team took the ball over the defending team's byline. The goal kick acts as a direct free kick, so if a player would kick the ball so hard that it would reach the opposing team's goal and score, the goal would count. 
One extra soccer rule regarding the goal kick states that the kick must be powerful enough to pass the penalty area. So in case the goalkeeper executes the goal kick and passes the ball to a teammate in his own penalty box, the goal kick is re-taken.
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17. The Corner Kick - The last of the 17 rules of soccer refers to the corner kick, which occurs when the ball passes over the defending player's goal line, with a defender having touched the ball last. The corner kick acts as a direct free kick taken from the corner of the pitch (if the ball passes the line on the left of the goal, the corner is taken from the left corner and if it passes on the right, the corner is taken from the right corner).

 The same rules as for a direct free kick apply, in that opposing players must be at least 9.15 meters away from the corner, the corner taker may score directly from the corner kick and the kicker can't play the ball a second time until it's touched by another player. The only additional rule is that the ball be placed in the corner arc.

Well that's pretty much all you need to know about soccer and soccer rules. Most of these rules seem harder than they actually are on paper and if you watch a couple of matches you'll soon get the hang of them naturally. 
Fundamentals of Playing Soccer
http://www.soccer-fans-info.com/fundamentals-of-playing-soccer.html
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 Dribbling is to many the essence of soccer, alongside goals. A dribble is spectacular but it doesn't just hold entertainment value, since a successful dribble can dish out a substantial tactical advantage for the attacking [image: image21.wmf]

team, creating numeric superiority, clearing up a shot or a [image: image22.wmf]

passing opportunity or simply causing panic in the opposing team's defense, ruining their tactical setup. 
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There are several types of dribbles made with the inside, outside, sole or back heel of your foot but many dribbles involve more than just footwork. If you look at most dribbles, they also involve a body movement mechanic that allows the dribbler to shift his weight quickly, surprising the defender. It's also important to scan the surrounding field when dribbling, so make sure you never dribble with your eyes on the ground (or else you might do a successful dribble, losing one opponent only to have another one in your face when the dribbling is over). 
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Free Kicks:  Today's soccer is a lot tougher and physical than say, 30 years ago, thus creating more free kicks overall in a single match. And it's often the case that these free kicks determine the result, especially if you have one or two highly skilled free kick takers in the [image: image24.wmf]

team. 

 There are two types of offensive free kicks: the ones that are shot towards the goal and the ones that are crossed. The goal shot free kicks are considered far more dangerous, but usually they're rarer since they require the foul to have happened in a central area on the pitch, close to the opponent's box. With most of [image: image25.wmf]

the modern soccer game being taken on the sides, crossing free kicks are more abundant and despite not being as dangerous as central ones, they're still a good source of chances for any [image: image26.wmf]

team. 
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Goalkeeping:  keepers do a thankless job on many occasions, stopping 6-7 made goals only to see the striker gain all the credit for his 1 goal. Regardless, they have a crucial role in the squad and whereas a [image: image28.wmf]

team could play without a single striker and still have a chance of winning, it's doubtful that a [image: image29.wmf]

team could ever win without a moderately talented goalkeeper that provides some safety at the back. 

Goalkeeping mostly refers to how you handle the ball as the keeper, how you stop or deflect shots, how you pick crosses from the air and so forth. But a modern goalkeeper does so much more than that: he coordinates his entire defense since he has the best field of view, he often acts as a sweeper if the ball goes past the defense and he must have good [image: image30.wmf]

passing skills to put his teammates on a fast counter. 
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Heading:  Ideally, a soccer match would be played without the ball rising from ground level, where players have the best control over it. But since we're not living in an ideal world, sometimes you’ll have to fly the ball high into the sky as a soccer player and it will be one of your colleague's job to head it, whether with the purpose of a pass, clearance or goal shot. 

Heading is a crucial skill for strikers (who will try to make use of crosses with their head), defenders (who will have to clear a lot of the opponent's crosses with their head during the course of a match) and the central midfielder (who will have to redirect goal kicks and defender clearances from both teams with his head). Side players don't have that much of a use for a high heading skill, although it obviously helps. 
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Passing

 HYPERLINK "http://www.soccer-fans-info.com/soccer-passing.html" :  is undoubtedly THE most important soccer skill you'll need to posses if you want to become a good player. Sure, no one will ask you to striker perfect crosses if you're a central defender and no one will ask you to be able to put inch-perfect through balls for the attackers if you're a goalie, but a decent [image: image34.wmf]

passing skill is essential for any position on the pitch. 

 Obviously there are many types of passes: short balls, long balls, crosses, curved passes (with an inward or outward curve), hard passes, through passes, safety passes and so forth. They all have a common basis in the way you hit the ball and the way you coordinate your eye-foot mechanics to get the right direction and speed on the ball.  
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Receiving

 HYPERLINK "http://www.soccer-fans-info.com/soccer-passing.html" :  It doesn't matter if you have great shooting, passing or dribbling skills as a soccer player, if you can't get hold of the ball in the first place. Receiving the ball, or trapping it requires good eye-foot coordination as well as a trainable skill to apply a little force in the direction from which the ball is coming from, in order to stop its acceleration and settle it down. 
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Shielding:   the ball requires a combination of anticipation, balance and body mechanics, all added next to a good physique. Sure, even a skinny guy can shield and receive a ball well enough given the right technique to do so, but physical prowess is an advantage in many cases. Shielding is most important for strikers who need to protect their position in order to receive the ball and defenders, who will often find themselves in the situation of shielding the ball until it goes out of play (if the opponent touched the ball last) or into the hands of their goalie.  
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Shooting:  Other than heading the ball in the net, shooting will be your only and main way of scoring goals. Your shooting skill will consist of two variables: power and accuracy. If you can fit them both in even better, but they don't necessarily have to be trained as a pair. For example, in close range situations, a striker might want to shoot hard, with little regard to accuracy. An alternative would be to accurately plant the ball in the unguarded corner of the goal, without printing too much power to your shot. For long range shooting on the other hand, a combination of power and accuracy is vital. 

Shot training is usually emphasized by strikers and central midfielders but don't take that as a rule of thumb (some of today's best shooters play on neither of these positions, take Roberto Carlos (Left Back) or Cristiano Ronaldo (Winger) for example).
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Tackling:  Usually we think of a tackling as a sliding charge for the ball (and sometimes for the opponent's feet) but even stealing the ball from an opposing player while on your feet is considered a tackle. Actually, standing tackles occur far more often in a soccer match, but sliding tackles stand out more since they usually produce either a spectacular steal, or an ugly foul.

Learning how to tackle correctly is crucial for defenders and defensive midfielders but any player on any given position on the pitch will be required to produce a tackle every now and then, so this skill shouldn't be skipped by forwards or offensive midfielders. 
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Throw In:  occurs whenever the ball goes out of bonds on the sides of the pitch, rendering the team who didn't touch the ball last possession. Admittedly, throw ins don't bear as much tactical importance as free kicks or corner kicks, to compare them to other static moments in the game but you can build a few tactically rich moments around a throw in. For example, a team might use throw ins to advance in a rugby-like yard-by-yard way, by constantly throwing the ball further, shielding it and allowing the other team to push it out for another throw in. 

If you have a player with good strength, you can allow him to turn throw-ins near the opposing team's box into accurate crosses.
Corner Kicks:  Corner kicks, just like side free kicks offer a good scoring opportunity from a set position. A corner kick allows you to bring as many players as you want in the opponent's penalty box (of course, you'll want to keep at least 2 defenders back as "guards") and the player taking the corner kick will also have time to make the best out of his cross. 

There are several types of corner kicks, including low crosses, high crosses, short corners, second post crosses and so forth. But the type of the cross is not the only tactical variable a coach can change during a corner, since you can also figure out a new way to position your attacking players in or outside the opponent's box. Corners usually favor teams that have predominantly tall and strong players, with good heading skills. 
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Clearance:  Usually, when hearing of a soccer clearance, we picture some defender kicking the ball high into the sky, far away from his own goal, to give his team time to regroup or get a breather. Although that's the most popular form of clearance, this soccer fundamental also consists of "escorting" the ball out of play (through shielding for example). One other type of clearing you'll probably see often with defenders is the "safety clearance".

If a defender has his back towards the play (as in he's facing his own goal) and has no safe way to turn or pass the ball, he will rather simply kick the ball out of play (preferably conceding a throw in and not a corner) than risk losing it in that hot area and placing his goalkeeper under fire. 
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Here is the Pyramid:
· BALL MASTERY - Exercises where each player works alone with a ball at repetitions using both feet. 

· MOVES (1 V 1) - Exercises and games that teach game - winning individual moves that can create space against the most packed of defences. 

· SPEED - Exercises and games that improve acceleration, running with and without the ball and change of pace. 

· FINISHING - Exercises and games that teach technique and encourage instinctive play. 

· GROUP ATTACK - Exercises and games that improve small - group combination play with emphasis on fast break attack. The Pyramid Approach of graduated pressure allows players to quickly gain confidence and progress through the interconnected levels of the game. 
SOCCER POSITIONS:

Teaching Soccer Positions is complicated by the fact that, except for Fullbacks at young ages, players often move around the field and don’t stay in one place.  So, the positions are “relative” to each other.  Generally, when on Defense, the “left” side players should stay on the left side of the field, and the “right” side players on the right side of the field (left and right are as you face the opposing Goalkeeper).  Fullbacks should be closer to their Goalkeeper than their Midfielders are, and Midfielders should be closer to their Goalkeeper than their Forwards are.

These guidelines also apply to a degree when a team is on offense, but not as strictly. Offense is more creative than defense and players often need to move to "open space" or work together and be opportunistic in order to score; this is particularly true with Midfielders and Forwards, because most coaches may want their Fullbacks to be conservative and stay in a defensive position in case there is a counterattack by the opponent

One Goalkeeper:  There is always just one Goalkeeper per team. The Goalkeeper's job is to defend his team's goal and he usually stays close to his goal. You can identify the Goalie because he wears a different colored shirt or a vest over his shirt. Except for "Throw-Ins" and to pick up the ball in "Re-Start" situations, the Goalie is the only player who can legally use his hands. 
Usually 2 or 3 Defenders who are called Fullbacks: Fullbacks play closest to their goal (which is the goal their Goalkeeper defends). Along with the Goalkeeper, they have the primary job of stopping the opponents from scoring. To a degree, every player should be a "defender" when the opponent has the ball. One way to teach this is by teaching the concepts of "First Defender" and "Second Defender". 

Usually 2, 3 or 4 Midfielders:  The Midfielders play between the Fullbacks and the Forwards. They are often in the "Middle Third" of the field. There can be "Offensive Midfielders" who play closer to the Forwards and "Defensive Midfielders" (also called "Stoppers") who play closer to the Fullbacks, as described below. 

Usually 1, 2 or 3 Forwards:  Forwards play closer to the opponent's goal, which is the goal guarded by the opposing Goalkeeper. The Forwards are the primary scorers, although Midfielders sometimes score and at older ages Fullbacks even occasionally score. 

There are also 2 special positions that some teams use; a "Sweeper" and a "Stopper". 

A Sweeper will play behind the Fullbacks and a Stopper will play between the Fullbacks and the Midfielders. These positions add additional layers of defenders and give you defensive strength in the Center of the field. A good Stopper can be worth 2 goals per game to Rec teams, and is the most important position on the field for many Rec teams. 

Soccer Drills – Go to Free Soccer Drills and Practice Games: http://www.soccerhelp.com/index.shtml
"Dribble Across A Square™" (U-8 & up) * * * * (Definitely try this) This game is the best way to teach dribbling and is an excellent warm-up. Playing this in a small square teaches "Control Dribbling", and making the square larger will teach players how to "Breakaway" (how to look for Open Space, accelerate into it, and Speed Dribble). I recommend playing it as a warm-up to start every practice. It will quickly improve your player’s dribbling, shielding, turning, recognition of open space, acceleration and ability to stop and confidence with the ball. They will learn to dribble while looking up and will learn "naturally" how to dribble with both feet (you won't have to use artificial ways to try to teach them). It also helps children's brains learn to process a lot of activity, to use peripheral vision, and to make correct, instinctive decisions and maintain composure when under pressure and in heavy traffic. It is self-teaching and the coach can help the players by giving them "tips" that allow them to improve. You will see definite results within 3 practices, the set-up is easy and it is 100% onball. IMPORTANT: Tell your players that this game is part of their "Warming Up" -- otherwise they may resist it at first (because at first it isn't easy for some players) and they might later get tired of it. BUT, there is no substitute for this game. You are doing your players a favor by having them play it. It will improve their instinctive reactions and dribbling skills in a way no other game can. There is no way dribbling thru cones can teach what this game teaches. Once your players see that it is causing them to improve, they won’t complain about it and they will consider it part of "Warming Up". Be sure to have the players keep score so it is "Game-Realistic" and you can monitor progress, and give "tips" at the end of each Game about how they can improve. See "Warm Up Practice Games" 

"Dribble Around Cone & Pass Relay Race™" (U-8 and older) * * * * (Definitely try this) This is my favorite game for players U-8 and older. It teaches Aggressive Receiving, passing while running and under pressure, speed dribbling, turning, the importance of first-touch, one-touch control, and teaches receivers to move to the ball and how to receive the ball at game speed and while under pressure. This game is self-teaching and the coach can help the players by giving them "tips" that allow them to improve. Perhaps the most important thing this game can teach is "Aggressive Receiving". You can read about the benefits of "Aggressive Receiving" on the bottom of the instructions for this game on SoccerHelp. You will see fast results, the set-up is easy and every player is either a dribbler/passer or a receiver. 

"Driving School™" (U-6 to U-10) * * * * This game teaches control dribbling, using the bottom of foot to stop the ball, pullbacks, and using outside of right foot and left foot. Easy set-up and 100% onball.

"Tick Tock™" (aka "The Foundation") (All ages) * * * * This is a very simple game that practices fast feet and ball control using inside-of-feet. Very easy set-up and 100% onball. 

"Small Sided Scrimmage Without A Goalie™" (U-8 & Up)* * * * This is a better way for most teams to scrimmage. Rec teams should only scrimmage for about 10 minutes of each hour they practice. This game is a good way to evaluate players – you will be able to quickly tell a lot about a player's skills, natural abilities, and where they prefer to play. This game is better than a regular scrimmage in 2 ways: (1). All players learn to defend and play tough defense and block shots, and not rely on the Goalie, and (2). To score, they must work the ball close to the goal and not take long shots, so control, dribbling, passing, and movement off the ball in the Attacking Third are encouraged. This game has the disadvantage of a low ball per player ratio.

"Chips/Lofted Passes Game™" (U-10 & up) * * * * An effective way to practice "lofted passes with backspin". Every player should know how to "loft" the ball for shots, for long "over-the-top" passes & as a way to "clear" the ball. Easy set-up, lots of touches and a game format. 50% onball.

"Hit The Coach™" (U-4 and U-6) * * * * (Definitely try this) My favorite game for U-4 and U-6 players. It’s easy, fun and the kids love it. 100% onball. You can see this on the Coach Doug video clips.

"Throw-Ins Teaching Game™" (U-8 & up) * * * (Try this) This is a quick and effective way to teach or practice throw-ins. If you are a beginning coach, review "How to Teach Throw-Ins" at "Skills" on SoccerHelp.com. This isn't great fun, but it is quick and effective. 50% onball. 

"Kick A Crossed Ball Game™" (U-8 & up) * * * * A "crossed ball" is a ball coming from the side. This game is an effective, efficient way to practice timing the run and how to kick a crossed ball, which is not an easy thing to do. It will teach the player to take a short backswing, to keep his head down, eyes on the ball, and to start out by blocking the ball using the inside of the foot.

"Monster Invasion™" (Dribbling & concept of a field, U-4 and U-6) * * * * (Definitely try this) This is a simple, always fun game for U-4 and U-6. Every player has a ball and everyone, including the coach, has fun. 100% onball. 



Soccer Practice - Tips For Good Soccer Practices: 

1. Kids love playing games and keeping score. In practice, try to use Practice Games and not drills. Everyone should stay active and participate. Avoid lines. 

2. Maximize "touches" on the ball. At least 500 touches per practice for each player. 

3. Teach proper technique and use games that practice skills or simulate play or "match conditions". Our Practice Games are much better than drills because they involve competition and pressure (which drills don't) and better prepare players to perform under pressure in "match" conditions and at "game speed". It is one thing to perform an activity without pressure, but it is very different to perform the same activity at "game speed" and under pressure. Players improve more quickly and become better players when they practice at game speed in match-related conditions. 

4. Run games by keeping time (e.g., so they last 1, 3, or 5 minutes) or by keeping score (e.g., first to 3, 12, etc.). We recommend you by an inexpensive sports watch that has a count-down timer (about $25 at Wal-Mart or Target). 

5. Praise hustle, improvement and a good attitude. Measure each player's performance by his or her personal improvement and effort, and not by comparing them to someone else. Try to motivate in a positive way that builds self-esteem. 

6. A good Practice Game must be easy and quick to set up by one coach and should be simple to explain and manage. If you are spending too much time on set up or instruction, simplify it. You should be able to play the game in a small area and without special equipment, except for cones or "disk cones". This is important so you can achieve more in your practices and not waste time. Think about the benefit of being able to achieve 20% or 30% more in each practice. 

7. If it's not fun, it's not a good Practice Game. 

8. You MUST have at least one ball per player. This is absolutely critical. Ask players to bring extra balls or buy some. 

9. DON'T use practice games that eliminate or "knock-out" players. For Recreational players, we believe in positive motivation and we don't believe in punishing a child who has tried their best but lost a practice game. Our Practice Games don't make the losers leave the game or run laps. Nor do we use knock-out or elimination games that leave the players who need the most practice on the sideline. From a practical perspective, punishing players slows down practice and elimination games don't produce as many touches on the ball. 

10. Avoid general scrimmaging for more than 10 minutes per hour. In general scrimmages players don't get enough touches on the ball, the weaker players tend to get the fewest touches and bad habits can be reinforced because players tend to do the same things they have always done. If you scrimmage, do so without a goalkeeper and encourage players to work the ball close to the goal before shooting. 

11. Adopt this philosophy: Keep it simple, keep them active, keep it fun & at least 500 touches per player per practice". 



Soccer Practice - Things You Need For A Good Soccer Practice: 

1. A Ball for Every Player. Ask each child to bring a ball to practice, but buy some extras to bring because some kids will forget. A nylon mesh laundry bag makes a great ball bag. Also, buy a ball pump to keep the balls inflated. 

2. Small Soccer "Disk" Cones. Disk cones are ideal for marking areas for small sided games. You need 2 disk cones per player (e.g., 30 disk cones for 15 players). Disk cones look like an upside down bowl and come in fluorescent yellow and orange; orange is most visible on brown grass. Consider buying a strap to keep your disk cones on. It is only a few dollars and worth it. As an alternative, you can use strips of brightly colored cloth to mark the areas. 

3. A Way To Identify "Teams". You can buy practice vests (also called "bibs") or wear your uniforms.
4. Shinguards & Water. Every player should wear shinguards & bring a plastic water bottle with their name on it. I always take extra water because some always forget. 

5. Assistants. The more the better. Ask parents to help, even if it is just to pick up balls. 

6. A Whistle. A cheap one will do. This will be hugely helpful in getting attention. Use the whistle to stop & start the practice games described herein. 

7. An Equipment Bag. To keep your gear in. In it should be some Band-Aids or a small medical kit (about $5). One of the 99¢ instant ice packs is good. (You squeeze these & they get cold. They are at drugstores). 

8. Do You Need a Goal or a Lined Field? No. None of the SoccerHelp Practice Games require a goal or a lined field. However, a goal or a net backstop is handy if you are practicing shooting. 

9. A Watch With A Countdown Timer. You can get by without this, but it makes it a lot easier to run timed games. Timex and Casio make models that are available at Target and Wal-Mart for about $25. 



How We Rate Practice Games: 
The games on SoccerHelp and SoccerHelp Premium were selected from hundreds we have tested. They are the best and all are recommended. However, some are better than others. Those that are especially good for teaching critical skills are given 2, 3 or 4 star ratings & are "Highly Recommended". Four star games either teach a vital skill or concept in a fun & effective way or do an effective job of teaching multiple skills. 

Remember: Games, not drillsTM & "Keep it simple, keep them active, keep it fun & at least 100 touches per player per practice."
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