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General Coaching Information










Introduction

The Chelsea Soccer Club welcomes you to the exciting world of youth soccer. Whether you have had much experience with the game of soccer or are just beginning as a novice volunteer in the program, we want you to know that we appreciate your time and energy. The next several months could very well be one of the most rewarding experiences you have ever had.  Most of our coaches have a wonderful time and return the following year.  If you have never coached before, you need not worry – we will teach you, help you, and generally be available to help you be successful.  If you have not played or ever seen a soccer game before, don’t panic.  Once again, we will help get you through what will be a very enjoyable year.  Our league’s philosophy towards coaches is simple:  If you have a good time, you will return next year, and the more experience you have, the better coach you will become.

All of us involved in this program, coaches, parents, Club officers and board members, should strive to uphold the basic tenets included in the Statement of Philosophy. As adults, all that we say or do becomes the model for the young people in our community. Thus, we have the responsibility of leading our youth not only to fun and recreation, but to psychological, emotional and social maturation as well. To that end we dedicate this program.

Statement of Philosophy

The purpose of the Chelsea Soccer Club is to provide the boys and girls of Chelsea with an enjoyable, high quality soccer program. The guiding principle is that the experience of playing soccer should be fun; if this fundamental element is missing from any aspect of the program, children will drop out of the sport.

Various studies, and our collective experience, have shown that kids want to play as much as possible, they want to be placed at their appropriate level and have the opportunity to develop to their fullest potential, and they want to be treated with respect and to be supported by their teammates and coaches. While they would obviously rather win than lose, players of all levels rarely mention winning as the determinant of whether they have fun playing soccer and whether they stay involved with the sport. Hence, while winning a game is a desirable objective, it should never be the justification for denying a player reasonable playing time, imposing burdensome practice requirements, or tolerating disrespectful or unsporting behavior towards fellow players, coaches, opponents, or officials.

The Manual

This manual provides general guidelines, policies and procedures for Chelsea Soccer Club coaches. The CSC board may approve modifications, amendments and/or exceptions to these policies and procedures from time to time.

In addition to CSC policies, we are also governed by rules and policies set by the Mid-State Soccer League, which is the regional league in which we compete; by AYSA (Alabama Youth Soccer Association), the statewide governing body for youth soccer; USYSF and FIFA.

 
Respect, Sportsmanship, and Positive Interactions

It is essential that everyone connected with the Chelsea Soccer Club treat everyone with whom they come in contact with respect. 

· Coaches are expected to address the players in a positive, encouraging manner. Sarcasm or ridicule is never appropriate and is not effective in motivating a child. 

· Players are expected to support one another, not criticize teammates. Goalkeepers are especially vulnerable in this regard. All players should be told that if they criticize a teammate they will immediately be removed from the practice or the game, regardless of their ability or the score. If a coach emphasizes this policy at the first practice and periodically thereafter, it will rarely have to be enforced. If a coach does not strictly follow this policy, destructive team dissension may ensue and players may be driven out of the program by a few who are acting inappropriately. 

· Neither coaches nor spectators may address referees during games. Refereeing is much harder than it looks, and even the best referees make mistakes. In our league, many of the officials are young adults who are just learning how to be a referee. Coaches and spectators may not speak to the referee during the game, nor may they do anything, by word or gesture, to convey any criticism of the referee. During the game a coach may call for substitutions; respond to the referee if addressed; or point out emergencies (such as a hurt player). No other communication is permitted. We expect all Chelsea coaches to observe both the letter and the spirit of this rule. Coaches, in turn, are expected to ensure that Chelsea spectators also observe this rule. If you have concerns about the officiating contact your coaching commissioner. 


Team Selection and Registration

To achieve real and perceived fairness, and to provide the best soccer experience for all children, players should be grouped according to ability, not geography or social relationships. A highly skilled player placed with less skilled teammates may feel excessive pressure to perform and frustration at being held back in terms of soccer development. A player noticeably less skilled than teammates will feel intimidated and inadequate, the lack of confidence inhibiting any real chance for growth. Inappropriate placements take the fun out of the game for everyone.

· Teams will be selected for the fall season based on evaluations held in the fall, along with evaluations from the current coaches. Potential players will be evaluated based on soccer skills, athletic aptitude and commitment. All players must have an equal opportunity to compete.

· In order to keep the evaluations at a manageable size, the Club may exempt players from some higher-ranked teams from the evaluations, based on your evaluations of their skills and participation. Participation in fall evaluations for all new players is strongly urged in order to ensure a child is properly placed based upon skill and ability.

· Within each age group, the strongest players will be assigned to the first-ranked team, the next strongest to the next-ranked team, and so on. The goal is to place players at the appropriate level of competition, not to keep teams or friends together. Players are strongly encouraged to play in their appropriate age group, but are not precluded from trying out for an older age group. 
· Where a limited number of youth in a particular age group register to play, it is not uncommon for one team to include both inexperienced players and players with one or more seasons of play. In this case, the Club evaluates the cumulative skill level of the team and requests placement at a comparable division in the Mid-State League.   
· Roster size: Teams are expected to carry full rosters (at least fourteen players for 11v11 (max. 16) and at least eleven players for 8v8 (max. 14)). While smaller rosters are nice in theory, since each player will get more time on the field, they have proven problematic. Injuries, illness, family commitments, recitals and other typical Chelsea activities often mean players will miss games, and with an undersized roster you will inevitably need to play short-handed at some point. 
· Fall to spring changes: Players in good standing who participate on fall teams will usually be given the opportunity to compete on a spring team. At the end of the fall season, each age group commissioner, in consultation with the coaches, will identify any players who should be playing in a higher or lower division and adjust the rosters accordingly. Coaches of lower ranking teams must encourage their strongest players to move up to higher divisions. It may be hard to give up one of your better players, but the guiding principle is what will be best for the player, and this usually allows other players to move into more assertive roles. At the same time, coaches will be sensitive to team spirit, chemistry, teamwork and cohesion. Transfers of marginally better players are discouraged, especially during the fall to spring transition. Significant player movement may require reassessment of the team’s division placement. 
· Watch other players: Coaches should endeavor to watch other teams of the same age group play during the season, to assist in making placement decisions at the end of the season. Coaches of the age group will meet at the end of the season to discuss any roster moves. 
· Vacancies: It is often necessary to fill roster vacancies during the year. Requests for roster additions must be approved by the appropriate commissioner, and must be submitted to the CSC registrar at least a week prior to the planned change. 
· Dropping a player: In some instances, it may be necessary to drop a player from a roster because of competing interests, relocation, injuries, non-participation, disciplinary problems, safety issues, etc. Before any player is dropped, a coach must discuss the situation with the player's parents and with the appropriate Commissioner. 
Players and coaches must be registered: No player is to participate in any practice or game unless (1) their name appears on your printed team roster, which indicates that the player has been properly registered with Mid-State or, (2) you have in your possession a signed add/drop form provided by the Club Registrar. Just before your first game, your commissioner will provide you with an original, league issued, roster and passcards. A 1 ½” x 1 ½” photograph of the cardholder must be affixed to the card, and the cards and original roster provided to the referee prior to play. In addition, every coach and assistant coach must be registered and have their own league passcard. Take care of this business early and plan to retain possession of your players’ passcards throughout the season. Failure to observe these requirements and to present these documents at game time may result in game forfeitures.

Basic Responsibilities of a Player

While each player has individual needs and desires, soccer is a team sport. For everyone to be successful and have fun, players must be informed that they have individual and collective responsibilities, in addition to the standards of respect and sportsmanship addressed above.

· Each player is expected to show up at required practices and games. Conflicts with other activities are inevitable, but should be viewed as the exception. To the extent possible, try to accommodate competing interests; other sports activities, music and dance lessons, etc., but emphasize to players that in the event of conflict, their obligations to their soccer team must be given priority. Club policy is that players are expected to attend at least 75% of practices and games; players not meeting this standard may be dropped from the program. 

· Players should be told that if they will be late for, or will miss either a practice or game, they should notify the coach ahead of time if at all possible. 

· Players are responsible for showing up at practices and games properly equipped. No player should be allowed to play at any time without shinguards. Referees are forbidden from allowing players on the field without shinguards, which must be covered by socks. Coaches should adopt a similar policy for practices. Carrying an extra set of shinguards in your equipment bag is an easy way to avoid a crisis. Players should also be encouraged to bring their own ball (with their name on it) to practice, and to bring their own water to games and practices. Each player should have a pair of well-fitted soccer cleats. Referees will inspect the players’ cleats before each game and will not permit play by any child wearing baseball cleats (identified as having a cleat at the toe) or any other sport cleat thought to create a safety hazard.

 

Health and Safety

The fundamental and over-arching obligation of the coach is to ensure the health and safety of the players. No game is worth risking the physical well-being of a player. The guiding principle must always be the exercise of an excess of caution.

· While serious injuries in soccer are rare, coaches must educate themselves to be aware of the signs and symptoms of serious injury. A fallen player should not be casually rolled over or made to stand up without some assessment of the possibility of a head, neck or back injury, or a limb fracture. Movement in such cases has the potential for gravely aggravating the injury. A useful rule of thumb is that if the player is unable to turn over or get up without assistance, summon emergency assistance (911). 

· No player who has been knocked unconscious should be allowed to resume playing until having been cleared by a doctor. If a player has been removed from a game because of an apparent minor injury, such as after a collision, make the player run at full speed on the sideline before putting the player back in the game. If the child exhibits any difficulty running, do not allow the child to play. 

· The prompt administration of an ice pack is the prescribed treatment for bangs, twists, and strains, since it will prevent or reduce swelling and accelerate healing. Have ice packs at every practice and game. If a child is bleeding from a scrape or a bang on the nose, apply direct pressure with a clean cloth. 

· A child with any sort of a cast must not be allowed to play, since the cast poses a danger to the player and everyone else on the field. Players must be instructed to remove all watches and other jewelry (including earrings and barrettes) before coming onto the field. Eyeglasses have proven hazardous; some referees may forbid wearing them during play. Players needing glasses should be urged to use athletic safety goggles. 

· On hot days, insist that all players drink water frequently. If they wait until they feel thirsty, they will have already begun to dehydrate. If you select the communal approach, assign a parent to bring a large cooler filled with cold water and face cloths or rags, so the players can cool themselves down when they are out of the game. 

 Laws of The Game

All Mid-State games are governed by the Laws of the Game, which are the international playing rules issued by FIFA. Some amendments have been adopted by the USYSF for age appropriate play.  

· The laws are an important part of the game. It is vital that coaches become familiar with the laws and then teach them to the players during practice. The Laws, together with specific League rules for items such as length of games, ball size, etc., are condensed in Appendix A to this manual. Pay particular attention to the Mid-State rules regarding postponing and rescheduling games. These rules are strictly enforced, and failure to observe them can result in forfeits. 


Practices

Practices are where instruction takes place and where the coach has the opportunity to impart new skills and strategic concepts. To be worthwhile, a good practice must be carefully planned so that the players have fun while learning.

· Once registration is complete and teams are formed, commissioners for each age group will be allotted blocks of practice times that will then be offered to coaches for scheduling of their practices. Given field constraints and schedule conflicts, it is not realistic to hold more than two mandatory practices a week. Practices are generally one to one and a half hours in length and are located at Forest Park, Coca-Cola 1996 Fields and Chelsea high School. 

· It may be appropriate to tell players that if they do not come to practice they will not play in games. Be careful not to penalize players for their parents’ shortcomings.  If there are valid reasons for missing practice, you may still want to adjust playing time to recognize those kids who were at practice. If the players are enthusiastic about playing more, encourage them to get together informally at their school, neighborhood or park. 

· The goal of a practice is to maximize the number of times each player touches a ball. Plan your practices to avoid drills that have one of two players moving and the rest standing on line. Use waiting time only as integrated rest periods during particularly strenuous activities. Incorporate frequent games that utilize the skills or strategies being taught. Avoid lines, laps and lectures in your practices.

· Be sure to attend the Coaches Clinic provided by the Club before the start of the spring and fall seasons. Whether you are an experienced coach or new to the game, these clinics provide an excellent opportunity to review the basics and help you plan your season. The Clinics allow you the opportunity to establish relationships with other more experienced coaches who may be of help to you when in planning effective practices.

· Visit local libraries for books and videos on coaching youth soccer and, look through Appendix B “Throw-ins and Restarts” and Appendix C, “Skills, and Fun Games that Teach Them” for additional help with planning your practices.

Games

Games are where the players get the chance to use what they have practiced, to learn to make decisions for themselves in competitive conditions, and to experience the joy of simply playing soccer.

· Game logistics: Assign a parent to contact the opposing coach to confirm the game time, location, accuracy of the directions to the field, and the uniform color. The home team must change uniforms if both teams normally wear the same colors. The pinnies, which the coach should keep, will serve this purpose. 

· Game equipment: Bring to each game a game ball (for home games); an air pump; pinnies (for home games where the opposing teams wear a similar color); a goalie shirt which will clearly differentiate the goalie from all other players; an original of your Mid-State roster; players’ and coaches' passcards. Assign a parent to schedule who will bring water and fruit snacks to each game. 

· Safe goalposts: At all home games, check the goals to be sure the nets are securely affixed and that the goal itself is properly positioned.

· Teach promptness: Instruct players and their parents to get to all games at least thirty minutes before the starting time. Tell them to leave more than sufficient time to find away fields. Nothing is as disconcerting as trying to restructure a line-up to account for a missing player, only to have the child show up at the last minute. Parents should be told that it is unfair to their child, as well as to the team, to have a child put into a game without sufficient warm-up or mental preparation. If too few players are available at game time, the game will be recorded as a forfeit. Some coaches find it useful to have all players meet in Chelsea for away games, and to caravan to the field. 

· Team Check-in: Have your team ready at the designated time. There must be a registered coach present at the start and throughout the game. An unregistered coach cannot coach the team in your absence. The team will present itself to the officiating referee for check-in. The coach will provide the referee with an original Mid-State roster and players’ and coaches’ passcards. Your team should be in uniform, wearing shinguards (covered by socks) and soccer cleats and standing in a line facing away from the nearest goal. Team shirts should be tucked in and no player is permitted to wear watches, earrings, bracelets, necklaces or hard barrettes. The referee will call each players’ name from the roster, matching it with the players’ passcard. The player is to identify him/herself at which time the referee will inspect the players’ uniforms and equipment. Once each team is checked in, the referee will ask for team captains to approach midfield for the coin toss. The winner of the coin toss may elect to receive the ball first or elect the end of the field they wish to defend first. At the start of the second half, the teams switch sides of the field and the team that defended on the initial kick off kicks off the second half.

· Sideline help: You may be asked to provide one person at each game to serve as a linesman, signaling to the referee when the ball has gone out of bounds. Remember, out of bounds occurs when the ball passes completely across the touch or sideline. You will find several Moms or Dads interested in serving in this capacity. 

· Coaching during games: Games are not the place for coaches to issue high-volume instructions to players, attempting to control aspects of the action remotely. In general, coaches may give occasional and gentle reminders about positioning to younger players, but should limit detailed instructions or comments to players after they come out of the game, or to the team before or after the halves. Remember, 
· the players often do not hear you;
· if they are listening, they are not focused on the game;
· if they hear you, they won’t hear their teammates, or talk to them;
· the game is the best teacher!


Coaches should not roam the sidelines following play, but should stay in one location with the substitutes. 

· Playing time: It is fun to play; it is not much fun to just watch others play, even if they are winning. Given the size and homogeneity of our rosters, there is no reason why every player in the intramural and the recreational mid-state programs should not play one half of every quarter.  Premier, Classic or any team playing competitive soccer may limit a player to less playing time.  All players must be given an opportunity to feel and be a part of their team, both at practice as well as games.
 

· Playing positions: Children should not be assigned fixed positions – e.g. defender, striker, midfield, left, right, goalkeeper – until they are at least 14, if not later. They need to develop all-around skill to fully execute any assignment on the field. The right-footed player who never plays on the left because you have a lefty on your team will be slower to develop the two-footed skills necessary to play well (and vice versa). 

· Substitution: There are many techniques for substituting players to ensure that everyone gets their fair share of time on the field, while maintaining a solid and cohesive team and attempting to win the game. Players can be grouped into balanced units or sub-units (such as halfback lines) or can be moved in and out individually. Remember that a child would rather play in three different positions, even though that is not an easy thing to do, than sit on the sideline. Younger children should not be compelled to remain in goal for extended periods, even if they are the best keeper and the team is trying to preserve a lead. One reason for good athletes quitting the sport is the feeling that they were stuck in goal

· Substitution Mechanics: Substituting players may only enter the field at midfield and only after permission to enter has been granted to the coach by the referee. Permission is requested by calling “sub”. Permission to substitute will only occur (i) prior to a throw-in in your favor, (ii) prior to a goal kick by either team, (iii) after a goal by either team, (iv) after an injury by either team, when the referee stops the play and, (v) at the half (no request required). Upon receiving the referee’s permission, the substituting coach may then instruct the substitute(s) to enter the field and call instructions as to who should come off the field.

· Injuries during the Game: Often the referee may not see the incident or know that a player is injured. Even if they do witness the event, they may decide it is not severe enough to warrant immediate stoppage of the game. Typically, they will allow play to continue until advantage is lost. Injured players should be instructed to sit, kneel, or lie down. Teammates should call “player down” to inform the referee. If the injury appears significant (and this is completely a judgment call) the team in possession should kick the ball out of bounds, point to the injured player, and tell the referee “player down”. Good sportsmanship suggests that the ball be returned to the team that intentionally kicked it out by throwing in to their end and allowing them to receive the ball. Remember that no one may enter the field without the referee’s permission, including coaches, assistants or parents. Wait until the referee’s signal before coming out to check on the player. Be aware that most parents do not know this nicety and want you out there NOW.

· End of Game: At the conclusion of the game, both teams should line up on the half line facing the opposing team. They then walk by the opponent and “give five” to each player saying “Good game”. Watch for your players’ sportsmanship, as you can be sure the referee will. 

· A common mistake of coaches is to leave a successful player in the game for too long at a stretch. It is important to rest a player before fatigue sets in. Once the lactic acid from overexertion builds up in the muscles, the player will never regain full strength, even with a rest. Also, it is important to the team and the individual to avoid the belief that any one player is indispensable. Resting the starting center halfback and giving other kids the opportunity to function in that key position will take pressure off the starter and add depth to your team, which you will appreciate when the starter is sick or having a bad day. 

Game Schedules and Reporting Scores

The Mid-State season consists of eight (8) games in both fall and spring. Except for recommending placement in a division of commensurate experience, the Club has no part in selecting opponents or scheduling games. It is Mid-State’s objective, when scheduling the games, to have teams of comparable skill level play an even number of home and away games. Most away games are within the Birmingham metropolitan area though you may have one game scheduled as far away as Pell City or Tuscaloosa. Game schedules are never available until just before the first game of the season!   

When the schedules are provided, you will also receive instructions as to how to report team scores. It is the responsibility of the winning team’s coach to phone the responsible volunteer with the score as soon as possible (definitely on game day) following the completion of the game.  If the game ends as a draw, both coaches need to call in the score.

Foul Weather and Cancellations

In the case of inclement weather, the Field Manager will determine if the Chelsea home field is playable. Cancellations of home games due to unplayable fields are phoned into Mid-State at (205-681-5009) by the Field manager. The Field Manager will then call the home team coaches. If you are unable to contact your Field Manager about a home field status, then phone your Commissioner. For away games, verify the status of the game with the opposing coach.

· Have a telephone chain in place and inform parents at the outset of the season that the chain will be used to notify them as soon as a decision has been made to call off a game. 

· Tell parents to assume that a game will be played unless they hear otherwise. Weather and field conditions vary from field to field, and games will generally be played in rain if the field is in good and safe shape. 

· If a home game is cancelled, you must call the visiting coach immediately. 

· Decide on a similar system for calling off practice in inclement weather. Use your judgment on whether to hold practice on a rainy day, recognizing that soccer cleats on a very wet field can cause considerable damage. If the field is muddy or has standing water, it is probably too wet to use.

It is conceivable that the morning portion of the schedule may be rained out and the afternoon be played. When in doubt, talk to your Field Manger or the coach of the opposing team. 

To reschedule a cancelled game, contact your commissioner to follow up with Mid-State.

Parents

Parents are an invaluable resource to the team if mobilized and handled effectively. Communicate clearly and often with them.

· Communicate in writing with the parents, providing them with practice and game schedules, your expectations of them and their children, and a telephone chain. Delegate functions to specific people -- one person to verify game information with opposing coaches, one person to coordinate car pools and last minute rides, one person to arrange for volunteers for water and orange slices, one person to handle tournament arrangements if you choose to enter one, etc. 

· Most parents do not know the game. Schedule an early season get-together where a soccer tutorial is given by you or a Club member. It will be greatly appreciated and will pay large dividends. 

· Explain to parents before the first game that you appreciate their presence and support, but that they may not attempt to give directions or coaching to kids on the field. When children hear a parent address them by name, they may stop and turn around; that does not help the child or the team. Further, you may have instructed the players to perform in a certain way that the parent does not understand, and instructions from parents may cause conflict and confusion. (For example, you want the players to control the ball and pass it to a teammate near the sideline, while the parent yells at the child to "just kick it out of there".) Tell the parents "generic cheering" only -- "nice play, way to hustle, let's go Chelsea" -- but absolutely no using names or giving instructions. 

· Similarly, explain to parents our firm expectation and the rule that they will not make any comments to the referee. As coach, you are responsible for the behavior of your players' parents, and you have the duty to ask a parent to leave a game if they are not acting appropriately. 

· Have the parents stay a reasonable distance away from you and the players on the sideline, usually on the opposite touchline. Tell the players to stay with the team and away from their parents while waiting to enter the game (it is preferred they remain sitting on the team bench if one is available). It promotes team cohesiveness, keeps the players' heads in the game, and enables you to substitute more easily. Keeping all the parents away will reduce your tension level during games by insulating you from the rare parent who insists on making suggestions, or criticizing you, a player, or the referee. Absolutely no fans (or coaches) behind any goals! 

· Communicate in a firm but compassionate way about roster changes, both moving up and moving down, before the player and parents learn from other sources. Be clear in your explanation of the reasons based on club policy of placement of the child in an appropriate level based on soccer skills, athletic aptitude and commitment. Avoid citing specific skills or shortcomings, lest they be misunderstood for what is certainly a more general picture than can be easily put into words.

 Tournaments

At the Mid-State level, teams are eligible to play in tournaments. Mid-State runs the Challenge Cup Tournament every season, and there are many others in the local area. These tournaments can be an enjoyable, bonding experience for the team, and participation is encouraged.

· The AYSA website has tournament listings, or you can get suggestions from other coaches or the Club’s Tournament Director by emailing tournaments@cycsoccer.org. 

· It is up to the individual teams to register for the tournaments and to pay the entry fees.

· If you are going to enter a tournament on a weekend when there is a regularly scheduled game, make sure you take all the necessary preponement steps well in advance of the weekend. 

Winter Activities and Coaching Clinics

Winter soccer activities can be a lot of fun and can help develop ball skills. To avoid burnout due to over-exposure and to allow kids to pursue other sports interests, such activities must be strictly optional and low key.

· Winter league programs are offered at the indoor soccer facilities at SportsBlast (formally, SoccerBlast) on Highway 280 East. Chelsea kids who have played have really enjoyed themselves, as the indoor games are very fast-paced with lots of scoring. It is up to the coaches to organize and register teams in these leagues, if they so choose. Sometimes coaches from two or three teams will join to field an indoor team. League spots fill up quickly, so the earlier a team is organized, the greater the chance of getting a reasonable time slot. 

· Coaches are required to attend the Coaches Clinic put on by the Chelsea Soccer Club and are strongly encouraged to take AYSA coaching clinics hosted throughout the year. The Club will pay the registration fee for coaches attending AYSA "D", "E", or "F" course. Contact AYSA for a clinic schedule.

 Additional Information

· The Club's website is at www.cycsoccer.org. The website includes links to Field Directions, The Rules of The Game, and Mid-State’s weekly publication, “The Striker”. The Website also contains schedules and standings; information on post-season playoffs; and other useful information. 

· The Club maintains an email list used to send important announcements to coaches during the season. All coaches must subscribe to this list. Subscription instructions are posted on the Club website. If you do not have convenient access to email, you must get a parent to subscribe and notify you of messages. 

· Coaches are issued standard equipment at the start of each season including; games balls, practice cones, ball bag, whistle and pinnies. Equipment is issued at the end of the required Coaches’ Clinic and should be returned to the Club’s Field & Equipment Director at the end of each season.

· The Forest Park field and most other area practice and game field have trash receptacles available for your use. Teach your players to be responsible stewards of the parks requiring all drink and snack containers and wrappers to be picked up and properly disposed of. If necessary, carry a small trash bag with you to practices and games and assign a different player each day to be responsible for policing the area. 

· Each age division is assigned a commissioner by the Club to oversee the conduct of the games. Coaches should contact their commissioner for problems or questions relating to the rescheduling of games, protests and other irregularities, post-season playoffs, etc. 

· Team Pictures are generally scheduled over two days (Saturday and Sunday) early in the season. Consult your commissioner for details. 

· AYSA is the governing body for sanctioned youth soccer in Alabama, under the aegis of the United States Soccer Federation. AYSA provides liability and accident insurance for coaches and players; sanctions tournaments; sponsors coaching courses and clinics; and organizes the state championship competitions at the end of the spring season. AYSA's website contains listings of upcoming tournaments and coaching courses and clinics. AYSA also has a staffed office that can be reached at 205/991-9779 (phone) or, 205/991-3736 (fax).

Chelsea Youth Soccer Information

The Chelsea Soccer Club (CSC) consists of a board, commissioners, coaches and other volunteers.

· We try to provide an opportunity for kids four through eighteen years old to develop soccer skills.

· We try to provide a team for any child that wants to play.

· We try to make club decisions to benefit the “whole” versus the “individual”.

· We try to provide a rewarding experience playing soccer.

The board, coaches and others associated with the Club are all volunteers. The president is the only elected member of the soccer board. The president must be nominated and elected at the Chelsea Youth Club annual meeting. He or she is responsible for appointing the remainder of the board. The Chelsea Youth Club is made up of more than ten members. The soccer board members serve a one-year term for a particular office. The future success of the CSC will continue to depend upon the support and involvement of the soccer community. It requires the participation of many in order to have the Chelsea Soccer Club provide our many service offerings. There is an ongoing critical need to have parents of young CSC players get involved with the Club at the board, commissioner and coaching capacities. There are many additional committee and ad hoc volunteer opportunities available as well.

The CSC holds a monthly open meeting where minutes, finances and general club business is conducted. These meetings are open to all interested persons and we encourage your participation. You can contact any CSC Board Member or your Commissioner to verify the date and time of the next meeting.

Thank you for your support of the Club and your commitment to the youth of our community.


Appendix A – Laws of the Game

General Laws
The referee signals a direct free-kick by using an arm and hand to clearly indicate the direction of the free-kick.  A DIRECT FREE-KICK is awarded when a player intentionally commits (or possibly attempts to commit) any of the following fouls.  A direct free-kick awarded to the attacking team within the defending team's penalty area shall be played as a penalty-kick. 

1. Kicks an opponent. 

2. Trips an opponent. 

3. Jumps at an opponent. 

4. Charges an opponent in a violent manner. 

5. Charges an opponent from behind (UNLESS the opponent is obstructing). 

6. Strikes or spits at an opponent (player also receives Red Card). 

7. Holds an opponent. 

8. Pushes an opponent. 

9. Hands the ball (goalkeeper excepted within his own penalty area) 

The referee signals an indirect free-kick by raising an arm above his head.  An INDIRECT FREE-KICK may be awarded when a player commits any of the following (intentional or not).  An indirect free-kick awarded to the attacking team within the defending team's goal area shall be taken from the six yard line (edge of the goal area) at the point nearest to where the foul was committed. 

10. Dangerous play. 

11. Charging fairly when the ball is not within playing distance. 

12. Obstructing an opponent. 

13. Charging the goalkeeper within his penalty area. 

14. As goalkeeper in his own penalty area, violates the "unlimited steps, six-second rule", hands the ball improperly, or deliberately wastes time. 

15. Receives a Yellow Card or otherwise infringes certain laws of the game. 

When a free-kick is taken, 

16. The ball must be stationary. 

17. The opponents may be required to stay 10 yards away (with certain exceptions). 

18. The kicker shall not play the ball a second time, until the ball has been touched by another player (in some situations it must also leave the penalty area). 

A YELLOW CARD is caution to the player that his actions are unacceptable. In Alabama, several Yellows in a season may cause the player to be suspended for a match.  A Yellow may be awarded if a player: 

19. Enters or leaves the field without the permission of the referee. 

20. Repeatedly breaks the rules. 

21. Shows any dissent from any referee decision, on or off of the field. 

22. Is guilty of ungentlemanly conduct, on or off of the field. 

A RED CARD is a serious penalty to the player and his team. The player must leave the match and the team may not fill that position. The player must also sit out the next match. In Alabama, for some fouls it is mandatory the player sit out several games. Violent actions directed at the referee have caused players to be suspended for a season and more. A Red Card may be awarded if a player, on or off of the field: 

23. Is guilty of violent conduct. 

24. Is guilty of serious foul play. 

25. Uses foul or abusive language. 

26. Would otherwise be awarded a second Yellow Card in the same game. 

The ball is in play always, except when 

27. The ball has left the field and completely crossed over the boundary line. 

28. The referee stops the game (blows his whistle).

The Federation Internationale de Football Association (FIFA) is the worldwide governing body of the sport. It has seventeen laws that serve as its rules. To read the complete Laws of the Game, visit FIFA’s website.

Additional Information

Length of Game

A regulation match last 90 minutes (two 45-minute halves) with a halftime interval of not more than 15 minutes. During elimination games, sudden death is played until a team snaps a tie. On the youth levels, the duration of a match is determined by age. Under age 10, league games should have 25-minute halves, U12, 30-minute halves, U14, 35-minute halves and, U16, 40-minute halves. Soccer also includes something called “stoppage time” or “injury time.” This time is added on by the referee at the end of a half or match if the referee determines there has been wasted time, injuries, substitutions or players arguing with referees.

The Ball

An official ball must have a circumference of 27 to 28 inches and weigh 14 to 16 ounces. Additionally, the ball should be inflated between 8.5 and 15.6 PSI. In Mid-State play, U10 and U12 players play with a size 4 ball, U 13 and older players play with a size 5 ball.


Appendix B – Throw-ins and Restarts
Throw-Ins

This happens when a player sends the ball out of bounds over the sideline. The ball is awarded to the opposing team. The player must use his or her hands to throw the ball in from out of bounds.

Teaching the Throw-ins

Young players are notorious for losing possession on throw-ins, even after they have learned how to keep possession momentarily by doing a legal throw. Therefore, this lesson plan will cover the basics of a legal throw, as well as some ways to teach the players how to retain possession. Before holding this practice, it is a good idea to do some beginning work on chest-traps, as well as on receiving air balls with the feet.

Individual Work

To do a legal throw-in, the ball must come back over the head (referees usually look to see if the ball goes back past the ears) before being thrown forward; both feet must be on the ground when the ball is released; and both feet must be behind or on the touch-line.

There are two basic ways to do a legal throw-in. One is to step forward with one foot in the direction of the throw, and drag the toe of the trailing foot as the ball is thrown. The other is to simply stand with both feet firmly planted and throw the ball in. Which style is used is a matter of player preference. Both ways are effective so let your players use the one that works for them.

The most common error in throw-ins is lifting the foot. This error almost always occurs because the player is trying to throw the ball too hard and almost always occurs in players who use the first method and are lifting the trailing foot in an unconscious effort to get more power on the ball. Therefore, if you notice that a player is lifting the foot repeatedly, switch them to doing throws by standing with feet together and tell them that their main job is just to get the ball on the field. By taking the pressure to set distance records off, your chances of a good throw are greatly improved.

After demonstrating the two styles of throw-ins, divide the players into pairs. Create two long touchlines with a space of about 5-7 yards between them. Have one partner stand at or behind his touchline and throw to the other partner, who catches the ball and throws it back. Watch for proper technique and make necessary corrections.

A fun game, which gives lots of repetitions, is to play "housekeeping" by putting one or more players in the "house" (center circle works well) with a supply of balls. Put the rest of the players around the circle. Objective is to clean house by throwing balls out using proper throw in technique. Foul throws are penalized with a five-second no-throw penalty for everyone in the house, which means that the house can get full of balls again. Outfield players retrieve balls, and then must dribble them back into the house. House players work for one to two minutes or until they clean up, whichever comes first. By varying the number of balls, you can make it more or less difficult to succeed. You also can place conditions on the outfielders to slow down the refilling of the house. When you call "time", you can count the number of balls in the house and record this for the "team". At the end, hold a "clean-off" contest between the two teams with the cleanest house.

Small Group Work

Return to the touchlines, and divide players into groups of 3. One will be the thrower, the second will be the receiver, and the third will be a shadow defender who plays behind the receiver. Start by having the receiver side-by-side with the shadow and have him break in towards the server, then sharply cut back down the line. As soon as he makes the reverse cut, have the server throw the ball down the line into the space where he will be running. In general, it is easiest for players to collect a ball that is already moving in the desired direction, so this is a good choice for a throw. Switch roles after 3-5 throws. The key to this throw is timing, so that the throw is made as soon as the player reverses direction.

The second option is to have the shadow defender on the back of the attacker, so that he cannot turn easily. Have the server throw in a gentle ball to the receiver's chest, which is immediately passed back to the server as he steps in bounds. Once again, rotate the 3 players through all roles.

The last throw-in option is to throw the ball to the feet of a player who is standing downfield. This is almost always the best choice for young players and, unfortunately, rarely used because all of the players are expecting the ball to go up field and never mark the back players. Practice this option by having the shadow stand up field and the receiver stand some distance downfield. The thrower initially sets up to throw up field in the direction of the shadow, then quickly turns and throws the ball back to the open receiver. 

Large Group Work

Put 3 attackers on the field, along with 2 defenders. Put a thrower on the touchline. Now, explain to the attackers that the thrower always must have a front target, a middle target and a back target player. You might also want to take time to explain what positions would serve this function in your lineup. In general, your wing defenders will take all throws outside of your defensive third. Wing midfielders will take your throws in the defensive third, because you want your defenders available in case possession is lost.

Start with shadow defenders, and work on movement of your players to get themselves open for a throw, except for your back player who should remain quiet and just slip back to become available. After 2 throws per attacker, allow the defenders to become active, and play a game where the attackers must have 3 touches on the ball to score and the defenders score if they can intercept the ball before these 3 touches. Play until all attackers have done 2 throws apiece, then switch 2 of the attackers with the defenders and repeat.

Scrimmage

Play a regular game with the full team. Focus on good quality throw-ins from a technique standpoint, and look for target players to get open to offer options to the thrower. It will take several years for the players to develop the ability to break well, and to develop the judgment about when/where/why to throw a ball to a particular player. It also will take some time to develop air-ball receiving skills. As a result, your main objective is to get legal throws, and to get a beginning awareness of the tactics. 
Basic Restarts
Introduction

In soccer, there are four basic restarts of play (other than by throw-ins). These are goal kicks, corner kicks, free kick and kickoffs. 

Most coaches choose to practice these restarts as a normal part of end-of-practice scrimmages or in a single session devoted to learning soccer rules. The biggest initial concern is defending these restarts, so it is not a bad idea to concentrate on coaching the defensive side of these various kicks. 

Goal Kicks

A goal kick is taken whenever the ball goes over the end line after being lasted touched by an opponent. The ball is placed anywhere inside the goal area. To be in play, the ball must go completely outside of the penalty area before any player touches it. If the attackers play the ball before it has left the PA, the kick will have to be retaken. If they "score", it is too bad because the ball was never in play, so the "goal" will not count.

Of course, if the ball just barely clears the PA, it is in play. This means that, if the kick is not very hard and there are lots of attackers camped at the edge of the PA, an easy goal can be scored. In most games at the upper levels, the keeper takes the goal kick. However, at the younger levels, the coach might want to have his best kicker take the kick. Furthermore, a defender should be placed in front of each attacker who is near the PA, so that they can intercept a poorly-hit ball and kick it into touch before an attacker can get to it.

If the team does not have any good kickers available who can get a ball up into the air and send it well past the PA, then the team has two immediate choices. One choice is to kick the ball directly out of bounds, usually towards the touchline, but even towards the end line if the other team is terrible on corner kicks or your team has nobody who can kick well. By getting the ball out of bounds, the defending team may have a much better chance of regaining possession and clearing the ball up field. The other choice is to pass the ball to a waiting player who is stationed near the touchline along the side of the PA and then to have this player dribble, pass or kick the ball farther up field. While this option has considerable merit, opposing teams tend to figure out very quickly that this approach will be taken, and will try to mark the target player in the hopes of intercepting the pass. Once the target is marked, the kicker should pick another option, as the risk of interception is too high to send a ball to the target player under these circumstances.

Before holding a special practice devoted to ways to get around the lack of good kickers, the coach might be better advised to devote a practice to lofted kicks. Usually, at least 2 players can be trained to do decent lofted kicks by the end of just one practice session, so this is clearly the best use of time in most instances. Besides, if the session produces no success, you can still tell your keeper to kick all goal kicks across the nearest unguarded touch-line and, if the touch-lines end up being guarded after he does this for the first kick, then to simply kick the ball across the end-line for a corner. While not ideal, this is still better than giving up a sure goal by passing the ball to opponents who are right in front of your goal - and may be the best temporary patch available.
Corner Kicks

The corner kick is taken after the ball passes over the end line and is last touched by a defensive player. A goal cannot be scored directly from a corner kick unless it is against the opposing team (at the opposite end of the field.) To begin play, the ball is placed inside the corner arc near the nearest corner flag.

Corner kicks are treated like a form of free kick, so the 10-yard rule and 2-touch rule apply to these kicks. Young players often do not have the leg strength to get an accurate ball to goal, and the receiving players often do not have the heading or chest-trapping expertise to get the ball into the net if an air ball is sent in. As a result, until these abilities are developed, coaches often rely on the "short corner". A short corner is accomplished by having the player who is taking the corner kick to pass the ball to a teammate who is inside the 10-yard limit. This player may relay the ball to another teammate standing at the top of the box, or may try to dribble the ball in towards the upper edge of the box in order to take a shot.

There are 2 ways to defend against the short corner. The first is to put a defender parallel to the target player, and to have the defender rush the target as soon as the ball is passed. The second, which is often employed together with the first, is to have the other defenders push up (i.e., move towards the opponents goal) as soon as the ball is passed. The hope is that, by pushing up and pressuring the ball, the target player will panic and pass the ball back to the original kicker who will be offside.

Of course, many teams will elect to send a lofted ball into the box, even with minimal skill at air ball receiving, in the hopes that they will get a garbage score in the resulting confusion in front of the goal. To reduce this confusion, it is useful to assign specific duties to the defending players. The wing defenders typically will be assigned to stand inside the goal posts in order to narrow the goal and clear any balls coming to the corners. The center defender and sweeper, if used, typically will take the central area. The nearside wing mid (the wing mid on whose side the kick is being taken) will cover the short corner and mis-kicks, while the far-side wing will collect balls that go completely across the goal. Depending on the number of players on the field, and the numbers sent up by the opponents, the forwards may come in to help defend the corner. If at all possible, however, at least one forward should be positioned about midway between the goal and the midline to serve as an outlet if your team gets the ball. It is even nicer to have another forward who is wide of the last defender, to whom your outlet player can make a quick relay. But, of course, it is often best to err on the side of caution, so this ideal situation is not always possible.

As teams gain experience in handling air balls, the attackers will start to congregate players towards the far side of the box and then rush the goal as the ball is being played in. This makes it harder for the defenders to mark them, and also makes it easier to time a run to connect with the incoming ball. In order to defend against these tactics, the wing defenders and wing midfielders continue in their coverage assignments, while teammates mark the incoming attackers either ball-side (meaning between the ball and the attacker) or ball-side/goal-side (slightly ahead of the attacker, but stationed between him and the goal). This type of marking will help to prevent the attackers from getting possession of the ball inside the critical central area of the goal and/or restrict the angle of any shot due to the presence of the defender.

When practicing corner kicks, it is important to practice from both sides regardless of the age of the players since things "feel" differently on different sides. Additionally, younger players are very literal and can't make the mental adjustment to simply "mirror" your instructions for the other side. This literal-mindedness will be seen in many other contexts also. For example, an instruction for defenders to stay behind the midline may result in a defender who allows a ball to come to rest just inches from his feet, but will not play it because it is over the midline and in "forbidden" territory. It does not mean that the players are stupid or playing dumb out of spite; just that their brains are still developing, so they do not think like adults.

Free Kicks

Free kicks result from misconduct or illegal action against an offending player and are called by the officiating referee.
  Forms of misconduct include:

· Jumping, kicking, charging or striking an opponent

· Handling the ball

· Tackling an opponent without touching the ball first

Actions resulting in an indirect free kick link to the description below:

· Dangerous play (such as grabbing a jersey) 

· Intentional blocking of an opponent

· Preventing an opposing goalkeeper from releasing the ball

· A goalkeeper’s taking more than four steps while holding, throwing and/or catching the ball

· A goalkeeper’s touching the ball with his or her hands when handling a pass from a teammate

· An offside player’s interference with an opponent or gaining advantage in play; if the player is called offside in the opponents’ penalty area, the kick can be taken from anywhere within the goal area.

Direct Kicks

This kick is taken from where the offense occurred by a member of the team who did not commit the foul. A player may score directly on this kick.

Indirect Kick

In contrast to a direct kick, an indirect kick must first touch another player before a goal can be scored.

Teaching Free Kicks

Players need to know the following things about free kicks, in order to be able to decide upon the best defensive strategy. 

29. Is the spot of the kick within scoring range? 

30. If inside scoring range, how many players should be in the wall? 

31. Is the kick direct or indirect? 

32. How far do you want them to drop back? 

If the ball is outside of scoring range, then the only thing that you need to worry about is how far the players should drop back. See the discussion below on this topic.

If the kick is being taken within scoring range, then the defending team will want to build a "wall", by putting 1-4 players between the ball and the goal. Under the soccer laws, the wall must be placed at least 10 yards from the spot of the free kick. Attackers are NOT required to give the defenders time to build the wall, so defenders must be alert to a fast restart. Under the laws, all that is required is that the ball be placed at the spot indicated by the referee, then kicked to a teammate. On occasions, the referee will tell the attackers to hold the ball to allow him/her to get into position. This request is usually made by telling the attackers to "wait for my whistle". These requests must be honored.

How big should the wall be? Basically, you want to put enough players in the wall so that, when looking from the angle of the attacker, the goal is filled with your players and your goalkeeper. So, if the angle were very acute, then only one player usually would be placed in the wall. For somewhat sharp angles, 2-3 players will be in the wall. If the kick is being taken centrally, e.g. the ball is placed so that it is clear of both goalposts, then the team will want to put 4-5 players in the wall. However, all of the players should NOT be placed in the wall, because it is necessary to mark the off-ball opponents who are standing to the sides. As a result, especially on dangerous central kicks, the forwards will need to drop back to help defend. Often, it is helpful to have a forward stand 10 yards on the far side of the wall to help the keeper to decide on both the placement and composition of the wall by communicating with hand signals.

Free kicks are either direct or indirect. An indirect kick can result in a goal only if touched by someone besides the kicker before it goes in the net. Referees will signal when a kick is indirect by holding one arm straight up in the air. If the players are not sure if the kick is direct or indirect, they should learn to ask the referee ("excuse me, Referee. Is it direct or indirect?"). This is important to the attackers in terms of how to set up the kick, and also is important to the defenders in terms of who to mark and what to look for.

Some teams at the youth level will try to aim direct kicks at the heads of the players in the wall, in the expectation that the wall players will duck. Some coaches also may instruct their kickers to kick hard shots right at the wall on the first free kick, in the hopes that the wall players will move away on the next occasion. These tactics, although legal, are not very sporting to employ with small players who already are somewhat afraid of the ball. Nonetheless, because some coaches do opt to do this, players will need to be taught how to respond.

To protect the chest/abdomen (and male genitals), one arm should be angled across the body with the hand touching the top of the opposing thigh. Shoulders should be scrunched up and the neck tucked in with neck muscles tightened. The other hand should grab the elbow of the next player in the wall, to help the wall to stick together the link also helps to support the teammate if he gets hit. However, arms should not be "linked". After taking a hard hit in a wall, the coach must be sure to praise the player for his courage and offer to excuse him from more "wall" duty in the game if the player feels too shaken to take more risk. Also, coaches should be aware that the sense of self-preservation is quite high in young players and many will duck involuntarily. If this happens, it is best to let it go. Indeed, if an opponent has a player with a very hard shot, and this player likes to take pot-shots at the wall, it may be wise to abandon the use of a wall rather than risk possible concussion to your small little charges. This is especially true for very young players, whose brains/necks may not be developed to the point where hard balls to the head can be tolerated with more safety.

Although older players may aim at the wall on indirect kicks in the hopes that the ball will hit an opponent on the way into the net, younger teams usually will pass the ball to a teammate. The defenders should realize that, once the initial touch on the ball has been taken, they are free to charge the attackers to try to win the ball. In indirect kicks, the primary purpose of the wall is to protect the keeper from a hard direct shot on goal by the original kicker since the goal would count if the keeper touches the ball before it goes in. Therefore, the non-wall defenders should look around to find the possible targets for the pass and mark them if outside the 10-yard dead zone. If the attacker is inside the dead zone, then the marker should stand perpendicular to the target and charge towards the target just as soon as the ball is touched by the first attacker.

Defenders also should know that the attacker who puts the ball into play cannot touch the ball again until someone else from either team has touched the ball. This means that the kicker cannot choose to simply dribble the ball, or touch it to one side and then kick it. However, the passing target has no such restrictions. As a result, it is not uncommon to see experienced teams pass the ball to target players on both direct and indirect kicks, in the hopes of getting the ball around the wall quickly.

The Offside rule applies to all free kicks. Once the ball has been hit, however, the attackers can run towards goal so many attackers will try to float a high ball over the defenders in the hopes of winning a footrace to goal. As a result, the players must balance the risk of holding the offside line against the risk of losing the footrace. The ability of the keeper to quickly come off of his line is a large factor in this decision. In general, with youth players, the best approach for a free kick in their own half is to "Hold the 18" which means to drop back no farther than the penalty box. This leaves a nice buffer zone that allows the keeper to see the ball coming in, but leaves a fairly small amount of space behind the defenders for the attackers to collect and control the ball. For free kicks taken from the opposing half, the defenders usually will not wish to drop off any farther than the estimated distance that the kick will travel and, if their team has speedy defenders, they may wish to hold at the center line or at the 10-yard mark, whichever is farther.

Penalty kicks are simply direct free kicks that are taken from the penalty mark. The only difference is that ALL players from both teams must be 10 yards or more away from the ball AND behind it. This means that they must be outside of both the penalty area (the "box") and the penalty arc if stationed centrally. Once the ball is struck, all players can charge into the box and ANY player can play the ball except that the kicker cannot play it again until it has touched another player from either team. That means that the kicker cannot play a rebound directly from the post but CAN play a ball that is touched by the keeper. Defenders will want to mark up on attackers and run in with them to try to prevent another shot if the keeper managed to save the initial kick. The only object of the defenders at this point is to get the ball out and the safest thing to do is usually to kick it over the nearest end line. They should not worry about conceding a corner kick at this point.

Kickoffs

A kick-off is taken from the center circle at the start of each half, and after a goal is scored. The kick-off is treated like a form of free kick, which means that the 10-yard rule and 2-touch rule apply. As a result, members of the opposing team must stay outside of the center circle and in their own half until the first touch on the ball, after which they are free to try to win the ball.

There are three ways to handle the kick-off. One very common approach in youth games is to boot the ball as far downfield as possible with a hard kick, then to rush after it and try to regain possession. This approach tends to work for only a very brief period of time before the opposing team learns to boot it back the other way. However, in the short term, it can be rather effective although it produces rather ugly soccer and does nothing to develop good soccer habits.

The second way to handle the kick-off is to follow the approach used by older teams, and to play the ball back to your teammates. By doing this, the opponents are pulled into your end of the field, which creates more space into which your attackers can move because it clears out quite a few opposing players. However, this approach requires several ingredients to be successful, including reasonably good passing and receiving ability, as well as reasonably good composure under pressure. While those skills are being developed, young players may be tempted to take the bootball approach, especially if this is an approach used by a prior coach. It's better, however to have them work on making deeper passes to the back if they need more time to play the ball and to explain/show to them how the use of back-passes helps to clear out the end that you want to attack. 

The third way to handle a kick-off is in between simply booting the ball and making a back pass. In this method, the kicker kicks at a 45-degree angle with the hope than an onrushing winger will be able to quickly penetrate the defense. 


Appendix C – Skills and Fun Games that Teach Them
The Four Basic Skills

Kicking

· The Push Pass:   Used to kick short to medium distances (up to about 25 yards). It is used to shoot on goal when accuracy, not power is needed. The inside of the kicking foot remains square to the target throughout the entire motion. The toes of the kicking foot are elevated slightly higher than the heel with the ankle remaining “locked.” If possible, the body should be square with the target. The shoulders and center of gravity are forward throughout. The supporting foot is pointed at the target and it is on the same plane as the ball. Strike through the middle or just above the middle of the ball. Follow through towards the target with the striking foot remaining open throughout. Most common mistakes include: Failing to “lock the ankle” at the moment of contact with the ball; planting the supporting foot behind the plane of the ball and/or too far away from the ball.

· Instep Pass:    Used to drive a pass over a long distance or to get the ball to a distant receiver quickly on the ground. While the instep is used for both, the techniques are different. Approach the ball from a slight angle. Place the non-kicking foot along side but slightly back from the ball, pointing the same direction as the target. Drive diagonally across the ball, kicking the ball with the instep below the big toe. The knee and body are over the ball at the time of contact. Follow through low with the kicking foot.

· The Outside of the Foot Pass:    Used to pass or shoot quickly over a short (less than 10 yard) distance. Point the striking foot down and in. The striking foot’s ankle remains “locked” throughout. The knee of the kicking foot is over the ball. Keep the supporting foot behind the plane of the ball to allow room for the kicking foot’s movements. Strike through the upper half of the ball to keep it low. Most common mistakes are loss of balance and lack of pace or accuracy of pass owing to incorrect body mechanics.

· The Chip Pass:    Used to give an immediate lift on the ball. Imagine the ball is on a tee and strike the underside of the ball. Use the instep, with the ball contacted by the inside eyelets of the shoelaces. Jab the kicking foot into the ground with no follow through. Place arms out for balance.

Trapping
· Receiving with a foot:    Used to stop the ball under or just in front  of a body in traffic, or to simplify the next action. Used also for a short pass, long pass and dribbling the ball. Look up to assess the situation before the ball arrives. Make early selection in the method of control. Move into the ball’s path early and come to meet the ball. Most common mistakes include:  Being stiff when the ball arrives, not looking up until after the ball has been contacted, failing to execute successfully after controlling the ball. Remember, receiving the ball is not an end product - - if the action after control results in a loss of possession, the control is wasted.

· Receiving a High Ball with the Chest:    Used to control a ball that is either bouncing up in front of the body or coming in from above. If the ball is bouncing in  front of you, move into the ball’s path early and come to meet the ball. Lean forward from the waist, to be over the ball. Extend arms for balance, with hands inward and thumbs down. Be on the balls of both feet. If the ball is coming in from above help to “soften” the ball by having body weight concentrated on the balls of both feet. Extend arms out, with hands open and thumbs up for balance and to expand the controlling surface. Lean backwards from the waist and withdraw the contact area slightly and relax the knees as the ball arrives. Most common mistake is allowing the ball to bounce up instead of controlling it down and misjudging the flight of the ball.

· Receiving with the Thigh:    Used to control a medium high ball in the air. Move into the ball’s path early and come to meet the ball. Make early selection of this method of control. Extend arms for balance and angle thigh slightly downwards. Be on the ball of the supporting foot to promote a soft touch. Use the broadest part of the upper leg to receive the ball and withdraw the upper leg as the ball arrives. Most common mistakes are:  Leaning backwards with the body weight supported by the heel, making contact with the ball with the knee, and bringing the leg up too late.

Dribbling
· Dribbling for Evasion and Penetration:    Run with the ball at the feet, to evade challenges, to manipulate the ball and to penetrate the positions of the opposing players. Maintain control of the ball while moving at speed. Introduce deceptive moves with feints and changes of direction and speed to unbalance the opponent. Advance the ball with light touches while using the insides and outsides of the feet. Keep head up to observe available options. Develop a couple of favor moves, such as the “Cruyff”, the “Stepover” or “Scissors” or the “Pull-Back”……practice makes perfect. Players from U10 and up should have some trick moves incorporated into their team practice. The player’s first touch of the ball is vital to success. Most common mistakes include:  Exposing the ball to the defender, turning into the opponent and failing to accelerate after turning with the ball.
Heading
· Defensive Heading & Offensive Heading:    Used when playing a high ball to clear (when defending), or to pass or shoot when attacking. Assess the flight of the ball and time the jump to head the ball at the highest point of the jump. Keep both eyes open and the mouth is closed. Strike the ball with the hairline of the forehead and lock the neck, keeping the upper body rigid. Most common mistakes are:  Closing eyes prior to contact, thus taking it on the nose or top of the head, and mistiming the leap or thrust. Keep the upper body rigid and thrust forward from the waist (except divers and flicks). Strike through the top half of the ball to send it downwards when shooting from close in, or strike below the center of the ball to send it high, wide, and far when clearing.
Fun Games to Teach These Skills

NOTE: Several of the games listed are "knock out" games where the losers are knocked out and the last player left is the winner. Since the first ones knocked out are often the ones who need the most practice, those knocked out should be required to do something to either get back into the game or to keep them working on their ball skills until the game is over. One possibility is to set up a parallel game for those knocked out to participate in.

Dribbling

Explode

Every kid has a ball. You get them all around you dribbling their balls as close as they can get. Make sure they begin their dribbling using the insides of both feet...no toe balls at the first practice! Make them keep control of the ball.... always within one-step.... and do not let them run into one another or dribble their ball into another ball or another player. Keep telling them to get their heads up and see the open spaces. Yell "Explode!" at which point they all run away (dribbling their balls) as fast as they can. First one to get to a boundary or cone "wins".

Flags 

Players start with a ball and 2 flags. A flag is a cloth strip about 2 inches wide and a foot long. Flags are stuck into the waistband of the players' pants at each side. A player is eliminated when he/she loses both flags and his/her ball. A ball is lost when it is kicked out of bounds (by another player with a ball) or stolen (by a player with at least one flag but no ball). You can only take someone's flag away when you have a ball. The first flag usually goes pretty quick. The real fun comes when they learn to protect both the ball and the remaining flag by using the flagless side to shield

Dribble Relay

Set up an 'obstacle-course' with cones as 'gates' - and team 'A' races team 'B'-they have to go out and back - if they lose control and miss a gate, they have to regain control and go through the gate. A variation is to have a small 'square' at the end. They have to stop the ball in the square, then sprint back and high-five the next player before he/she can take off. Another variation is to have several parents positioned at different places along the 'course' and have a different one hold up a number of fingers at random times during the race - and award points to the player that sees it and correctly yells out the number first. This gets the players heads up.

Freeze Tag

Set up a large rectangle with cones and have the players dribble in the rectangle. After a short time, take the ball away from one or two players who then become "it." Any player whose ball is touched by an "it" player becomes frozen and has to stop dribbling, spread his legs apart, and hold his ball above his head. He is frozen in this position until another player dribbles his ball between the frozen players legs. Switch the "it" players often and make it a contest to see who can freeze the most at one time.

Red Light/Green Light

Each player with a ball lines up at one end of the penalty area. A coach stands at the other end and yells, "Green light," and turns his back to the players. The kids race across the penalty area to see who can reach the coach first. After a few seconds, the coach yells, "Red light." At that command, the players must stop and put a foot on top of the ball. The coach turns back around and looks for players whose ball is still moving. Those players must move a certain distance back to the starting line. Repeat calling red light/green light until someone wins the race. This game encourages fast dribbling while keeping the ball close.

Simon Says

Just like the common children's game, the coach gives instructions like "Simon says dribble with your left foot" or "Simon says switch balls with someone." The players only follow the instructions if they being with "Simon says..." Anyone following instructions that do not start with "Simon says..." are knocked out. But the knocked out players should be doing something with the ball, not just watching the game continue. Continue the game until one player is left.

Follow the leader

Pick a leader and have him dribble anywhere on the field, encouraging him to make lots of turns, changing speed, etc. All other players have to follow the leader and do whatever that player does. Switch leaders often.

Get 'em 

All players must stay within a grid. Player 'A' is "It" and is the only player to start with a ball. Player 'A' dribbles and tries to hit the other players below the waist with the ball. When hit, that player gets a ball and joins player 'A'. The game is over when all of the players have been caught. The last player caught starts with the ball for the next game. If you think the task will be too difficult for the one player to get another at the start of the game, start with 2 players being "It". Encourage quick movements and sudden changes of direction to catch players off guard. Encourage deceptive passing of the ball: look one-way and pass the other; use the outside of the foot. Players not caught should run, jump, and use zigzag movements.

Dribbler's Alley

Four or more players needed. Set up one less pair of cones (gates) than the number of players you have in a line. Each gate should be about 6 feet wide and have about 10 feet between each gate. Every player guards a gate and the remaining player tries to dribble through the gates. 

Last Man Out

Two players or more needed. All players stand at a cone about 20 feet from a group of balls. There is one less ball than the number of players. On the coach's command, the players run to the balls, get one and begin dribbling. The player who didn't get a ball tries to steal one from the others. The coach keeps time and after a preset period has passed, the coach stops the game. The player, who, at that time does not have a ball, is out. Remove one ball from the group and repeat until there is only one person with a ball.

Tag

This drill is based on the common kids' game of tag. Mark off a grid or circle. Everybody needs a ball. Whoever is "it" must dribble to another player and tag him. The other player avoids being tagged by dribbling away from "it." If the player being chased loses his ball outside the grid, dribbles out of the grid, or is tagged, he is "it" and the game continues.

Ball Tag

Everyone has a ball and dribbles in a confined area. The player who is "it" must pass his ball so that it hits another player's ball. The player whose ball was hit then becomes "it."

Hat Tag 

Bring a half dozen baseball caps to practice. Then, in a slight variation of ball tag, we assigned hats to the "taggers," gave everyone a ball and had them dribble within a grid about the size of the penalty area. Whoever got tagged, got the hat and went off in search of someone else to tag. 

Bumper car dribble

The whole team does this in a small grid. Try and match players of similar height. Have one player dribbling while another partner is trying to nudge them off the ball shoulder to shoulder. This teaches them to dribble under physical pressure and teaches the players that contact is a good and fun thing. Before games I have 2 players inside a circle formed by the rest of the team playing for possession of a ball, gets the players in the mode of fighting for the ball on the field (30 sec). 

Musical Chairs

One less ball than the number of players in the drill. Players run around in goal areas in a scramble until whistle is blown. Players race to get ball from center circle and dribble to score on goal. Player without ball help get balls to center, repeating this until only one player left. Make sure to keep things moving along, don't wait very long to blow the whistle. Once players have concept start adding in defenders. One more that may work for you is using a ball as the goal. Have players match up by ability. Throw one ball out as the goal. Throw a second out that the two players will try and possess and score. First player to ball is attacker, second defends goal (ball) and tries to gain possession of ball. If successful, roles reverse. Only run this for 30-45 sec depending on effort of the players. I usually have 2-3 pairs doing this at once each with their own goal (ball) and playing ball. 

Egg Hunt

Have more balls than players. Have the players line-up across one end of the field. Take their balls and spread them out around the field, these are the eggs. (If you have an unusual colored ball --make it the Golden Egg or something special.) At the other end of the field is a goal. I use a portable goal and call it the "basket." Blow the whistle, or whatever, and turn them loose. The object of the game is to get the "eggs" in the basket as quickly as possible. They are all on the same team, and aren't allowed to take a ball away from another player. I like to time them to see how fast they can accomplish the task.

Snake

Players are grouped into threes (preferred) or fours. First player is the "head" of the snake, and does not have a ball. She's essentially the leader in a follow-the-leader game. Second player has a ball at her feet, and must follow the head of the snake, dribbling wherever she goes. Third player is the "rattle". No ball, just following. Emphasize to the "heads" to vary their lead -- some fast, some slow, some sideways, some stopping, etc. I let one lead for about 20 seconds or so. Then, on a whistle from a coach, #2 drops the ball to #3 and becomes the head of the snake. The rattle (#3) becomes the dribbler and the former head circles around to become the rattle. 

Line Soccer

Start with two lines of players facing one another. Give each player a number and a "matching" player in the other line. Kick the ball between the two lines and call out a number. The two players with the corresponding number will play one on one while trying to kick the ball through the opposing line. This game teaches the players in the line not to chase after the ball since they have to defend their line in a limited area.

Circle Game

Set up a 20x40 yard grid, make a center circle, and split players into to teams that can be identified by a color. Have all the kids dribble their balls in the center circle. Call out a color. That team dribbles toward their goal. The other team leaves their ball and runs to slow the attackers down trying to get them to a sideline and to dribble out-of-bounds, or not get to their goal line before the coach counts to 7 or 

· Award 1 point for each out-of-bounds 
· Award 1 point for each player "held" for the coach's count. 
· Attackers get 1 point for each "goal". 
· Play to 10 points. 

Sharks and Minnows

Start with a defined area marked, adjusted for size depending on the age of the players. Half the players have balls and are Minnows. The rest do not have balls and are the Sharks. The Minnows start at one end of the area and must dribble across the area and across the opposite goal line without losing possession of their ball. The Sharks defend the area, trying to kick the Minnows' balls out of the defined area. Minnows who retain possession turn around and go back for round two. A Minnow who loses their ball join the Sharks for round two. The last successful Minnow is the Grand Champion.

Variations of Sharks and Minnows

· Sharks steal ball and go to a goal instead of just kicking the ball out. 

· Instead of eliminating players until only one is left, give points to the sharks for kicking out balls but let everyone stay in the game. Everyone gets a turn as a shark. 

· Sharks who take possession of a ball immediately become Minnows; Minnows who lose the ball become Sharks. 

· Players are not knocked out, but must perform some task before getting back into the game. (Such as ball dance.) 

· 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. 

Death Square

Everyone dribbles around trying to keep his or her own ball and kick out everyone else's ball. If a player's ball is kicked out, he must retrieve it, then dance on the ball for 10 touches before getting back in. A player gets a point for every ball he kicks out (so if you spend time outside dancing on your ball, you have less time to win points).

Under Pressure

Get all the kids dribbling around in a square area and then remove one, two, or three balls, depending on how much pressure needed. Then announce that whoever has possession of a ball after 1 minute is a winner. If they can chase someone out of bounds they automatically win that ball. Count down the last 10 seconds real loud to increase the activity. Kids without a ball have to do some token penance; a couple of pushups, make a weird face for the others, nothing real negative.

1v1 to Goal

Divide players into two teams of 4 or 5 each + one goal and a supply of balls. Station each team at a corner post of the goal, standing off, but facing the field. Place a GK in goal facing the field. Coach/assistant stands behind the center of the goal with a supply of balls. Coach tosses a ball over the crossbar to about the penalty spot. A player from each team both sprint to the ball and attempt to control it, turn, and get a shot off. The second to the ball defends (if he then wins the ball, then he tries to shoot). When there is a score, save, or ball goes out of play, restart the same way with a different pair of players. 

Treasure Chest and Trolls 

This is a three-team, three-goal game. Play with 1-3 balls to keep everyone moving and looking up. Three players on each team play, while a sub is kept locked in "troll prison." Each team has three pieces of gold behind the goal they have to defend. Small disc cones, water jugs, etc. can be used. Whenever a team scores in the opponent's goal, they get to claim a piece of treasure for their treasure chest. The trolls, older kids or parents, had their own treasure chest and would occasionally run randomly within the field of play. If you hit the troll with the ball, you could claim a piece of troll treasure OR free a teammate from troll prison. (decision-making!) The grand finale is the "breakout" from troll prison. Let each of the prisoners escape with a ball and head for the goal while the trolls run wild on the field for a final, furious minute of play. 

Passing

The Name Game

4 or more players needed. Players stand in a circle and pass the ball to one another, but they must call out the name of the person they are passing to. This is great at the beginning of the season, so they learn everyone's names. If the players are doing well and you have enough players, add additional balls.

Battle Field

Any number of players can be used. All players line up on one end line and try to run to the other end without being hit with a ball kicked by a coach. Those who are hit join the firing squad. The game ends when everyone has been hit. 

Gotcha!

Each player will need a ball. Player 'A' is "It" and is the only player to start with a ball. All the other players are around the outside of the gridded space. Player 'A' dribbles and tries to hit the other players below the waist with the ball. When hit, that player gets a ball and joins player 'A'. The game is over when all of the players have been caught. The last player caught starts with the ball for the next game. If you think the task will be too difficult for the one player to get another at the start of the game, start with 2 players being "It". Encourage quick movements and sudden changes of direction to catch players off guard. Encourage deceptive passing of the ball: look one-way and pass the other, use the outside of the foot. Players not caught should run, jump, and use zigzag movements.

Monkey in the Middle

The players make a circle with one player (the monkey) in the center. The players try to pass the ball around and the monkey tries to intercept it. When the monkey gets the ball he joins the circle and whoever made the "fatal" pass becomes the monkey. This game can be modified by increasing the number of monkeys and/or balls that are used. 

Marbles

Split your team into two groups and line them up behind two opposing lines.

Each player should have a ball. Place an unusual color (or size) ball in the middle. This is the marble. Have them try to move the marble across the other team's line by striking it with a ball. After the game starts I don't require them to use their own ball. If they lose theirs, they are free to use any other ball they can find.

Who's Open?

Four or Five players in circle formation about 15 yards in diameter (adjust for age). All players except one have a ball at feet. Two players inside circle with one designated as attacker and the other defender. To start, attacking player moves and calls name of player he wants to serve him a ball. He must control ball and return to the open player who did not have a ball at start of exercise (you can't give it back to the player who served it). Attacker then asks for another ball (calling name and making appropriate run) and repeats the exchange. Defender tries to dispossess attacker.

Juggling

P-E-L-E 

Play with two players. First player juggles one, second player has to match. First player then juggles two and second player matches. First player then juggles three and so on. When a player misses, the other player gets a letter - first P then E then L then E. After awarding a letter, the players start out at one again. The first player to spell PELE is the winner. This can be played thighs only, feet only, head only or any combination.

Black Jack (21)

Play with two or more players. First player juggles as many touches as they can and keeps track of count. Second player goes after first misses. After second player misses, first player goes again starting count where they missed in first turn. For example if player got five touches in first turn, they would start second turn at six. First player to Black Jack (21) wins. This game can also be made more challenging by restricting it to certain body parts.

Combinations

Work to get "called" combinations. For example "Around the World" would be left foot, left thigh, head, right thigh, and right foot.

Juggling with Movement

Start at one spot and walk/jog/run while juggling the ball. See how far you can go without dropping the ball. One variation of this is to start at the outside of the penalty area on the field, juggle up to the goal area and shoot/volley the ball into the net without letting it hit the ground.

Timed Juggles

See how many touches the player can get in a certain amount of time. We do a three minute timed contest. They don't have to be consecutive without a miss. This works great for getting the players focused and working hard for a certain time period and is great for aerobic fitness.

Team Juggling Contest

Have each player juggle and see how many touches they can get. Add the total touches for the whole team and create a team record. If they beat their team record, the coaches run a lap around the field. If they don't beat their record, the players run a lap around the field. When the kids are not very good jugglers, it doesn't take very long. I have seen huge improvements in my teams' juggling skills by doing nothing more than this in practice. It's just enough focus to get them working on their own.

Goal Keeping

Keeper Wars

Using four cones create two goals about 5-10 yards apart (depending on age, ability, etc). The width of the goals should be just beyond the arm span of the keepers. The keepers sit just in front of the cones facing each other. Each attempt to score goals on the other by throwing the ball through the goal. The ball must be kept below their shoulders.

	Last Updated: January 26, 2003
	www.cycsoccer.org
	Page 3 of 1





