Week I (September 10, 2011) FOS 2011 Curriculum

FUN GAMES

Overview:  Soccer is fun! The best way to get players off to a great start at this age is to make sure the players have fun as their first impression. Think about a boring presentation that you’ve witnessed- you did not have fun! We want each of your presentations to be fun for your players! We know you can do it!This session is all about playing lots of games that involve running with a soccer ball! For those of you soccer purists, Week I can be titled “running with the ball”. 

Each game should last AT LEAST five minutes and NO LONGER than ten minutes. During the games, you will need to adjust the speed, pressure and distance  once you have a good idea of your players capabilities. I always try and give way more games and activities for the first week than are needed so please do not feel compelled to try and get everything in. Lastly, try and have one built in water break and then have the parents ready if their child need to run over to them so they can come right back in and minimize the time away from you.

speed-  If most of the players do the activity at a slow jog- then; increase the speed until players encounter a little trouble and have to up their efforts.

pressure- (the difficulty adjustment button- if there was one) Are the tasks too easy or are they too hard? Would adding a chaser (coach/parent) push encourage the players to work harder by facing more challenges?

distance- Is the distance correct? Can the players move the ball comfortably? Can you use more space in the grid to provide more space for each player? (less pace = more error; more space = less errors) 

Three teaching objectives/points to reinforce with the players:


•
When you are running with the ball, try and keep it close to you when there is traffic (defenders/players)  ahead of you and when there is space ahead of you, you can move the ball faster if you let it go farther away from you and take less touches as you move the ball.


•
Use BOTH of your feet and use as many parts of BOTH of your feet as possible during the games. You might wish to demonstrate what parts of the feet you want them to use or how to use both feet to run with a ball.


•
Move the ball as quick as you can but don’t move the ball so fast you are out of control.

Red Light, Green Light (a FOS and universal kids favorite!)

Directions: Players magically turn their balls into cars and they are the drivers. The coach shouts various speeds/gears (1st gear- slow jog; 2nd gear- jog; 3rd gear- run; 4th gear- top speed- watch for accidents and ask why they happen). On Green light, players begin dribbling. On Red light, players stop immediately and have their foot or other designated body part on the ball. Rather than play the game from line to line, keep the players moving within the grid and you will also build in change of direction.

Some additional commands to be thrown in: 

“yellow light”- slow down and idle with the ball tapping the ball back and forth from the inside of the right foot to the inside of the left foot.

“turn”- move your ball in the reverse direction as fast as you can.

“One lane ahead”- have coaches form a small opening that every player must quickly pass through.

“swerve”- cut the ball with the inside of your foot immediately to the side. You can also direct them to cut the ball with the outside of your foot.

“change”- every player leaves their ball immediately and immediately goes to another ball and resumes.

“plane- hit the deck”- players get to the ground as fast as they can.

“low bridge”- coaches extend their arms out; players have to run with their ball under the arms of the coach.

Corners

Directions:  label four corners of your grid (north, south, east, west) or (red, green, orange, blue). Once players are aware of where everything is have them begin to move the ball with a certain foot or a certain way. When you shout out one of the corners, players immediately move their balls there (using their feet) and you can award two points to the first few players there. Gradually add tackling cones or live humans. That can stop a player by touching their ball. Get players to accelerate away quickly but as they approach the corner, have the ball closer and slow down!

Cone Man the Barbarian

Directions: Do you have a good Ahhnold voice? Cone man is the coach! You go around trying to place a cone either on a person’s head or their ball (use your best judgment). THEY MUST TURN AND ACCELERATE AWAY FROM YOU BEFORE YOU CAN ACCOMPLISH THIS. Have them run with the ball and if they get “coned”, they have to yell for help and cannot move until someone frees them by tagging them. 

Players should recognize they are close to being coned and need to turn away quickly or risk being frozen. Give players the opportunity to succeed several times before they are coned.

Crab-Bulldog

Directions: All of the players have a ball and each attempt to run the ball across the grid without the crab defenders taking their ball. The crab defenders (unless they are the coaches) must keep both feet and hands on the ground and faces upward as they move. 

Players should keep heads up; look for open space and run the ball through quickly in open space. If there is not open space, quickly turn the ball away or cut the ball and find that open space! Coaches should always start as the crabs. Just for fun, players and coaches can switch roles once at the end! COACHES- DON’T ACCIDENTALLY RUN OVER A MUCH SMALLER CRAB!

Coach Says

Directions: each player begins by running in the square with a ball using both of their feet or whatever predetermined command you have given them while always making sure to keep the ball under control. If the command begins with coach says, then players must carry that command out. If the command does not begin with coach says, then players continue with their previous instructions.

Careful attention should be paid to try and incorporate both feet and all of the parts of the feet that you would dribble/run with a ball.

Invaders from Space (try and enlist as many parents/spectators as you can)

Directions: Line up players at one end of the gird, and cones or other objects that can be knocked down or use goals (and the soccer balls are torpedoes) that the balls can be run/shot into. Put the parents in columns of two, three or four. Have them move very deliberately with some space between them so players have to perform little cuts of the balls at first and gradually let parents move quicker and more unpredictably as players progress. The objective for the players is to destroy all of the cones or hit all of the balls into the goals. When they do this, the parents have to fall down in unison- destroyed by the successful invasion

Make the players perform different missions. As in the case of every game, it is important to let all players succeed before you pull the rug out from under them!

For the first week of Fun of Soccer, please do not end the sessions with a scrimmage. I would like to see games played for the entire session. 

Please make sure at the end of each session that you have the boys and girls in your group shake hands with each other and the coaches. At your option, you can have the parents form a tunnel and then have the players run through the tunnel. I know that the younger travel teams (u-9 and u-10) enjoy this!

MOST OF ALL HAVE FUN! GOOD LUCK AND OUR THANKS,        The FOS Directors

