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5 & 6 Year Old Curriculum
 Session # 1
Game 1 - CANDY STORE
The children play in a square approximately 30 x 20 steps.  The coach names each side of the area after a piece of candy.  Each child has a soccer ball.  When the coach shouts out the name of a candy bar, the children dribble their soccer ball to the appropriate side.

Coaching/Organizational points:

1. As a coach of young children you should know their favorite candy bars.

2. This practice should be “up beat” it requires a dynamic coaching performance.

3. When the children reach the particular candy they should be encourage not to stand- still but to perform soccer related practice to secure the candy, for example toe taps.

4. This game can be played without a ball, this is done in order to get the children's attention and familiarize the young players with the coaches’ different tones.

Move 1 - THE DRAG BACK TURN:

Coaching points:

1. Place the non - kicking foot at the side of the ball.

2. Place the kicking foot on the top of the ball.

3. The players’ body should be leaning over the ball.

4. Drag the ball back, in the opposite direction.

5 Push the ball away using opposite foot.

Game 2 - BODY BRAKES

The children play in a square approximately 30 x 20 steps.  The children dribble around with a ball each.  The coach calls out a body part, for example left elbow.  The first child to stop the ball with the named body part gets a point.

Coaching/organizational points:

1. The coach should make the point that, if a child’s ball is running away from them and they are unable to stop it, they are dribbling too fast and the ball is not under control.

2. When the children are stopped, the coach should encourage them to be in an open space.

Game 3 - CONEMAN
The children play in a square approximately 30 x 20 steps.  The coach is the “Coneman/woman” who runs around the area attempting to “Cone” the players.  This is done by placing a cone on top of the player's ball, and shouting, “Coneman has got you”.  Once a player has been coned they must perform three juggles to get back in the game.

Coaching/ Organizational points:

1.  The coach should encourage the children to dribble with their heads up, looking for space and defenders.

2.  The coach should encourage the children to take as many touches of the ball as possible.

3.  The coach should encourage the children to use both feet.

4.  The coach should make known that he/she is always looking for the person who is working the hardest to use as the next “Coneman/woman”!
Game 4 - STORY BOOK SOCCER
The children play in a square approximately 30 x 20 steps.  The coach tells a story of when he/she was young and on his/her birthday they were given a magic car.  The coach then asks the children if they want to play “magic cars.”  The children dribble around the area and the coach introduces three gears. In first gear the children must dribble their soccer ball really slowly. In second gear the children should be encouraged to dribble the ball at a medium speed.  Third gear is “racing car” speed; the children should be encouraged to dribble the soccer ball as fast as they can.  

Coaching/Organizational points:

1.  The coach can introduce additional coaching points:  

a) Traffic lights at which children must stop.  Remember if you are traveling really fast cars usually screech to a halt.

b) Hills, the children are asked to travel up a hill, performing toe taps does this.

 c) Chicane, the children are asked to travel through a chicane, this is done by cradling the ball (inside to inside).

d) If the children fail to stop when the coach shouts out red light, they get a speeding ticket.

e) The coach finally introduces a car thief.  The thief steals the children’s 


        soccer ball by touching them with his/ her foot.  To get back in the game the child must perform three juggles.

f) It should be made quite clear that all of these progressions do not have 
 to be made in the first week, or even the second.  This game should be played regularly so the children remember the storyline.

Game 5 - THE GOLDEN EGG

The coach makes two small squares approximately 30 steps apart.  Each square acts as a nest for a group of birds (children).  The coach places all the soccer balls into the middle of the “nests”(the area between the two nests).  The soccer balls have turned into “GOLDEN EGGS” that the birds have to save.  The “Golden Eggs” are then taken back to their nests.  On the coaches command of “magpies” the birds fly into the middle to save the eggs. The children can save the eggs from other nests.

Coaching/ Organizational points:

1.  The coach should encourage the “birds” to save the balls using only their feet.

2.  When the balls are in the middle they should be slightly spread out, to avoid collisions.

3.  Remember that the golden eggs are extremely heavy and the only way the children can move them is by dribbling.  

4.  The birds should be constantly encouraged to save eggs from other nests.  Remember the simple philosophy that the more touches of the golden eggs the birds get the greater the development.  

With more advanced groups the coach should encourage the birds to perform drag-back turn when stealing the “golden eggs”.
Game 6 - GAME SITUATION - MICRO SOCCER
Play 3v3 with small goals.  On a field approximately 30 x 20 steps

Coaching/Organizational points:

1. Throughout the game discourage them from just kicking the ball without thought. They should always be either trying to pass or dribble.

2. Do not stop the game every time the ball goes out of play.  Simply roll another ball on and let play continue.

3. The players should asked if the can perform the drag back move within a game before they make a pass to a teammate.  Coach: Tim can you do a drag back (swoosh move)?
Bay Shore Soccer Club

5 & 6 Year Old Curriculum
 Session # 2
Game 1 - CONEMAN

The children play in a square approximately 30 x 20 steps.  The coach is the “Cone/Woman” who runs around the area attempting to “Cone” the players.  This is done by placing a cone on top of the player's ball, and shouting, “Conman’s got you”.  Once a player has been coned they must perform three juggles to get back in the game.

Coaching/Organizational points:

1.  The coach should encourage the children to dribble with their heads up, looking for space and defenders.

2.  The coach should encourage the children to take as many touches of the ball as possible.

3.  The coach should encourage the children to use both feet.

4.  The coach should make it known that he/she is always looking for the person who is working the hardest.  To use as the next “Coneman/woman”!

Move 1 - THE DRAG BACK TURN:

Coaching points:

1. Place the non-kicking foot at the side of the ball.

2. Place the kicking foot on the top of the ball.

3. The players’ body should be slightly leaning over the ball.

4. Drag the ball back, in the opposite direction.

5 Push the ball away using opposite foot.

Game 2 - BRITISH BULLDOG
The children play in a square approximately 30 x 20 steps.  The children start at one side of the area (which the children can call the street).  The coach has told the story of a “British Bulldog” who will not let the children out to play.  The children have to dribble their soccer ball past the “British Bulldog” so that they can get out to play.  The coach plays the part of the “British Bulldog.”  Each time the children make it past the “British Bulldog” they get a quarter to buy candy, this is done by performing toe taps. The young players can only travel across the street when the coach says “British Bulldogs.” Once the players have been caught they become a bulldog and assist the coach to catch the others.

Coaching/ Organizational points:

1.  The coach should encourage the children to dribble with their heads up, looking for space and defenders.

2.  The coach should encourage the children to take as many touches of the ball as possible.

3.  The coach should encourage the children to use both feet.

4.  The coach should make it known that he/she is always looking for the person who is working the hardest to use as the next “British Bulldog”

5.  The coach should always let the children have success, to begin with at least!

Game 3 - STORY BOOK SOCCER
The children play in a square approximately 30 x 30 yds.  The coach tells a story of when he/she was young and on his/her birthday they were given a magic car.  The coach then asks the children if they want to ‘play magic cars’.  The children dribble around the area and the coach introduces three gears.  First gear is “grandma and granddad” gear the children must dribble their soccer ball slowly.  Second gear is “mummy and daddy” gear and the children should be encouraged to dribble the ball at a medium speed.  Third gear is “kiddies” speed; the children should be encouraged to dribble the soccer ball as fast as they can.  

Coaching/Organizational points:

1.  The coach can introduce additional coaching points:  

a) Traffic lights at which children must stop.  Remember if you are traveling really fast cars usually screech to a halt.

b) Hills, the children are asked to travel up a hill, this is done by
performing toe taps.

c) Chicane, the children are asked to travel through a Chicane, this is done by cradling the ball (inside to inside).

d) If the children fail to stop when the coach shouts out red light, they get a speeding ticket.

e) The coach finally introduces a car thief.  The thief steals the children’s soccer ball by touching them with his /her foot.  To get back in the game the child must perform three juggles.  On the second week, the children can only get back in by performing a drag back turn.

f) It should be made quite clear that all of these progressions do not have 


to be made in the first week, or even the second.  This game should be played regularly so the children remember the storyline.

Game 4 - HOSPITAL TAG

The children play in a square approximately 30 x 20 steps.  The children all have a soccer ball and are dribbling around inside the area.  When the coach shouts “Hospital," the children can try to tag one another.  When they have been tagged, they hold that part of the body.  When the children have been tagged twice and both hands have been used, the next tag means that they have to go to “Hospital” for treatment; this can only be administrated after four juggles.
Coaching/Organizational points:

1.  The coach should be aware that children may tag too aggressively, this should be addressed immediately.  It is only natural that children will get excited, this should not be in any way discouraged.  However the coach should be in complete control of the practice at all times.

2.   The coach should encourage the children to dribble with their heads up, looking for space and defenders.

3.  The coach should encourage the children to take as many touches of the ball as possible.

4.  The coach should encourage the children to use both feet.
Game 5 - MICKEY MOUSE’S’ DOORBELL

The coach sets up gates that are approximately four yards apart.  The players stand facing one another, with the cones either side of them.  As shown below.

The coach explains that Goofy and Donald Duck have fallen out because as they went to call for Mickey they couldn’t decide who would ring the doorbell.  One player starts with the ball and is trying to ring the doorbell and the other player is trying to stop him.  This is done by the defending player putting his foot over the cone or should I say doorbell.  The coach tells the children that there is an imaginary (electric) line between the two doorbells, which the children cannot cross.

Coaching/Organizational points:

1.  The coach should encourage the children to have happy feet i.e. that they are on their toes.

2.  The coach should encourage the children to use any moves that they have learnt i.e. drag back.

3.  The coach should constantly ask how Goofy and Donald are doing!  This should increase the intensity level of which the practice is being performed.

4. The coach should encourage the player with the ball to always keep the ball moving.

5. The coach should use judgment as to whether to name the children as characters, as children have favorites and disagreements have started over who gets the role of “Goofy”.

Game 6 - FOUR CONE SOCCER

The coach sets the cones up as shown below:

[image: image2.jpg]



Play a maximum of three- a -side (Micro soccer).  Both teams are trying to knock down each other’s cones.

Coaching/ Organizational points:

1. The coach should stand with a supply of soccer balls.  Play with two or even three balls at a time.

2.  There is no out of bounds.

3.  The coach should encourage the children to knock the cones over using the correct push pass technique.


a.  Non-kicking foot by the side of the ball.



b.  Lock ankle and follow through in the direction you want the ball to go.



c.  Watch the foot make contact with the middle of the ball.
Bay Shore Soccer Club

5 & 6 Year Old Curriculum
 Session # 3
Game 1 -- BODY BRAKES
The children play in a square approximately 30 x 20 steps.  The children dribble inside the square with a ball each.  The coach calls out a body part, for example left elbow.  The first child to stop the ball with the named body part gets a point.

Coaching/Organizational points:

1. The coach should make the point that, if a child’s ball is running away from them and they are unable to stop it, they are dribbling to fast and the ball is not under control.

2. When the children stop the coach should encourage them to be in an open space.

Move 2 THE STEP OVER

Coaching Points:

1. Place both feet at the side of the ball, with the strongest foot nearest the ball.

2. The strongest foot is taken over the ball and placed down.

3. The upper body has moved down wards, attempting to throw the defender of balance.

4. The weaker foot then takes the ball away in the opposite direction.

Game 2 - POWER RANGERS

The children play in a square approximately 30 x 20 steps.  Select a catcher (s).  All the players dribble around the area with a ball.  The catcher gets players out of the game by touching their soccer ball with his/her foot.  The catcher is  “Evil Rita” he/she can win the game by getting all the Power Rangers out of the square.  The players must perform 3 “zigs” and 3 “zags” on each foot to get back in the game.

Coaching/Organizational points:

1. For the first game the coach should be Evil Rita.

2. In the next game Evil Rita should be the child who is working the hardest during the practice.

3. The coach should encourage the children to perform the step over move within the game.

4. The same game can be played but this time the children can freeze the catcher by performing the step over move.

5. The coach should encourage the children to do the step over move.

Game 3 - The Numbers Game

The children all dribble around in a square with a ball. When the coach calls out a number the players get into groups of that number. Any players who cannot get into a group join the coach as part of his group.

Coaching/ Organizational points: 

1. Encourage the young players to communicate amongst themselves and organize each other.

2.  The coach should always add onto his game description the phrase “If you cannot find a friend come to me and be my friend”. This simple use of language keeps the game fun for all the players and means that none of the players end up feeling left out. 

Game 4 - STUCK IN THE MUD 

The children dribble around the marshland approximately 30 x 30 yds.  Two marsh monsters attempt to freeze out the players.  To do this they simply have to touch the player’s ball with their foot.  Once the player is frozen he/she picks up the ball and stands with their legs open, ball held on head.  Players can set each other free by passing the ball through a frozen players legs.

Coaching/Organizational points:

1.  Use whoever tries the hardest to do X amount of juggles as the catcher.

2.  Encourage players to use the correct technique when setting the players free i.e.

a.  Non-kicking foot by the side of the ball.

b.  Lock ankle and follow through in the direction you want the ball to go.

c.  Watch the foot make contact with the middle of the ball.

d.  Encourage the correct weight of the pass.  

3. For this to be an effective practice the coach has to see the children passing the ball as many times as possible. If the catcher is having little success the coach is not seeing many of the children pass the ball.  He/she therefore needs to use more catchers to increase the chances of the children being caught, which in turn will increase the number of children who are making passes.

4.The coach should be aware that youngsters (in general) will not help their teammates preferring instead to concentrate on looking after themselves.  This is a great opportunity for the coach to provide a moment of social education, explaining to the children that they all play on the same team and that they should all try to help each 

Game 5 - GHOSTBUSTERS
The children stand approximately six yards apart, as shown below.  The coach introduces the game as “Ghostbusters”; every time the children can pass the ball through their partner’s legs, they score a “slimer”.  First pair to five “slimers” is the winners.

Coaching /Organizational points:

1. The coach should use the numbers game to get the children into groups.

2. The coach should coach the push pass

   Encourage players to use the correct technique.

a.  Non-kicking foot by the side of the ball.

b.  Lock ankle and follow through in the direction you want the ball to go.

c.  Watch the foot make contact with the middle of the ball.

d.  Encourage the correct weight of the pass.

3.  The coach should encourage the children to shout out “Slimer”.
Game 6 - CAPTAIN PLANET
The children play in square 40 x 30 steps.  The coach sets out a series of cones, explaining to the children that they are pollution plants that are going to poison the earth.  The children can save the earth by knocking the discs or cones over stopping the pollution plants. 

Coaching/Organizational points:

1. The coach should use this opportunity to teach the push pass

   Encourage players to use the correct technique.

a.  Non-kicking foot by the side of the ball.

b.  Lock ankle and follow through in the direction you want the ball to go.

c.  Watch the foot make contact with the middle of the ball.

d.  Encourage the correct weight of the pass.

2.  The coach should keep putting the disks back up so that the children are continuously working hard. 

Game 7 - BATMAN AND ROBIN

The coach stands at the side of the field with a supply of soccer balls.  The children are given different names of Batman and Robin characters i.e. Joker, Penguin. When the coach shouts out the name of the child’s character he/she runs into the “Bat Cave” and tries to score. The two characters competing against each other. As shown in the diagram a coach can have two Batmen competing over one ball whilst two Robins compete over another. When the coach shouts “Gotham City”, all the characters run into the “Bat Cave” and try to score. They score by dribbling or passing through the goal.

Coaching/ Organizational points:

1. The coach plays one ball in and calls a character both players have to compete against each other to see who scores first.

3. The coach calls two characters and puts in two balls, creating two 1v1 practices. 

4. The coach shouts “Gotham City” all the players are in the “Bat dome” with x amount of balls.

5. It is vitally important that the players are changed frequently; the coach must keep the tempo of the game high.  This requires a dynamic coaching performance!

6. Remember keep the game fun, winning and losing is not important.

7. As the players improve it is possible to play with one ball for two sets of characters with the added rule that you must pass to your teammate before you can score.

Game 8 - 3v3 (MICRO SOCCER)

Play 3v3 in a small area to small goals.  The small area will emphasize first touch.

Coaching/Organizational points:

1. Throughout the game emphasize that a good first touch is one that puts the ball into a space and creates more time for them.

2. Do not stop the game every time the ball goes out of play.  Simply roll another ball on and let play continue.

3. The players should asked if the can perform the drag back move within a game before they make a pass to a teammate.  Coach: Tim can you do a drag back (swoosh move)?
