	COACHING SESSION: SIMPLE GOALKEEPER SHOT STOPPING EXERCISE 1

	  

	


	1) The first Player takes his shot at goal.

2) The goalkeeper tries to save, immediately gets up and turns around ready for the other player to shoot. 

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Small grassy area with two cones for goal posts (width chosen by coach), 10 balls each. 
- 2 Players + Goalkeeper 
- If desired, the coach can add players to recover balls.

	 

	Variations:

	- Increase difficulty for Goalkeeper by making him stand next to a post before each shot. 
- Reduce or increase size of goal.
- Add player to follow shots in and put pressure on keeper.
- Click here to see Variation 1. 

	 

	Tips:

	- Shots should be frequent to really make the keeper work hard.
- Shoot hard and low near the goalkeepers body and into the corners to force him to adapt.
- Keeper should be on his toes and make sure his shot stopping technique is good.


	COACHING SESSION: GOALKEEPING 1

	  

	


	1) Goalkeeper is tested by the player crossing the ball in hard and low.

2) Player shoots for goal at near post.

3) Player shoots for goal at near post.

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Half football field + normal size goal + 5 balls for each player
- 3 players + Goalkeeper 

	 

	Variations:

	- Start practice in a different order to decrease predictability.
- Change shooting techniques, shoot for far post and vary the power, When crossing vary the delivery by playing the ball in high, low, with bend etc.
- Add more players to put pressure on the keeper by following shots in and challenging for crosses.
- Click here to see Variation 2.

	 

	Tips:

	- The goalkeeper should be constantly on his toes and it is up the players to make him work. This is also good for the physical condition of the keeper. The keeper should aim to perfect his shot and cross stopping technique.


	COACHING SESSION: GOALKEEPING DISTRIBUTION 1

	  

	


	1) Players cross the ball into the six yard area.

2) Goalkeeper gathers and moves quickly to the edge of the area using the new distribution rules.

3) He aims to directly throw/pass the ball into each of the marked areas (A,B & C).

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Half/three quarter football field + normal size goal + 5 - 10 balls for each player
- 2 players + Goalkeeper 

	 

	Variations:

	- Add defending player to put pressure on goalkeeper as he releases the ball.
- Add attacking players to receive the ball in the three marked areas.
- Players crossing the ball should vary their delivery (height, pace direction) so the keeper must adapt his movements to collect and then distribute in the same way as before.
- The coach can alter the position and size of the areas to make the practice more difficult. 
- Click here to see Variation 2

	 

	Tips:

	- The coach can note the goalkeepers performance and use it for future comparative reference.
- The goalkeeper should vary his delivery, e.g. try passes with back-spin, lower throws etc...


	COACHING SESSION: GOALKEEPING DISTRIBUTION 2

	  

	


	1) This variation involves a defender being added to pressure the goalkeeper when he delivers the pass. Players again cross the ball into the six yard area.

2) Goalkeeper gathers and moves quickly to the edge of the area using the new distribution rules.

3) He aims to directly throw/pass the ball into each of the marked areas (A,B & C). The blue defender puts the goalkeeper under pressure.

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 


	COACHING SESSION: SPEED ENDURANCE 1

	  

	


	1) The server passes towards goal. Players then sprint maximally after the ball.

2) Player reaching the ball first moves in on goal and tries to score.

3) The other player defends and with the goalkeeper tries to stop the attacking player from scoring.

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Half football field + normal size goal
- Between 4-22 Players + Goalkeeper
- Players work in pairs.

	 

	Variations:

	- Players start with their backs to the ball (turning capacity).
- Move to other side of pitch forcing players to use other foot (technique) .
- One player starts 3 metres in front of the other player and dribbles towards goal (running with the ball under pressure).
- One player starts 3 metres in front of the other player and passes to the server (nearer to the goal) who plays a wall pass back into his path (timing of pass and run).
- Vary the delivery of the service e.g. bouncing, further away... (adaptability).

	 

	Tips:

	- Players should be sprinting all-out and jog slowly back to recover.
- Player with ball should go straight for goal.
- Keep practice flowing and repeat up to 5 times.


	COACHING SESSION: 5v5 ENDURANCE FITNESS SMALL-SIDED GAME 2

	  

	


	1) This small-sided game uses zones. Here, the aim is to transfer the ball from zone 1 to zone 3 via zone 2 and back again. Red in Zone 1 passes to his team-mate after a dummy by Red in a central position.

2) Red lays it off immediately with one touch.
3) Red passes to the initial player who made the dummy. 
4) He passes to Red in zone 2 who with a maximum of 2 touches puts the ball back into play (he cannot be tackled). Here, possession is eventually lost. The duration of the work periods are the same as in variation 1

 HYPERLINK "http://www.soccerperformance.org/archivecoachingsessions/6v6endurfitnessgame.htm" .


	COACHING SESSION: WARM-UP DRILL 4

	  

	


	1) After a classic 10-15 minute thorough jogging & stretching routine, players move around in the area playing two-touch football. Each team also aims to steal the oppositions ball to score a point. Once a team is in possession, the two blue players on the outside become team members and can be played off. 

2) The Red team successfully plays the ball around, keeping possession from the Yellows.
3) Red uses Blue on the side to play off.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 2 teams (with different coloured bibs) up to a maximum of 6 players per team (more may result in players not touching the ball and therefore not benefiting from the session) + up to 4 players on the outside of the area. If need be, create 2 separate games and swop teams around.
- Small designated area, here we use a 20 x 20 metre square.

	 

	Variations:

	- Add defenders to put pressure on the players or reduce/increase number of Blue players.
- Decrease or increase numbers in each team. 
- Vary play using 1 touch football or allowing each player 3 seconds on the ball. 

	 

	Tips:

	- Make sure all players have correctly completed the initial jogging and stretching routine.
- Concentrate on firm and accurate passing using various techniques.
- Concentrate on moving into space and ball reception techniques.


	COACHING SESSION: ILLINOIS AGILITY TEST

	  

	


	1) The player begins laid down with his hands next to his shoulders.

2) He gets up and sprints to the touch line (note: he must always touch the line).
3) He sprints in between and around the cones as indicated.
4) The player sprints back to the touch line.
5) Finally, he sprints over the finish line.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 4 cones, stopwatch, pen & paper.

	 

	Variations:

	- A coach may want to devise their own tests based on the Illinois Test.

	 

	Tips:

	- All players should be fully warmed-up before undertaking this session.
- The tester should encourage players to give their maximum.
- The test may be repeated 3 times (on different days or in morning then afternoon) to give an average or best time.

	COACHING SESSION: "HOME MADE" AGILITY TEST

	  

	


	1) The player stands facing away from the 1st cone. On the start whistle he sprints to the 2nd cone.

2) He then runs sideways (facing outwards) to the 3rd cone.
3) At the 3rd cone, he turns & moves sideways facing inwards.
4) He then runs backwards to the 4th cone.
5) Finally he sprints around the 5th cone to the finish where the time is recorded as soon as he touches the start cone.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 6 cones, stopwatch, pen & paper.

	 

	Variations:

	- A coach may want to devise their own tests.

	 

	Tips:

	- All players should be fully warmed-up before undertaking this session.
- The tester should encourage players to give their maximum.
- The test may be repeated 3 times (on different days or in morning then afternoon) to give an average or best time.

	 


	COACHING SESSION: AGILITY TRAINING

	  

	


	1) The player stands facing the first cone. On the start whistle he sprints maximally around the 2nd cone (as indicated).

2) He then runs proceeds to sprint at full speed around the whole course and back to the starting cone. The coach can either allow the player to rest awaiting his turn in the queue before repeating the exercise or allow him to directly continue the drill up to a maximum of 3 times.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 4 cones, small area.

	 

	Variations:

	- A coach may want to devise their own agility training drills.

	 

	Tips:

	- All players should be fully warmed-up before undertaking this session.
- The coach should encourage players to give their maximum.
- The session may be repeated 3 times for each player.


	COACHING SESSION: AGILITY/COORDINATION TRAINING

	  

	


	1) The player sprints to the 1st line to collect the ball, dribbles back to the starting line and must stop the ball on the line.

2) He then runs to the 2nd line and passes the ball to a receiver at the top of the area.
3/ At the 3rd line he receives a pass from his left side and must pass first time to a receiver at the top of the area.
4/ At the 4th line he turns, receives a pass on the way back, dribbles to the 1st line and passes to a receiver.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Marked area using lines or cones, 2 passers and 3 receivers.

	 

	Variations:

	- A coach may want to devise their own agility/coordination training drills.

	 

	Tips:

	- All players should be fully warmed-up before undertaking this session.
- The coach should encourage players to give their maximum.
- The session may be repeated 3 times for each player.

	 


	TEHNIKA: COACHING SESSION: QUALITY CIRCLES 1

	  

	


	1) Firm pass is made along the floor to the 2nd player on the left.

2) This player meets the ball and sets it up for the player on his right.
3) The ball is again controlled and passed to the 2nd player on the left from him and this is repeated around the circle.

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Circle of up to 11 players. 

	 

	Variations:

	- Aerial passes and one touch passing.
- Control with different parts of the body and change angles of support play.
- Add defender to shadow player movements.
- Click here to see Variation 2.


	1


	COACHING SESSION: PRESSURE BALL CONTROL PRACTICE

	  

	


	1) The ball is played into Red who is challenged by both Yellow defenders.

2) Here, Red controls and manages to create space by catching the incoming Yellow off-balance (due to his momentum).
3) In the same zone, he has to play the ball back to the server. The server can then play the ball back in and the drill continued.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 1 server, 2 defenders, 1 player practising ball control positoned as shown
- Small designated area divided into 4 equal zones.

	 

	Variations:

	- Important, vary speed, height and angle of pass
- Add more defenders and reduce space between players to increase difficulty
- Vary size of playing surface and number of zones.
- Click here to see variation 1, variation 3. 

	 

	Tips:

	- Through varying the pass, this should make the player control with both feet and the different parts of the body. The defenders should really pressure the player in possession.
- Concentrate on good ball control techniques to create space to manoeuvre whilst not allowing the defenders an opportunity to win the ball.
- The server should concentrate on the quality of the pass.


	COACHING SESSION: BALL CONTROL PRACTICE 2

	  

	


	1) The ball is played into Red who must control and pass to the player nominated by Yellow (he shouts the name before passing).

2) Red controls and passes.
3) Yellow controls and plays the ball back into Red who controls and passes to the next nominated player.
4) Red repeats the action from the pass.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 4 passing players, 1 player practising ball control all positioned as shown
- Small designated area.

	 

	Variations:

	- Important - vary speed, height and angle of pass
- Vary space between players to increase difficulty
- Restrict player in middle to using their weaker foot for controlling and passing.
- Click here to see variation 1, variation 3. 

	 

	Tips:

	- Through varying the pass, this should make the player control with both feet and the different parts of the body. Also, by nominating players positioned at different angles, this will make the player concentrate on controlling the ball and putting both the ball and themselves into a position where they can make the pass.
- Concentrate on good ball control techniques to create space to manoeuvre - get ball out of feet.
- The server should concentrate on the quality of the pass and keep the practice flowing.

	 


	COACHING SESSION: FIRST-TIME BALL LAYOFF CONTROL PRACTICE

	  

	


	1) The ball is hit long to the opposite player.

2) He controls the ball by immediately laying it off to his partner (in the same 1 touch movement). He aims to provide a decent layoff.
3) His partner hits a first-time pass to the opposite player.
4) He controls the ball by immediately laying it off to his partner and the situation is repeated 5 times before the roles are reversed.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 2 passing players, 2 players practising layoff ball control then reverse roles.
- Small designated area.

	 

	Variations:

	- Important - vary speed, height and angle of pass to make receiving player use all body parts such as chest, feet and head.
- Vary space between players to increase difficulty.
- Restrict players to using their weaker foot for controlling and passing.
- Try same practice but replace second pass with a shot at goal.
- Click here to see variation 1, variation 2.

	 

	Tips:

	- Through varying the pass, this should tests the player's ability to control with both feet and the different parts of the body.
- Concentrate on good ball control layoff techniques - take the pace off the ball and deflect it into a position where his partner can strike it first-time.
- The server should concentrate on the quality of the pass and keep the practice flowing.


	COACHING SESSION: HEADING TECHNIQUE 1

	  

	


	1) The red server throws the ball in and the blue player heads the ball back to him. The server throws the ball in at different heights and angles to make the player work hard to co-ordinate his movements and use different techniques to head it back (diving header, use one or two feet to jump off, side of forehead etc...)
2) Having headed the ball back, blue must run back and touch the cone before setting off to once again head the ball. This is repeated 10 times for each player.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Small grassy area + 1 cone.
- 1 player and 1 server.

	 

	Variations:

	- After serving the ball, the server changes position to make the heading player adapt his heading technique to play the ball back according to the servers position.
- The server can also call out to the player, different parts of his body where he wants the ball directed back to, e.g. feet, chest...
- Add two servers to throw the ball to the player who must run in between them. 
- The server can add a goal and goalkeeper and serves from behind the goal to encourage the player to practice his finishing technique. Finally, a defender can be introduced to put realistic pressure on the player.
- Click here to see Variation 2 & Variation 3. 

	 

	Tips:

	- The server must provide good delivery.
- The player must concentrate on their heading technique - Keep eyes on the ball, attack the ball and make accurate and firm contact. 


	COACHING SESSION: HEADING TECHNIQUE 2

	  

	


	1) The red server throws the ball in and the blue player must try to head the ball to score. The server throws the ball in at different heights and angles to make the player work hard to co-ordinate his movements and use different techniques to head it back (diving header, use one or two feet to jump off, side of forehead etc...)
2) Having headed the ball back, blue must run back and touch the cone before setting off to once again head the ball. This is repeated 10 times for each player.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Small grassy area + 3 cones.
- 1 player and 1 server.

	 

	Variations:

	- The server changes position (goes to each side of the player...) to make the player adapt his heading technique.
- Add two servers to throw the ball to the player who must run in between them.
- Finally, a defender can be introduced to put realistic pressure on the player.
- Click here to see Variation 1 & Variation 3. 

	 

	Tips:

	- The server must provide good delivery.
- The player must concentrate on their heading technique - Keep eyes on the ball, attack the ball and make accurate and firm contact. 


	COACHING SESSION: 4 ZONE DRIBBLE

	  

	


	1) The attacker starts off with the aim of beating all three defenders in individual zones.

2) Here, he manages to beat the first defender.
3) However, the second defender wins the ball but leaves it to the attacker to continue the exercise.
4) The final defender is beaten and the attacker replaces him. The defenders all move forward one zone so that one becomes the attacker.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- 3 defenders, 1 attacker
- Small designated area divided into 4 equal zones.

	 

	Variations:

	- Use other attackers to play off (placed at the sides) 
- Add more defenders
- Vary size of playing surface and number of zones.
- Click here to see Variation 1, Variation 3, Variation 4. 

	 

	Tips:

	- Concentrate on the ability to dribble and beat defenders using sudden changes of speed and direction along with body feints. The player should attack at speed with close control.
- Award points for each defender beaten and to the defender when he wins the ball.


	COACHING SESSION: SLALOM DRIBBLE + RUNNING WITH BALL

	  

	


	1) The player sets off and dribbles between the cones as shown. He aims to complete the circuit as quickly as possible.

2) At the final cone, he turns and runs with the ball back towards the start.
3) At the first cone, he passes to the next red player who repeats the same exercise.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Any number of players, up to 9 cones (space between cones chosen by coach)
- Small designated area.

	 

	Variations:

	- Reduce or increase space between cones to work dribbling technique
- Change running pattern (e.g. run with ball to top then dribble around cones) or position of cones
- Allow use of one foot only.
- Click here to see Variation 1, Variation 2, Variation 3. 

	 

	Tips:

	- Concentrate on techniques - close control, head up...
- The following player should be moving to meet the pass and keep the exercise flowing.


	COACHING SESSION: CIRCLE DRIBBLE

	  

	


	1) Red dribbles as shown around the players positioned in a circle.

2) After dribbling around the final player, Red passes across to the next player.
3) The next player meets the pass and repeats the exercise.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Designated area
- Up to 11 players.

	 

	Variations:

	- Increase or decrease circle size and add or remove players
- Add a chaser who puts pressure on the player in possession
- The players in the circle become active and try to win the ball.
- Click here to see Variation 1, Variation 2, Variation 4. 

	 

	Tips:

	- Concentrate on the dribbling technique using the inside and outside of both feet.
- The players should be moving at speed and provide an accurate pass.
- The coach may want to time each player takes to complete the course.

	COACHING SESSION: 1v1 DRIBBLING PLAY

	  

	


	1) Yellow plays the ball into Red who aims to dribble through the opposite goal.

2) Red controls and runs at Yellow.
3) Here, he successfully plays the ball past Yellow and runs around the side of him.
4) Finally, Red collects and dribbles the ball through the cones to score.
LEFT-CLICK image to start the animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	Organisation:

	- 1 defender + 1 attacker
- Small designated area + 4 cones for goals

	 

	Variations:

	- Add more defenders
- Vary size of playing surface and number of zones
- Alternate the players with each one defending and then attacking.
- Click here to see Variation 2, Variation 3, Variation 4.

	 

	Tips:

	- Concentrate on the ability to dribble and beat defenders using sudden changes of speed and direction along with body feints. The player should attack at speed with close control and try to take the most direct route possible towards the goal.
- Award points for each goal scored and to the defender when he wins the ball. 


	COACHING SESSION: LAYOFF SHOOTING 1

	 

	


	1) The blue player standing at the cone moves forward to receive the pass.

2) The orange player acting as the server plays the ball in front for the other player to strike at goal.

3) He shoots for goal then turns and sprints back to the cone, touches it and runs back for another pass by the server and again shoots.

LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE.

	 

	Organisation:

	- Half football field + normal size goal.
- Personal choice of coach for number of players to practice shooting.
- Cones to mark starting positions and plenty of balls.

	 

	Variations:

	- Server varies pass to make attacker practice different techniques e.g. half-volley, volley...
- Server switches side forcing players to use other foot.
- Player after shooting takes the place of the server who joins the queue of other players waiting to shoot. Thus, each player takes it in turn to have a shot and to serve.
- Click here to see Variation 2

	 

	Tips:

	- Players should concentrate on ball delivery and hitting the target.
- The server should make the player work hard by keeping the passes coming.
- Each player should have at least 10 shots at goal.


	COACHING SESSION: LAYOFF SHOOTING 2

	  

	


	1) This exercise is interesting as all the players can contribute. Firstly, the blue player plays a one-two with the orange server.

2) He then shoots and quickly makes his way to replace the server.

3) Meanwhile the original server joins the back of the queue and a new player takes his shot. The exercise is repeated so that each player has at least 5 shots.


	COACHING SESSION: LAYOFF SHOOTING 3

	  

	


	1) Red passes to Blue and runs to the left of the cones.

2) Blue awaits Red and lays the ball off.
3) Red strikes first-time at goal and scores. Red now becomes the server and Blue's role is to follow the shots in. The situation is repeated with each player who lays the ball off, becoming an attacker to practice following shots in.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Half football field + normal size goal.
- Personal choice of coach for number of players to practice shooting.
- Cones to mark starting positions and plenty of balls (organise well so their is never a shortage).

	 

	Variations:

	- Click here to see Variation 1 & Variation 2.

	 

	Tips:

	- Players should concentrate on the quality and variation of ball delivery and hitting the target. 
- Each player should have at least 5-10 shots at goal.
- Is also a good exercise of the goalkeeper to work on their own techniques. 


	COACHING SESSION: SHOOTING FROM AN ANGLE

	  

	


	1) The server plays the ball into the attacker who must either take one touch before striking the shot or shoot first-time.
2) Here, he hits the shot first-time into the corner of the net. He now goes to the back of the queue and the original server now becomes the shooting player. The session is then repeated.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Half football field + normal size goal.
- Group of players + goalkeeper.

	 

	Variations:

	- Add a defender to close down and pressure shooting player.
- Change to other side of pitch (to use other foot) or set up two simultaneous sessions with another goal opposite with two groups of players.
- Alter the pass to narrow/increase the shooting angle.
- For variation click here.

	 

	Tips:

	- Concentrate on the delivery of the initial pass and the quality of the shot aiming always to hit the target (e.g. keep the shots low).
- If a first-touch is taken, this must be quick and set up an immediate shooting opportunity. 

	 

	COACHING SESSION: SHOOTING FROM AN ANGLE 2

	  

	


	1) The server plays the ball into the attacker who must shoot first-time.
2) Here, he hits the shot first-time into the far corner of the net.
3) The player who hits the shot, after following the ball in, now moves into the penalty spot area to follow the shots in and look for any rebounds. Each player takes a turn at shooting and serving.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Half football field + normal size goal.
- Small group of players + goalkeeper.

	 

	Variations:

	- Add a defender to close down and pressure shooting player.
- Change to other side of pitch (to use other foot) or set up two simultaneous sessions with another goal opposite with two groups of players.
- Alter the pass to narrow/increase the shooting angle and shoot using both feet.
- For variation click here. 

	 

	Tips:

	- Concentrate on the delivery of the initial pass and the quality of the shot aiming always to hit the target (e.g. keep the shots low).
- Really aim to follow the shots in and put pressure on the keeper. 


	COACHING SESSION: SHOOTING FROM SQUARE PASSES 1

	  

	


	1) The server plays the ball into the attacker who must either take one touch before striking the shot or shoot first-time.
2) Here, he hits the shot first-time which is saved by the goalkeeper. He now goes to the back of the queue and the original server now becomes the shooting player. The session is then repeated.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Half football field + normal size goal.
- Group of players + goalkeeper.

	 

	Variations:

	- Add a defender to close down and pressure shooting player.
- Change to other side of pitch (to use other foot) or set up two simultaneous sessions with another goal opposite with two groups of players.
- Alter the pass to change the shooting angle (i.e. into wide position).
- The shooting player stands with his back to goal and lets the ball run across his body before turning and striking with his left foot.
- See variation 2. 

	 

	Tips:

	- Concentrate on the delivery of the initial pass and the quality of the shot always aiming to hit the target (e.g. keep the shots low).
- If a first-touch is taken, this must be quick and set up an immediate shooting opportunity. 

	 


	COACHING SESSION: SHOOTING FROM SQUARE PASSES 2

	  

	


	1) Two shooting sessions take place simultaneously. The servers play the ball into the attackers who are positioned side-on to the passer and with their backs to goal.
2) Here, each player lets the ball roll across his body, takes one-touch to play the ball out from their body before shooting with their other foot.
3) Both players hit the target with one scoring. The session is repeated for each player.
LEFT-CLICK image to start animation & REMOVE MOUSE CURSOR from image to return to original image. For an explanation of the various symbols, CLICK HERE. For Flash version - 



	 

	Organisation:

	- Half football field + normal size goal.
- Group of players + goalkeeper.

	 

	Variations:

	- Add a defender to close down and pressure shooting player.
- Make sure each shooting player plays the ball on the other side of pitch in order to use their opposite foot to control and shoot. 
- See variation 1. 

	 

	Tips:

	- Concentrate on the delivery of the initial pass and the quality of the shot always aiming to hit the target (e.g. keep the shots low).
- The first-touch this must be quick and set up an immediate shooting opportunity. 


