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COACHING GUIDELINES

COMMIUINTCATION: Tnsure the terminalapy you ose is clear and precise. Let playors know you are in charge.
POSITIVT REMTORCEMENT: Whenever possible give individuals audfor groups pesitive reinforcement.
Refiain fromusing negative comments, Use praise as an incentive.

BE CRUATIVE AND USE INITIATIVE: If the drill or game is foo advanced, wadily to increase the ehances of
KLUCCCER.

MAKE A DITTFERENCE: RBe motivational and nspitationzl. Enthusinsm and being enerpetic are contagions.
KEECP MLAYERS ACTIVE: Ifthe drill 13 atatie, create nood of helpers or nuststanis in keep everyone invalved.
OACI PLAYLOR I3 AN INDIVIDIAT.: Be aware of player differemees. Aggressive or quicl, recognition of
player persomalitics will allow you (o respond to all players, and they will respond to you positvely.

STRTVE FOR QUALITY: In all demonsteations ke Gu: degired alyjectves clear, I a player shows mastery of
a skill, use himher th demonstrate.

RIFNFORCE CORRECT TECHNIQUE: T all drifls and games contivually cenplbasis the nse of corect
techoiques,

ENCOURAGE PLAYER MOVEMENT: At all times malo players aware of importanss ol weadiness.
Timphasize weight forward on tecs and bouncing justend of Mail foated-ness.

ROTATE POSTTIONS: All players should be active as sorvers, assistanis. Tn game situations change positions
cach quarier.

DEVELOP PLAY LR BESFLECT: Contimually pet players tn support one another. To show good spatismanship
towvards all players including epponends, and respect for athers attenipts and cfiort.

LENTALITY AMONGST PLAYERS: Give cqual attenlion to all players in gromp ar games. De ot leave the
Jess compeient players hehind nor slow the advanced players. :

FUM AN ENIOYMENT: DMayers will vespond and want io comiinne il ihinga are fun. Create their cojoyment,

REMEMBER AS A COACH YOU SHOULD BE RDIDICATED TO THE
DEVELOIFMENT OF ALL PLAYERS WHITTILR TECHNICALLY ABLED OR
NEW TO THE GAME. YOUR FOSITION IS VERY IMPORTANT. YOI ARE A
ROLE MODEL TO THESE CHILDREN. SET EXEMPLARY STANDARDS.
DEVELOTING GOOD TOUCH AND TECHNIQUE, GOOD SPORTSMANSHIP
AND A GOOD ATMOSPHERE 1S THE GOAL. KEEP AWAY FROM CREATENG A
PRESSURE 1O WIN. MATNTAIN EQUALITY THROUGIHOUT YOUR SESSTONS
AND EMPHASIZE FUN AND DIEVILOPMENT.
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COACHING POINTS

DTT. ( Developing Touch and

Technique.).

Muintain elose coniral with hinth faat,

Be agile, slay ob loes,

1J5e afl parls of feet, ingide, owdside, laces, sole.
Move to got belund balls pall.

Keep a soft enntact.

Concenirals on cenler ol Ball,

I eop head up.

Cootrel ball Mest, don™. jusi kicl {r mamy.
Change directinn aned spoced when tuming.

Ttz a Friend with dhe ball.

PASSING.

* > *

Use inzide of feet,

Chanpe hady position so it's comiortible.
Stay relayed. Tron'Lbe like a robat.

Loak at ball when passing,

Pass to ather plasyers, not just kick and hape.
Mowve afterwards.

Mowve amay from players to receive ball
Turn bady to [oee ball when receiving,

Slay spreacl out,

SHOOTING.

Eeep loe pointing dovam.

Lock ankle.

Sirike willi shoelaces.

Stoke through center of ball.

Swing lep and follow throupgh.

Keep relined eacepl keep foot locked.
Acouracy before power,

Keep kuee and head aver balk,

Place staneling Tont alongside ball, not in front or
hehind.

Adm for botlom coroers of goal.

Acoomey belore power,

Fallow after shooding.

Lisc foot closest o the balk T left or vighl foot,

GAMIES.

-

. o F

Allaf the above,
T ecp moving.

. Fnocoarage mnvomcnt towards hall,

Encourage use ol widlh,

Keop positions only loosely rostricted.
Take Time-ont ta rotate suhs and pesitions.
Coach, cducate, and support durmy games,
Eaplain all [ouls wnd calls made.

Create an underslanding of the Laws of the
Crame.
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PROGRAM
TEACHING PLANS.

KEY T DIAGRANMS.

AL B, C e TPiayer.
Plaving arca,
& ) Ball.
X Cone.
- Movement afball,
........................ [ Mavenenl ol player
—_————— e e ovemnenl ﬂEP]n}r:;r with hall

Feet with hall.

Craal
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WEEK 1+2: BASIC FOOT SKILLS

WARM - UDs: 10 - 15 MINS,

TIC - TGO

-

TECIINIQUE: 10 - 15 MINS.
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WATEIR BRITAT:

GABRES 15 10 - 15 MINS.

Musical Socoerballs
X

BALL GYMMNASTICS:
Stationary: Rofl bali with bottom of foot forwards and
bactosards with tight then lefl. Repeat from side to side, and
then in a circular motion. Tepeat all with inereased spead.
On T'nes.
Tick-Tock, I'ass the hall from mside of lefi 1o mside
of righl { See Diagram}
Har Danes. Lightly teoach ball with botiowm of ripht
fvod {ben with 1oft. Ball shownld remain stll. Increase speed lor
hath.
Movemend, Tiel-"T'oel bul move hall slightly forwards each
tonch, Take i widil of ficld Wen wmn and remrn, Sarne with
Flat dance. Sideways stance. Roll right fool cver ball and stop
wiih inside of left.On retum use otber foel,

SQUART, ACTTIVITIES. (SEE THAGRAM)

Carmmands, Move hall inside squarc. Coachl gives
Cormmmands like Stop, G, Tumn Lell foot, Righl fool, Tnsides,
Tic-toc, cic.

Csher Commands. Body Parts, Touch hall with that B

Tind Spaces. As lids move their ball ingide aquage they

try Lo [ind as nuch space as posaibile. On Coaches comrmand
player with ranst space 15 winner.

2 Squares A Add a 2nd square uned have players on conmaned
mieve Ball into new sqnare,

2 Squares T, Split kids into 2 gronps, 1o each square, on
coantmaned 1hey leave their hall and switch aguares Lo fnd a
REsar o,

I Srquares C, Same as ahove bot ke the ball with (hom,
avoiding bumping in the mmiddle. {8cc Diagraim)

Lose vour Shadow. Tn the double s each plasor bas hali
and partner. The Shadow hag o ey and stay within 1 yd of

2 Bquare C. Partners Swilch belween Leader and Shadaw.

SQUARL GAMLS:

Tac Dudes. Wids inside squime dribble aroand, 1 player

{ GHOAT 7 ontside square. On conupand Tac Dades the for Musical
(Fhost has to kick all the balls out ol 1he sqnare, Winner 15

Inst ane in square. Emphasice gshiclding and timning. Change
ghasts, TT7 all have go as Ghoat, U8 have 2 Ghosts.

Musgical Sewccerhella, Mace 4 canes otside saquare, Dribhle in
square, on command, players stop ball and leave dl, and nm

1o wourch any one of the 4 cones. Coach wemoves 1 ball and
When they come back into sqnare-they put there fool on ANY
available hall. Player who docsn’t fiet o ball i3 owt. Ged that
player to romave next ball, IMake sure all players ate moving
m squate, nol staylag by ihe sides. (Sce dingram)
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WEEK 1+2; BASIC FOOT SKILLS

WATER RREAK:
GANES 2: 10 - [5 MINS. TEENAGE MUTANT NINIA CRARA.
Playzrs start at end of the Island with their Soccer ballz,
THINC set-up. Coacl starts as craly sitting with legs forward, and can only
AGLCDETGH move in his pasition, On Command TMNC, players have to
==\ drihbte boll past Crab (o the other end  Reach. ) wiiboa their
e ball reing intn the fecan. They nist 3top he hall on the line.
) \' Crab moves o lick hall into occan. ICball goss mto acoan,
_/. ) then that plaver hecomes crab. When cveryoine has reached
! " the heach, amd erabs are ready, then ropoat in opposite
el 'k“- N tlirection. Last anc sU1 an Ialond 15 winner,
ra ) : - Emphasize. clese control and movement fram side 1o side o
"\ CRAD _& et past the erabs, (See Diagram)
/
i

WATER BREAJG RECAT: GAME PREP: Use this 1ime to recap on dhe practice and tn organize for the
game.

GAME: 15 - 20 MINS.
Play 4 vs . Do not use GK's

SEE ADDITIONAL NDRIBBLING GAMES SECTTON. USING A SIMILAR STRUCTURE
TO THIS PRACTICE, YOU CAN CREATE SEVERAL MORE DRIBBLING RASED
PRACTICES.
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ADDITIONAL DRIBBLING GAMES

How to play: Setup a bending line af cones. Ad i end of the [ine place a
Wicked Wileh { a pareny, asst coach) and have players at the nther end
of the cones. Hach player tries to dribble down the windy orange brick
rond, zig-zapring theough the cones. At the end of the voad when they
meet the Wicked Witch they bave to shoot the ball past her to melt her,

CGrarne: What's the time Mr Wolf

How to play: Cooch starts as the big baed wolf, Lnch Kile pig has o
brick house {a cone) The Tgs shout “Whal's the dime Mr WaolP” and the
woll shouts back a time. Cach player advances the ball the mumber (he
woll sheuts eni, Tips ask again and repeat. When the Woll shouts
“Dinnertime”, the piga have to drhble their snccer halls haclk to their
hemze and 1he weolf chases and irics to kick their ball away. Let cach
7ilayer have o rooas the waalf

dribble at speed and stop ball with feel ondy.

Progressions: Pul cones in the way as trees ihat playors avoeid. Tlse
multiple wolls, or place woll close to howses 20 pips have to get pask,

Game: Pac Dudes

Players in s1de aquate seidh thelr ball, Thilhiling armmd frying not te
bump cich ather who lose cotiral of ball, Coach starts on ontside of
squarc and is 1 Ghost. On commatd Pac Tmides, the phost has to by and
knock everybody's ball aul of the square,

Ganne: Knnckot

Tach plaver with a hall inside a square: On command “knockou™
players are allnwed to oy and Idcle adher players balls oud, bul muost
kcrp their oam hall insidc square.

Ches Traffic Taghis

Hoow to play: Players slart on onc cnd of { Soceer ¢ily) orid witl their
soceer halls {car}. Coach is the trafite light {or ralfic eop). Coach
elioniks varions colors of traftic liphis and ployers dry to drive thedr
soceer cars Lo Soccer Wonen at the other end of prid. Cn command *red
light* players noed to slop their car wilh the zole of the font and nat
mave, If they move fhey renmmrio secoer eily and starl again, Play ta see
whao roaches Soccer town first,

Teaching Points: Dribbling and confral movement,

Prooressions; Add “yeliow light™ and make players do a stationary tic-
toc or hat donee, Add additional commandds: reverse where players go
backwards, po home playees mrn and head hack home, Tedi, vight ete.

Multiple Smuare (ames:

Az Using 4 addjacent sqmares, All players start in one sguare with ball,
Coach calls a sgoate nuenber and plagyers move theie ball 1o hat squate
amd keep dribbling inside new squarc wiat] cnach catls anotber aumber,
Lz Sphit players into all 4 squares, Call 2 square sumhars and those
plagers have to switch squares.

C: Have players from 1 agnate on cammaid toy fo oo and steal halls
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ADDITIONAL DRIBBLING GAMES
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From the ather players and pet them
hack ta {heir sqnarc. Give sach sgnare o

set time and see who can steal the most balls,

Game: Relay races.

Set up mulliple teams of 3 o1 4 playvers, For each team set up a short
conrsc of comes that players have 1o dribble ilwough, Tlayers then
dribbile back, give hall 1o next person whe repeats the coutse. When afl
players ina wam have compleled they sil in a straighl Tine with their
Tands on therr beads.

Game: Dovwnlill Skiing

Sct up multiple gates moa grid, Cach rate showld he about 2-3 [1wide,
Mayers are skiing {dribbling et ball) inside the grid buk nal paing:
thraugh the gates until ihe coach shouols * Lets go Skiing' then playera
try o ski throuph ns many diflerent pates ns pessible inthe Gme couch
allowws,

Cravmae: Shatk Atlacl

Setup 3 Islands, Divide players onto the 3 Tskands. Each player with a
ball. Coacly starts as the sharle in the miaddle of the ocean, 'Uhe shark
hiolda 2 cone an hsfer head, or ands to desipnate a shack (n, so
evervone knows ihey are the shark. When Coach shouts “shark atrack™
the players have to swimn (doibble) their ballz (o cither of 1he ather 2
isTamels, The shark attempls to kick soccer balls away. Any saceer balls
kicked away, then that player also becomes a shark, Play until 1 person
left, whn hecomes the new shark for the noxt game,

Toaching paints; Flavers huve (o respond to the defenders movements
and keop possession ol the ball. A loF less stntic and more game bike
Thaax the ahove relay races.
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WEEKS 3 + 4: BASIC PASSING

WARM - UPS: 10 - 15 MINS,

straight line are the winne

WATER BREAN:

T5.

TRCHNIQUT: IR - 15 MINS.

Wartious 2

.
2%

A "‘—LB "'1-"'-""‘ —
- o _.‘ L
Yarions 3
1 e — T 3
4

GAMES 1: 10 - 1S MINS.

0000000

D e
..... . -

T ."'.__X L
O

WATER BREAK:

GAMIS 28 10 - 15 MINS,

e

tepead 3 titnes,

RRLLTTTTO

X

-+

. A passes, B stops and pasacs back when A calls his name. After

T ITL

TEAM GAMES,

Zig Zap. ITave 3 reatng of 4. Scénp ahout 5 cones per team.
players in toen zig zag throwgl cones vsing fool and surface
enach has atated, When all have been 1st ieam sitting down in

Pass aned Stop, Tnopaies players ave Jwds aparl, Player 10X)

paszes and player 2020) stops hall, Player 2 mns hactowards and
player lrune Lorwards o pass ball again. Repeat for lenpth of field
Lhen retum wilth player tolea switched,

Gall. Sctup a serics of cones 2 yds apart aroond feld. Playvers
have to pazs ball throuph fhe course with 1he least smount af
lwuches possible.

VARICGHUE.

1. Tn pavirs approa. 5 wids apart players pass back and forth,
GIVE GOOD DEMO OF TRCTINIQUIE. Emphastue slopping
hall 1st,

2. Tn ¥z approx. 3 yis aparl wilh 2 balls. A passes 1o B T3
stops ball and passes haele, then Tums to face C, who passes
in. Repcat and rotatc player B,

3. Wnmbers. In pairs, | ball, 4 cones i crosa shape. A ds

vy bolinm cone and passcs Lo B in center of cross. When he
passes shouts a 1,2 3.4 B stops pugses back and then rons
o douch 1hat cane, When A shouts 1 playems change posilion
afler passcs.

4. 3 sruares. Have 2 pait in cach sguare, with 1 ball per
pait, Players move around jnside theie square, on eommand
1ass in their pardner. Repeal. Eiophasize movement and
Toanlcing g,

RRITTSH BULLDOGS.

Setnp Tslamd like TMNG (Weekt 1) Ilave players start at one end wilh
all the hialls lined up olong Uie {wo sides, Ceach slavts as B3T3,

On cormand players lines 1o man o ather end of [sland,

dadginy balls that 183 ds passing in. T hichelow kmee they

Leconte @ 313, Reset all the balls and ropeat t1] cwverynne hil,

Winner staris as BB {or next gome.

Elvis P'resley.
Divide inte pairs and place appeox. 5 - 10 ywds from each ather.
Plaver A las ball - Paver I muat call A's name before A pinsscs.

passing B torns and nns to cane apprax. 15 s sy, O rodun
they repeat. Repead 3 times and on final rotorm players de Elvis

ghale, 10 ghow ey are finished, New mame A and I swap rofes.

Passing Circle. Set np 2 circles. Player A 15 it cenler and other
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WEEKS 3 + 4: BASIC PASSING

players have to pass tn ome another. Player A has to oy and
intercepr, A1l players have a go as A How many passes can be
mmaele wilhowt A touching ball,

WATTR BREAI: RECAT: (GAME, PRTP: Usc (his limc io recap praclice and o prepare for praclice.

GAMIE: 15 - 20 MINAS.
Play 4 vs. 4 Do not use GKs

SEE ADDITONAL PASSING GAMES: USING A SIMILAR STRTUCTURE TO THIS
PRACTICE, YOU CAN CREATE SEVERAL MORT PASSING BASED PRACTICES.
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ADDITIONAL PASSING GAMES

e
T AN
PARPE.

A R

Giame: Soccer Lowling

Scl up several comes as ping. Arrange players in a circle arennd the pins
and have cach player altompt 2 pagsca to koock as many pins down s
pnsathlc,

Crmme: Soccer Golf

Setup a goll conrse similar to the skiing course using pales ag the holes,
Have plasers pass their Ball through the gades in the order you
destonate. Players count their nnmbcr of passes. The lewest seore wins.
Teaching prints: A varicty of paszing twohniqoes, short, anpled, long.
Warintinn; have players desizn the course, o use obsincles such as
trees, pareis that plagyers have (o pass aroand,

Curne: Tonnel Game

Tn pairs players bave a ball. T plager atands with hisher Togs shoulder
width apart. Player trics Ly pass ball fheough the Teps, They take il in
s to try and score pointa,

Scoring: 3 pts 10 it goes Throngh without touchine, 2pts 1116 teehes o
leg and still goes trongh, 101 bits leg e doesn't po through, 0pL if
tigzes,

Fropression: As ball gocs through leps the el player, tras aud mns
umel] veceives it dribbles bacl iowards parioer and pazaes. The partner
moves to.det te ball pass throwgh logs, tums and mons to eeceive i
Teaching point: Por the progression it pets the roceiver ingo geling their
hady belind the ball,

{Famne: Stuck o the tond.,

Trn a grid aboul 20 by 240, players are dribhling their soceer balls, Have 2
or 3 players as Swarrm Maonsters antside the prid with a ball each, On
g™ the swamp monstees dribbte their balls inte the prid and atemgt (o
hit players an the kaces and helow or soccer ball, 10 a player pets Tut, or
lenves the rrid, they arc stock in the tmed and they picl the Ball up anrd
lield il on their head, and stand with leea apaul, Qiher players may
release them by passing Uaeit ball Orongh 1he stuck players feps, Raotate
throngl (e feam as Swamp monglers and see who can get the most
people 2luck,

Teaching Paints: Good passing technigue, passing o where a player is
runming, good cantrol, trming and changing of direction technigue For
fhe players in the swamp.
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WEEK 5: CONTROL AND TURNING

WARNM UPS: 10 - 15 MINS.

ADCR P A

= Repeat thm team

WATER BREATG

TECHNIQUE: 20 - 25 MINS,

A T
B g LT
C g
o) d
n

WATER DREAN:

GANIS 1: L5- 20 MINS,

PASSING GAMES.

Wall pame. Sctup 2 ar 3 teama. Player A is 5- 10 yds from gronp. A i3
the Wall. Each player passes to the Wall. When it comes back

ke staps t, and then goes to end af line. All plagers pass ta wall,

then player B heearncs wall, All players have tom as wall, When

B, C, and D have turn as Wall team is finished and zit down in line.
Recap, RATT GYMNASTICS.

COFRVIR MOVES. (ALSO SEE MOVES APTENTHX)

LAk 4
1. rall 1.1all
2. ot { inside and owtside ) 2. cut { inride and ontside )
3. Cryull 3. Cryuff
4. Bames 4. Bames
5, Step 1and 2
0. Seisans,

Roll: Rall backwards with selc ef shac.

ot Cl. acrnas hndy with inside, Tl willn endside,

Cryuff, Mt standing leg aleagaide hall, T.oolk to shoot, then tum
foot fvwards and drag ball hack hehingd stonding foot with
inzide of other ool

3arnes: Srep over hall wilh ovtside of ane foot { TITNGE 3, then
psh hall forwards witls ontside af ather foat,

Step 1 Take apass with maside of fool, Lot siep over ball and cut

ball hack with oulside of same foat,

Step 20 Opposite as ghove, Slep over wifh antside, ot with inside.

Seizsors: A= with Step 1, bul cul ball back with inside of other

friot.

Turning, Adlew approx. 5 mits of freadom, T half ficld get them
moving with the ball ioying new fricks |, mowves, or cocTvers,

1V. 1°5

Selup, Squate with 1 pair per side, 1 ball per pair. A and B face
each other ahmst 1 yd. aparl. A has hall and B {5 shadow, Tt 35 ol
allewed o steal hall. A must 10y and stop ball iy 1 of the cones
while ‘losing” B. Start wilhont ball w0 pet the idea of hody
movcment.

Frphasize upper body movement, ehange of direstion and speed.
Foeppawary, Sctnp, 3 squates, 2 pairs per aquave, 1 ball pur pair,
Mayer A has Lo try and keop ball away feom I And © away from
D, When player lonses ball, or when coach gives command,
whichever 1s first, players swilch rales,

ATER RREAK: RTCAP: GAME PRED: I Space Lime, recap Caerver mioved.

Use thig time 10 recap practice, and 1o organize for fhe game.

GAME: 20 MIN.
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WARRT L 10 M NS,

TECTINTQUE: 10 - 15 MINS.

GAMIES 1: 20 MINS.

Hurmhers gime.

WEEK 6: SHOOTING

A S - S
&
@ v COACH
o L9

T GROUTS.
Coerver: Hall the gromp practice coerver moves in balf ficld,
Juggline: Other half practice juggling. Chanpe atter 5 - 7 mins,

STTOOTING.

Slriking with laces,

1. Circle aronnd coach. players sicin crab posilion. Try 1o kick back
_itra coaches hands, 2. This tine plasers are standing and drop hall onto
their foot. Same objective. 3. Same but in pairs approx. 5 wds apart, 4.
MNow drop ball and try and get through partners leps, 3. Ball on groend.
Partner appeax. 7 - 10yds away._ tey to get throngh Tegs. 6. Sct ap, Goal
ol 2 comes appros, 120 Tlayers cither side of goal approa.

Lrnphagize: Stake middlc ofhall, strike with center of Tool, keep

ankle solid, fex from hip and knee, focuz on hall only, he relaxed.

'ASS AND STEOOT.

Setup. 2 lines ol players facing goal on half way line, in linc with
poal pasis. Coach approw, 7 yeds fram players. Goal divided into 3.
Players pass to coach who passcs to side andfor forsards, Player
mins on and shoots to geal. U7 can dribble. have 1o shoot before

5 wda and airn for carners, 10 paints for corners, 3 peinis for conber,

NUMBERS.

Helup, 4 pponps of players. Each gromp is tumbered 1 o 2.
{Crach on center spol with afl balla,

Play. Coach calls f and groups A play I, and B play C, in ¢ach half,
Player wheae # 15 called trics to score, without going inlo arc.
Propression, Call 2 or 3 s .

{ SLL: DIAGRAM, )

WATTR BREAK: RECAP: GAME PRETP: Use this time to recap, mod orpanize for game.

GAME: 20 MIN.
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WEEK 7: TEAM WORK

WARM TP 10 - 15 MINS.

ahnve.,

TECHMNIQTL: 10 - 15 MIN3.

CrANE 12 TH- 15 MINS,

Lnnland ws. America

WATER BREAI: GAME PRET:

+

Fayemidddddnnnnpp =it

TRAM GAMFS.

Sctnp, 2 teams of 6 or 3 teams o4, & cones in line approx. Sydy

apatl,

1. Passing, Wall Game, { soc week 3 W-np,)

2, Tunnel ball. 1st player rells ball fhrongh evervone's lags, Tnd
persomn picks ball up tans to font and repeals. repeat through
team. Sit down in Tine when fnished.

3 Overunder, 1st passes aver head, next nnder lens, repeal as

4. Dwilihling. drihhle through cones, Repeal az above,
Litnphasize: Team work, co-nrdination.

WAlLL PASS.

Set up, fame a8 Shoot and save ( weel 5 bat nse full ficld, and
eoach is in center circle, Ealls in goals,

Tlay. Similar as shoot and save hot player &5 served ball by Gk,
Tiribbles Morwards amd passca 1o coach, Coach wall pasacs hack,
and player nms on dobbles aod shoots, GE serves his Tine, gocs to
and of linc nnd s teplaced in goal by the 1st shooter.

Propression. Use player for the wall pass, Ton’t driblle on remim
Tass.

ENGLAND ¥5, ANMERICA.

Sol up, Half [eld. Thvide: inle 2 gromps. Tut cones on comers.
Toarns et upy on balf way on opposiie sides facing opposite goals,
Mayers an cach team given s 1 thr 6

Play. Coach calls a # ancl serves hall into ficld. The players wilh
that # mun areund corner cone, and goal and cnter f1cld e 1y and
scorc againsl idher eam's player,

Mropression, Call 2, 3 of mare #°5 at once. Introdece teammwarl,
Set conditiony. 1.6, lave foomale a pass. che.

GAME 2: 16 - 15 MINS. TLAYERS CHOICE.
Recap the majer skills developed over e weeks, Allow playeors io
chooae fryorite gume 0T gates.

Oppnnize for game.

GAME: 20 MIN .

Altow free play. Fincourage team work.
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WEEK 8: SEASON FINALE

This is a fun end of season finale. Play a series of 4 ¥
20 niin games, with 5 min water breaks hetween game,
or some of the players favorite games. A final game of
Parents Vs. Players can be played. This can be followed
by presentations of participation certificates to all
players.
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