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The FUNdamental Stage—to understand how best to
approach U6 players, you must first understand who
you are coaching. When you consider the following

U6 ACTIVITIES

characteristics of U6 players, planning activities
becomes easier.

General Characteristics of the U-6 Age Group

Catching skills not yet developed

Constantly in motion—love to run, jump, roll and climb

Eye-hand and/or eye-foot coordination is primitive at best—not ready for bouncing or
flighted balls

No sense of pace—go flat out

Physical coordination is immature—can balance on dominant foot
Controlling the ball is a complex task

Prefer large soft balls and foam balls

Only understand simple rules

Individually oriented (me, my, mine)—little or no concern for team activities
Believes in Santa Claus, but will not discuss with peers—lofty imagination
Physical and psychological development of boys and girls are quite similar
Psychologically, easily bruised—need generous praise

Short attention span—tends to one task at a time

Limited understanding of time and space

Typical U-6 Training Session This table shows the
. Should not exceed 45 minutes appropriate ball-to-player
. Every child should have a ball ratio for practices with
. Free play or a warm-up, including players U6 thru U12
movement education challenges and
soccernastics—approximately 15 minutes Age Ratio
« Game-like activities, mostly body U6 11
awareness and maze games— - .
. . us 1:1upto 1:2
approximately 15 minutes
u10 1:1 up to 1:4

Finish with a 3v3 game with two goals, no
goalkeepers—approximately 15 minutes uU12 1:1upto 1:6




Warm-Up Lesson PLan: Us COarRDINATION

“T Can Do-Can U?"

Players are all inside a little
area. Coach starts off by
saying "I can do something
without a ball-can u?". Then
the coach performs a simple
motion like hopping on one
foot, walking and clapping
hands in front and behind,
walking and clamping hands be-
tween legs.

Then the coach says "I can do
something with a ball can you?" u il ke s L)
The coach then asks the group "Who can show Can they walk like a crab or a giant?

us something we can all try with a ball?" Can players come up with creative ways fo move?

1st Activity

“Shapes”

All players are ina grid.
They dribble the ball around
inside the grid. A coach will
yell a shape. When a shape is
called, dribble the ball and
"paint” the shape.

“What parts of the feet
can we use to move the
ball?" (outside, inside)

So, if circle is called they have to
dribble the ball around in a circle.
Call triangles, diamonds, McDonald's
arch, etc. Let them come up with
their own shapes while dribbling
a ball.

2nd Activity

3v3 endline soccer

Set up a 15 yd x 20 yd grid. Divide 5%
the players into two teams. Play 3v3

with no goalkeepers on the field.

A team scores by dribbling the ball or kicking
the ball over their designated end line. Balls
are served in one at a time by the coach who
is positioned outside the field at midfield.
Coaches can serve more than two balls to
spread out the groups and abilities.

Game
3v3 Game

Set up a 15 yd x 20 yd grid.

Divide the players info two feams.

Play 3v3 with no goalkeepers on the field.

A team scores by dribbling the ball or kicking 4 ] ; ; e

the ball over their designated goal. Balls are served = : = USYDUTH
in one at a time by the coach who is positioned outside &9 SRR A Sﬂﬁﬂfﬁ
the field at midfield. After a bit, tell them that "The boss is taking a break” an
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Lesson PLan: Ue-us mavemenTt

_'__-—. w

30x20-yard area
Players move freely in the area w/o
the ball

Coach is named Goofy

Players do what Goofy says

ADD VARIATIONS:
CHANGE DIRECTION, BACKWARDS,
ETC.

7D\ :
12 "ﬁ',»w
Set up 6 o 8 one-yard gates within a
20x30-yard area

Coach demos log roll to players. On
command, players perform log roll and ‘
back up and jog. On command, players
jump up high off two feet, then jog. On
command, players jump up high off one ‘

foot, then jog. On command, players
run fast for 3 seconds (coach counts
out), then jog. On command, they per-

form all tasks in a row. ‘

MOVEMENT EDUCATION:
JUMPING, ROLLING, CHANGE OF PACE

ﬂ

Coach asks players to collect as many ‘
strawberries as they can by dribbling their ball
through a gate, bending down to scoop the ‘
strawberries. Next, the players must step on
the ball and pull it back, because the road is
closed on other side. Next, step on ball, do a ‘
front roll turn, and run back through with ball.
Use your imagination. ‘
U8 can take a few balls away; now must get

ball to get strawberries.
Y

Players line up on end line (their pond,

which has no more food). The coach ‘

(fisherman) is in the middle. The players
attempt fo run across the lake to the ‘

other pond that has more fish food.

Fisherman attempts fo tag players (fish);
they become fisherman if tagged. Pro- ‘

gress to players dribbling across. Fisher-

man must clear ball over any line (so fish

could win it back if lose ball).

4! rs

All players with a ball

MORE MOVEMENT EDUCATION
FAMILIARITY WITH THE BALL
EYE-FOOT COORDINATION,
AWARENESS.

20 yards wide x 30 yards long
Players w/o a ball

Coach is the fisherman
Players are the fish
DIRECTIONAL PLAY, CHANGE OF
SPEED AND DIRECTION.
LEARNING TO RUN WITH THE BALL,
KEEP THE BALL, TAKE THE BALL ..

O o b o8

20 yards wide x 30 yards long
(beginning in the middle of the side-
line). Players line up on both sides
of the coach.

Balls are at coach’s feet.

EMPHASIS ON AGILITY SKILLS:
STOPPING, STARTING, AND CHANGING
DIRECTIONS.

= |
LEARNING TO COMPETE! |
DRIBBLING VS. AN OPPONNET

Coach explains to teams which direction ‘

they are going. Also explains if the other
player has the ball, ry to take it away and
score on their goal. First player in each line ‘

goes after ball and tries to score when .
coach sends ball into play. Can have many of ‘
them at the same time. If they score, both

come back to coach and gef ready to go

again. Progress fo 2 vs 2. -

—

www.barkeycreative.com

LET THEM PLAY!. ; ; :
All facets of the game

3(4) players enter field and play against 3(4) L i come into play -
others to goals. If ball goes out of play the e ‘ 2 g Many chances to fouch o
coach simply serves another ball into play. S A the ball in fun, fast- .
When all the balls are gone make subs and PRI paced game -
have the players collect the balls for you to +/Makes children think
have by your side to serve info next game e : L _ fast, as a new ball .
P S AN is played in, -




UE LeSSon PLaN
1st Activity (warm-up) il

Players run around area at
random, coach calls out a
group of players, or a player,
who then become hunters.
Who can tag the most players ina
minute? Identifiers can be: hair
color, t-shirt color, sock colors,
letter of name, etc.

2nd ActivityDOG AND MASTE
TORE | T o Each player (master) dribbles their

" ' ball (dog). The coach calls out various
commands: keep him on a short leash,
dog runs away - then cafch it, master
strokes dog, master jogs with dog,
masters swap dogs, etc.

Introduce: tall cones as trees (stay
away from trees); an evil dog cafcher
who kicks the ball out of the park
(players have to see the park ranger
(coach) to get back into the park)

Progressions: Everyone has a
ball; players dribble and “hunt"
while keeping the ball close.

“TIGERS IN THE JUNGLE" 3rd Activity
Each child chooses to be a type of animal
that lives in the jungle and makes the sound
of that animal, only tigers are not allowed.
The tiger is most feared and kicks the ball.
out of the jungle into the swamp. If a ball is
kicked into the swamp, the animals must
bring it back, but must stand with legs apart
and ball in air. When another animal dribbles
though their legs, they are free to play
again.

NEW MEXICO
YOUTH SOCCER

Progressions: Animals dribble only using left
foot, outside of the foot, etc.

TWO Teams oF egual NUMBEeR STann aT eacH eno
GE a2 2= X 18 area. Glve eacH PLaYeRr a pisney
*DISNEY GAME" CH2RACTER Name (MaKe SURE THeRe IS 8 MaTCh-
NG CHaRacTeR aT eacH ennl.coacH sendsina
BsaLL 2nD CaLLS OUT WHICH PLAYSRS aRe T PLAY.
Phase Two: After players play for a number of goals, minutes or until
the balls goes out, the players return to their starting spots.
Progressions: Two names for 2 v 2. With older players ry calling out fwo different
names. (First name from one end, second name from other)

Don't be afraid to play more than one 1v1at a timel

5th Activity (the game) 2v20R3V3

"LET THE PLAYERS
PLAYI" &

ISy auTH
SOCGER

www.barkeycreative.com




| eeedll PLAlFUG IS aLalls
1st Activity "Goofy Stop"

All players have a ball.
They aII dribble around

w en the coach says
sToF hey have to stop the -
ball with the bottom of their

fooT and make a funny/goofy pose.

’71 2ach player has a ball and dmbbles

3 the ball As
( 17 call out Ir“bo part" fgrc'?ﬁg plxyers

to stop the ball with.

4th Activity3v3 Game-no goalkeepers .

5 B
1 N




AL 1 D2deir) ALArE Us dRi@sLnE H230 UPY

WARM UP: 5 ecricval Activity,

Each player gives their ball 4

ek up Pt
i run DACKs

CK up ball and

to the coach. The coach b E‘J}F«}ﬁi
tosses the ball out for e3 f and dribbe

player to collect and
brmg.back.

e

Fhi g
-

Z 2'1 Iﬁﬂ“ﬂ Maze Game ‘Red Light-Green Light” &

%p :'a:: :s c:r:.l:n L Progress to the coach holding
snv: “G nv.-m;l "all either a Green or Red cone,
players dribble towel, t-shirt, etc...

their

ball...

The coach now doesn’t say anything, simply
holds up a color and the players must look
up and react...

When the coach
says, “[led " all players
stop the ball with the
bottem of the foot.

SRDACTINITY: ircction Game
# Tfﬂffi‘” All players on the goal line. They
must dribble from one line to the other.

on Green, and stop on Red! i
If a ball is not stopped, then

the last
player..

-shirt, cane, towel, etc.

Again, progress to the coach raising a colore
ch’s instruction /1) avoid

"\ The plavers must look up and react to the coa

OULE L BE FROM YOU? (Close enough s0 that you can control tﬂ)
: POTHOLE? (So that you don't get a flatl) - '




LessOn PLaN; US STRIKING THE BaLL

Warm-Up *Network"”

%n'rz."so ucrl'::\:.lfrlt.r‘?tl e|§°'°"‘

Ps“]‘iq "#lili‘ alfom

or cone o
OOPCO €.

'ro p yrs N
af T elrl"gcgll'c‘nr (

1st Game  “Moving Goal"

Every player has a ball.

Two adults hold a *pool noodle®
by each end.

Players with the ball follow the
coaches around and strike the ball
between the adults and below
the “pool noodle”.

Adults walk around to
encourage the players

to run and strike

the ball

2nd Game  "3v3"  (Nogoalkeepers)

Two goals are placed on the ends.

Two teams of 3. Each team is attacking
a goal and defending a goal

Coach has a collection of balls and

is the "boss”.

Coach will always make sure that

there are always two balls in

play at a time.

Game "“3v3"  (Nogoalkeepers)

Play 3v3 game where a goal
is worth
"ONE MILLION" PQINTS!

¥
SPey 1ot ey

www.barkeycreative.com SIG(HA
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2 COACHING POINTS:

*Awareness
*Introduction
to striking the ball

NOTE:

DON'T WORRY
ABOUT MECHANICS
AT THIS AGE...

@ COACHING POINTS:

To spread out the players even more,
there could be more than one "moving"” goal.

Running with the ball:
Striking the ball-
Scoring goals-

FUNI

NEW MEXICO
YOUTH SOCCER

COACHING POINTS:
. *Scoring goals
*Concept of parallel play:
*Break up the groups with
multiple balls to get more
repetition.

@ COACHING POINTS:

Note:
n  3v3isreally 1against 5
| with U6's!

Let the players play!




Lesson PLaN; US DRIBBLING CHanGe oF DIReCTIon

All players in the middle without a ball. Four people (coaches and/or par-  The parents/coaches raise their arms
(on cue from coach) and when the players

ents each go on a side of the squgre.)
get close, put their arm down. Another

parent/coach then may raise their arm up.
The players must run towards the arm that
isup. Progress to all players dribbling to the

arm that is "up”.

“SCHOOL G
“GATES” . 2

Make gates inside the grid 3 yards apart.
You can even let the players do it for you.
Make at least one more gate than the amount of

players.

Players are instructed to dribble through |
as many gates as possible. "
After several rounds-add gate blockers in r\o
which players/coaches run and simply block a gate.
The player arriving at that gate has fo __“;%%
go To a new one. = (,-‘;F Cl

e f e

All players have a ball and line up on a line facing a direction.
The players are the Frogs.
The coach and several parents are in the middle. The coach is the alligator and parents are the "logs".
The “logs" walk back and forth and the "alligator” tries to tag the “frogs".
The “frogs” try and cross without the “alligator" tagging them.
The "frogs” can use the "logs” fo help them get across. If the "frogs” get next
to a "log” they are safe. If a"frog” gets tagged they are then next
to the "alligator” and help him/her.

LET THEM
PLAY!

UISYOUlE N
SOCGER. "

R¥, 2007

www.barkeycreative.com
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