SEATTLE UNITED

Session Planner

PRINCIPLE: PROGRESSIONCreatingNumericalSuperiority- RECEIVING ON THE MOVE / TO TURN TEAM: U12 CDAGH: DATE:

TRAINING OBJECTIVES:

TECHNICAL: TACTICAL: MENTAL: PHYSICAL:
DEVELOPRECEIVING TECHNIQUE | I DEVELOPMOVMENT TO TRUST.TEAM COHESION. MOBILITY. BALANCE.
ON THE MOVE AND TO TURN. SUPPORTAND CREATE CHANGE OF DIRECTION.

RECEIVETOWARDS SUPPORT. NUMERICAL SUPERIORITY.

I!!i;}iailWarmUp I

COACHING POINTS DIAGRAM

\WORK TO REST RATIO: |15- 30 minsdependingn sessioriength

DIMENSIDNS 30x20for dribbling/ Two 20x 15 gridsfor rondo

Quality of passingechnique- crisp,goodweight,accuracy.
Receiveto turn - sidewayson, checkshoulderawarenesgpuchto
space.

Receiveonthemove- weightof touchinto space/

Cushionor redirectball whenreceiving.

Movementto createanglesandto support/ createnumbersup.

INSTRUCTIONS/RULES

liCTETN

WarmUp/ Technical:

Part1: Individual dribbling, work throughfoot patternsteachfollowing skill
moves:StepOver/ Scissord L-Turn/ Cruyff Turn. Add in juggling challenges.
Part2: TransitionalRondo:Teamkeepspossessiodv2 (or 6v2 etc), if defenders
win ball, passacrosgo teammates shift acrossandopposingeamsendswo
defendersEverypass= 1 point.

Whatshouldyou belooking for before
receiving?

Ii !i;]igﬂ ExplorationGame I

COACHING POINTS DIAGRAM

WORK TO REST RATIO: [20 mins.4 x 4 mins:1 min rest

Pasdo feetif playerdoesn'gavemuchspacePasgo spaceif playeris onthe move|
into space.

DIMENSIONS: 40x 30yardarea4x4 yardboxes

Decisic ingwhenreceiving- whetherto turn, receiveinto spaceetc.
Movementto supportplayer- readthe cues- whereis the spacewhereis the
directionof the 1sttouch,whereis the pressure.

Createnumericalsuperiorityvia movementdirectionof first touch,receivingaway
from pressurgowardsspaceandsupport.

INSTRUCTIONS/RULES

TS

Play5v5 or 5v5+2Neutral(adjust.to suit)

Setupwith 4 4x4 yardboxesin cornersof areaanda5x5 trianglein center.

Gamel: Teamsscorea pointby teammateeceivinga passin any squareor centraltriangle.
Game2: Teamsscore2 pointsby passinghroughcentraltriangleto teammateAnd 1 point
for passto teammatén a squareReceivingplayermustthenconnecnextpass.

Game3: Teamsscoreby passinghroughtriangleto teammateon therun, andby passing
into squareto teammatéut ball mustleavea differentsideof the squareeithervia dribble or
pass.

Wheredo you wantto receiveball towards?
Whatshouldthe passebe doingasball is moving?

Ii !iu EE i! ExecutionGame I

\WORK TO REST RATIO: [20 mins.7 x 2 mins:1 min rest

DIMENSIONS: 20x 15yardY shapes

Visual andverbalcommunication wheredo you wanttheball??
Quiality of passingechnique crisppassto feet,weightedpassto
space.

Cushionball whenreceivingor redirectto space.

Be sidewaysonwhenreceivingandturning.

INSTRUCTIONS/RULES

lCTETS

Setupin two working groups Work throughbelowvariationsdependingn
ability level.

1- A passeso B, who checksto andturnsandpasseso D onthemove,who
receivesandpasseso E. Eachplayerfollows their pass Patternstartsagainfrom
E andwork oppositeside.

2 - A passeso B, who checkgto andturnsandpasseso C, who passeso D on
themove,who passeso E. Restariandwork oppositeside.

Whenshouldyou passto feetandwhenshould
you passo space?
Whatarethe differentwaysto communicate?

Ii !iuaa!:l AutonomousGame I

COACHING POINTS DIAGRAM

WORK TO REST RATIO: |20 mins.3 x 6 mins: 1 min rest]

DIMENSIDNS 40x 30yardarea(adjustto suit spaceavailable)

Decisionmaking- whento passto feetvs whento passto space.
Visual andverbalcommunicatiorr wheredo you wanttheball??
Checksurrounding$eforereceiving.

Placemenbf passandmovemento supportto enablenumerical
superiority.

Angle anddistanceof movement.

INSTRUCTIONS/RULES

lCTTTTS

Setupfield in thirds. Setup with a GK-2-2-1or 3-2-1dependingn numbers
Gamel: Teamnotin possessiomuststayin their thirds,teamin possession
canadvancehroughthirds, but mustbevia a passandmove- can'tadvance
throughon thedribble.

Game2: Freeplay andmovemenfor all players But goalsscoredvia apass
andmovethroughtwo or threethirdscountdouble.

How canyou createnumerical
superioritywhenyou receivethe ball?

SESSION BY DANIEL LOCK, PROPERTY OF SOUNDERS FC

COACHING POINTS DIAGRAM
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