U8-U9 Curriculum

Session Planner

PRINCIPLE: |DRIBBLING - 1v1to Finish TEAM: us/u9 COACH: DATE:
TRAINING OBJECTIVES:
TECHNICAL: TACTICAL: MENTAL: PHYSICAL:
DEVELOPINDIVIDUAL SKILL ||DEVELOPCHANGE OF SPEED ||[CONFIDENCE.MOTIVATION. CHANGE OF SPEED,

AND CREATIVITY / FINISHING
TECHNIQUE.

AND DIRECTIONTO CREATE
SPACETO FINISH.

CREATIVITY.

DIRECTION,STRENGTH.

I!!i;}iailWarmUp I

COACHING POINTS

WORK TO REST RATIO: |15 mins.

DIMENSIONS: 30x 25yards.

Closecontrol,headup, foot positionwhendribbling.
Changeof directionandspeed.
Creativity,confidenceo try newskills.
Awarenes®f defender space.

INSTRUCTIONS/RULES

oliCTETN

Ball Mastery- work throughindividual dribbling, ball skills thatareapply
to finishingi.e. inside/outsidefake/take scissors.

Knock Out- Playersgeta pointfor everygatetheydribblethrough,2
defendersttemptto tagballs,if their ball getstaggedthenplayeris
knockedout of areamustperform10 toetapsor 5 juggleson outsideof
areabeforere-enteringhearea.

How canyou makeskill moverealisticand
moredeceptive?

DIAGRAM

Ii !i;]igﬂ ExplorationGame I

COACHING POINTS

15mins.5 x 2:30mins: 30 secrest.

WORK TO REST RATIO:

DIMENSIONS: 30x 25yards.

Awarenes®f spaceanddefender.

Changeof speedanddirectionto createscoringopportunity.
Finishingtechnique- powervs placement creativityand
variety.

INSTRUCTIONS/RULES

TS

Setup with 4 goalsandkeepersthreeboxeswith balls,3 attackersand
3 floating defenders.

Attackersgetball from any squareandcandribble andattackanygoal.
Defenderhavefree movementndattemptto stealball andreturnto
squares.

Rotaterolesevery3 mins.

How canyou usethe multiple goalsto your
advantage®answ.asadecoyfor changeof direction)

DIAGRAM

Ii !iu EE i! ExecutionGame I

COACHING POINTS

15mins.5 x 2 mins: 1 min rest

WORK TO REST RATIO:

DIMENSIONS: Two 15x 25yardfields.

Quality of first touch.

Engagedefender.

Changeof speedo drawin pressurandbeatpressure.
Changeof direction.

Decisionmaking- whendo you haveenoughspaceto finish?
Finishingtechniqueandvariations.

INSTRUCTIONS/RULES

TS

Setuptwo fields. Play1v1to goal.

ACTIVITY 1: Defendempasse®utto attackingplayerwho attackslvl and
attemptgo score.lf defendewins ball the cancounterto oppositegoal.
ACTIVITY 2: Attackerdribblesin from side,defendestartsin middle, attacker
canscoreon eithergoal.|f defendewins ball the cancounterto oppositegoal.
Add competition- who canscoremostin 2 minsetc.

How canyou unbalance¢he defender?

DIAGRAM

Ii !iuaa!:l AutonomousGame I

COACHING POINTS

15mins.3 x 4 min games1 min rest

WORK TO REST RATIO:

DIMENSIONS:

Two 15x 25yardfield

Creativemindset.

Be positivein 1v1- commitdefender.

Decisionmaking- whendo you haveenoughspaceto shoot,
whento go1vletc.

Be creativewith finishing variations.

INSTRUCTIONS/RULES

liCTTTEN

Play"world cup"tournamentteamsof 3 or play 2v2
+neutralif needed.
roundrobin games3 pointfor win / 1 pointfor tie.

How canyou createspaceto go 1v1to finish?

DIAGRAM




	Blank Page

	Text Field 1: DRIBBLING - 1v1 to Finish
	Text Field 2: U8/U9
	Text Field 3: 
	Text Field 4: 
	Text Field 5: DEVELOP INDIVIDUAL SKILL AND CREATIVITY / FINISHING TECHNIQUE.
	Text Field 6: DEVELOP CHANGE OF SPEED AND DIRECTION TO CREATE SPACE TO FINISH.
	Text Field 7: CONFIDENCE. MOTIVATION. CREATIVITY.

	Text Field 8: CHANGE OF SPEED, DIRECTION, STRENGTH.

	Button 1: 
	Text Field 11: Close control, head up, foot position when dribbling.
Change of direction and speed.
Creativity, confidence to try new skills. 
Awareness of defender / space. 
	Text Field 12: How can you make skill move realistic and more deceptive? 


	Text Field 9: 15 mins. 
	Text Field 10: 30 x 25 yards. 
	Text Field 13: Ball Mastery - work through individual dribbling, ball skills that are apply to finishing i.e. inside/outside, fake/take, scissors.
Knock Out - Players get a point for every gate they dribble through, 2 defenders attempt to tag balls, if their ball gets tagged, then player is knocked out of area, must perform 10 toe taps or 5 juggles on outside of area before re-entering the area.
	Combo Box 1: [Warm Up]
	Button 2: 
	Text Field 15: Awareness of space and defender.
Change of speed and direction to create scoring opportunity. 
Finishing technique - power vs placement / creativity and variety. 
	Text Field 16: How can you use the multiple goals to your advantage? (answ. as a decoy for change of direction)



	Text Field 18: 30 x 25 yards. 
	Text Field 19: Set up with 4 goals and keepers, three boxes with balls, 3 attackers and 3 floating defenders.
Attackers get ball from any square and can dribble and attack any goal.
Defenders have free movement and attempt to steal ball and return to squares.
Rotate roles every 3 mins.
	Combo Box 2: [Exploration Game]
	Button 3: 
	Text Field 20: Quality of first touch.
Engage defender. 
Change of speed to draw in pressure and beat pressure.
Change of direction.
Decision making - when do you have enough space to finish?
Finishing technique and variations. 
	Text Field 21: How can you unbalance the defender?



	Text Field 24: Set up two fields. Play 1v1 to goal.
ACTIVITY 1: Defender passes out to attacking player who attacks 1v1 and attempts to score. If defender wins ball the can counter to opposite goal.
ACTIVITY 2: Attacker dribbles in from side, defender starts in middle, attacker can score on either goal. If defender wins ball the can counter to opposite goal.
Add competition - who can score most in 2 mins etc.
	Combo Box 3: [Execution Game]
	Button 4: 
	Text Field 25: Creative mindset.
Be positive in 1v1 - commit defender.
Decision making - when do you have enough space to shoot, when to go 1v1 etc. 
Be creative with finishing variations. 
	Text Field 26: How can you create space to go 1v1 to finish?



	Text Field 29: Play "world cup" tournament, teams of 3 or play 2v2+neutral if needed.
round robin games, 3 point for win / 1 point for tie. 


	Combo Box 4: [Autonomous Game]
	Text Field 30: 15 mins. 5 x 2:30 mins : 30 sec rest. 
	Text Field 31: Two 15 x 25 yard fields.
	Text Field 32: 15 mins. 5 x 2 mins : 1 min rest
	Text Field 33: Two 15 x 25 yard field
	Text Field 34: 15 mins. 3 x 4 min games :1 min rest


