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Session Planner

PRINCIPLE: UNBALANCING - Combiningto CreateandOverload:COMBINATION PLAY TO PENETRATE TEAM: U 11 CUACH: DATE:

TRAINING OBJECTIVES:

TECHNICAL: TACTICAL: MENTAL: PHYSICAL:
DEVELOPPASSING DEVELOPMOVEMENT TO COMMITMENT. TRUST. MOBILITY.
TWEE?SHITQUE- DECEPTION, OVERLOAD AND COMBINE.

I!!i;}iailWarmUp I
COACHING POINTS DIAGRAM

= |30mins (15 minsindividual skill k to start] Communicatior visualandverbal.
WURK TU REST RATIU | mins (15 minsindividual skill work to start) it
Weightandplacemenbf pass.
Movementandsupportingruns.

Angle anddistanceof rtingrun.
DIMENSIONS: 36 x 24yards Tﬁﬁdenir;nrﬂigggzl izl:?;\?elilr?gutﬂink astepahead.

ISTRUTO/RULES liCTETTN

et el Hongevprizertum oremalt=n-\Whatcanyou do to increasethe speedbf

Gamel: Teamsgeta point by working ball from onesideof areato the other, playermustreceiveon endline. Ball .

mustbepassedileastuice. v v « | [movementrom onesideof areato the other?
ame2: T peat but oneside

gallrw:e%(:her 3,1-4etc. i i uta

ball from

Ii !i;]igﬂ ExplorationGame I
COACHING POINTS DIAGRAM

WURK TU REST RATIU 20mins:4 x 4 mins: 1 min rest Engageandcommitdefendewia dribble.

Movementandsupportof 2ndattacker.
Movementto createspaceor unbalancelefenders.
Visual cuesof whento performgive andgo/ overlap/ takeoveretc.

DIMENSIDNS 18x 24 yardfields Placemenandtiming of pass.

INSTRUCTIONS/RULES AT 000

Setup two fields with puggoalsor smallgoals.Play 2v2, ball starts Whatarevisual cuesto performagive andgo?)

with defensivepair who passto attackersyho aim to combineand .
scorein smallgoal.If defendersvin ball they counterto oppositegoal. Whatarevisualcuesto performoverlap?

Rotaterolessoeveryonealternatebetweerattackersanddefenders.
Createcompetitionladder- winning pair moveup, losing pair move
downetc.

Ii !iuiai’ ExplorationGame I
COACHING POINTS DIAGRAM
. . [ ; Engageandcommitdefendewia dribble. % i
WURK Tu REST RATIU 20mins:4 x 4 mins:1 min rest Mo?/e?nemandsuppormf 2ndattacker.
Movementto createspaceor unbalancelefenders.
Visual cuesof whento performgive andgo/ overlap/ takeoveretc.

. Placemenandtiming of pass.
DIMENSIDNS 18x 24 yard fields Third manrun - think andseea stepahead.

INSTRUCTIONS/RULES m_

Setup two working groupseachon 18x24yardfield. Canplay 4v4 or 3v3 on eachfield.
Gamel.: Ball startswith bluesupporteveryonemustbein blue half of field, bluesplay 4v3 How canyou un balan CandStrEtChthe dEfense
andattemptto combineandplay runnerinto blackhalf who thenpasse®etweergateto
opposingeamsupportfor point. No defendercanfollow. Half way line is offsideline. All
playersshift acrosso oppositehalf andblackteamattemptto getacrosso otherside. If
defendingeamwin ball theyplay to opposingsupportfor point.

Game2: Teamsnow shootandscoreon goal,supportplayersbhecomekeepersOnedefender
cantrackrunner.

IE !i;laEi!:I AutonomousGame I
COACHING POINTS DIAGRAM

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

Movementto createspaceor unbalancelefenders.
Visual cuesof whento performgive andgo/ overlap/ takeoveretc.

Pl 1dtiming of pass.

Third - think and; tepahead.
DIMENSIDNS: 40 x 30 yards Angcmzn;ﬁ:ciplgl- ::n:freaatiz:mtﬁ,amobility, supportcreativity.
HSTRLCTINS RULE dCTETEN
Play6v6, with 3v2in eachhalf, with 3 defendersind2 attackers. Revisitvisualcues.
Gamel: Whenteamis notin possessioplayersmuststayin their Whatis importantaboutpassplacementvhen
halvesof thefield, teamin possessiohasfree movemenbnceball combining?

advanceso attackinghalf.
Game2/3: Freemovementenforceoffside andgoalsfrom combination
countas?2.
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