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1st ATTACKER

Attackers Must Commit the Defender

Date:    Fri, 4 Sep 1998

From:    Gary Rue

Attacking players must be trained to take the ball at a defender.  This may sound a little strange, but the attacker causes two defensive problems when the defender is attacked straight on.

First, the defender has no angle to ball and must either hold his ground or move backwards.  A defender is easier to beat head on than one who is pressuring from a slight angle.  It is especially important that the defender be attacked at speed.

Second, in a numbers down situation, the defender cannot continue to retreat and play both players.  At some point, he must commit to the dribbler or let him go by.  By committing the defender, this opens up the pass to the teammate, without coming under immediate pressure.  If the defender is not committed, the pass to the teammate will be met by quick defensive pressure.

1st Attacker Decision-Making Examples

Date:    Thu, 1 Oct 1998

From:   Richard Brown

1. When should a player look to back pass?

When he can't dribble or shoot or make a forward, or horizontal pass.  I did not add the angle pass, because sometimes in the opponents defensive third the better pass might be the back pass when in front of their goal.

2. When to look to make a blind side run (Pass)?

Look to blind side pass, when the defender is close to the receiver you want to pass to.

3. When is the best time to look to wall pass?

When the receiver has only one player to beat, in other words when there is no other defensive support.

4. When is the best time to take a defender on?

When you have only one or even two players to beat to score. Beat one player you can score. Taking on two players, beat the first then you have a choice. Take on the support player or when the support moves to you pass to your supporting offensive player if you have one. 

Unless you have an Italian coach, like I had. Always look to take on your defender, beat him;  their support player must come to you. This creates space for your teamates to exploit.

Date: Wed, 10 May 2000

From: John Seipp

>>Good teams will beat unsupported defenders on the dribble and will use passing to beat supported defenders by moving the ball away from the area of defensive support or by using combined play.<<

David makes one of the few rational contributions to this thread.  It sounds

like our philosophies are similar.  I teach my players if you look up and

see space, carry the ball at the defense.  If you look up and see one

defender unsupported, carry the ball at them and beat them off the dribble.

If you look up and see one or more defenders with close support, we are

attacking the wrong point, switch the field.  They learn that the most

important space on the field is that space behind their defender, because if

they can access that the defense must react, and that is our opportunity.

Exercises for Decision to Pass or Dribble

Date:    Thu, 6 Sep 2001

From:    Kyle O'Harra

I coach U10 girls and, as they are learning to dribble better, they are inclined to attempt dribbling by players. This is great and I encourage it in the attacking 1/2 to 1/3, but now the girls are trying to dribble through 2 or 3 opponents and often losing the ball. I like the rules of thumb that Gary (I think) posted a long while ago, but does anyone have any good age-appropriate exercises for making good decisions to pass or dribble, or is it just something I need to freeze play with during training sessions and show them why passing is the better option (or vice-versa)? Thanks in advance.

Date:    Thu, 6 Sep 2001

From: John Crouch

One of the key things is to hammer in understanding of 1st/2nd/3rd attackers -- beginning obviously with 1st and 2nd.

A simple little exercise with LOADS of "when to dribble/when to pass" coaching points laced in is a 2v1 channel towards goal.

                ooooooo^                ^               ^               ^          ____

                                        D1              D2              D3

                                                                                      GK

                ooooooo^                ^               ^               ^             ____

            ......... (balls)

Three 10x10 grids lined up towards goal  (size depends on ability/age). Each Defender (D1,D2,D3) responsible for his square in front of him ONLY.

* Defenders may not move off their backline until the duo enters their square.   (Defensive support session would allow this ... but that's another session ... we're focused on attack decision to pass/dribble.) * Defenders can NOT move backwards once the attacking duo has gone past the back line of each square.

** Exception:   As soon as the players understand the game, allow D3 (sweeper) to chase back and pressure all the way to goal.

Attackers attempt to negotiate each grid 2v1 finishing with a shot on goal. 

- When 2 attackers do NOT end in a shot on goal (lose the ball, go out of the channel, etc.) -- they owe 5 consequences (situps, pushups, knee-ups, whatever).

- If attacking duo SCORES, all Defenders and GK owe 10 consequences.

*** The FUNDAMENTAL coaching point here is for the 1st attacker (with ball) to always attempt to get the Defender committed to the ball,  then choose to dribble or pass based on what the defender gives.

2nd attacker shoould remain "available" wide in the same grid to "pull the defender apart"....give the defender too many choices to deal with. Optionally, the 2nd attacker can choose to make blind-side runs into the next grid, leaving more 1v1 space for the 1st attacker and providing blind-side penetrating options.

KEY AREAS to watch:

The direction 1st attacker takes --- should be to pull the defender out of the middle of square, creating space to dish the ball off.

The PACE of attack --- moving slowly/deliberately at the Defender causes them no pain or confusion ... the idea is to throw too many options at too fast a pace to keep track of.   Go AT the defender aggressively!

OVERPASSING --- don't pass to be pretty or to share ... hammer home the time to pass is when your pass will make a difference (once you've drawn the defender away and created time/space for the 2nd attacker to rec'v.)

*  again, this is not a possession exercise, but a session on attacking decisions -- in the large game, there are obviously other times to pass even when unpressured.

TOUCH -- keeping the ball close and quick to 'tease' the defender and give off last-second passes.

(Outside of the foot flick is a killer tool in this one.)

CLEVER -- depending on ability, players should become creative in getting through the channel:   running behind into next square, overlaps -- I've even seen long chips beyond the sweeper with a crashing 2nd attacker come into play and work!

Be sure to go to larger games and put these principles back in the game because this is a very focused and quite artificial setup for an important topic.

Date:    Thu, 6 Sep 2001

From:    Kyle O'Harra

Numbers down, dribble (includes screening).

Numbers up, pass.

One between you and shot, take him.

Midfield. Beat a man. Will it create numbers up? Is there protection behind you?

In the back, can I screen until a pass can be made?

In the back. Am I outside the danger funnel and do I know I have teammates behind me? Particularly good time to try a 1 v 1 when forwards are selling themselves to try and win it in your third. Frequently results in a breakout by permitting the ball handler to see a long through ball or run with the ball himself. Look at the pro games when that happens 5-10 yards outside the penalty box.

Date:    Thu, 6 Sep 2001

From:    Keith Morganstein

Play 2v1 as follows. Small field about 30 by 20 yards with small goals on the ends. Two teams of two players. One team starts with the ball and attacks from their end. The team without, has one player as defender and one as keeper. When the attacking team loses possession(or scores) they become defender and keeper and the other team attacks(immediate change without restart unless the ball goes out).then restart is by kick-in. This is always a 2v1situation(plus keeper). Lots of opportunity for decision making, combo play,

communication, and coaching.

Date:    Mon, 10 Sep 2001

From:    Dennis Mueller

The difficulty with "rules of thumb" is that they are not always the best

decision (if only because, the simple descriptions of the situations are

not complete enough).

For example, in a numbers up situation it depends upon many things (how much space the first attacker has, where on the field he is, the positioning of his teammates, the skill of his teammates, the quality of the outnumbered defenders, etc.) whether he should pass, dribble or shoot. Even with some pressure, if the attacker's teammates are not in good positions, it can be better simply to take on a defender and go at the goal rather than pass square or back to teammates who may be under less pressure since that often has the unintended result of slowing the play down and giving the defense time to reorganize and get more defenders back.  If on the other hand, a teammate is central, ahead of the ball (or at least just onside) and has no defender while the first attacker has a bit of pressure, making a pass can be the right thing.  Of course, if the first defender is not capable of stopping the dribble then the first attacker can beat the defender and with his teammate, now has a 2 v k (or 2 v 0 in other parts of the field).

1st Attacker - Riding the 1st Defender Tackle Challenge

Date:    Tue, 13 Apr 1999

From:    John Peachey

Soccer players can make an opponent pay for a physical challenge.  It's an old trick called riding the tackle.  Anticipate the challenge and at the very moment it comes lean into it just the littlest bit, best with the challenge side shoulder and the arm out and down.  At the same moment wrap your foot around the ball, let the challenge propel you (with the ball) and take a big step with the planting foot. Deceptively simple but devastating, especially in the 18 yd box.

Wrapping the foot is hyperbole....what I mean is to protect the ball and at the same time gain max control by putting as much of your foot as you can on the surface of the ball.  This is best done with the instep but can also be the laces or something else.  I've done it with my heel.  What you are doing is allowing the defender to shove you away from his challenge.  You end up prepared to move away while he/she is still recovering.  This is best used in tight space and as a quick reaction to an all out charge.  It takes practice, lots of it - it's a professional move.  Watch carefully and you'll see it done at the international level, again.. usually in the18 yd box.

1st Attacker Shielding/Maintaining Possession with Back to the Defender

Date:    Fri, 13 Oct 2000

From:    Bill Andrews

One of the best and simplest shielding drills I have ever used was shown to me by one of my British friends during a summer camp.  Basically a 15 X 15 grid is laid out with player at each corner marker.  Only 2 of the 4 players at each corner have a ball.  2 players are inside the grid.  One player is designated as an attacker and the other a defender.  The attacker in the middle has to get open and receive a ball from one of 2 corner players with a ball.  The attacker must maintain possession and find one of the 2 remaining players without a ball and pass the ball to one of these outside players. (The attacker may not play the ball back to the corner player that has just played the ball in.)

If the defender wins the ball, they must play the ball back to one of the outside players.  This is a simple put effective way to improve shielding while creating attacking runs to get open.  Including blind side runs, ½ combinations, wall passes, checking wide runs etc.  It’s also excellent in improving the players ability to find open players while shielding the ball.

Just a little caution.  This is very tiring.  Change the attacker and defender after a minute and then alternate the outside players.  Add the competitiveness by having teams of 3. After everyone has gone, add up the score.  A point for every successful pass made to an outside player.

Use of the Body and Arms to Hold Off a Defender

Date:    Mon, 26 Apr 1999

From:    Terry Gaynor

I am trying to teach players to legally use their body on defense.  Shoulder to shoulder charges to take someone off the ball for example. Shoulder to shoulder

blade charges from behind when someone is shielding the ball both are as far as I know legal.

We frequently play teams who will obstruct progress to the ball by holding their arm away from their body and making contact with their upper arm.  They are not

neccessarily pushing off, they just establish position against our players and slow their progress.

I have hesitated teaching this to players since I am unsure of the legality of it.  I rarely see anything called however and my kids are getting so upset about their impression of a foul (being impeded) that they sometimes emotionally take themselves out of the game (another topic completely!).

Obviously the legal charges need to be taught and any input from the list would be appreciated.  Is using your upper arm legal?  Should it be mentioned to kids

as kind a 'professional foul'?  Pushing, pulling and obstructing becomes more prevalant as ages increase, so sometimes it seems neccessary to teach the kids

even though I'd prefer not to.

Date:    Mon, 26 Apr 1999

From:    Gary Rue

Terry, many players automatically create space this way. As a coach and referee, I see nothing wrong with it as long as the use of arms are "defensive" in nature and not "offensive."

There is a big difference in the use of the forearm to hold off a player, than to push or elbow a player. Raised arms are necessary for good balance as well. It is especially important for GKs to air out those arm pits, else they will find themselves trying to catch a ball one-handed.

I certainly believe it is okay for a U13 competitive to be able to "extend" themselves a little when trying to maintain ball possession.

Date:    Tue, 27 Apr 1999

From:     Mike 

Soccer is a physical game.  The object of the game is to score more goals than your opponent.  To score, you must have the ball.  This is the essence of the game.  Players are constantly fighting for possession.  If you have it, you want to keep it.  If you don't have it, you want to get it.

My two cents on the topic of using the body is that players aren't able to change their style of play when it comes to pushing, shoving, etc. Defensively, players are really limited what they can do "legally" with their arms.  Offensively I teach my players to learn to keep their hands close to their stomach, elbows out.  This gives them just enough room to maneuver around a defender.  If the defender gets too close you can actually hook the defender and spin turn.   If the defender starts shoving or pulling, usually a quick turn (with a sharp elbow) will gain some repect as well as space.  This is a technique that is very difficult to call as a  referee because you can't see it.  I'm not suggesting that players "throw" the elbow but rather make them an extension of your shoulders.

A great technique for the 50/50 ball is a "short of the ball" step in.  Many players go to step in on the ball itself without consideration of being bumped off.  If you can step short of the ball to gain position (this would be obstruction if you're not within playing distance of the ball) and actually shield off the opponent.  A little hip check on the spin turn will unbalance a defender enough to turn and have time and space. 

Key Coaching Points:

1.  Knees bent, butt low.

2.  Lead with the hips, not the legs (this is a good way to get hurt).

3.  Learn to offer a bit of a spin to lessen the impact of an approaching player.

4.  Explode to the ball (it has been said that the player that goes in the softest is the one that gets hurt.

Date:    Tue, 27 Apr 1999 

From:    Richard Brown

I always wanted my players to have their elbows close to the body and their hands and forearms extended out to the sides a little downward when the ball in on the ground. It looks similar to a box out move used in Bball rebounding. This kept the opponent from stepping inside you as you receive a ball coming directly at you or from the side. Plus it gives you a turnstile move, to move your defender out of your space that you may want to attack.

When the ball is in the air, elbows out about shoulder level with their arms and hands extended out. This leaves the only exposed space directly in front of you, the sides are protected. If someone gets in the space in front the outstretched hand can keep him off you.

1 v 1 Tactic

Date:    Mon, 17 Jan 2000

From:    Gary Rue

Paul, I will soon post a session put on by some German coaches from this year's convention on the methodical training of creative play.  One of the setups they used relates to your question.

First of all, the field situation and defender's movement and attitude must dictate the dribbler's action.  The grid work, though absolutely necessary to enhance skill training may not be the best environment to address the decision making you are asking about.  However, by manipulating the defender or the space, you can provide a picture for the attacker to recognize.  If the exercise is completely open, then you have to address each situation as it occurs.

Rule of thumb, attack with speed when a defender is moving forward slowly or moving backwards.  Play with more timing and setup a defender that is closing down with some speed--use his speed against him.

In the grid setup, the latter may be more the case, than the former, as the defender is often coached to close down quickly and there is no pressure from behind.  As such the dribbler may need to set the defender up.

In the convention session, the clinicians set two cones 8 to 10 yards apart, just in front of the dribbler (no defender).  The dribbler was to carry the ball towards one of the cones, then cut the ball back with some previously taught move.

At one point, the session was stopped and the players were told to turn their shoulders to face up field towards the goal as they dribbled towards the cone. This stumped me for a minute until I realized the cone was NOT representing a defender but represented space.  When a passive defender was added to stay on the lateral line between the cones, the clouds parted.  The dribbler carried the defender to one side.  By staying balanced and facing up field, the dribbler could still decide to go left or right with speed.

The session progressed to the defender having more defensive duties and his depth of movement backwards increased by 3 yard increments.

To me, the most important factor for any dribbler is not his repertoire of feints and moves, but his change of pace.  In dribbling warm-ups, if the players are all dribbling at one speed, they are not and will not be very effective.  You should see every player go through every level of speed during this exercise.  Every combination of speed changes should be trained, be it slow to fast or fast to slow.  However, players should always explode away at the completion of a move.

My answer to your question is yes--you should dribble at the defender; and you should dribble the ball to side to set up the defender; and you should pull the ball back to get the defender going forward and...

1 v 1 Against the Goal Keeper – Path and Shot Options

Date:    Thu, 2 Sep 1999

From:    Gary Rue

 >>> Jeffrey Boardman  >>>

Here's the situation: Attacking team sends a ball behind the last defender in the middle of the field, say, 20-25 meters from the goal. Attacking striker wins the ball and there's a race towards the goal.  The attacker has a 1 or more meter lead on the trailing defender. What should the attacker do? Take the ball straight to goal - try to beat the keeper - and walk the ball into the net? Or, take the shot asap:   - if keepers on the line - take the shot before he comes out and cuts down the angle?  - if keepers out - chip it over for the shot on goal?

I try to coach the attacker to be creative and react to the situation. Of course, first we must train the different technique, then to train the situation (at speed).

First of all, the attacker should move towards the center of the goal, as too many strikers run wide, creating a very bad shooting angle.

Secondly, the attacker should veer into the trail defenders path, keeping the defender on his back. <note: I consider the first point more important than the second if the defender's position would take the attacker too much away from the center.

Thirdly, the attacker needs to "collect" himself, albeit at speed. It is very important that the dribble touches are close once the attacker gets into the area. The GK will be at an advantage if the attackers ball touch is too far away.

Now some ROTs to help the strikers make that creative shot decision:

* GK back on line, attacker at the 18 - take one more setup touch and shoot to most open part of goal

* GK has come out past the goal area, attacker is outside of the 18 – look to chip the ball over the GK (requires a lot of skill at full speed, however).

* GK has come out past the goal area, attacker is within  the 18 - look to play the ball low and just wide of the GK--a standing GK has a lot of problems with a ground ball just a couple of feet wide of their stance; they have an easier time getting to a ball played 4-5 feet wide of their stance.

* GK is near and closing ball - the best time to shoot is when the GK is moving. A ball low and close to the GK is quite effective, but a dribble touch can easily cause a closing GK to miss time his dive for the ball.

Just this season, my best striker got behind the defense on the right side and drove the ball to the near post. He did his best to set up the GK by closing the post with short ball touches. Unfortunately, the GK held his near post position with hands low and wide. This left my striker with no shot opening (a defender was recovering to the post). The striker's shot attempt was easily stopped. I asked him what he was thinking and he said he was waiting for the GK to commit, which he never did. Then I turned and lambasted the other striker and halfback that did not get to a back angle passing position. Sometimes, the best laid plans...

1 v 1 Attacking Game for U9 and Above

 
I came up with a nice 1v1 attacking exercise my U-9 girls liked playing, which is designed to give attackers successful experience in approaching defenders straight-on, and then at a proper distance making a cut around them.  It also helps train judgment in what this proper distance should be, and in learning to read and use cues of a defender's commitment to help get by them.  Jump to the third paragraph below to go straight to a description of this exercise.

        One significant problem in developing 1v1 attacking skills in younger players is finding a way to create a well-calibrated amount of realistic, yet sufficiently limited defensive pressure.  You can usefully begin a progression by setting up a course weaving through a nicely designed array of cones set up to simulate defenders, but no amount of cleverness can overcome the forever static limits of cones in providing realistic training.  For that, you need live defenders, but it can be frustratingly hard to get across the concept to younger players of how to play the role of "passive" defender with any useful amount of realism (you get either human cones, or active defenders), and even if you succeeded there are significant drawbacks to inducing counterrealistic behavior in training, even to a good purpose.  OTOH, many players experience great difficulty in gaining any success taking on a defender who has even minimal footspeed and minimal skills, other than simply trying to blast the ball by them in uncontrolled fashion (in a game, of course, most such blasted balls are collected by someone else, often from the other team).

        The "tunnel of death" exercise (also conceptualized as a "ladder" of defenders) is a good one, as defenders are typically limited to a confined, shallow rectangle (in the limit, simply a horizontal line), with a breathing space to collect the ball before encountering the next defender.  However, there is one drawback to this otherwise decently realistic exercise: attackers vacillate between working to try to totally avoid the defender (hard to do unless they first are skilled at feints) or else trying poorly controlled variations on the blast-the-ball-by 'em approach. It's hard to persuade attackers of the value of trying to go directly at the defender and then cut away to one side or another at a judiciously proper distance, hopefully after luring the defender to commit one way or the other.

        The exercise I invented (or, with flattery to past discoverers of something similar, reinvented) is as follows (described using 6 kids, but you could do this with any number):

        A

        A       ...two attackers waiting their turn (a line, I know, but

                this moves really *fast*, with little waiting)

        A       attacker with ball, about to take on the first defender

        *       in the a series of three defenders

        xDx     defender, with two low-profile (semi-flat) cones at their

                feet, about shoulder-width apart

        xDx     second defender in series, also with two flat cones

                about 10 yards past the 1st defender

        xDx     third defender in series, also with two flat cones

                about 10 yards past the 2nd defender

        Defenders *must* at all times have at least one foot touching one of the cones (except momentarily perhaps while switching feet), but are otherwise free to try to poke the ball away from the approaching attacker with their free foot (whichever one they momentarily choose).

        The attacker takes on each defender (1st, 2nd, 3rd) in sequence, and is directed to dribble straight at the next attacker, and choose the point at which they are to make a cut/swerve move with the ball to avoid/beat the defender.  They are strongly encouraged by the coach to not cut away so early that there is never *any* chance the defender could ever reach the ball, but rather to experiment and practice with how close they can successfully come to the defender before they can successfully cut away (let them discover that a useful distance for making their cut is somewhere between one to perhaps three or so short steps ahead of the defender's reach).  They are encouraged to recognize that it is often easiest to beat the defender on the side of the defender's lead foot (the one not tagging a cone), and are greatly encouraged when they succeed in blowing by the defender at reasonably close range (i.e. but for the fact that the defender was committed and couldn't react in time, the ball was within range of the defender but the attacker successfully beat, rather than avoided the defender).

        I like this and the "tunnel of death" exercise as companion exercises to use in conjunction with each other (as we did yesterday). Both achieve usefully calibrated limitations on defenders needed for attackers to experience success, far more by limiting space available to defenders than by placing unrealistic limitations on defenders' use of their skills.  (It is useful to tell defenders that these exercises are deliberately set up to make it easy for attackers to win and difficult for them, and *any* success they have in sometimes stopping attackers (which they will also have) is a sign they are doing a good job).

        Best of all, the players seem to like both exercises, so long as you equalize the time between who are attackers, and who are defenders.

1 v 1, 2 v 1, 3 v 1, 3 v 2

Date:    Mon, 5 Oct 1998

From:    Connie T. Matthies

        The basic decision tree involves 1v1 and 2v1 and 3v1/3v2 combinations.  Start with the 1v1.  Even with a bigger/faster opponent, you can still beat him by simple ball-shielding moves and sudden acceleration, so work on 1v1 first.

        Start with equal-sized players in a grid, and work on holding the ball by using simple rolls, pullbacks and other touches to shield the ball.  If you teach your players ANYTHING, teach them the skills to keep possession.  Once they realize that they have the skills to keep an opponent from stealing the ball away, they gain confidence to lift their heads up and find another player.  Before this, expect terrible passing - because they will get flustered at the first hint of pressure (and will "feel" panicked at pressure which is 10-20 yards away).   Frankly, until your players can hold a ball 1v1 in a grid about 10 feet by 10 feet for a count of around 7-8, I would work on nothing else but basic possession skills.

        Next, work on fundamental 1v1 take-on principles.  Start with cones or anchored defenders (you want success).  Have them come directly at the defender, getting on their toes and using short quick steps, then quickly accelerating through a cut to the left or right.  Others may disagree, but my personal belief is that the fancy stuff comes after you learn basic cuts and acceleration - so, if he cannot beat somebody with a basic cut, it ain't likely that he is going to EVER try something tricky.  The trick is learning to drag the ball thru the cut so that it stays at your feet, and learning when/where to make the cut to protect the ball.

        Now, once they have these basic skills to take on a slow defender, you are ready for some 2v1 work.  There are multiple positions in which a supporting off-ball player can provide proper support.  Start with the easy ones and some general rules.  The ball must be able to see his feet - and his player must be able to see him with no more than a slight turn of his head.  To do proper 2v1 support, the players must learn to talk - and understand their jobs.  The off-ball attacker is THE MOST IMPORTANT GUY ON THE FIELD.  He has two jobs:  to confuse the defenders and to act as extra eyes/ears for the on-ball guy.  Until he learns these two jobs well, you are not ready for any serious 3v1 or 3v2 work.  In fact, you are not ready for more advanced 2v1 work.

        Some basic ROTS.  If the on-ball guy has his back towards the goal which you are attacking, the off-ball guy normally should position himself within easy passing distance (this varies by age level - but 10 feet works for most) and should face the ball.  I have my boys hold out their arms like they are starting a hug - and see how far to each side that they can see w/o turning their heads.  The off-ball guy should be within this sight range of the on-ball guy, especially if the on-ball guy is closely marked and under pressure.  The off-ball guy must tell/show the on-ball guy where to send the ball AND give him an idea of what to do next (since the on-ball guy has his back to the field and has no idea where the traffic is).  In general, as soon as the on-ball guy drops the ball back, he will make a run to the blind side of the Defender to collect a pass (remember the blind side run - it will be used in lots of situations, especially in final finishing).

        I like to teach this basic setup in a longish grid with a server (who will be the off-ball guy), and an attacker/defender inside the grid.   This is great for teaching communication skills (man on, turn, drop/back, send me, etc.).  Initially, of course, just work on the communications skills and blind side runs (instruct the D to come to the ball instead of following the downfield runner).  Note, however, that the Ds will wise up on the need to follow the most penetrating player - so it is fun at some stage to let them experiment and see the other options which develop if the D does not pressure the ball.

        At this point, you are ready for the next stage of positional training/passing, where you have no immediate pressure on the ball - and the on-ball player is facing the goal which he wants to attack.  Until you are in scoring range, the object of the off-ball player is to get into the "best" position to help retain possession.  Usually, this is towards the alleys where there is more likely to be space.   Start with attacking a cone defender (or anchored D), with the on-ball player taking him on directly and the off-ball player about 6-10 feet to one side and slightly lagging him.  Just as he comes within actual take-on space, have him send a slotted pass to the runner, and loop behind the D (make a blind side run) to become the off-ball supporter.

         You can use the same grid as in the first example, and simply play the ball in to the D, who passes back to 1 attacker to start the attack.  You also can use a Tunnel of Death (involving 3 anchored Ds in stacked grids), where teams of players run the Tunnel.  The basic idea is simply to get them used to taking on the D directly in order to commit/freeze him, then passing at the last minute to their supporter and making a blind-side run to then get into a position to receive the ball if the on-ball guy needs them - and to look around to provide input which the on-ball guy needs about incoming Ds (later he will also provide info about available far-side receivers - but the idea right now is just to get him looking up).

        Not sure of your age group - but the next stage is often to introduce wall passes (if the skills are there - but these take lots of ball control/receiving/passing skills which often are not present at younger ages or with newer players).   You also will want to introduce the basic cutback or drop at some stage, as well as the square pass (note that I could not teach squares to most u9s, but most u10s could pick it up, so there seemed to be some age variation in my limited sample of around 20-30 kiddos over several seasons).  The cutback or drop (where the on-ball guy takes the ball to the endline and cuts it back to the penalty mark) also was something which seemed to be easier for the u10s than most u9s (although my better u9s picked this up fairly well).  These are all basic 2v1 options for support - and I haven't even added the overlap.

        IMHO, there is not much point in adding even much in the 3v1 or 3v2 option category until your kids have mastered the basic jobs of the on-ball guy and the guy who is closest to him (the 2nd attacker, in coach-speak).  Once the kids have figured out how to keep the ball, take somebody on, and do simple 2v1 support, then add in the concepts of basic triangles for support - and focus on the job of the off-ball players to promptly move so that the on-ball guy always has 2 safe short passing options.  Along with improving first-touch and some more basic take-on/finishing/defending skills, this should be quite enough to occupy your team (and you) thru the next World Cup.

        Along the way, expect mistaken choices on what was the "best" support option.  Expect them to go to sleep from time to time, and not move into a good support position.  Expect their first-touch to fail them.  But, if you drill them in these basics and push them to learn these simple rules, they are likely to be among the best kids on the field in a few years.

Breakaways

Date:    Wed, 29 Mar 2000

From:    Gary Rue 

For discussion purposes, here are my thoughts on breakaways. If the player takes the ball away from goal, then the attacker has lost the breakaway advantage. By going wide, this gives the defender (and teammates) a chance to recover and take a close down angle at the attacker.  A good defender should be able to keep the attacker wide as the attacking angles to goal have been greatly reduced. If the defender has recovered between the ball and goal, then going wide may be useful in setting up a cross to a teammate.  If the exercise does not include the other defenders (just a 1v1 exercise), then the tactic of moving wide may promote a false sense of success.

I use these rule of thumbs--when attacking goal (on a breakaway) from the center of the field, attack towards the center of the goal.  If coming in from the side, drive towards the near post and look for the shot or the back angle cross.

Also, if there is a closely trailing defender, slide into the same path taken as the defender, effectively making the defender run around the dribbler.

A technique point on breakaway dribbling--for the fastest speed dribble, use the outside of the foot (area near the bottom of the laces, just above the little toes. On a dead sprint, the dribble foot just turns in a little as the sprint stride is not disrupted. This also gives more control than a toe ball and it does not require the player to slow down in order to turn the foot out for an inside of foot touch. The inside of foot touch may be needed, however, as one of the last touches for control before shooting.

Date:    Wed, 29 Mar 2000

From:    Dennis Mueller

A way to setup this activity for continuous action is to use two goals with keepers and about 40 yards apart.  At each goal field players are at each goal post.  At one end the keeper starts the play by rolling the ball forward to first player at one post, first player at other post becomes defender as the player with the ball tries to score at the opposite goal. After the shot, loss of possession, save, or players generally no longer going directly at goal, keeper at opposite end rolls out new ball for players standing at his goal posts to attack the original end.  Minimum of 8 players and for 8-12 players, this gives lots of scoring chances with little down time.  (If you want to add a defender in front of the keeper, you need 10 players, and will need to switch defenders (maybe keepers) out from time to time.)

The nature of this activity (win a 50-50 ball and go to goal, possess and go to goal, running onto a through ball, running under an airball, etc.) can be controlled by the type of service you tell the keepers to give.

I like it because there is little down-time.  The keepers get just enough work and rest to remain focussed, the players shag any stray ball and have little free time to get back to the goal posts.

From:    Paul Rehfus <rehfus@WORLDNET.ATT.NET>

I ran out of posts yesterday so I pursued this discussion off List with DG and Sun Rue. This was a very helpful analysis that proved my attackers were successful because of a defensive error. See ASCII diagram below.

The recovering defender D1 made an error by continuing to pursue the attacker wide. She should have switched responsibilities with the sweeper D2, taking a cover position to the inside. Although this error happens all the time in U12 Rec, I do not want to teach an attack that is dependent on this error. Rather, I need to fix the defensive error and keep the attacker, A, on the shortest route to the goal. The attacker should try to stay between  the recovering defender, D1, and the goal.

DG's reasons:

1. it takes longer to get to goal if you have to run farther;

2. the shooting angle is not as good, the wider you get (every step wider makes the angle worse);

3. the covering defender D2 can hold the attacker wide while the recovering defender D1 gets into position;

4. the attacker A is not blocking the recovering defender's D1 recovery run.

Rehfus' original (incorrect) tactic:

           A       D1

           /         /

         /         /

       /        /

     /       /

   /      /

    \  /

  /   \

 D1  shoot

     <------- D2 (sweeper)

             <--GK

Rehfus' original (incorrect) rationale:

A can run get closer to the goal because D1 has farther to run to catch her.

A can then pop between D1 and D2 for a quick shot. If A pursues a straight

path to goal, she encounters D1 sooner and has no open shot due to D2.

2nd ATTACKER

1st, 2nd, and 3rd Attackers

Date:    Wed, 25 Feb 1998

From:    Scott Zettlemoyer

Following my message is a set of guidelines I use for Team Attacking.  The guidelines are from the Int'l Tactics Series Videos with some additions of my personal preferences.

        Over the past several years I have (we all have) had varying degrees of success in teaching 2nd and 3rd attacker roles.  I've run various progressions - some lasting weeks. Some of these progressions have included very specific drills on various types of runs (overlap, diagonal runs, dummy runs, etc.). The best success I've had is to use these Team Attacking guidelines and allow the players to make their own decisions as to what is the best type of run BASED ON WHAT'S HAPPENING AT THE POINT OF ATTACK.  This supports Gene's wise advice and will develop CREATIVITY.

        So in practice how does this work?  This is the amazing part, it's simple. I recently ran a small group practice and introduced the terminology and concepts of the 1st and 2nd attacker.  I particularly emphasized the role of the 2nd attacker when the 1st attacker is under pressure.  The group size was 2v2 +1 neutral attacking player.  I took a few minutes to explain (very long for me) that I wanted one 2nd attacker to provide square support and the other 2nd attacker to provide support as far forward as possible in undefended space.  (This is an important point - They must understand undefended space and attack it).  After a few minutes of play and some suggestions - players were making great decisions and every type of run you could imagine plus wall passing. Did they know the types of runs they were making - NO!  What they did know was either I've got to provide square support in undefended space or I've got to get forward into undefended space and some how I've got to run to get there.  This includes a very quick transition from the 1st attacker role to the 2nd attacker role (movement after passing).

                                GROUP ATTACKING

        Although soccer is a team game, it is always the 1st attacker who decides how to play the ball.  This player will maintain group and team INITIATIVE (player and ball movement toward the goal), BALANCE (penetrating on either side of defender and using width and depth) and RISK (positive-risky use of the ball and positioning in the attacking 3rd).  The majority of goals are scored on counter-attacks and pressure up front. 

Role of the 2nd Attacker

        A. 1st Attacker NOT Under Pressure

                1. If 2nd Attacker is Forward and Wide

                        a. Attack Undefended Space Behind 1st Defender

                2. If 2nd Attacker is in Front of 1st Attacker

                        a. Run wide into undefended space and provide

passing option for 1st  Attacker

        B. 1st Attacker Under Pressure

                1. 2nd Attacker provides close support as far forward as

possible in undefended space

                2. Additional 2nd Attackers provide depth at the back

                3. Wall Pass

                4. Takeover

        C. Create Numerical Superiority

                1. Quick Transition

                2. 1st Attacker Penetrates

                        a. Dribbling

                        b. Passing

                3. 2nd Attacker Penetrates without the Ball


      4. Passing Patterns: Penetrating Passes; Forward-Back-Through; Forward-Back-Wide; Inside-Outside-Change(Switching)

        D.Combination Play in Vital Area

                1. Lateral 1-2 Pass - Best When Defender is committing to tackling

                2. 2nd Attacker Positions Forward

Role of the 3rd Attacker

        A. Find Space

                1. Length and Depth- Position at the back of the Defense

                        a. Use Space in front of Defenders to withdraw and receive a pass

                        b. Attack undefended space behind defenders


      2. Width

                        a. Unbalance the Defense

        B. Penetration in Vital Area

                1. Penetrating Runs

                2. Circulation (Attacking space being emptied by teammate)

                3. Crosses - 3rd Attacker

                        1st - Curved far post run

                        2nd - If closely marked go to near post

                        3rd - If defenders have covered near and far post - penalty spot

                        4th - If 1-3 are covered - Position at top of penalty area

Coaching the 2nd Attacker

Date:    Wed, 18 Mar 1998

From:    Scott Zettlemoyer

        I recently had some success using the following to teach 2nd Receiver attacker support with U14 Girls. And the funny thing is it starts with controlling passes to space and attacking undefended space as the first attacker. The build-up is over two to three practices with the central theme being -  USE AND ATTACK UNDEFENDED SPACE.

        - The first practice I stole (I mean adapted) Scott Placek's - Attacking with Confidence: A Model Training Session. Thanks Scott. Scott is a list member - see his web site.

        During this session, I constantly stressed the importance of seeing and attacking undefended space as the 1st attacker.

        - Next practice we moved on to support by the second attackers, note more than one second attacker. Warmup - we used controlling passes to undefended space to side, forward and behind. Key coaching point is keep the ball rolling and pick a space to control the ball into.

        Next after a brief overview of the roles of the 2nd attackers we moved into 2 v 1, the 2 v 2 + neutral attacking player and then small sided games. Provide the proper rest intervals - they are games that require constant movement and changes of speed. The key coaching points were as follows:

        - one 2nd attacker provides square support in undefended space. (Not kinda square but square)

        - an other 2nd attacker provides support as far forward as possible in undefended space.

        - After passing, the player immediately becomes a 2nd attacker and must provide the proper support.

        - Use freeze play to catch players providing the proper support and to catch players in defended space.

        You and I understand the concept of undefended space and how a cone of defended space projects from the 1st defender. When you talk about this concept in those terms you've lost most players by the 2nd sentence. I have learned from Mark Morin (an other list member) an idea that places players in undefended space without going into mind boggling technical and tactical  discussions. It's simply this - the players pretend the ball has eyes and can see. Hell - draw eyes on their soccer balls if you need to. The 2nd attackers must be in a position that THE BALL CAN SEE THEM (undefended space). This works and is beautifully simple.

        Can the ball see you - if not move to where it can.

        Build foundations for the 1st attacker that are significant, then the 2nd attacker and 3rd attacker training is much easier. And then an other funny thing happens, when the 1st attacker has great 2nd and 3rd attacker support the 1st attacker becomes much more confident while possessing the ball and deciding how to proceed with the attack.

NSCAA 1999 - 2 v 1 The Most Important Superiority in Soccer

Date:    Tue, 6 Apr 1999

From:    Gary Rue

Luis Sabillon, LASCA

1/22/99

Pass and change lines with initial check to ball in 20x7 channel

*       play with speed

Man in middle that moves side to side

*       first player dribbles and passes to middle man for give and go

2v1

*       coach the second attacker to see proper support position

*       first attacker needs to commit defender, but not take ball towards his support

*       wall pass, diagonal run or takeover are options

2v1+1 on small goals

*       when defender wins ball, teammate in goal becomes attacker as one of the previous attackers goes back into goal

Transition

*       3 teams, one team at halfway, 2 goals, 50 yards apart

*       when ball lost or GK gains control, attackers leave, defenders become attackers, players at halfway move into field to defend (one going into goal)

2-Man Combination Play - Wall Pass

From: Greg Lambert 

Purpose:  Develop 2-Man Combination Play: Wall Pass

Players: 10+ Recommended

Equipment:  2 Goals / Cones(Wosmarkers) / Training Vests / Balls

Warm-Up: Groups of 3 - 1 Ball per Group

Player start in a triangle approx. 15+ yards apart.  The ball is passed to a player.  The person who played the ball follows it to provide light pressure.  The third player moved to an appropriate angle and position to support and to set up a wall pass.  The wall pass is executed and the two players without the ball disperse into the triangle.  The process is repeated.

Coaching Points:  Dribble at defender (commit them) - good angle of support - play ball with proper foot - accelerate into space - play ball behind defender

Some additional tips on which foot to play ball with:  The person in possession should play the ball with the foot the allows them to play it without a telegraph.  i.e.  if player's support is to right side, player will play ball with inside of left foot so the can accelerate at the same time.  If the player playes the ball with the inside of the right foot, the hips open up and the pass is telegraphed.   The wall  person should play the ball with the foot closest to the ball.  This should be a 1 touch ball.  Allowing the ball to be played with the far foot can give the defender and opportunity to win the ball

Match Related:  2v2

Break into two teams Play 2v2 in a circle of players approximately 20yd in diameter (center circle)  Players on outside are neutral.  they have 1 touch and must play ball back to same color.  Keep track of wall passes.  Score 1 point for wall pass w/ outside player and score 5 points for interior wall pass

Coaching Points: The main point here is PENETRATION.  The should try to penetrate through the middle of the circle.  Make sure defender is committed.  Watch out for players running around the outside and combining only with outside players.  This will not be quite as effective.  Also show them how to hit a forward pass to execute a wall pass that way. (i.e. Target player w/ layoff)

Match Condidtions 4v4 + GK

Play 4v4 + GK in a 30 x 40 yard field - 5 yard goals - Let the game develop and encourage/show opportunity for wall passes to develop.  If there is not enough success with even numbers then add 1 neutral player on each side to provide opportunities for a wall pass.

Coaching Points: Angle of support - Penetration - accelerate past defender

Can bring this to 8v8 or 6v6 - whatever your numbers are for the final game.

I will also re-post John Helsdon excellent USYSA Combination Play post -  Good luck - let me know if you have any questions.

Chris writes about an every third touch exercise. i take this further and require that either the right foot or the left foot touch the ball each time that foot goes forward. I also require them to be able to dribble with each foot touching the ball as it goes forward on each step.

Runs by the 2nd Attacker - In Front or Behind the Defender?

1st scenario (run between defender and first attacker)--the second attacker A2 should focus his run on being a passing option to the first attacker (A1with the ball) or to clearing space by taking a defender(s) away from the ball for A1 or another attacker to move into. The run between the defender and A1 actually does neither. (Note, I am assuming there is several yards of space between A1 and the defender. If not, then your run certainly could/should be construed as obstruction.)

I would prefer my players to make this run BEHIND the defender. Now the defender must decide to defend (watch) the ball or defend (watch) the run. If A1 can play the ball to one side of the defender before A2 can get to that side, then both A2 should be behind the defense with the ball. This is often refereed to as the "killer pass." If the run is made in front of the defender, the defender now can watch both the ball and the A2. Also, if there is a following defender, this run would bring that second defender into the vicinity of A1, thus opening up the possibility for a double team. The run has compressed space instead of creating it. This inhibits good attacking soccer.

2nd scenario (shoulder charge on 50-50 ball)--in the case of a 50-50, OWN the ball. If the shoulder charge is ball oriented and not considered dangerous, then contact is part of the game (regardless of what biased spectators may think). I tell my high school players to take up ballroom dancing if you want to "caress" their opponent, though more often than not, it's the other extreme I have to manage.

If a player would just think of the charge as a defensive tactic versus one of attack, this would help the player to play the ball and not the man. If the player gets called for a charging foul, then maybe the charge had a little extra message for the opponent or involved some hip, hand and/or arm. As players get older, the level of contact allowed increases. A hard shoulder charge by a U8 would more than likely be a foul. One note, if you or your player likes to bang, they better be able to take a hit, as it won't take long for the next hit to arrive.

From:    Steven Carr

I would suggest that a run BEHIND a defender in a semi-organized defense would result in an offside decision the majority of the time (amateur level) if the ball is played beyond the defender, and would also allow the defender the opportunity to intercept the pass. Making the run ACROSS the front of the defender in an attacking move would negate the worry of an off-side decision and would also cut down the possibility that the pass would be intercepted. An attacker making a well timed run across the front of a defender should also have a speed advantage over the defender should the ball then be played into space behind the defence.

                          X

                         /

                (DEF)0  /

  (ATT1) X_____________/

                (ATT2) X

Another tactic I would coach to try and beat the off-side would be to have the attacker being marked to move towards his team mate then spin off into the space now created by dragging the defender out of position, thus beating the off-side. If the defender does not come with the attacker then he is free to receive the pass and assess the position to continue the attacking play.

            X <-------\

                       \

                (DEF)0  \

                     :  /

              (ATT1) X /

                     |/

              (ATT2) X

Date:    Fri, 13 Nov 1998

From:    Gary Rue

Let's clear up the scenarios a little bit. The original note dealt with a run to disrupt  the vision of a defender so an attacker can make some move. Trying to visualize this as a real life situation, it is hard for me to imagine that this defender would be the second to last (STL), though I guess he could be. Let's break this into two cases.

First, assume the defender is not the offside line of demarcation. The first point raised in the note below is the defender is unaware of the run. This is a great reason for making the run behind the defender, not in front. Why do want to do the defender's job for him? Also, the defender can now easily mark a player in front of him and still see the ball.

Now let's address the situation where the defender is STL and running behind the STL puts the runner in an offside position. Assume the second attacker makes a lateral run at the STL and the dribbler has not made or is not making a pass by the time the lateral run reaches the defender. The attacker making the run has several options:

1. stop after or slow down before reaching the defender

2. break off the run by returning or checking to ball or just clearing area

3. continue the run in front of the defender

4. continue the run behind the defender

There are certainly good reasons why any one of the above would be best in a given situation.

1. if the dribbler is slow to release the ball, but the through ball still looks to be "on," then slowing down or stopping the run can buy the extra time the dribbler may need to make the pass. The runner certainly does not want to arrive to soon.

2. if the space past the defender is not good (e.g., next to the touchline or contains another defender), then all the runner is doing is congesting an already crowded area. He should go elsewhere.

3. if the dribbler is about to make a pass and the runner does not want to take a chance at being off-side, then if continued, the run should be in front of the defender.

4. if the dribbler is not about to make a pass, the runner can cause the defender awareness problems by running behind, then veering back up field to get back on-side. <Note, we often have our lead striker(s) run in an offside position behind the opponents deep defender when the ball is not being played forward.>

So my ROT is look to run behind a defender when offside is not an issue. When it is an issue, then the runner should still consider the run based on the passing situation.

Second Attacker Poor Positioning Relative to Defender

Date:    Wed, 31 Mar 1999

From:    Chris Mohr

The near-irresistible tendency of many younger players to bunch up is a well-known phenomena, to which a significant contributing cause is the immaturity of their capacity for spatial understanding.  While bunching is not the topic I'm directly concerned with in this post, I wonder if I've stumbled upon a related problem that appears as its sequel once players truly have started understand the benefits of spatial separation from one another and the ball.  In the case of bunching, younger (some U-9 and most U-10) players can be taught through patient training to comprehend the value of spatial separation from one another and the ball (when they don't have it), though some simply lack the capacity to understand this no matter what, and you simply must wait until they mature more. 

The problem is the seemingly irresistible tendency supporting attackers (especially the closest , or "second" attackers in coachspeak) have to position themselves near the "shadow" cast by the primary defender on the ball.  They instinctively move to about a 30 degree angle from a line drawn through the defender and the first attacker (with the ball), behind the defender. This is just about the point where the supporting attacker still can get an apparently clear peek at the ball, but there's a high risk an attempt to pass the ball will be thwarted by a tackle, if the defender stays at all composed.   Not only that, but the receiver has to come back to the ball from this position to receive it (or else wait for it, which is not really what you want), rather than meet it moving toward positive space (toward the goal), even if the pass is successful.  OK, here's a clumsy attempt at an ASCII diagram:

A1 ("Annie")

(o) ball

D

            A2 ...loves to go right here and say "HERE ANNIE!"

        Of course, I *know* what the corrections for this is supposed to be, a variety of activities to do and "pictures" to try to "draw" on the field, and many of them do seem to get it for awhile. However, in the ensuing scrimmage and games, they often instinctively revert to positioning themselves just outside the defender's "shadow", and will even move along with the advancing play to try to maintain this position.  Ditto for the steep angle of support for players behind the ball, though this doesn't as often or necessarily pose a problem (getting the player in possession to see the positive possibilities in making the drop pass is another hill to climb, on another day ;=).  There's apparently something irresistibly attractive and plausible to many of my U-10 players about that relative position, and I'm wondering if this inclination is somehow built into the mental wiring of players who are past much of the "bunching" stage, but not by all that long, such as U-10s and U-11s.

Overlapping Runs by Midfielders

From: Connie T. Matthies

Start slowing, with simple overlaps between the wing forward and wing mid. You need to get the idea engrained that the attacking positions are interchangeable, and that you are looking at sending xx players at the goal, with xxx side/back options players, but it doesn't matter who they are.  However to do this, you need to crosstrain every one of your attacking players to play the other positions on the field (and this cross-training is easier to do if you start with the wings, IMHO).   So, if the RF takes the ball in towards the center, the RM needs to make a timed run to the flag to provide the side option - and, if the RF takes the ball to the flag, the RM needs to pinch in to provide a central option (i.e., get open so the ball can 'see' her foot and so that she has a reasonable angle for a far post shot or service - at u12, it is doubtful that air balls to this player would be a good option due to control/power issues).  The critical thing to train these players that, once they have switched off, they are filling the other person's role until there is a good time to switch back.

        Let's say that my DCM has come up on a nice scoring run, and the ACM has dropped back to cover his slot (which is what you should get as you mix in the middle players and make things more complex - but it isn't automatic, the kiddos need to know who they are covering for). Possession is then lost.  Should the DCM make a mad dash from the 12 to the opposite 12, while the ACM just strolls back to around the 35?  Isn't it better for the ACM to take the DCM's slot until possession is regained and it is convenient to switch back?  Sure works better in my book - but this requires that the ACM know what the job of the DCM is, doesn't it?

        Even tougher when you start mixing in diagonal runs (unless you simply use a 'libero' with no assigned position).  If the LM makes a diagonal run towards the RF's normal territory in order to do an overload, all of the rest of the attacking players are going to need to know where they are supposed to go (and, believe me, this will involve some rotation or you will have some big holes on transition).

        So, at u12, my advice would be to start with simple overlaps of the outside players.  When they are cross-trained, start working on overlaps with the central players.  Don't even think about cross-field overlaps at this age level.  If you want to get some overloading, probably best to consider a 'libero'.

Overlapping Runs Training Session 1

Date:    Wed, 25 Feb 1998

From:    David Graham

Here's a practice we used to cover overlapping runs recently (designed by our provincial TD, Andy Cameron). 

1. Warmup

Set up four squares about 1.5 - 2m on a side, at the corners of a larger square about 10m on a side, thus:

                   *

                 * 1 *

                   *

     *                          *

   * 2 *                      * 4 *

     *                          *

                   *

                 * 3 *

                   *

a. Divide players into groups of 4 in your own mind and give each player a coloured pinnie (different colour for each group). If some groups have an

 extra player, that's OK.

b. Tell players to divide themselves among the four small squares as evenly as possible (this will cause some immediate confusion -- encourage them to sort it out as quickly as possible).

c. Point out how many players are at each corner (e.g. 3, 4, 4, 3). Say that when you say "go", the players are to move around from corner to corner, and when you say "stop", you want to see the same number of players at each corner as were there when you started (not the same players, the same *number* of players). Start them off.

d. Stop them by saying, "Ready........ Stop!". Players who are caught out of position (i.e. in between corners), and all players at a corner with the wrong number of players, do 5 situps (or some other forfeit). [This will continue throughout the warmup]

e. Run this several times until they get the idea. Tell players that all players starting from one corner must split up and go to different corners (some will have started to get the idea that if they move as a group, they can achieve better success). Coaching points: identify the corner needing players *early*, accelerate into it to make it yours (i.e. change of pace as signal).

f. Now vary the warmup. First variation: divide the players into teams, each team wearing pinnies of the same colour. Tell them you want one player from each time at each corner (extra players sit out -- rotate them in ad lib). Tell that that this time, when you say "stop", you want to see one player from each team at each corner. Run this several times. Coaching points: positive communication between teammates (eye contact, call a name to switch with a player, coordinated movement, signal by acceleration into space as above).

g. STRETCH

h. Second variation: This time you will call a number from 1 to 4. When you call that number, *all* players at that corner (see numbers in the diagram) will overlap outside the group to their right (later variation: to their left) to go to the corner directly opposite. Players in that corner will simultaneously do the same thing, to take the space left vacant by the first group. For example, if you call "1", the players at 1 overlap those at 2 and go to 3; the players at 3 simultaneously overlap those at 4 to go to 1 (players at 2 and 4 *do nothing*). Vary the rhythm and timing of your calls as they improve at this.

i. Third variation: This time, when you call a number, those players overlap as before (to go to the corner directly opposite), but their vacant space is taken by the players in the group immediately to their left (assuming they are overlapping to their right), whose space is in turn taken by the players opposite those whose number was called. For example, if you call "1", the players at 1 overlap those at 2 and go to 3 (as before); corner 1 is taken by the players from 4, and corner 4 is taken by the players from 3. Emphasize that this is a process of filling a space left vacant by a teammate's movement. You may need to walk them through this a couple of times until they get the idea.

j. STRETCH and water break.

Elapsed time: about 20 minutes. This is an excellent warmup for getting the players thinking about taking vacant space left because of a run forward by a teammate.

---------------------

2. Technical exercise

---------------------

Divide players into 3 equal groups with about 10 m between groups x and y and the same between groups y and z, and about 15 m between group x and a goal (we used a small goal about 1 m across, as we were indoors). Place a supply of balls near group z.

                                  y y

                                 y y  -->

  __

 |                x x                           o z z       ooo

 |__                x x                            z z      ooo

Routine: Player 1 in group z passes to first player from group y, who turns and takes on first player from x while z overlaps to receive a return pass from y and finish on goal. *Passive* defending from x (we want success here).

Coaching points: emphasize the importance of committing the defender (x) by y, who must run at the defender and hold up the ball for z to overlap. Timing of z's run, his call for the ball (remember: y can't see him coming), timing and weight of y's pass, pass technique (outside of right foot), patience by y to allow x to close him down (otherwise x can mark both y and z, as x can see z coming). Have y check back at an angle (*not* straight back toward z; see arrow above) to receive the pass from z and get turned in order to be able to take on x. Some y players will have a tendency to pass the ball across their body (and x's body) with the inside of the left foot because they are not comfortable making the pass with the front foot.

Variation: switch group y to the left of group z.

Rotation: z goes to y, y goes to x, x goes to z.

--------

3. 2v2+2

--------

Divide players into teams of 2 and have them play 2 v 2 with 2 neutral players in a 10m x 20m area (each team defends on end; the neutral players go with whichever side has possession).

Object: to dribble the ball under control across the opponents' end line (1 pt), preferably as the result of an overlap (3 pts).

Coaching points: as for the technical drill, plus: emphasize following your pass in every case to ensure movement. Players must overlap around the teammate they pass the ball to. Demonstrate how this creates space for teammates to fill (as in the warmup, variation 2).

--------

4. 3v3+1

--------

Divide players into teams of 3 and have them play 3 v 3 with 1 neutral player in a 20 x 40 m area with small goals.

Object: to score (1 pt), preferably as the result of an overlap (3 pts).

Coaching points: as above, but with more space, you may be able to demonstrate how a third teammate can overlap. E.g. (if O is attacking toward the top of the screen):

                        X

                        O1

            X           X

          O2              o N

                O3

Here, if N (the neutral player) chooses to pass to O2, O3 can overlap, in which case N will need to drop off to provide support for O2 in case the return pass to O3 is not on. Depending on the outcomes, O1 may need to take N's place, so that we have the following rotation (exactly as in the warmup):

                  X

              O3

            X           X

            o

          O2             O1

                N

The players seemed to find this practice very useful and fairly challenging (and fun, too). The practice was used with U15 and U18 players (boys and girls) with varying degrees of success on the part of the players (some caught on, some didn't), but overall it was quite successful in teaching the basic concepts of player rotation and overlapping.

Overlapping Runs Training Session 2

Date:    Mon, 16 Mar 1998

From:    Mark A. Morin

Although this next practice is based on the ideas given by David (Overlapping Runs Practice), all errors are mine. The main goals of the practice are to continue the learning from the last practice by having players farther from the ball make more penetrating runs and to have them time those runs better. 

I. Warm-up

We started with a gentle crossing warm-up with the goals of getting some touch on the ball, of getting some warming of the muscles and of getting players to hold their runs until the proper time.

           a1     a2

              | |

             o

            b1   b2

In the warm-up, b1 would pass through a small goal. Either a1 or a2 would receive the ball, dribble down to the "goal line" and cross it back. If a1 became the crosser, then a2 would come in and one touch the "cross" through the goal. The b's would receive the ball and do the same. The play was small and players started only about 10 yds behind the goal. Jogging and timing of the finishing run were encouraged. I did not want much acceleration beyond just being smooth.

We would stop occasionally to "stretch" and to change the game a little. (I'm not ready to start the thread again, but my definition of stretch may not be yours.) We started to pick up the pace and increase the speed of play, while still encouraging being smooth. Different patterns were added. Like, b1 would receive the ball and pass it straight and perpendicular towards the goal line. b2 would do a diagonal (early was better), receive the ball and cross. b1 bent his run after the pass and came in from the side opposite she started on with proper timing. We used many other patterns to get players to switch around side to side. The patterns could have the receiver switch, or the pass to switch or a pass to overlap to a dribble and switch. All patterns were for the purpose of keeping them interested and to start them thinking about moving and switching. In all cases, timing the final run was the key point to look at. Did the player actually make a run as opposed to a jog? Was the run hesitant or well timed? Did the player set up the run properly? Was the angle of the run good? (Could they play one touch into the goal? Were their hips positioned properly?)

We've done this game as a warm up before, emphasizing different items, so it went smoothly. Because it is so easily changed, it didn't require much to keep the players interested. I could have created competitions or cooperative challenges, but did not see the need. It worked out well and all players were prepared for what was to come both physically and mentally.

II. Shooting

I like to have some shooting every practice. I try to remind players the goal of everything we do on the attack is to end up with the ball in the back of the net. If I can target the games towards the topic of the day, so much the better. Today, I chose a game much like the one we used last practice called "dogfight." The players are set up in two groups (per goal) with one group out about 36 yards in front of the goal (offense) and the other about 20 yards out and 6 yards to the side of the goal.

----------------|    |------------------

                          dddddddd

                    o

                   a1

                   a2

                   a3

The game starts with a1 making a checking run. a2 passes the ball to a1 to start the game and then supports (or overlaps or whatever). As soon as the ball is passed, a defender comes out. So the game starts with a 2v1. Each time the ball is passed, another defender comes out. 2v2, 2v3, 2v4 and so on. Attackers always stay in the attacking group and the same with defenders. Switch groups after a time, counting all goals. Since you hope they learn something as they go along make, the time fairly short (1:30-2:00) with many rotations.

A goal is to have the attackers make a run and penetrate as fast as possible. I started the game without offside counting and then changed it and added in offside once good shots were taken regularly. If they passed about too much, or if the runs were not bold enough, they found the going got tough very quickly. The girls have played the game before so they knew the basic patterns that work. With the focus on the run to score and the addition of offside and the addition of another player with each pass, the attackers didn't waste much time in learning what was a productive pass. To keep them guessing, I would switch the side the defenders started from as well as the relative distances between the goal and the groups often. Some had a problem when the sides were switched, but most were able to change patterns successfully. But, when the distances were switched, requiring a different timing and pace, the changeover was much harder. This game worked better into my theme for the practice than I had hoped.

III. Looking for the opportunity

Next we played a 3v1 keepaway with switching. I made a channel about 12 yards wide with small cones down the middle of the field. In four groups, they played 3v1 k/a with the instructions to switch the ball over the channel occasionally. The "go" for the switch is the sight of one of the attackers making a run across the divide. Everyone was to follow the ball and play k/a on the other side.

                    a1

                     o

                     d1

                 a2         a3

x     x     x     x     x     x     x     x     x

x     x     x     x     x     x     x     x     x

At first, the attackers would touch the ball a couple of times and then send it. It was great from a fitness point of view because this got them very tired with the chasing back and forth. They became frustrated with the running and didn't understand the point. I stopped them for a breather and told them to keepaway a little more and switch it only *after* a player starts with a run. Letting them play with this a little more looked better. They started to play the ball across to a teammate.

Then, I insisted the player receiving the ball lay it off with one touch. This required the switch to come across play rather than just up. In other words, in order to be successful, the run had to come from wide or the receiver would have her back to both teammates--making a quick pass difficult. Players found they had to combine more to set up a situation where the switch came from one side to a runner from the other.

                    a1

                      d1      a2

             a3              o

               \            /

                \          /

                 \        /

                  \      /

Once this condition was added, players found success. I don't think I'd start here, but the progression worked out well. After the first group found success, like a chain reaction, the other groups quickly discovered success also. I let them play a bit to discover some timing and angles before moving on. The game didn't really work until the end "discoveries" but I had expected that. Once the pattern of play was understood the players had a good time.

IV. Taking it to Goal

3v2 to goal in teams.  From about 40 yards out from the goal, groups of 3v2 playing to score.  Play started with too many passes in front of the defense. Attackers didn't apply the lessons yet.  It seemed to work out that two players would combine and the other would wait wide until a pass was sent.  Everyone chased it and then there was more play from the new attacking zone.  No real plan except run hard on the kick.

Attackers were then encouraged to possess the ball until a single pass would beat the defense caught flat by the possession play.  Here there were still problems but the attack went a little quicker and if successful, it usually worked out where the player making the run would get a shot off rather than just create a new attacking zone.  Still there were too many times where the penetration was forced and the defense got the ball.  Or, the run was forced and the player was way offside before the pass was made.  Here the defense found that compressing the space was a successful strategy and laying off a little was not--just the opposite as in the 3v3+1 from the practice before.  I'm not sure if this was from the change in attacking tactics or from the lack of a balancing player on the defense or from something else.

V. Play

We played 1/2 field to full goals.  There was a good deal of movement and some appropriately timed and run penetrations.  It was clear the habits of good timing and angle of runs were not yet ingrained.  The passes seemed to be good, but they took a long time to get off.  The reasons seemed to be two. One, players did not look around well before receiving the ball to anticipate where the "on" runs would come from.  Two, it still is taking a little long for the receiver to clean up the ball and present it for service.  But, overall, I had good runs from the off players.  The breakdowns seemed to come from the servers.  I changed the game to two-touch to see if it had any effect on either of these problems.  There was some difference and in future practices I think I'll increase the amount of limited-touch play in the hopes of getting players to plan ahead and to play cleanly without the "crutch" of good dribbling skills.

VI. Cool-Down

Much good running and work during the practice.  We went over what went on and what we need to do next time while the players juggled individually, then in pairs and then in three's. We ended in a juggling game of END.  (ASS without the butt-in the air issue.)  After we ENDed the girls stretched.

Different Types of Runs by Two or Three Forwards

Date:    Sun, 27 Dec 1998

From:    Gary Rue 

Here are several "conventional movements" of the forward pair.  Because I'm lazy and I don't know where the book overlaps with my personal knowledge and experiences, I will use the terminology of the book, "Coaching the 4-4-2" by Marziali and Mora.

Criss-crossing--the forwards paths cross in the attacking third.  Often one run is more angled than the other.  The best time to deliver the pass is when they are in line with the passer's line of sight.  It is always the player that can best see ball and teammate that must adapt his run.

Diversion--is the opposite movement where the forwards go to their respective sides.  This run is best when the opponents mark man-to-man, as it opens up the middle for your midfielders.  It is always the player that can best see ball and teammate that must adapt his run.  This move should have an accompanying midfielder coming forward.

Diagonal--both forwards move laterally to the same side line at the same time, again to free the center area.  A vertical run by the midfielder should be made as well.

"L" Shaped--perhaps the most common movement, the forwards make a "L" shape, generally by A1 checking back towards ball and A2 diagonaling behind and into the space vacated by A1.

Reverse--the forward that can see both ball and other forward (often the off-ball forward) makes a reverse run parallel to the run made by the other forward.  If A1 moves forward and wide, A2 moves wide but back at the same angle.  If A1 move back and wide, A2 moves forward and wide.  If A1 makes a lateral run towards A2's side, A2 criss-crosses on a parallel path.

The two forwards should be at different levels, one forward and the other back.  The forwards should be within 15 yards of each other in order to play off each other.  The coach can request the forward furthest from the ball to be the most forward (stretching out the defense).  The forward that checks to ball can be the nearside forward.  Of course, the far forward could check to the ball and the near side forward could make a reverse crossing run forward.

Date:    Tue, 29 Dec 1998

From:    Gary Thomas

Walid Jomaa asked for different scenarios involving rotation of players in the offensive half.  Gary Rue responded with several "conventional movements" of the forward pair, in a 4-4-2.

Here is how I view it with a 3 man front, as you can better attack from the flanks.  [You can get a 3 man front from a 4-4-2 if the 2 front runners stay wide like wings and the inside players shift forward.  (The attacking mid becomes the center forward)].  These movements are to try to create space for an unmarked player to move into.

1. The wing crossover:  All 3 forwards come over to the ball side on a slow possession attack from a flank.  The center mid (defensive mid in a 4-4-2) makes a looping run around to the wide open far post.  The CF (attacking mid) knows to drop back (interchange positions).  The ball must be switched over in a timely manner.  This play can be cued by certain circumstances.

2. The 3 runs into the box to the 3 target areas on an attack from the flanks: On a faster transition attack from a flank, the first run into the box should be to the near post.  For example, say the right wing is dribbling toward the corner and is 18 yards out.  The left wing makes a diagonal slashing run toward the near post.  The second runner into the box, say the CF or attacking mid, makes a looping run around to the far post. The third man to get to the box takes a support position centered at the 18. The right wing with the ball can serve a ball in to the 3 target areas, hopefully before each runner gets there.  Timing runs.  The best of the 3 is the low near post cross to the diagonal runner, who flicks on to one of the other 2 runners.  Channel soccer games can develop these runs.

3. Overlaps on the outside: A wing mid or a wing back can make an overlapping run to an open flank when the ball is in possession in the center.  The player being overlapped interchanges positions with the runner.  This is especially useful if you play an inside to outside to inside to outside passing game, and change the point of attack.   In a 4-4-2 the wing mids have to be able to get to the flanks, and the wing backs make occasional select runs.  Shadow play is useful in helping players see the path of the ball and positioning.

4. Wall passing runs up through the middle by center players creates interchanging of positions and may cause mismarking by the defense.  You could develop these in practice by using restrictions such as "the forwards cannot score," or "each drive must have at least one wall pass in it," or "you get one point for a wall pass and two points for a goal."

5. Checking runs, by the ball side wing, back into the midfield to support may open up space on the ball side flank for the CF to move into.  This is a simple interchange of positions by those 2 forwards.  The far side forward may also move into the CF role.  The ball side forward, who originally checked back and in, may now become the far forward and may be unmarked.  The 3 forwards should interchange positions as much as possible.

6. The CF could move out of the center to create space for someone else.  A good CF could support and be a "target man," while other players make runs in.

These are some patterns that I often use.  Others can be developed depending on the makeup of your team, the strengths of individual players, and the starting point system of play that you use.

Bending Runs Example

Date:    Thu, 27 Jan 2000

From:    Gary Rue 

Bent runs = attacking runs.

                        A

                        o

                      .

       B            .

       |  D       .

       |  |     .

       |  |   .

       |  V .

       V  .

Above is example of a non-bent run by B. A must play a perfect ball for 1) B to get to; and 2) defender D not to intercept or easily defend.

                      A

                      o

                   .

      _ B        .

     /    D    .

    /     |  .

    |     |.

    |    .V

    V  .

By B "bending" the run wide, this 1) opens up the passing angle from A; 2) creates space for B to receive and control (defenders don't often respond with bent run as well); and 3) creates a challenging 1v1 situation for defender D. Note, even though in the diagram it appears that D can intercept the pass, either the pass is past the spot by the time D gets there or it is over the top.  A ball in the air in the first example would rarely be brought under control by B with D that close.  In the second example, B would have time and space to bring the ball down and play into.

Making Bending (“C”) Runs

Date:    Mon, 21 Sep 1998

From:    Gary Rue

The "C" run is a curved run (in the shape of a C). The run is often used when a player off the ball is going forward ahead of the ball. It is used to "open" the player up to the field and the ball. 

By being open to the field (hips and shoulders facing a large portion of the field), the player can see more and will probably have more options if he receives the ball. By being open to the ball, the passer will have better passing angles to complete the pass as shown in the following diagrams.

Player A (below) would have to make the perfect pass to connect with B in stride. Also, B would have to look back over his shoulder to see the pass coming.

  A  B

  o  |

     |

     |

     V

Because of B's curved run, player A now has a nice angled pass and B has a better chance to receive the ball. If it is behind or ahead of B a little, he should be able to adjust his run. Also, B should be facing the direction he would like to attack when he receives the ball.

  A  B__

  o     \

          \

           |

           |

           V

Try the above sequences and see how difficult the passing is with a vertical run. Sometimes, it's best not to be straight forward.

Vertical Check Runs Not Always the Best Option

Date: Thu, 22 Jan 98

From: Gary Rue

The vertical check run from the center of the field is a certainly a distribution option.  A visual example is option 11 at: http://www.soccerclinics.com/building.htm

In this specific example, the central back has the ball and a central midfielder checks straight back to receive the ball.

There are times where this option is available and necessary to use; however, it is better to stress in training other options first, as this puts the receiver (central midfielder) in a bad position if there is defensive pressure.  On a vertical check, the receiver will have three basic options:

1.      Turn and face upfield - this is the best option; however, the center of the field is not an area that will stay pressure free for very long.  Also, pressure can come from all sides.  The receiver will have a difficult time knowing from where the pressure is coming, as he will have his back to the field.  If the receiver were to lose the ball in this situation, the opponents would be in a prime position for a counter attack.  If the receiver can turn into space, then he would then be a very good position to attack the opponent’s defense.

2.      Drop the ball to a supporting back - assuming the central back was under pressure when he played the ball forward, the central midfielder must find a slot to play the ball to another back.  In any case, just as the vertical forward pass causes option problems for the center midfielder, a vertical drop would limit the center back's options and possibly put him under heavy defensive pressure.

3.      Carry (dribble) the ball backwards - this would hopefully create some space for the center halfback to turn or find a better passing angle for a drop.  It would also keep him in motion.  One of the tendencies of a player who has received a vertical pass is to stop the ball.  When I think of a player that has stopped the ball in the middle of the field with his back to his attacking goal, the next vision I have is of the comic strip Beetle Bailey and his undistinguishable mass after the Sarge has ripped into him.  This player is just asking to be nailed.

To avoid being in this position, I suggest two ROTs:

*       check to the ball at an angle

*       pass at an angle

In one of the recent NSCAA session on using zones, the clinician suggested dividing the pitch into 4 vertical zones.  During play no pass could be to someone in the ball zone.  That is, all passes had to be at angles.

Date: Fri, 23 Jan 98

From: David Graham

Gary Rue wrote:

[excellent discussion of options following a vertical checking run to

receive the ball with back to goal]

>1.      Turn and face upfield - this is the best option; however, the

As Gary says, both the best option and the hardest to achieve if the ball is played right to feet and the player checks straight back.

I would recast Gary's comments slightly, both to generalize the situation somewhat and in order to put the stress on what he identified as the best option of them all, i.e. checking back at an angle, by putting it first.

1. Player checks back at an angle: ball should be played with the expectation that the player will be able to turn after creating space for himself.  i.e. the checking player should attempt to make space *before* checking back by taking the defender away first (check away, *then* check back). The checking player should try to get half-turned in order to facilitate completing the turn on receiving the ball. The choice of which foot the ball should be played to will depend to a great extent on the receiving player's position with respect to the field and how much space he has created.

Checking back at an angle will not always be possible, of course, and in any case we don't want our players to be predictable, so it's wise to think about the other option too.  Here I would add a couple of things to what Gary said.

2. Player checks straight back: here I would see five possible options:

a. get turned. As Gary said, the most difficult if the ball is played directly to feet and not at an angle, but players should be coached to attempt this when they have been able to create space.  The best players will need very little space to turn even in this situation (I recently saw a tape of an Arsenal game in which  Dennis Bergkamp received the ball with back to goal and three defenders around him; he stepped over the ball, pivoted and dragged the ball back and to the side with a single fluid motion before taking on the single defender who was between him and the goal -- a thing of beauty).

b. play to a supporting teammate, ideally on the first touch. Here the best options -- given that as Gary said, the center back will probably be under pressure, and also because it's not very creative simply to go back where we came from -- will likely be a wing fullback or wing midfielder either in the channel or on the touch line. The ball to this supporting player should be played to 'set him up', i.e. to enable him to play a first-time penetrating ball either to feet or in the air. It should therefore normally be played to the teammate's dominant foot, especially if the player is playing on his 'right' wing, i.e. that the dominant foot is on the outside.

c. dribble back towards his own goal to create space and options.  As Gary said.

d. hold the ball by shielding it. Especially near the top of the 18, a player who can hold up the ball even for a second or two can create havoc in the defense by allowing teammates time to come forward from midfield, either through the center or on the wings.

e. first-time flick on to a 'third man running', i.e. a teammate who has not to this point been involved in the play. This will normally be a wing midfielder or wing forward.  Technically difficult and a bit chancy but worth a try for surprise value, because it can really spring a player loose if it works.

The central player can use these options to best advantage if he sets them up early in the game, e.g. by using one several times in a row and then substituting another without warning.

Date: Fri, 23 Jan 98

From: NCSocClub 

dgraham@MORGAN.UCS.MUN.CA writes:

<<  >1.      Turn and face upfield - this is the best option; however, the

As Gary says, both the best option and the hardest to achieve if the ball  is played right to feet and the player checks straight back. >>

We have a saying in this area to try to achieve this body preparation:  "Butts out of bounds!"  It means that as the ball comes to you, whether you are checking back or simply open, you should prepare your body by making sure your posterior is pointed towards the touchline.  Now, IF you also have time and space to allow the ball to cross your body so you receive it with the foot away from your teammate, whether it’s your good foot or not, there's a fair chance your body will now be turned so you are looking upfield.  This preparation and turn, if you have the time and space for it, will always let you see the most field and the most teammates.

From David Graham

One important exception: a sweeper or center back who is receiving a ball being played 'round the back', i.e. from one wing fullback with the idea it will be played on to the other wing. As this player receives, opening up will mean that his butt is pointed more towards his own goal line than to the touch line.  The principle is the same, however: 'opening up' for him still means everything Jim said: looking upfield, seeing as much of the field and teammates as possible.

Date: Sat, 24 Jan 98

From: Gary Rue

Good stuff, but it's time to define the position of the ball and check run.  David's points (d) and (e) are mainly for the attacking third (maybe half) of the field, as his examples allude.  The situation that originated this discussion (at least in my mind) was in the defensive half of the field.

Shielding the ball after a vertical check run in the defensive half is very dangerous. If the ball is lost (through a double team, for example) the counter attack is in prime shooting territory.  As David said, laying the ball off is a difficult skill and therefore risky in the defensive half as well. Your team will do well not to put a player into that position.

Another coach explained his "butts to the line" to get the players sideways on. This is very good advice, but the position of the player on a vertical check is probably going to be square to the pass.  He has to cover ground quickly, so running sideways probably won't get it.

Now assume he is in the preferred sideways on position when he receives the ball. Doesn't he have to receive it with the outside of the foot? I know of one coach at a recent NSCAA session lambasted the outside of the foot reception. I tend to agree with him that this is not a preferred technique if there are other choices.

As for the attacking part of the field, teams often have less options.  But I still feel a vertical check run is a bad option. I see this run constantly in the pros and I keep watching to see something good happen.  I rarely do.

Moral: Play the angles and don't put yourself in an awkward position!

Check Runs to Help Midfield Transition to Attack 

Date:  Wed, 2 Dec 1998

From: Kendall Aldous

I coach a young Varsity girls team (9 sophomores, 3 frosh out of 17 players) that is having difficulty making quality transition movement from recovering the ball in our third.  We have a strong defense that doesn't let much through, who gives good outlet passes to the sides, the stopper.  But it pretty much ends there.  It seems that my outside mids and especially my center mid (we play a 4-3-3) hesitate to move forward on and off the ball too much because they don't want to have to go too far to get back on defense.  We have talked a ton about      possession, and why it is to our advantage for everyone to push up.  It works in practice, but they revert back to their old selves in the games.

I'm looking for ideas on how to address this "movement" problem in practice.  We have tried working on overlapping runs by the midfielders, rotations, etc. with minimal success.  Maybe I'm not even sure how I should be having my midfielders more to support the attack or where the forwards should be.  We have an unbelievable girl playing center forward and an aggressive freshman with a great left foot on the outside.  They just can't seem to get the ball in a quality location very often.  Any practice ideas or tactical ideas for game movement in general would be most appreciated.

Date:    Wed, 2 Dec 1998

From:    Ben A. Swain

I think the problem is in something that you have failed to mention ... your strikers.  Your backs and midfielders can possess all they want, but if there are no checking runs from your strikers, you can't go forward.  What I like to teach my girls is the idea of "third man running".  Basically stolen from watching too many Premiere League matches on Fox, I have a progression that every time a player raises her head while she is in possession of the ball, a checking run is made.  If the ball is not played to her feet, she clears the space allowing for another checking run.  Once the ball is played forward, the passer then makes an attacking run while another player supports the girl that made the checking run.  The ball is played back to the supporting player (only if the player making the checking run cannot turn) and then either played through to the runner (the original passer), or switched to another checking run made from the other side of the pitch.  You are now out of the back with only a few passes, and by only pushing forward one player.  If a defender makes the pass to the checking player and pushes up, it's fine for the outside midfielder to hang back and fill her spot on the field until the defender returns.  With a lot of girls, I have noticed the outside midfielders reluctant to push up into the attack, because they don't want to be beaten with a counter attack.  So I suggest adding this progression into your style, as well as putting more emphasis on serving the ball from the flank, so your wingers get more excited about pushing up on the attack.

Diagonal Runs

Date:    Fri, 13 Nov 1998

From:    Rue, Gary Rue

The diagonal or lateral run is an excellent way to setup the attacker for a through ball.  Below, exercises are presented to train the diagonal run and the vertical through pass at the back of the defense.

1. Passive defender (D), dribbler (A1) who takes the ball at D, a 2nd attacker (A2) who makes a diagonal (lateral) run AT D. A1 plays the ball past D on the side opposite A2, before A2 reaches D.

       A1

       :                    A2

       :                  /

       :                 /

       :  D   - - - - - -

       :    /

       V   /

Coaching Points

· Timing of A2's run - based on A1's situation; A2 may need to slow down or speed up.

· Timing of A1's pass - based on A2's run, passing angle, D's position and commitment, pressure on A1.

2. D moves up and back randomly, but is still passive; A2 must adjust run to D's movement to still stay on-side. By running AT the defender, on-side status is maintained.

Coaching Point

· Direction of the A2's run - stay onside by reacting to D's movement and not getting caught closer to the goal line than D.

3. 2v1, A1 & A2 about 20 yards apart (for good long run by A2); D passes to A1 and plays defense.

Coaching Point

· If A1 delays the pass to long, the passing angle will be taken away.

· If D stays back, A1 may have to commit D by dribbling at D.

4. 2v1 on goal

Other progressions could be 3v2, 4v3, 6v4 with diagonal runs being requested of the attackers without ball.

Shooting, C Run

Date:    Mon, 14 Aug 2000

From:    Gary Rue

Setup: two lines, wide of the goal about 40 yards out; every player with a ball, except the first player in line A.  A1 makes a wide "C" out run as B1 plays a long diagonal pass.  A1 runs onto ball and shoots for far post. B1 now makes C out run as A2 plays a long diagonal pass.  A1 goes to the B line and B1 goes to the A line.

        A2o               oB2

       .A1                oB1.

     .                   /     .  run 2

    .  run 1           /         .

   .                 /  pass      .

   .               /

    .            /

      .        /

        .    /

         (a1)

            \

              \  shot

                \

                  \

             |xxxxxx|

Variation:

Player receives ball, makes touch to inside then outside before shot; touch to outside, then inside prior to shot.

After B1 starts his run just after he makes his pass. By making runs and passes from both sides, the exercise stays active with maximum number of shots in a time period.

Stretch the Defense Across the Width of the Field

Date:    Sun, 2 May 1999

From:    Gary Rue

When a team is on the attack, the defense wants to condense and compact. That is, they want to use the offside law to push attacking players back towards their own half of the field, least they be caught offside. They also want to defend from the inside out or push the attack wide or to funnel the attack into the middle where the greatest concentration of defenders exist.

The attack on the other hand wants to spread the defense by moving the ball touch to touch.  The attacking players want to get as close to their attacking goal as possible.  By "stretching" the back of the defense, this causes the defense to adjust backwards to maintain defensive recovery angles on through balls to speedy attackers.

One of the best places to stretch the defense is on the off-ball side of the deepest (closer to the goalline) central defender (e.g., the sweeper).  An attacker in this position can easily see the ball and the deep defender, thus being able to maintain an on-side position.  Unfortunately, the attacker cannot just stop in this position.  Following is an exercise that can be developed from a simple on-side run into a simple attacking pattern against a compressed defense.

Player H1 (halfback) dribbles down the right touch as Player A (forward) makes a run from the opposite side.  A stationary player (sweeper) is positioned in the center of the playing area, slightly to the ball side.  A tries to adjust his run speed to H1.  H1 wants to make a pass on the ball side of the sweeper as A1 runs behind the sweeper onto the through ball behind the defense. A1 wants to "run at" the sweeper in order to stay on-side.  A1 should continue the run with ball on goal for a breakaway score.

The exercise is progressed with the sweeper moving up and back as A1 has to adjust his run to stay on-side.  At this point a second attacker A2 is added on the ball side of the sweeper. A2 makes a diagonal run towards the ball side touchline.  A1 can assist in keeping his teammate on-side.  If the sweeper steps up to put A1 in an offside position, A1 can tell A2 to "Check to ball, A2!"  This communication should clue H1 to not play the ball to A2, unless he is sure that he is back into an on-side position.  H1 should play the ball through to A1.

Now let’s address the situation where A1 has reached the sweeper and the pass has not been made. When A1 reaches the sweeper, there are a few options.  In this case, let’s have A1 continue his run to the touchline, but angled back a little (perhaps finding a wide defender to run at). Add halfback H2 on the off ball side. The pattern play can even be started with a long cross field ball from H2 to H1. H2 starts his overlapping run forward in behind A1's run.  As A1 reaches and runs past the sweeper, H2 runs as far forward as possible, angling the run towards the sweeper as he approaches the off-side line established by the sweeper.  H1 should play a ball over the top towards the far corner or a through ball in behind the sweeper for H2 to run onto.

Other possible scenarios, could be a wall pass between H1 and A2 as A2 checks back; A1 immediately peeling off his run around the sweeper, running back up field and then circling back to make a run in behind H2; A2 could spin away after checking and circle around for an off-ball run.

The key emphasis is for the forwards to constantly move in line with the back of the defense or back towards the ball and not to be caught standing, killing grass. My favorite rule of thumb to maintain an on-side position is to "run at a defender."

Movement Tactics for Forwards

Date:    Thu, 8 Apr 1999

From:    Gary Rue

There are of course several things a forward can do.  Forwards need to create passing angles for penetrating passes, move to areas that cause the defense to adjust or find space where the forward can get behind the defense.  The following ROTs address these goals:

1. Check to ball looking for a long penetrating pass--if the ball is wide, I like this to be the central forward; if the ball is in the middle, then one of the wing forwards check.

2. Diagonal run wide or towards middle--if by a near-side wing forward, then the run may need to be timed to keep from arriving wide too soon or a diagonal towards the space vacated by the center forward; if the center forward diagonals wide, then it should be into the space vacated by the wing forward checking back

3. Stretch out the defense--off ball forward looks to go forward as far as the second to last player allows and in behind the second to last where that defender must either look at the ball or the player.

The players directly in front of the ball should NOT be the stretch players. Invariably, this is what happens when a team gains possession at midfield--all forwards run forward and look over their shoulders.  Now there is no way to get them a penetrating pass unless it's a long ball over the top and the defense is probably in better position to intercept.  In fact, the forwards should be playing off one another and creating passing angles to the player with the ball.

This is where a shadow exercise comes can in handy to demonstrate these runs. Shooting exercises can also be developed out of forward runs such as the ones described above.

Note, this is where the coach starts to define a system of play.  Depending upon your system, these runs may change. For instance, I once ran a lead center forward with two withdrawn forwards.  In another system, I ran two lead forwards with the center forward withdrawn.  Anyway, these are some ideas.

"Hence the skillful fighter puts himself into a position which makes defeat impossible, and does not miss the moment for defeating the enemy." Sun Tzu, The Art of War

Date:    Thu, 8 Apr 1999

From:    Karl Keller

There's a ton on stuff than can be done in this situation.  These plays assume that the forwards are more of less in their channels at the time and the mid has time for two to three touches to set it up.  Here are a couple of ideas --

(1) Variation of third man running.  Center forward and touchline forward near ball show with back to goal.  Midfielder delivers to most open forward.  Forward one touches back to mid. Off ball forward (third man in triangle) streaks to ball side corner, mid delivers through ball.

(2) Variation of scissor run.  Mid carries to center.  Before he gets closed down, he yells "move" and far post forward scissors to near post, near post forward scissors to far post, center forward stays square and faces goal. Delivers ball BEHIND most open streaking forward.  Center forward charges to 6 yd. box.

(3) Peel and turn.  Mid carries to center.  Center forward stays with back to goal, tough on a defender.  Outside forwards peel back to stay square -- as soon they're square they streak to respective corners. Mid picks out one, playing wide. Center forward peels off defender, and charges to 6 yard box.

3 is the easiest to learn, 1 and 2 are sophisticated.  I saw a decent, but not overly talented U-12 team execute third man running a couple times a half, and they ALWAYS got deep into the attack when they did it.  But it requires good receiving skills, and a mid with some vision, and an AR who really understands the offside rule.

Some coaches would say ."Aw, don't teach 'em this stuff, it makes 'em robots."  I'd agree if they tried it every time down the field, but if they do it 2 or three times a game, it will pay dividends.  Besides kids like these kind of plays.

Patterns for Two Forwards

Date:    Wed, 15 Dec 1999

From:    Gary Rue 

Forward players need to be very mobile and active, especially if there are just two.  Forwards need to create passing angles for penetrating passes, move to areas that cause the defense to adjust or find space in or behind the defense.

Twin forwards should play off one another.  They should be within 15 yards of one another when they start their runs.  There should be depth between them; that is, one is up field more than the other.  Consider the player furthest from the ball to be the one that "stretches" the attack out as far forward as the defense allows.  The forward nearest the ball generally makes the first run or move.  The other forward (who can see both ball and forward teammate) will provide the reactive run.  Some patterns in which to train your forwards are:

* check/diagonal - when forward nearest the ball (B1) checks to the ball (B2), the other forward (A1) runs in behind (A2) the checking forward's original position.

  A1 ..........>A2

           B1

             .

               .

                 .

                  B2

                      o

                       C

* split - each forward runs wide towards opposite touchlines (A1 to A2 position and B1 to B2 position); these runs opens up the middle for central midfielders to move into.

  A2<..........A1

                      B1............>B2

* diagonal - each forward runs laterally towards the same touchline, almost always to the ball-side; their runs should be parallel, one deeper than the other. In the example A1 to A2 position and B1 to B2 position.  Note, the displayed runs are flat, but can be at more of an angle forward, depending upon position of the defense.

            B2<........B1

  A2<..........A1

* criss-cross - the forward furthest from the ball checks to the ball; forward two makes a run back that crosses over forward one's run (A1 to A2 position and B1 to B2 position).

                   A1

                 .

          B1   .

             .

           .   .

         A2      .

                  B2

* opposite - if forward one runs forward and cross field, forward two runs back and cross field (runs are parallel, but opposite direction); if forward one runs forward and wide, forward two runs back and to the opposite side; etc.

   A2

     .

       .           B1

         .           .

           .           .

            A1           .

                          B2

Date:    Wed, 15 Dec 1999

From:    Robert C. Christensen

Gary forgot my favorite dual-fwd run:

                        [goal]

                         f1  .

                                :

                     :      f2.

                      :.......;

The forward-most forward bends a run around the back side of the retracted forward. who has the ball.  This opens up a possible run for f2 (if the defender follows f1), or a take-over by f1, or a quick give-go after the run is complete.

This same move can be done with an overlapping mid as well, to good effect.

Decision-Making in Traffic (1 v 1, Takeovers, Crossovers)

Date:    Wed, 14 Oct 1998

From:    Robin Day

In a recent game, I noticed a few of my (U-19G) players reacting a little too slowly in traffic.  There were opportunities for some take-overs, cross-overs etc that were missed simply because they did not recognize the opportunity quickly enough due to high traffic.  There were also times when players lost the ball because they did not recognize the "threat" of an opposing player quickly. We had worked on 1v1's, crossovers and takeovers in various progressions but I wanted to combine all three in a high pressure decision making drill before progressing to a small sided game. Here's what I came up with:

Setup:

Start in a circle large enough to have approx. 5 - 8 yds between each player.  Initially, every second player has a ball. You can add or remove balls to change dynamics. Players with balls move to their right and players without balls moved to their left. No-one changes direction during the drill - they keep going the same way the whole time

Execution and progressions:

The circle will tend to collapse (become smaller) as the drill progresses. Allow this to happen - it forces quicker reactions and decisions. When the circle gets too small to function, stop play and adjust.

a.. First run-through is simple - player with a ball performs a take-over with oncoming player. 

Coaching points - Communication should be verbal and physical - Emphasize take over not a pass.

b. Second run through, take-over is at discretion of ball carrier.

Coaching points - As before plus ball carriers will be meeting other ball carriers so will need heads up dribbling

c. Third run through, designate one or two players (identified with pinnies) as defenders. Defenders continue moving with the group (one in each direction) but try to steal the balls as they pass other players.  If defender steals a ball, they simply leave it for someone else to pick up.  Allow the circle to close in to increase pressure and reduce decision time.

Coaching points - Watch for effective fakes, moves etc. Players must be aware of surroundings and think ahead. ie if defender is two players away, give ball up on take over rather than having to beat them 1v1.

From this, we moved to a small sided game conditioned to encourage take overs in close quarters.  

The team had fun with this drill and in spite of it being the first time through, it ran smoothly.  You might want to mark out a couple of circles with flat "cones" in order to have a defined boundary, particularly in the third run through.

2nd Attacker Exercises for Possession, Vision, Decision Making, Communication

Date:    Fri, 14 May 1999

From:    Gary Rue

Attacking players that do not have the ball may have the most responsibility in establishing ball possession and an effective passing game. The second attacker--any teammate that is or can be in direct support of the ball--must make himself available to the passer. He does this through movement to space or towards ball.  Communication is sometimes key.  Some support players are not good passing options and would do well to "clear the area."

The following exercises build into a wonderful possession game that requires vision, decision making and communication by all players. To make it work the best, the second attackers have to make themselves available to the player on ball via movement and verbal communication.

In a 20x20 area, there are three teams (different colored pinnies) of 3 or 4.  One team is on defense, as the ball is possessed by the other two teams.  When a team loses the ball, that team is now on defense--6v3 or 8v4. 

Restrict players to two touches.

Restrict players to pass to teammates of opposite color. That is, if yellow is defending against red and green, the red player must pass to the green and the green player must pass to a red player. At this point, the coach should be stressing the need for the second attacker to be communicating via voice and movement to the first attacker, prior to the first attacker touching the ball.

Add a couple of 3 yard cone goals in the area somewhere.  The attacking team can score points by passing to the opposite color through the cones.  Each of the two attacking teams get a point.

Add three 2 yard goals at the corners of a 25x25x25 triangle (see ^ ^ in figure below.  The boundaries markers of this area should be extended wider than the goals (see ! in figure below). Each team defends a specific goal.  The attacking teams only attack the defended goal.  Keep the two touch and opposite pinny restrictions.

                               !

                ^                            ^

              ^                                ^

               !                                !

                              ^  ^

In my experiences with this exercises, the players tend to talk more--sometimes it's to argue about who is on defense.  Reinforce the importance of communication as much as possible and the job of the second attacker.

"The difficulty of tactical maneuvering consists in turning the devious into

the direct, and misfortune into gain." Sun Tzu, The Art of War

2nd Attacker Show for the Ball Inside or Outside?

From:    Mark A. Morin

Free association is a wonderful thing.  The recent posts regarding how to turn began me thinking along a chain that led me to the following question.

A player is carrying a ball straight up the field towards a teammate 20 yards away.  A defender is marking the teammate and another is closing on the dribbler.  They aren't in the center of the field, but still have adequate space on either side.  The rest of the teams are normally distributed. If the supporting player wants to "show" to the ball with an diagonal run, which way would be better, to the inside or the outside?

(Attacking toward the bottom:)       Touch

                                       |

                 A1                    |

                  .                    |

                                       |

                                       |

                                       |

                  D1                   |

            \           /              |

             \         /               |

       inside \       /outside         |

               \     /                 |

                \   /                  |

                 \ /                   |

                 A2                    |

                 D2                    |

1. I would think a run outside has less risk.  If D1 or D2 were to intercept the pass, they would have A1 in a good position to challenge, where an inside run does not have the same advantage.

2. A run inside would have A2 receiving the ball with the back to the field and require a moment to turn to face the majority of passing options.  But, if he had that moment, he would be 20 or so yards more penetrative.

3. A run outside would have A2 receiving while facing the field.  But, the nearest player (other than A1) is probably 20 or so yards more distant.

4. I like players who move after they pass and think A1 would overlap after he passes.  This could leave four basic patterns:

   a. The run was inside and the overlap vertical.

   b. The run was inside and the overlap horizontal.

   c. The run was outside and the overlap vertical.

   d. The run was outside and the overlap horizontal.

In trying to describe the results of each I quickly found that, while the actions of others could still be fairly avoided in the possibilities, the actions of D1 and D2 cannot.  Do they follow the player?  Do the hold position?  How much space is given? I didn't want to spend that much time making guesses especially when those guesses are a big part of the basic question.

I know there isn't an "Answer", but would you generally rather A2 make a run inside or outside?

Does the answer change depending on which third of the field they're in?

Date:    Wed, 28 Mar 2001

From:    Gary Rue

There are several variables that would help A2 make a decision.  Which side is D1 shading A1?  Are there supporting attackers coming on (especially to the inside)?  Where are the other (not displayed defenders)?

The answers may change my response, but I would say that I would want A2 to move to the outside in most cases.

* opens up the middle for A1 to beat D1 on dribble or play a 1-2 combo with A2

* takes a defender (D2) out of the middle and support for D1

I would have A2 move towards the inside if I could see A3 running on for a A1==>A2==>A3 combo where A2 lays off to A3.  A2 is a target player that is playing with his back to the goal in this situation. He moves to an angle off the ball.

 (A3)

  .

  .         oA1

  .        /

  .       /

  A3     /

    \   /

     \ /

      A2

        .

          .

            .

            (A2)

Also, A2 should move to the inside if D1 or other defenders are in an inside position keeping A1 from getting to the inside.  In this case, we can move the ball to the inside on the pass or create space for A1 to dribble forward.  If A2 moved outside, this may stall the attack as the defense would be able to squeeze the ball wide with no forward or through ball options behind defenders.

Date:    Wed, 28 Mar 2001

From:    Robert C. Christensen

In the original diagram, on my adult team, and with an advanced youth team I would fully expect an overlapping player moving up the touch line (if I were not the closest to the goal).  And how A2 moves would tell me what to expect.  Typically if an overlapping player is coming on, A2 would move towards the center of the field.  If there is no overlap on, he would typically move to support wide (on or near the touch).  So A2's movement would clue me as to what to expect.

A2's movement away from the center of the field also forces D2 to make a decision:  Follow and maintain the mark (A2), or stay in a support position for D1.  If A2 succeeds in pulling D2 along to the touch, it opens up the interior of the field for A1 to exploit, either via the dribble, or through additional passing.  If D2 releases A2, then A2 is available for combination play.

This of course, is purely theoretical, since we know precious little about how close to our own goal we are, and the locations and movements of other off ball players.

2nd Attacker Supporting Positions - "Watch the Head"

Date:    Wed, 27 Jun 2001

From:    Shaun Green

Andy:

It is important for the supporting player to understand when to go forward and support and when to hold their position behind the ball.  In general, if the player on the ball is facing the opponents goal with their head up, then the support is needed in advance of the ball.  If the player on the ball is facing the supporting player, then the supporting player should offer assistance behind the ball. In simple terms, watch the players head.  It will give you all the cues you need.

Liverpool F.C. played with this motto "Always have a player behind the man on the ball".  This was their release valve when the pressure got hot.  Every player knew that if they were in trouble, they had a man tucked in behind the ball.  The keeper covering the fullback, fullback covering wide men etc.

The use of overlapping runs is also an excellent way of surprising your opponents and gaining a numbers up situation.  Against a well organized and disciplined defense, overlapping runs create mobility and unmarked support play from deep positions.  A player making an overlapping run from a deep position has less chance of being marked and can gather speed over the open space. Most overlapping runs occur in the wide flank positions, however, this tactic can also be used in the midfield third.  When utilizing the run on the flanks, the midfielder or forward will often drag the ball and the defender into a central position to create space for the overlapping player.

Date:    Thu, 28 Jun 2001

From:    Robert C. Christensen

Andy,

Shaun had some excellent points.  A great deal depends on where on the field this happens, where the opponents are (how intense is the defensive pressure), and where your teammates are (how good is the support).  Typically, in the situation you described, either the overlap or the backpass support option would be the two that I would expect to be the most appropriate, depending on the factors I stated above.  If you notice in the professional ranks that almost always a ball carrier on the touch line will have a teammate behind him to provide the relief valve that Shaun spoke of.  If that player moves forward on an overlap, someone else fills that backpass option almost immediately.  This is because the defenders in pro soccer are rarely beaten 1v1.  They MAY get by on the outside, but rarely on the inside.  By having several options (you will also frequently see another attacker pinch in and provide close support inside the ball carrier on the touch, about 5 yards away), the ball carrier can set up a combination play to penetrate, or use a combination play to set up a run to the flag, where a cross can be made.

Functional Training for 2 Strikers

Date: Sun, 12 Oct 97

Posted by: John H. Helsdon

FUNCTIONAL TRAINING FOR THE 2 STRIKERS

Clinician:  Jimmy Conway, Head Coach Oregon Youth Soccer Assn. and             Head Coach, Oregon State Univ. Men's Soccer

U17 boys ODP team, 14 players, 12 + 2 keepers

Warm-Up - In unrestricted space, individual dribbling with both feet keeping ball within the frame of your body, i.e., keep ball close to body and as comfort level increases - GET HEAD UP.  Employ changes of direction and disguise what you are going to do with the ball.  Start, stop, start, constant changes of direction.

<Stretch>

     Now, while dribbling, stop and pull ball back with either foot to do juggles (one with each foot) left to right or right to left (juggles should not be high), then let ball hit the ground in front of you and control it with the sole of the foot on the short hop (as the ball hits the ground keep it from bouncing more than a couple of inches by covering it with the ball of the foot so the ball squirts out in front) and continue dribbling.  Repeat with both feet initiating the juggle and continue.  As proficiency develops, the continuation of the dribble should be accompanied by a change of pace, i.e. an EXPLOSION.

<Stretch>

     Now, the same as above, except after the juggles, control the ball with the inside of either foot resulting in a change of direction.  As the ball hits the ground after the juggle, bring the leg and foot over the ball so as it bounces up, it strikes the inside of the foot in the arch area and goes off laterally.  Your body should be leaning that way and you move off with the ball in the new direction.  Do with both feet as above.

<Stretch>

     Now, the same as above, except after the 2 juggles, control the ball with the outside of either foot resulting in a change of direction and add to this a change of pace (EXPLOSION).  Same principle as above. As the ball hits the ground, bring the knee and leg over the ball so that you contact it with the outside of the foot (opposite the arch) and deflect it off in the new direction, then explode in following. 

<Stretch>

     Now put all 6 together (remember the players are to be doing this with both feet) sole, inside, and outside control with both feet.  Inlcude change of pace in all controlling touches and change of direction with inside and outside of foot.

[My note: for teams without the necessary juggling skills, have the players pick up the ball and self serve (drop it) for the controlling touch.  Juggling is not the skill here, but being able to contol the ball and change direction and pace at the same time.]

<Stretch>

     Now juggle the ball over your head and control the ball with the inside and outside of the foot [self serve again for less skilled players] including change of direction and pace.  Let the ball bounce but contact it right away as it hits the ground in order to affect control.

END OF WARM-UP

Fundamental Stage (very low pressure):  2 goals about 30 yards apart with keepers.  Passers and receivers by each goal.

 Po                              R

 Po                              R

 Po                              R

 _                               _

|                                 |

|                                 |

|  K                           K  |

|                                 |

|_                               _|

 R                              oP

 R                              oP

 R                              oP

P=passer

o=ball

R=receiver

K=keeper

Passer plays ball to themself (short touch to begin movement in preparation for the pass) then passes to the receiver's feet.  Receiver has 2 touches to 1) prepare the ball, and 2) to hit the keeper with it.

EYES ARE TO REMAIN ON THE BALL.  [Some may disagree here about shooting at the keeper, but the idea was to be able to see and hit a target using peripheral vision while maintaining focus on the ball.  He chose to have the shooters shoot at the keeper to prevent the keepers from having to dive for the ball.  That would come later.  By purposely shooting at the keeper from peripheral vision, I think that the idea is that in a game situation, the player will be able to pick up the open area from peripheral vision and hit that area.  It seemed to work because when the final game was going, very few shots were directly at the keeper.]

Coaching points:

1.  First touch is critical - it must be within playing distance, about     2 steps.

2.  Keep eyes on ball - see target from peripheral vision.

3.  Play ball on first touch somewhat off to side at a bit of an angle.

4.  Get over the ball as a prelude to shooting (2nd touch) - plant foot slightly ahead of ball to account for roll, knee over the ball, body upright (no leaning back), follow thru and land on shooting foot.

5.  Hit the GK so they don't have to dive.

6.  On 1st touch, let the ball come under the body to take the pace off the ball.  Use the slight hop to adjust body position and shift weight to receive it.  Don't stick receiving foot out in front of body or the ball will bounce too far away.  Learn to control the ball and place it in proper position (see #3 above) for 2nd touch shot. [He did not encourage or coach 1st time shooting here.]

Progression:  Try to hit target (keeper) by bending the ball - hitting with the outside or inside of the foot off center to put spin on it.

Coaching points:

1.  Keep head down and see the panels on the ball.

2.  Look at target as you get ready to receive, then focus full attention on the ball and use peripheral vision to maintain contact with the target.

3.  Make sure the players try to bend the ball both ways.

[For less skilled players, you can give them an opportunity to try to bend the ball, but don't insist on this.  Some of them may naturally bend the ball because they are always striking it off center.  Try to get them to be able to hit the ball straight by striking it on center, which is the proper technique.  Bending is a variation of proper striking, not the other way around.  Even though the lines are set up to encourage right footed shooting, you can either have them switch the passing and receiving roles part way through or instruct them to set it up to shoot with both feet alternately or in clusters (5 right footed, 5 left footed).  Insist on proper mechanics with both feet.]

Match related:  Same setup, but now create 1v1 situations by having the passer become the defender.  Coach the attacking players to try to get the ball or keep it in front of the goal and not off to the sides. First touch should be to keep the ball in front of the net.  Now, instead of having both sides going at the same time, alternate sides to keep the middle open for use.  The attacker must get a shot off. If the defender is late in getting there or plays off too far, get the shot off early.  Two touch restriction is not in effect for the attackers.  He suggests using the outside of the foot for the 1st touch (controlling touch) in order to prepare the ball for whatever the attacker is going to do.

Progression:  If the defender wins the ball, they can attack the other goal.

This is the preliminary preparation to coaching the 2 strikers and the end of Part I.  In the next part, we begin to use two strikers to work together to get a shot on goal (and hopefully a scoring shot).

[Continuation of a USYSA workshop on functional training for 2 strikers]

A couple of things that I failed to mention in Part I.  In the fundamental stage exercise, the passer goes to the end of the receiving line after passing and the receiver goes to the end of the passing line after shooting.  If the receiver/shooter misses the goal, they chase the ball.  This is rather obvious, but I thought I should mention it anyway.

Secondly, this is FUNCTIONAL training for the 2 strikers, which means it is specific to an area of the field.  In this case, the specific area of the field is the attacking third and perhaps the attacking half of the midfield third.  It is designed to have the strikers work together to generate a shot on goal.  That being said, on to part II.

Functional Training for the 2 Strikers - Part II

Game to 1 goal: Using the same setup as in the 1v1 situations, we now involve the 2nd striker.  Place all the balls at one end (either the by the right or left goal in the diagram) and keep the clustering of players the same.  The game is now 2v1.  The passer passes out to one player on either side of the goal at the opposite end and becomes the defender.  Both attackers leave the goal line at the other end, one receiving the ball and the other providing support.

Coaching points:

1.  Looking for communication (both verbal and visual) between the two strikers.

2.  Supporting striker needs to read the ball carrier.  For example if the supporting striker sees that the ball carrier is having trouble controling the ball, they should stay in a rear support position (i.e., behind the ball - 45 deg angle, but using best judgement).

3.  The ball carrier doesn't have to pass the ball.  Encourage 1v1 takeons.

4.  The timing of supporting runs is critical and the ball carrier must take on the defender in order to draw them in to create space for the 2nd attacker.  The ball carrier makes the decision as to whether to attempt to beat the defender or pass.  2nd attacker must be ready for either eventuality.

5.  Keep progress toward the goal.  A 2v1 is a good match up, but it won't last long in a game.  The attackers cannot afford the luxury of going side to side or slowing the pace of play down very much.  There is urgency in this situation.

Notes:  CALL OFFSIDE.  2nd attacker must time their run to remain onside.  There should be a shot on goal in every 2v1 situation.  If not, you have to be able to break it down to determine why not and offer correction.  You are coaching both 1st and 2nd attacker in this practice so you have to watch and analyze the decisions of both.  At this point you are concentrating more on TACTICAL decision making than technical skill.  The warm up contained some technical stuff, but the real purpose here is the tactics of 2 strikers working together.  The rotation of players can get a little out of control here.  The rotation is as follows:  Have the shooter or striker last in control of the ball go to the passing line, have the passer/defender and the other striker go to the receiving lines.  If you note that one person remains for an extended period on the receiving side, manually switch them.  If the defender gains possession, the exercise is over.  Have both keepers at the goal by the passers alternating in goal.

Game to 2 goals:  Now put a keeper in each goal with same lines as before.  The game is 2v2.  You are primarily coaching the 2nd attacker here as supporting the ball carrier.  You still coach the 1st attacker decisions as well.  The side passing ball out initially defends and the receivers attack.  Let each group play as long as the ball stays in bounds.  [30x20-25 is proper size (I think).  You could lengthen the pitch a bit if necessary.  Adjust the size to suit the players you are working with.]  If a keeper makes a save, they play it in to their side and play continues.  Once a goal is scored or the ball goes out of bounds, the exercise is over and the next group goes.  This provides a 2 to 1 rest:work ratio, depending on how many players you have. 

Note: Before you do any coaching - let the players play the game a bit to get the feel for it.

Coaching points:

1.  Make sure the passer (the striker with the ball) plays the ball to the foot of the receiver (the supporting striker) that allows the receiver to play it back to the passer on 1st touch.  They don't have to pass it back, but played to the proper foot allows for this.

2.  Coach the forward player (ball carrier) to make a back pass to get time to move into a more favorable position when necessary.  The receiver of this pass should look to exploit such movement with a return pass, if it is on.

4.  Coach the strikers to try to setup 1v1 situations within this 2v2 context.

Progression to the final game:

Play 5v5 with keepers on large pitch (here 55x30 yards) and 2 goals.  Use a 2-1-2 formation since you are coaching the 2 strikers.  The keeper, 2 backs, and a midfielder form a diamond behind the strikers.  The focus here is on trying to get the ball to the 2 strikers.  If it doesn't work right, unbalance the sides with the addition of a neutral player in the midfield so you are always 6v5 on attack (or some suitable variation for unbalancing).  ENFORCE OFFSIDES.

Coaching points:

1.  When in possession of the ball, spread out both wide and long (width and depth in attack).

2.  Play patiently looking to gain small bits of ground before hitting the big gainer.

3.  Concentrate on the 2 strikers working in combination and their tactical decisions in relation to each other.

Since time was running out, he didn't have as much time as he would have liked to focus on the 2 strikers in the final game, although during the final game you do less coaching than in the previous activities.  He said that strikers need to play (train) in pairs to develop a working understanding between each other (communication).  Strikers need to be ready to sacrifice their bodies in the goal box.

Final comment:  Strikers miss goals due to two things

1.  Mechanics, and

2.  GETTING INTO POSITION TOO EARLY OR TOO LATE.

This last statement is what the tactical decision making is all about.  Timing is critical and much time needs to be spent in developing this trait in strikers so they have an inherent sense of being in the right place at the right time.  Some are blessed with a this sense, but it can be trained for those who are not so blessed.

The same principles can be applied to training three strikers, just do it in differing pairs.  It is most likely that 2 out of 3 would be combining in an attack at any one time during a game, anyway.

Escalation Game  - First and Second Attacker & Defenders

Date: Thu, 25 Jul 2002

From: John Seipp

Dave Thomas wrote-

>> Our high school season is about to begin and I will be coaching the freshman boys team.  Our first practices will begin in a couple of weeks.  My thoughts for the first week of practices was to go over first and second defender and then first and second attacker.  I have some very good first and second defender exercises that I received from this list and am now looking for some first and second attacker exercises. >>

One of the more popular games I used when I coached HS Boys I called Escalation.  Divide into two teams.  One team lines up next to one of the goalposts (off the field).  The other team takes all the balls and lines up facing the goal in a line in the center circle.  Play with or without keeper.  On your whistle, first in attacking line goes at goal while first in defending line comes out to close down.  No shots outside the penalty area.  After 5-15 seconds, you whistle again, if play is still on, the next person in each line joins in as second attacker and second defender.  If play is dead (goal or ball out of bounds) then first in attacking line grabs a new ball and starts a new play.  Continue whistling to either add additional attackers and defenders or start new balls.  Play for five minutes and switch the two lines.  Whichever team scores more goals in their five minutes of offense wins.  Work rate is determined by fast you blow the whistle, can be very demanding.

Lots of coaching points for 1st, 2nd and 3rd attackers.  Also game-realistic in that players are arriving to the play at intervals, rather than everyone being there all the time.  Point out to attackers the urgency of getting to the goal, five minutes of possession may be pretty but it ain't gonna win the game!

U.S. Women Cross and Near Post Run

Date:    Fri, 25 Jun 1999

From:    Gary Rue 

I have two observations of play after watching the US/Nigeria game in the

1999 Women's World Cup.

* Near post attacking

The US team has made the near post run and cross a fine art.  Perhaps more than anything, it's the run that is the key.  As the dribbler drives towards the near post, the runner sets up in the area of the far post, normally out of the peripheral vision of the ball side marking defender.  At the point of the cross being delivered, the runner sprints past the defender and arrives at the near post to get a touch to deflect the ball towards frame.  It is important that the run not be carried past the post as it will be more difficult to turn the ball towards goal. If the run is made too soon, the defender will have time to adjust.  Also, a player that is standing waiting for the ball is often not in a dynamic enough position to make an effective play on the ball.

The crosser must deliver a low hard ball at the runner.  Anything wide of the player will be difficult for the runner to adjust.  The preferred heights of the near post cross are below the knee and about chest high.  Below the knee allows for the foot to be used.  At chest level, the runner can gain a potential edge on the defender by leaning forward with the head.

The US team also utilized the near post on it's free kick and corner kick set pieces.  In almost every set piece, a run was made past the near post. Sometimes, one near post run was made, followed by another one as the first player cleared area taking defender with her.  If the ball was delivered to one of these runs, the object was to deflect the ball into scoring space for another attacker to run on.

Again the ball had to be delivered hard and low.  In the case of a near post run past the post, a ball at head height would be optimum, as it would be the easiest to flick on.

Cross and Finish Drill

Date: Wed, 3 Oct 2001

From: Robin Day

Here's a drill I used last practice.  It worked quite well and my girls loved it so I thought I would pass it on.

Setup:

Half a normal sized field with at least one goal, preferably two.  Cones "c1, c2..." and players "x1,y1..." as shown below. The first and third player in each line starts with a ball.  Additional players become x3, x4, y3, y4 etc.

Pardon the ugly graphic but it must be worth at least 100 words....

                                                       .....

              c3                                   ...: c1 :

                                         .........:       :

                                DRIBBLE..:               /

                  .............:                        /

    ...x2 x1.....:                                     /     y1 y2...

         :  G                                         /     G

         :  O                                        /      O

         :  A K                                     /     K A

         :  L                                      :------->L

         :  1                                    .:         2

         :                                  .....:

          :                         .......:

           :               ...RUN..:

            :      .......:

             :c2  :                                      c4

              ...:

Player x1 dribbles around c1 and then hits a cross to the penalty spot. Meanwhile, x2 has run around c2 then heads for the far post.  S/he meets the cross and shoots.  x1 and x2 switch roles and join the back of line y.

Line y plays at the same time with y1 dribbling around c3 and y2 making the run around c4.

Add conditions or defenders as you wish to make the drill more realistic.  Also, specify the type of cross and shot you want to see.

If you don't have the luxury of a second goal, have the players in line at the end with no goal spread out and have the "shooters" call the name of a player and make a one touch pass to him/her to simulate a one touch combination play.

3rd ATTACKER

The Third Attacker Definition

Date:    Thu, 15 Apr 1999

From:    Gary Rue

First Attacker--on ball

Second Attacker--immediate support position; generally within 30 yards of the ball and most often around 10-15.  It is a position where the first attacker can play a direct pass.  The second attacker can be behind, beside or in front of the ball. Normally, the defense wants to tightly mark the second attacker.

Third Attacker--well off ball; any pass to this player would take time and allow the defense some recovery.  Defensive marking is well off the player with frequent looks by the defender to be aware of position changes.  The player can also be fairly close to the first attacker, but can only be reached via a series of passes between the first and second attacker or movement changes that would make the third attacker available for an immediate and direct pass.

Wall passes, checks, diagonal runs, and near ball overlaps are second attacker tactics. Three man combination play, far post crosses and diagonal long balls over the top are third attacker tactics.

In very simplistic (yeah, right) terms, if you can be reached with a ground pass, you are probably a second attacker. If you can't be reached easily or it would take a long pass (most often in the air), then you are a third attacker.  Another way of looking it, if the defender cannot see you while looking at the ball, you are probably a third attacker.

Date:    Mon, 19 Apr 1999

From:   Jonathan Wills

Here's a brief refinement to Gary's distances.

The "proper" distance from the ball of a second attacker diminishes as the attack nears the PA.  In its defensive third, support can be 20 or more yards away (from a lightly-pressured ball-carrier).  As the attack moves forward, support needs to draw closer.  In the box, support may need to be as close as five or fewer yards away from the ball.

The idea's very obvious, but sometimes a little *too* obvious -- one of those things that seems to need no explanation.  But it's an easy concept to explain and understand.  It can help correct both "too-near" support as well as  "too-far" support.

As the defense compacts, second attackers need to be closer to the ball, so that they are, in fact, offering support.

Date:    Thu, 15 Apr 1999

From:    Coach Mike

The role of the second attacker is to offer support to the player with the ball.  This support depends on the amount of space conceded by the first defender.  Usually this would be "behind" the ball for a couple of reasons: 1) it gives the first attacker the option to take on the defender 1v1;  2) it gives the first attacker an easy out from pressure; 3) if the defender applies excessive pressure on the ball while trying to close off the pass to the second attacker then the first attacker can turn and penetrate; 4) most important if the first attacker loses possession of the ball then the second attacker is in a good position to offer defensive support.

The role of the third attacker is to offer penetration in the attack -- either behind, through, around or over.  This means there must be length in the attack while trying to create space.  The third attacker is definitely more "penetration" oriented and must have a keener sense for creating attacking play.

Date:    Thu, 15 Apr 1999

From:    Connie T. Matthies

The problem arises because folks often don't realize that, esp. in 11v11, you can have more than one "Second attacker".  The second attacker's job is to provide close support.  In most upper level games, you will have 2 close support players, who will form a moving triangle with the on-ball player so that the on-ball player always has 2 easy passing options.  One "second attacker" usually is positioned to the side or behind, and the other is positioned somewhat forward.

The Third attacker provides the long option (switching option).  His job is to distract the defenders, get on their far side (so they cannot watch him and the ball), and generally unbalance the defense by making various runs.  Often, he is a decoy. 

In general, I would strongly suggest that you avoid this terminology in teaching your players.  It will confuse them hopelessly - and drive all of you bonkers.  Ditto for the concept of 1st D and 2nd D.

Instead, for defense, use their actual job descriptions, which form the acronym PCB.  Closest player is the Pressure player; next closest goalside is the Cover player; others in vicinity of the likely path of the ball towards goal (and/or another target are Balance players). 

On offense, the two closest to the ball are the Triangle players (or Close Support), and the remaining teammates who are situated to make runs from the farside towards the box are the Far Targets (or Switchers or Decoys).

The easiest way to get these concepts across is to start with basic 2v1 training.  Generally, up until the time the ball gets in scoring range of goal, the sole supporting player's job is to help retain possession. Thus, he normally will position himself in the "best" place to help keep the ball and advance it.  Where is this "best" place?  This is going to depend on the relative skill of the on-ball player vs. the sole defender, as well as relative speed compared to this defender.  Assuming that the defender is as fast or faster than the attackers, they normally don't want to beat him too early - or they could lose sight of him (which tends to help the defender to sneak in and strip the ball).  So, typically, the supporting attacker will support from the side or slightly behind - UNTIL the ball enters scoring range.

When the ball enters scoring range, the job of the close supporting player changes - because the balance of risk/reward has tilted heavily in favor of a move to become a scoring target.  At this point, the close support player will want to move to the far side of the defender (so the D cannot watch him and the ball - but in a spot where the ball can "see" the attacker and/or see space into which this target can run into before the D can get there).  By calling for the ball, and making disruptive runs, he will seek to unbalance the D and worry him, so that the on-ball attacker can come in and score (or pass the ball off to him, if he is better placed).

Aha - as you can see, a single supporting attacker is a "second attacker" during the possession phase, but is a "third attacker" during the scoring phase.

You also can see that, once the players know their jobs in 2v1, it is easy stuff to translate into 3v1, because you simply get to leave one close support player with the ball while the remaining attacker takes on the job of the disrupter at the far post.  Kids have no problem in understanding that, with 3, the job of the supporting attacker becomes lots easier (as there is less running to get into place).

There is a nice writeup in the Manual on individual and small group attacking, which might help you to understand the concepts which are being taught - and how the mastery of small group work will dramatically increase the ability of the kiddos to work in larger teams.
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