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1 Coaching Code of Ethics

· Soccer is the player’s game.  Our primary concerns are the development, welfare, enjoyment, and safety of our players.

· Coaches have the responsibility to teach our players to strive for success while playing fairly, observing the laws of the game, and displaying the highest level of sportsmanship.

· Coaches will treat officials and opponents with the utmost respect and dignity at all times.  We must teach our players to do the same.

· Coaches will respect the affiliations of all players, and will follow all guidelines and regulations established by the LSA, USYSA, KSYSA, USSF, and FIFA.

· Coaches are expected to conduct themselves at all times in a manner which is in keeping with representing the LSA and will not bring discredit upon the association.

· Coaches shall conduct themselves professionally when working with any team or individual from the association.  This includes but is not limited to items such as demeanor and dress. 

· Coaches should continually seek opportunities to educate themselves in the proper way to train and manage athletes and teams.  All coaches within the competitive club system should make a commitment to be licensed and/or certified through the National Soccer Coaches Association of America (NSCAA) and/or the United States Soccer Federation (USSF) according to the level at which they will be coaching.  

· Above all, the LSA stresses player development.  We favor development over results.  

2 Field LAYOUTS
This shows you the dimensions of the soccer fields for each type of soccer field.  There are separate field layouts for each age group.
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U6 Size Field

Goal Line

Length 20

-

30 (30 recommended)  yards

Touchline

Touchline

Width 15-25 (25 recommended) yards

Goal Line

Halfway Line

Center Circle

4 yard radius

Goal: 6-18 feet width 

x 6 ft max height

• Ball Size: 3

• Four 8 min quarters

• Half Time 5 min

• 2 min between quarters

• 3 versus 3, no goalie

• No goal box

• Goal kicks are done 2-3 yds to 

side of goal

• Kick-ins Only

• All players 4 yards from player 

in-bounding ball

1 yard 

radius

Goal

Goal

• U6 uses a “dual field” format for games.  

• 2 fields are side-by-side with ½ of the 

team playing on each field

• 2 parent coaches are needed per team 

(one per field) to referee

• Teams switch goals at half-time

FOCAL POINT:

For the children to have fun 

and score often.
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U8 Size Field

Goal Line

Length 25

-

35 (35 recommended) yards

Touchline

Touchline

Width 20-30 (30 recommended) yards

Halfway Line

Center Circle

4 yard radius

Goal: 6-18 feet width 

x 6 ft max height

1 yard 

radius

• Ball Size: 3

• Four 12 min quarters

• Half Time 5 min

• 2 min between qtrs

• 4 versus 4, no goalie

• Throw-ins from Touchline (one 

do-over allowed)

• All players 4 yards from player 

in-bounding ball

Goal

3 yds

3 yds

Goal Line

Goalbox

Goalbox

Goal

• U8 uses a “dual field” format for games.  

• 2 fields are side-by-side with ½ of the 

team playing on each field

• 2 parent coaches are needed per team 

(one per field) to referee

• Teams switch goals at half-time

FOCAL POINT:

For the children to have fun 

and score often.
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U10 Size Field

Goal Line

Length 45

-

60 (55 recommended) yards

Touchline

Touchline

Width 35-45 (45 recommended) yards

Halfway Line

Center Circle

8 yard radius

Goal: 6-18 feet width 

x 6 ft max height

1 yard 

radius

• Ball Size: 4

• Two 25 min halves

• Half Time 5 min

• 6 versus 6

Goal

6 yds

6 yds

Goal Line

Goalbox

Goal

Middle 

Flagpost

Optional

Corner 

Flagpost

14 yds

14 yds

Penalty Area

Penalty Mark

10 yards

8 yard 

radius
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U12 Size Field

Goal Line

Length 60

-

80 (80 recommended) yards

Touchline

Touchline

Width 45-55 (50 recommended) yards

Halfway Line

Center Circle

8 yard radius

Goal: 6-18 ft width x 

6 ft max height

1 yard 

radius

• Ball Size: 4

• Two 30 min 

halves

• Half Time 5 min

• 8 versus 8

Goal

6 yds

6 yds

Goal Line

Goalbox

Goal

Middle 

Flagpost

Optional

Corner 

Flagpost

14 yds

14 yds

Penalty Area

Penalty Mark

10 yards

8 yard 

radius
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Size Field

U13+ Full 

Size Field

Goal Line

Length 100

-

130 (130 recommended) yards

Touchline

Touchline

Width 50-100 (80 recommended) yards

Halfway Line

Center Circle

10 yard radius

Goal: 24 ft width x 8 

ft height

1 yard 

radius

• Ball Size: 5

• Two 35 min 

halves

• Half Time 5 min

• 11 versus 11

Goal

6 yds

6 yds

Goal Line

Goalbox

Goal

Middle 

Flagpost

Optional

Corner 

Flagpost

18 yds

18 yds

Penalty Area

Penalty Mark

12 yards

10 yard 

radius


3 objectives of small-sided games

The Leavenworth Soccer Association supports the small-sided games concept developed by the United States Youth Soccer Association (USYSA) with whom we are affiliated.

What does "Small-Sided Games" mean? 

These are soccer games with fewer players competing on a smaller sized field. These are fun games that involve the players more because fewer players are sharing one ball.

All ages can play "Small Sided Games", but it has a definite developmental impact on our younger soccer players. US Youth Soccer recommendations for "number of players" at the various age groups are as follows:

· U6 - 3 against 3, no goal keepers

· U8 - 4 against 4, no goal keepers

· U10 - 6 against 6 with goal keepers

· U12 - 8 against 8 with goal keepers

· U13+ - 11 against 11 with goal keepers

Here are some of the reasons why we believe, as soccer coaches, administrators and parents must guarantee that our young soccer players play small-sided games:

1. Because we want our young soccer players to touch the soccer ball more often and become more skillful with it! (Individual technical development)

2. Because we want our young soccer players to make more, less-complicated decisions during the game! (Tactical development)

3. Because we want our young soccer players to be more physically efficient in the field space they are playing in! (Reduced field size)

4. Because we want our young soccer players to have more individual teaching time with the coach! Less players on the field and less players on the team will guarantee this! (Need to feel worthy and need to feel important)

5. Because we want our young soccer players to have more, involved playing time in the game! (More opportunity to solve problems that only the game presents)

6. Because we want our young soccer players to have more opportunity to play on both sides of the ball! (More exposure to attacking and defending situations)

7. Because we want our young soccer players to have more opportunities to score goals! (Pure excitement)

The "Small-Sided" environment is a developmentally appropriate environment for our young soccer players. It’s a FUN environment that focuses on the young soccer player.

The LSA has several objectives that each coach should strive for during games:

· 50% Play – Each child is required to play at least 50% of each game if possible.  This is a KSYSA Recreational team rule. 
· Sportsmanship – Players and coaches should shake hands after the game.  During game play, players should help other plays up when the fall.  Players should not talk “trash” or belittle the other team during play. 
· Aggressive Play – Players should not be allowed to play aggressively (e.g. tripping, pushing, etc).  If they do, pull them, coach them, and put them back in.  If necessarily, talk with their parents and let them know what is going on.  We don’t want broken arms and legs because of reckless play (it has happened).
· Ball Handling – Each child should get a chance to handle the ball during the game.  The players should rotate in the positions that they play and not just play in one position.
· Scoring – Each child should get a chance to score.  Nothing is more thrilling than to score a goal.  At times, as a coach, we have all devised special plays to help players not as gifted get the ball in the goal.  This fosters a love for the game.  At the same time, emphasize that assisting a goal is also just as important.
4 GAME TACTICS

There are several tactics that can be used during game play that range from game clock management to how the team is configured on the field.  Coaches are encouraged to attend a LSA coaches clinic and read up on how soccer is played at the appropriate level.

During all games, coaches and referees can make the decision (as long as both sides agree) to shorten the game based on inclement weather or other factors as it makes sense.

U6 (3 versus 3 – no goalie, 4 – 8 minute quarters):

Scoring: There is no score keeping at this level.  The kids should score often and multiple kids should have the opportunity to score.

Field Partitioning: Since many children at this level do not understand left/right, many coaches divide the field into 3 strips that run the length of the field.  Each strip is called Chocolate, Vanilla, and Strawberry.  Each child will remember will remember what flavor they are playing pretty well.
Offense / Defense: There is no offensive or defensive scheme at this level.  The objective is to let the children play and handle the ball.  The best technique is to have one child play center and 2 children play at each side (wings) using the field partitioning technique described above.

You should not have someone be a “goalie” or hang back.  The field is too small and the objective is to get the kids many scoring opportunities.

Player Rotation/Subs:  Coaches should rotate players at least once a quarter as players are available.  
U8 (4 versus 4 – no goalie, 4 – 12 minute quarters)
Scoring: There is no score keeping at this level.  The kids should score often and multiple kids should have the opportunity to score.

Field Partitioning: Since some children at this level do not understand left/right, some coaches divide the field into 3 strips that run the length of the field.  Each strip is called Chocolate, Vanilla, and Strawberry.  Each child will remember will remember what flavor they are playing pretty well.
Offense / Defense: There is the concept of a offensive or defensive scheme at this level.  The key objective is still to let the children play and handle the ball.  A good technique is to have one child play center and 2 children play at each side (wings) using the field partitioning technique described above.  The last child plays slightly back of the front 3.  However, the child playing slightly back should not hang out in the goal, but rather move up and down the field with the other 3.
Player Rotation/Subs:  Coaches should rotate players at least twice a quarter (4 minutes) as players are available.  Players should change their spots on field during each rotation.
U10 (6 versus 6 – including goalie, 2 – 25 minute halves)

Scoring: There is score keeping at this level.  However, it is not emphasized nor focused upon.

Offense / Defense: There is the concept of a offensive or defensive scheme at this level.  Multiple schemes are applicable to include 3 offensive, 2 defensive, and a goalie.  You can also switch that to have 2 offensive, 3 defensive, and a goalie.  The configuration may change based upon the game situation.  

Player Rotation/Subs:  Coaches should rotate players as needed to achieve the 50% play rule.  Goalies should rotate a least once per half to give each child a chance to play goalie once or twice per season.

U12 (8 versus 8 – including goalie, 2 – 30 minute halves)

Scoring: There is score keeping at this level.  

Offense / Defense: There is the concept of a offensive or defensive scheme at this level.  Multiple schemes are applicable to include 4 offensive, 3 defensive, and a goalie.  You can also switch that to have 4 offensive, 3 defensive, and a goalie.  The configuration may change based upon the game situation.  

Player Rotation/Subs:  Coaches should rotate players as needed to achieve the 50% play rule.  Goalies should rotate a least once per half to give each child a chance to play goalie once or twice per season.

U14 (11 versus 11 – including goalie, 2 – 35 minute halves)

Scoring: There is score keeping at this level.  

Offense / Defense: There is the concept of a offensive or defensive scheme at this level.  Multiple schemes are applicable.  The configuration may change based upon the game situation.  

Player Rotation/Subs:  Coaches should rotate players as needed to achieve the 50% play rule.  

5 game Management

Managing the game is important as the games do go quickly and they are over before you know it.  U6/U8 games use a different field configuration (dual field) than U10 and above and that is important.  The differences are described below:
U6/U8

· Dual Field Concept:  This level uses a dual field concept where the game is played on 2 fields and the team is split between the fields.  The reason for the dual field concept is that the number of coaches required per team is cut in half and to have a U6 team with 5 players is quite small to hold an effective practice.  
· Referees:  Each team has a coach and an assistant or co-coach from each team acts as a referee (so 2 per field) during the game.

· Swapping Players: One team may swap players at halftime to have the play against a separate set of players.  This is useful if the breakout of the children is not very equal and swapping sides may make for a more even match up.
· Whistle:  Coaches have a whistle but they should use it sparingly.  Let the children play.  Stop play on obvious fouls, when the ball is decisively out of bounds, and other appropriate moments.
· Clock:  Either get a stopwatch or have a parent on the sideline keep time.  Ensure they call out increments such as every 2 minutes to ensure you substitute at the right time.

IMPORTANT: For U10 and above, Parents will sit on one side of the field and the teams on another.  Parents and the team should not occupy the same sideline.

U10

· Referees:  There is one center referee during the game.

· Player Substitution: Remember to try to let kids play at least 50% of the game.  Players substitute during breaks in play.

· Clock:  The referee will keep time.

U12

· Referees:  There are three referees during the game.

· Player Substitution: Remember to try to let kids play at least 50% of the game.  Players substitute during breaks in play.

· Clock:  The referee will keep time.
U14

· This is played as a regular soccer game according to FIFA rules.
6 team management

How you manage your team is important.  It is prudent to appoint a Team Manager from your pool of parents.  Have that person responsible for the items listed below:

· Snack Roster – Usually a parent is responsible for a snack during halftime (something healthy like oranges or grapes) and after the game (juice and a treat).  Each parent should get a turn and you can team up parents if you don’t have enough weekends.  Ensure you call them the day before the game and remind them as sometimes they do forget.
· Game roster – Ensure you check the phone numbers and email addresses with the parents just in case you need to contact them.
· Awards – When you hand out awards at the end of the season, take a few minutes to recognize each child and give the parent the opportunity to take a picture of the child receiving their medal.  The coach should also say a few words that stress their contribution to the team.

· End of season party – The end of season party can be as simple as handing out the awards at the field or as elaborate as a party somewhere after the game.  This is up to the coach and the parents to decide what they want to do.
· Getting parents involved – Get the parents involved during practice and at the games.  They have to be there anyway!!!  Most parents will not volunteer until asked directly – so do so.  Ask if someone will help during practice to run a drill.  During a game, you can designate a parent to help keep time or keep track of player rotation.

· Emergency contact sheet – The LSA provides basic contact information.  Some coaches like to compile an emergency contact sheet for older kids whose parents may not be at the field every week.  It is also good to note special medical information.  An emergency contact sheet is available from the LSA for your use.

7 practice management

Having an organized practice is key to success.  The one hour that you have these children will pass very quickly.  

Also, let your parents know that dropping kids off and leaving them at practice (especially very young children) is not recommended.  If the child has a problem (medical or behavioral), then the practice is essentially over to care for that one child.  At times parents will have more than one child practicing at the same time in the complex, ensure that you have their cell phone number or know where they are in case you need to contact them.
The Structure of a Training Session (1 hour practice)

· Warm-up (20% of training time – 10 to 15 minutes)

· The purpose is to prepare players physically and mentally

· Warm-up should be related to the topic of the session

· Movement is the key to learning skills

· Main Activity (50% of training time – 30 minutes)

· Activity must be related to the game

· Can change what the coach wants by altering:

· Size of space- size is generally 10 yards per attacking player

· Number of players- adding the pressure of opponents

· Time to complete tasks

· Number of touches a player can use

· Number of goals

· Number of balls

· Game (25% of training time – 15 minutes)

· Should be as realistic as possible

· Coach can relate training topic and coaching points to game

· Use two full-size goals if possible

· Lift restrictions as soon as possible (no ore than 1/3 of the time)

· Do not be afraid to let the players play.  Do teaching when necessary.

· Socratic Method of Teaching- ask the players to come up with solutions to solve problems on the field

· Warm-down (5% of training time – 5 minutes)

· Stretch and allow players to cool down

· Use this time to positively reinforce the efforts of the players

8 PRACTICE TIPS

Key Coaching Tenets

1. HAVE FUN! 

· If you are having fun, the players are surely going to have smiles on their faces!
2. BE ORGANIZED 

· Write down your practice plan before practice starts!  (Eliminates down time & practice chaos).
· Organize practice as follows: Warm up, Individual Skill Work, Mini Games and end with a scrimmage!
· Setup for the next drill/mini game during the water breaks!
· Organize team parents and assistant coach(es) to help with administrative tasks, practices & discipline problems!
3. KEEP IT SIMPLE AND EXCITING!! 

· For youth players "ages 6 - 12", keep the practices and tactics simple and in easy to understand terms!
· When playing mini games and scrimmages at practice, establish names for the teams (ex. Sharks, USA, England, Dinosaurs, etc.) The team name creates unity, competition and brings out the best in your players!
· Use a handful of drills that you & your players enjoy ... no need to spend 15 -20 minutes explaining new drills at each practice!
· Tell the players how long the drill will last or how many goals will win the game. This gives them an objective and keeps them focused on the task at hand!
4. DEVELOP A TEAM TO-DO LIST!! 

· Once you decide on the team to-do list, jot them down and reinforce them throughout the season, during practice, before games & at half time! Some examples
· When the ball comes to a player, his/her options are passing, dribbling or shooting, no kicking!
· Quick throw-ins.
· Going to and winning loose balls.
· When the player has the ball in the offensive corner, cross the ball in front of the goal.
· When the player sees his/her teammate has the ball in the offensive corner, position him or herself in front of the goal and wait for the cross.
· Communicate (talk to each other)
5. COACH COMMANDMENTS!!!

· Before the season begins, communicate to the players & parents ...

· Acceptable and unacceptable behavior   

· What to expect from you (the coach)   

· Your expectations of the players   

· Your expectations of the parents   

· Consequences of actions  This way everyone follows the commandments or face the consequences 

6. CRITIQUING PLAYERS!!! 

· Always start with a positive comment and finish up with the constructive critique! 
· Use specific examples:  Johnny, remember when you kicked the ball 30 yards up the field, that was a powerful kick but were you passing the ball to anyone or was that a shot? Remember, our to-do list says "we don't kick to kick; we kick to pass or kick to shoot"! 

7. GAMES!!! 

· Do ... Display good sportsmanship! (You're the role model for your players).   

· Do ... Reinforce the team to-do list before the game and during half time!  

· Do ... As the game is played, point out situations (to the subs) where players are (and are not) working on the team to-do list! (The game provides great visual pictures and the subs are a captive audience).   

· Do ... Use specific game scenarios (and names) when coaching and making changes at half time! (Be positive).   

· Don't ... Yell and scream from the sidelines (at players or the Ref).   

· Don't ... Try to coach every decision the players are making on the field!   

· Do ... Let the kids play and have fun! 

Player Phases
__________________________________________________

DISCOVERY PHASE:  Under-6 

Coaching Focus: Individual Development, Introduction to Game, and FUN

Points:

· Coaches should provide activities that allow players to have frequent ball contact

· “Fun Games” should be at the core of all training sessions

· All activities should include every player- limit the use of lines

· Coerver Ball Feeling should be introduced at this age as well as entry-level individual skills 

· Players should be encouraged to go 1 v 1 and beat an opponent whenever possible

· Small-sided games up to 3 v 3 (no keepers)

· Players should leave training feeling good about themselves and wanting to play more

· Successful training will last no longer than 60 minutes

DISCOVERY PHASE:  Under-8

Coaching Focus:  Individual Development, Introduction to Team Play (passing), Introduction to Game, and FUN

Points:

· Dribbling and beating an opponent off of the dribble is the primary focus

· Small-sided games should be the core content of training sessions along with “fun games” to promote ball contact and technical development

· Coerver Ball Feeling and Fast Footwork can foster individual development

· Development of kicking/passing with the different surfaces of the foot

· Teach passing progression as forward, sideways, and back 

· Creating the diamond shape is very important at this phase (wide and long)

· Train to create 2 v 1 situations from diamond

· 4 v 4 (without keepers)/5 v 5 (with keepers) should be the final phase in training and in matches (if possible)

· Successful training will last no longer than 60 minutes

ROMANCE PHASE:  Under 10- The Golden Age of Learning 

Coaching Focus:  Individual Skill Development, Support and Ball Movement, Technical Development, and Small-Group Tactics

Points:

· Technical repetition is the primary focus- Dribbling, Passing, Receiving, Shooting, and Tackling 

· Training should include individual skill work, technical repetition, small-sided games, and “fun games” maximizing ball contact

· Coerver Ball Feeling and Fast Footwork can be included in training when possible

· Attacking and defending 1 v 1 is crucial at this age (building on previous years’ experience)

· Introduction to the “counter movement”- checking out and in to create space and receive ball

· Passing with different surfaces of the foot should be developed and encouraged

· Allow players to make teams and keep score (out loud)

· Start teaching the players to create space and combine with each other (combination play)

· 8 v 8 should be final phase in training and matches (if possible)

· Train the 1-2-3-2 formation (two diamonds)

· Force players to play under pressure

· Successful training will last no longer than 60 minutes

ROMANCE PHASE:  Under-12- The Golden Age of Learning 

Focus:  Individual Skill Development, Support and Combination Play, Technical Development, and Large-Group Tactics

Points:

· Training should still focus on technical repetition

· Coerver Ball Feeling, Fast Footwork, and Cuts for Space (evading pressure) should be used frequently

· 1 v 1 battling should occur often in training

· Counter movements strengthened

· Passing with different weight and texture should be slowly developed

· Players should be able to pass and shoot around 30-40 yards (ideally)

· Crossing and heading can be carefully introduced and encouraged

· Training should be competitive and score should be kept on all training exercises

· Combination play expanded

· Creating space for teammates

· Soccer-specific fitness carefully introduced

· Training and matches should finish with 8 v 8/ 11 v 11 (if possible)

· Training should be as long as match time

· Players should leave training wanting to play more

COMMITMENT PHASE:  U-13/U-14 

Focus:  Large-Group Tactics, Technical Basing, and Team Building

Points:

· The primary focus is still building a strong technical base at this age

· Players must begin “personalizing” their games in this phase

· Coaching 11 v 11 team play should begin (phase play, shadow play) 

· Training should include decision-making (tactics) while under pressure

· Long ball service polished

· Various forms of 1 v 1 battles used in training

· Competitive yet light-hearted atmosphere- Score should be kept regularly

· Players trained to play with their backs to goal (more likely sideways on)

· Heading strengthened regularly

· Soccer-specific fitness included in all training sessions (use caution)

· Creating space and checking in and out of space must be refined

· Successful training will last no longer than 90 minutes.

· Remember:  The issue of soccer “burn-out” can be a big concern at this age

COMMITMENT PHASE:  U-15 through High School 

Focus:  Team Building, Functional Training, Tactical Development, and Learning to Win

Points:

· Training should focus on the skills specific to positional (functional) play

· Train efficient movement on and off the ball

· Fitness becomes extremely important to achieving victory

· Players must become coach-independent

· Appreciation and knowledge of various systems of play

· Highly competitive environment, yet teambuilding is very important

· Training should be no longer than two hours

9 PRACTICE DRILLS

The drills provided in this section are just a sample of what is available.  Be creative and create your own!!!
Head, Shoulders, Toes (Warm Ups)
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	 Playing .. 

	· Players in pairs facing each other; each pair with a ball. 

· Pairs are spaced 3-4 yards from each other. 

· For correct spacing between partners, players should extend their arms toward each other and players should be able to lightly touch finger tips. 

· Place the ball directly in between each partner. 

· The players put their arms down and wait for directions from the coach. 

· Once the players are properly spaced, the coach begins to shout out parts of the body and the players react. For example: If the coach shouts "head" the players touch their head with both of their hands, if the coach shouts "knees" the players touch both of their knees (the same for toes, shoulders, nose etc.).
· The coach continues to shout body parts and at some point, the coach shouts "ball". When the coach shouts "ball", each player (partner) tries to gain possession of the ball lying in front of him/her. 

· After the struggle for the ball, the player that does not win possession of the ball must do 5 step ups (or 5 jumping jacks or push ups ... some consequence to get back into the game.) 

· After the player that does not have possession of the ball completes his/her consequence, the players space themselves again by touching finger tips. 

· After the coach shouts a few body parts called, the coach again shouts "ball" and the players struggle for possession of the ball. (Consequences again for the player not in possession of the ball). 

· The challenge continues until the coach decides to change the rules (see below) or start practice. 

	 Coaching Points 

	· Have a tournament where winners compete against winners and losers are eliminated from the tournament. 

· Last player winning possession of the ball, wins the tournament. 

	 Competition, Variations& Restrictions:

	· Change the definition of the body parts so when the coach shouts "ball", it really means "head" so the players should touch their head, and when the coach shouts "head", it really means ball and the players immediately try and gain possession of the ball. 

· Under the above scenario, if a player touches/grabs the ball when coach shouts "ball", he/she has to complete a consequence. 

· Same game as above but the players are spaced standing back to back. 


Do This - Do That (Warm Ups)
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	 Playing .. 

	· "Do this", "Do that" is similar to Simon Says. 

· Each player with a ball. 

· Each player should line up along a line with 2-3 yards between each player. 

· The coach stands in front of his/her players. 

· The coach says "Do this" or "Do that" while initiating an action. 

· For example, if the coach says "Do this" while reaching to touch his/her head with both hands, the players must immediately copy "mimic" the coaches action by touching their heads with both their hands. 

· Last player remaining wins the game. 

· Every time the coach says "Do this" while initiating an action, the players copy "mimic" the action of the coach. 

· If the coach says "Do that" while initiating an action, the players must not move. The players only copy "mimic" the action of the coach when he/she says "Do this". 

· Whenever a player moves (even a little) when the coach says "Do that", that player is eliminated from the game. 

	 Competition, Variations& Restrictions:

	· Sample actions to be completed by the coach include: touch your toes, touch your head, touch your nose, touch your shoulders, tap the ball side to side, step ups, etc. 


Run & Gun (Shooting / Finishing Game)
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	 Playing .. 

	· Split players into 2 even teams ... give each team a name. 
· Set up 2 small, coned goals and 1 cone 10-12 yards away from the goal. 

· Line up teams next to a goal, each player with a ball. 

· When the coach blows the whistle, the first player from each line dribbles to and around the cone and then dribbles back toward his/her goal and shoots the ball into the goal. 

· The first player to shoot the ball into the net gets a point for his/her team. 

· Play until one of the players scores a goal so if both players miss the net, they chase down their ball and try to kick the ball into their net first. (Players should not give up until a goal is scored.) 

	 Coaching Points 

	· Players should dribble at speed ... keeping close control of the ball. 

· Players should take long shots to kick the ball into their net first. 

· Coaches must keep the lines moving so after a player has scored, blow the whistle to start the next 2 players. 

· If there are a lot of players, split them into 3 groups. 

· Encourage cheering for teammates. 

	 Competition, Variations& Restrictions:

	· Play games to 7, losing team does 5 jumping jacks. 


One Goal Dog Fight (Shooting / Finishing Game)
	[image: image10.png]




	 

	 Playing .. 

	· Split players into 2 even teams ... give each team a name.

· Each team lines up to the side of a goal post. 

· All the balls are in the net 

· Keeper in goal. (coach plays goalie for younger players) 

· To start the game, the coach throws the ball just past the top of the penalty box. 

· When the coach throws the ball onto the field, the first player in line from each team runs out to the ball and they begin to play 1 vs 1 to goal. 

· First player to the ball gains possession of the ball, turns with the ball, attacks the 
defender and tries to score. 

· Second player to the ball defends and attempts to steal the ball. 

· If the defender steals the ball, he/she becomes the attacker and tries to score while
the former attacker defends. 

	 Coaching Points 

	· Get to loose ball quickly 
Attacking players ... 

· Gain possession of the ball, quickly turn and attack the defender at speed 

· Make one quick move to get by the defender and shoot 

· Defending players ... 

· Try and not let the attacker turn with the ball and try to steal the ball when the attacker has his/her back to the goal. 

· If the attacker is able to turn with ball, channel the attacker to the outside, away from the goal so the attacker has a bad angle when he/she shoots. 

	 Competition, Variations& Restrictions:

	· Play games to 5 ... losing team does 5 jumping jacks 

· After several games have been played, the coach shouts out 4 names (2 from each team) before throwing the ball and the players play 2 vs 2. 

· Shout out 6 names (3 from each team) and play 3 vs 3. 

· Last team to touch the ball before it goes into the net gets credit for the goal 

· Play 2 touch. 


Clean Slate (Passing / Receiving Game)
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	 Playing .. 

	· Split players into 2 even teams ... give each team a name. 
(see Youth Coach Handbook #3) 

· Mark a grid 15 yards x 15 yards with a 3 yard no man's land marked in the middle of the grid 

· Each player should have a ball before the game begins 

· On the coach's whistle, the players on each team begin kicking the balls on its side of the grid through the neutral zone and into the grid of the opposing team. (Coach keeps neutral zone free of balls) 

· Play games lasting 2 - 3 minutes 

· When the designated time is up, whichever team has fewer balls in its grid wins the game ... losing team does 5 jumping jacks. 

	 Coaching Points 

	· Quickly track down loose balls 

· Kick balls targeting the open spaces, forcing the opposition to work hard in returning balls. 

· Reinforce proper kicking/passing techniques 

	 Competition, Variations& Restrictions:

	· Use more balls. 

· Must use 2 touches or must leave the ball for a teammate to kick. 

· Inside of the foot passing only 

· Instep drive kicks only 

· Kicking with left foot only 

· For more advanced players, increase the size of the neutral zone. 


1 vs 1 vs 1 (Dribbling Game)
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	 Playing .. 

	· Place 3 cones approximately 15-18 yards apart in the shape of a triangle 

· Split players into groups of 3. 

· Place 2 groups of three players at each coned area. 

· One group of 3 plays 1 vs 1 vs 1 while the other group of 3 rests. 

· Each player plays as an individual. 

· No out of bounds (within reason). 

· The object of the player in possession of the ball is to score goals by hitting a cone with the ball ... the 2 players without the ball attempt to stop the attacker from scoring and try to gain possession of the ball to score themselves. 

· Each player plays for himself/herself. The player in possession of the ball is always dribbling against 2 defenders. 

· After a defender has gained possession of the ball, he/she becomes the attacker and attempts to score against the 2 defenders. 

· After an attacker loses possession of the ball, he/she becomes a defender and attempts to win the ball back and score. 

· After scoring a goal, players must dribble at least 5 yards away from the cone before scoring at the same cone again. 

· Play is continuous until a player scores 2 goals. 

· First player to score 2 goals is the champ. 

· Once a player scores 2 goals, that group of three players rests and the three players that were resting come on the field and play 1 vs 1 vs 1. 

	 Coaching Points 

	· Attackers should dribble and attempt to score at goals that are open (not as well defended). 

· To score goals ... attackers should use fakes, change of speed and change of direction. 

	 Competition, Variations& Restrictions:

	· Play a tournament where the winner from each group of 3 competes in a team championship for the practice. Have the other team members watch and cheer. 


Fire Drill (Dribbling Game)
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	 Playing .. 

	· Place equally skilled players together in the same group. Have 2 groups per grid so one group is resting while the other group is active. 

· Place 4 coned squares 10 -12 yards apart. 

· Start with 4-9 balls in the middle of the grid and each player starts in his/her home base. 

· The object is to get as many balls into your home base as possible in the allotted time. Players take the balls from the center of the grid initially and then the players may "steal" balls from the home base of the other teams. 

	 Coaching Points 

	· Players may not "guard" balls in their home base. 

· Players may not "steal" the ball from an opponent when he/she is dribbling or carrying the ball to their home base. 

· Play games of 1.5 - 3 minutes depending on the fitness level of the players and the heat. 

· For younger players to get the idea of the game, have the players use their hands to take the balls from the middle and their hands when they "steal" the balls from the home base of the other players and carry the ball back to their home base. 

· Once the players understand the game, players then may only use their feet to dribble to and from the middle and to and from the home base of the other players. 

· Players may only pick up or dribble one ball at a time. 

· Whichever player has the most balls in their home base at the end of the designated time is the winner ... losing team does 5 jumping jacks. 


Freeze Tag (Dribbling Game)
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	 Playing .. 

	· Select 1 player who is "it" 

· Mark off a grid with cones 10 yards X 10 yards 

· Each of the remaining players should be standing in the grid with a ball waiting for the coaches whistle. 

· On the coaches whistle, the player who is "it" tags "freezes" as many players as possible 

· If a player is tagged, he/she must pick the ball up, hold it over their head and spread their legs. 

· To get "unfrozen" another player (teammate) must dribble to and pass the ball 
through the spread legs of the "frozen player". 

· Once the player is "unfrozen", he/she resumes dribbling in the grid. 

· If a player dribbles the ball outside of the grid, that player is "frozen". 

	 Coaching Points 

	· Players must dribble and keep close control of their ball. 

· Players must keep their head up and see where the "tagger" is located. 

· Players must dribble away from the "tagger" and dribble toward teammates 
who need to be "unfrozen". 

	 Competition, Variations& Restrictions:

	· Coach should keep track of "records" 

· in how many seconds can a "tagger" freeze all the players 

· most number of players still "frozen" after a 30-45 second time frame 


"Dribble Across A Square" (U-8 & up) 

	Comment:
	A great game that teaches dribbling and how to use the bottom of the foot and the outside of the foot to stop the ball and turn. Easy set-up & everyone has a ball. This is also a great warm-up to start practice. This is 10 times better than dribbling through cones & is a good way to evaluate dribbling skill.

	Teaches:
	Control dribbling, to look up while dribbling & how to do a "Pullback" & "Hook Turn". Players learn to use peripheral vision, to shield the ball when in traffic, and that they can speed up if they get in the clear. 

	Set-up:
	· Use 4 disk cones to make a square about 10 or 12 steps wide (smaller or larger depending on age & number of players) 

· Every player has a ball 

· Spread players around the square, all facing inward (like below): 
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	The Game:
	· All players start on "Go" & each player dribbles across & back. 

· Must do a "Pullback" or a "Hook Turn" to turn. (Do a Pullback by putting the bottom of the foot on top of ball to stop it & pull it back in the direction you came from. Do a Hook Turn by pulling the toes up & turning the foot so the outside of the foot can "hook" the ball, stop it & pull it back). 

· Tell players to look up while they dribble so they don't run into each other (don't worry, there won't be many collisions). 

· The first to 12 is the winner (each time he turns is "one"). Tell players to yell "Done" when finished and ask each player his score at the end of the game. 

· Play 2 or 3 games. For the second game, the first to 10 is the winner and for the third game, the first to 8 is the winner. Play at the start of practice as a warm-up and at the end of practice until dribbling skills improve or your team gets tired of this game. 

	Teaching Points:
	· "Control Dribbling" - When in traffic, keep the ball close to your feet so you can protect it; learn how to look up while dribbling by keeping the ball close to your feet so you know where it is. 

· "Speed Dribbling" - When you get "open" (out of traffic), you can kick the ball & run to it so you can go faster, but you must still keep it under control so you can turn. 

· How to do a "Pullback" and a "Hook Turn" 


"Hit The Coach" (U-6 only)

	Teaches:
	Dribbling, kicking & teaches the Coach how to be funny 

	Comment:
	A simple, fun game for U-6 

	Set-up:
	· Each player has a ball 

	The Game:
	· Players stand shoulder-to-shoulder facing Coach who is about 5 steps away 

· On "Go", the Coach runs slowly away while players dribble to chase him & try to hit him with the ball by shooting at him 

· They get 1 point each time they hit him 

· Recruit parents to help & split into 2 games or even 3, so it is less crowded 

· Stay in a small area & have fun with this game <P.

· Play for about 5 minutes 

	Variation:
	· Before starting, tell the players that if they hit you 5 times (total) you will make the sound of their favorite animal, like a dog or a cow, etc. When you are hit 5 times, stop & let them choose a sound. Then start all over. 

· Try to stop about every 60 seconds. You can adjust by changing the number of required hits to 3 or 4 

	Comments:
	Whether children continue to play soccer will have a lot to do with whether it is fun at early ages. SoccerHelp Practice Games are designed to be fun, to teach important skills and concepts, and to keep players active. We don't use "knock-out" or elimination games which leave kids standing on the sideline and we don't use games such as "Crab Soccer" which are fun but have many kids crawling on the ground instead of learning to play soccer. There are thousands of drills on the Internet, but most are not well thought out, efficient, effective or fun. Most drills and games do not provide enough touches on the ball or the activity level is too low (i.e., there is too much standing around) to meet SoccerHelp standards. SoccerHelp Practice Games are selected from hundreds we have tried and less than 5% of the games we evaluate are selected for SoccerHelp Premium. We believe in positive motivation and don't believe in punishing a child who has tried their best but lost a Practice Game. Thus, we do not recommend punishing the losers or making the losers leave the game. 


"Monster Invasion" (Dribbling & concept of a field, U-6)

	Summary:
	Tell the players that a Monster is coming to try to steal their pet ball and that they must keep it away from the Monster by dribbling it around the field (tell them they must stay inside the field). The Coach or a parent is the monster. Ideas: drag your leg like Frankenstein, make monster noises, make a face, and say things like "Don't let me get your ball!!" But don't actually scare them. The idea is just to have them try to get away. Don't catch the players, just have fun. 

	Set-up:
	1. A ball for every player. 

2. Use disk cones or markers to make a square field about 10 steps by 10 steps (or smaller if you have only a few players). 

	Teaches:
	1. "Control Dribbling" 

2. The concept of a "field" and staying inside the lines ("in bounds") and that it's bad to go "out of bounds" 

3. Controlling the ball while under pressure 

4. Using peripheral vision 

5. Looking up while dribbling 

6. Dribbling in "traffic" with a lot of other players nearby 

	Comments:
	Whether children continue to play soccer will have a lot to do with whether it is fun at early ages. SoccerHelp Practice Games are designed to be fun, to teach important skills and concepts, and to keep players active. We don't use "knock-out" or elimination games which leave kids standing on the sideline and we don't use games such as "Crab Soccer" which are fun but have many kids crawling on the ground instead of learning to play soccer. There are thousands of drills on the Internet, but most are not well thought out, efficient, effective or fun. Most drills and games do not provide enough touches on the ball or the activity level is too low (i.e., there is too much standing around) to meet SoccerHelp standards. SoccerHelp Practice Games are selected from hundreds we have tried and less than 5% of the games we evaluate are selected for SoccerHelp Premium. We believe in positive motivation and don't believe in punishing a child who has tried their best but lost a Practice Game. Thus, we do not recommend punishing the losers or making the losers leave the game. 


10 Leavenworth County Rules for U6 Small Sided Games
Law 1 – The Field of Play 
1. Dimensions: The field of play must be rectangular. The length of the touchline must be greater than the length of the goal line. 
2. Length: minimum 20 yards maximum 30 yards (30 recommended)
3. Width: minimum 15 yards maximum 25 yards (25 recommended)
4. Field Markings: Distinctive lines not more than (5) inches wide. The field of play is divided into two halves by a halfway line. The center mark is indicated at the midpoint of the halfway line. The center mark is indicated at the midpoint of the halfway line. A circle with a radius of four (4) yards is marked around it. 
5. The Goal Area: A goal area is defined at each end of the field as follows: Two lines are drawn at right angles to the goal line three (3) yards from the inside each goalpost. These lines extend into the field of play for a distance of three (3) yards and are joined by a line drawn parallel with the goal line. The area bounded by these lines and the goal line is the goal area. 
6. The Penalty Area: none. 
7. Flag posts: none. 
8. The Corner Arc: Conform to FIFA. 
9. Goals: Goals must be placed on the center of each goal line. Hockey style goals will be used. 

10. Goals must be securely anchored

11. Spectator and team benches should be on opposite sides of the field. 

12. With the referee’s permission, Coaches will be allowed on the field at stoppage of play to instruct or reset player upon permission of the referee for the 1st two games of the season. Coaches will be required to leave the field of play prior to the official starting play.

Law 2 – The Ball: Size Three (3). 

Law 3 – The Number of Players: 

1. A match is played by two teams, each consisting of not more than four players. There are NO goalkeepers. 
2. Substitutions: At any stoppage of play and unlimited. 
3. Playing time: Each player SHALL play a minimum of 50% of the total playing time. Teams and matches may be coed. 

Law 4 – The Players’ Equipment: Conform to FIFA. 

1. Player may not wear any item of equipment that may be dangerous to themselves or others to include jewelry. 

2. Player wearing a cast will require permission slip from a doctor and must be deemed safe by the referee. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

3. Shin guards are required and must be covered by socks. 

4. Toe cleats are not permitted and the shoe must be deemed safe by the referee.

5. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

Law 5 – The Referee: All infringements shall be briefly explained to the offending player. 

Law 6 – The Assistant Referees: None. 

Law 7 – The Duration of the Match: 

1. The match shall be divided into four (4) equal, eight (8) minute quarters. 

2. There shall be a two (2) minute break between quarters one and two and another two (2) minute break between quarters three and four. There shall be a half-time interval of five (5) minutes. 

Law 8 – The Start and Restart of Play: Conform to FIFA, with the exception of the opponents of the team taking the kick-off are at least four (4) yards from the ball until it is in play. 

Law 9 – The Ball In and Out of Play: Conform to FIFA. 

Law 10 – The Method of Scoring: Conform to FIFA. 

1. A goal may be scored from a touch-line quick kick

Law 11 – Offside: None. 

Law 12 – Fouls and Misconduct: Conform to FIFA

1. All fouls shall result in a direct free kick. 

2. The referee/coach/parent must explain ALL infringements to the offending player. 

3. If a child is being too rambunctious then the game official will ask the coach to make a substitution of that player to give the child a chance to calm down before returning to play.

4. No cards shown for misconduct. 

5. No slide tackling permitted
Law 13 – Free Kicks: Conform to FIFA with the exceptions that all kicks are direct and all opponents are at least four (4) yards from the ball until it is in play. 

Law 14 – The Penalty Kick: None. 

Law 15 – The Throw-In: No throw-ins for U6.  Quick kicks will be taken from the spot on the touch-line where the ball went out of play. Referee’s will move defending players far enough away that the ball may be played. 

Law 16 – The Goal Kick: Conform to FIFA with the exception that opponents must remain outside the goal area and at least four (4) yards from the ball until it is in play. 

Law 17 – The Corner Kick: Conform to FIFA with the exception that opponents remain at least four (4) yards from the ball until it is in play. 

11 Leavenworth County Under 8 Rules for Small Sided Games

Law 1 – The Field of Play 
1. Dimensions: The field of play must be rectangular. The length of the touchline must be greater than the length of the goal line. 
2. Length: minimum 25 yards maximum 35 yards (35 recommended)
3. Width: minimum 20 yards maximum 30 yards (30 recommended)
4. Field Markings: Distinctive lines not more than (5) inches wide. The field of play is divided into two halves by a halfway line. The center mark is indicated at the midpoint of the halfway line. The center mark is indicated at the midpoint of the halfway line. A circle with a radius of four (4) yards is marked around it. 
5. The Goal Area: A goal area is defined at each end of the field as follows: Two lines are drawn at right angles to the goal line three (3) yards from the inside each goalpost. These lines extend into the field of play for a distance of three (3) yards and are joined by a line drawn parallel with the goal line. The area bounded by these lines and the goal line is the goal area. 
6. The Penalty Area: none. 
7. Flag posts: none. 
8. The Corner Arc: Conform to FIFA. 
9. Goals: Goals must be placed on the center of each goal line. Hockey style goals will be used. 

10. Goals must be properly anchored to the ground.
11. Spectator and team benches should be on opposite sides of the field. 

12. With the referee’s permission, Coaches will be allowed on the field at stoppage of play to instruct or reset player upon permission of the referee for the 1st two games of the season. Coaches will be required to leave the field of play prior to the official starting play.

Law 2 – The Ball: Size Three (3). 

Law 3 – The Number of Players: 

1. A match is played by two teams, each consisting of not more than four players. There are NO goalkeepers. 
2. Substitutions: At any stoppage of play and unlimited. 
3. Playing time: Each player SHALL play a minimum of 50% of the total playing time. Teams and matches may be coed. 

Law 4 – The Players’ Equipment: Conform to FIFA. 

1. Player may not wear any item of equipment that may be dangerous to themselves or others to include jewelry. 

2. Player wearing a cast will require permission slip from a doctor and must be deemed safe by the referee. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

3. Shin guards are required and must be covered by socks. 

4. Toe cleats are not permitted and the shoe must be deemed safe by the referee.

5. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

Law 5 – The Referee: All infringements shall be briefly explained to the offending player. 

Law 6 – The Assistant Referees: None. 

Law 7 – The Duration of the Match: 

1. The match shall be divided into four (4) equal, twelve (12) minute quarters. 

2. There shall be a two (2) minute break between quarters one and two and another two (2) minute break between quarters three and four. There shall be a half-time interval of five (5) minutes. 

Law 8 – The Start and Restart of Play: Conform to FIFA, with the exception of the opponents of the team taking the kick-off are at least four (4) yards from the ball until it is in play. 

Law 9 – The Ball In and Out of Play: Conform to FIFA. 

Law 10 – The Method of Scoring: Conform to FIFA.

1. A goal may be scored from a touch-line quick kick

Law 11 – Offside: None. 

Law 12 – Fouls and Misconduct: Conform to FIFA with following exceptions;

1. All fouls shall result in a direct free kick. 

2. The referee must explain ALL infringements to the offending player. 

3. If a child is being too rambunctious then the game official will ask the coach to make a substitution of that player to give the child a chance to calm down before returning to play.

4. No cards shown for misconduct. 

5. No slide tackling permitted
Law 13 – Free Kicks: Conform to FIFA with the exceptions that all kicks are direct and all opponents are at least four (4) yards from the ball until it is in play. 

Law 14 – The Penalty Kick: None. 

Law 15 – The Throw-In: Throw ins will be taken from the spot on the touch-line where the ball went out of play.  Referee’s will move defending players far enough away that the ball may be played. Conform to FIFA with the exception that an improperly performed throw-in can be retaken once. 

Law 16 – The Goal Kick: Conform to FIFA with the exception that opponents must remain outside the goal area and at least four (4) yards from the ball until it is in play. 

Law 17 – The Corner Kick: Conform to FIFA with the exception that opponents remain at least four (4) yards from the ball until it is in play. 

12 Leavenworth County Under 10 Rules for Small Sided Games

Law 1 – The Field of Play 
1. Dimensions: The field of play must be rectangular. The length of the touchline must be greater than the length of the goal line. 
2. Length: minimum 45 yards maximum 60 yards (55 recommended)
3. Width: minimum 35 yards maximum 45 yards  (45 recommended)
4. Field Markings: Distinctive lines not more than five (5) inches wide. The field of play is divided into two halves by a halfway line. The center mark is indicated at the midpoint of the halfway line. A circle with a radius of eight (8) yards is marked around it. 
5. The Goal Area: Conform to FIFA. 
6. The Penalty Area: A penalty area is defined at each end of the field as follows: Two lines are drawn at right angles to the goal line, ten (10) yards from the inside of each goalpost. These lines extend into the field of play for a distance of ten (10) yards and are joined by a line drawn parallel with the goal line. The area bounded by these lines and the goal line is the penalty area. Within each penalty area a penalty mark is made eight (8) yards from the midpoint between the goalposts and equidistant to them. An arc of a circle with a radius of eight (8) yards from each penalty mark is drawn outside the penalty area. 
7. Flag posts: Conform to FIFA. 
8. The Corner Arc: Conform to FIFA. 
9. Goals: Goals must be placed on the center of each goal line. They consist of two upright posts equidistant from the corner flag posts and joined at the top by a horizontal crossbar. The maximum distance between the posts is eighteen (18) feet and the maximum distance from the lower edge of the crossbar to the ground is six (6) feet. 

10. Goals must be anchored securely to the ground. Spectator and team benches should be on opposite sides of the field. 

Law 2 – The Ball: Size Four (4). 

Law 3 – The Number of Players: 

1. A match is played by two teams, each consisting of not more than six (6) players, one of whom is the goalkeeper. 
1. Minimum number of players is 4 including one of whom is the goalkeeper
2. Substitutions: Conform to FIFA plus the following;

a. Unlimited Substitutions

b. Own teams corner kick. 

c. Team not in possession of the corner kick, or throw-in may also substitute providing the team in possession of the corner kick, or throw in wishes to substitute.

3. Playing time: Each player SHALL play a minimum of 50% of the total playing time. Teams and matches may be coed. 

Law 4 – The Players’ Equipment: 

1. Player may not wear any item of equipment that may be dangerous to themselves or others to include jewelry. 

2. Player wearing a cast will require permission slip from a doctor and must be deemed safe by the referee. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

3. Shin guards are required and must be covered by socks. 

4. Toe cleats are not permitted and the shoe must be deemed safe by the referee.

5. Goalkeeper must wear a shirt that distinguishes him from other players. Goalkeeper may wear a soft-billed baseball cap.

6. Teams will not purchase uniforms which conflict with the referee's primary color of Gold. 

Law 5 – The Referee:

1. Registered referee. 

2. All rule infringements shall be briefly explained to the offending player. 

Law 6 –The Assistant Referees: Not required. May use club linesmen/women if desired. 

Law 7 – The Duration of the Match: Conform to FIFA with the following exceptions

1. The match will be divided into two (2) equal halves of twenty-five (25) minutes each. There shall be a half-time interval of five (5) minutes. 

2. Except for tournament play, games tied at the end of regulation will end as a tie.

3. Tournament. Overtime will consist of two 5 minute halves followed by Penalty kicks until a winner is decided. Halftime will consist of 2 minutes, and 5 minutes will be given following regulation time and the start of the 1st overtime period

Law 8 – The Start and Restart of Play: Conform to FIFA with the exception of the opponents of the team taking the kick-off are at least eight (8) yards from the ball until it is in play. 

Law 9 – The Ball In and Out of Play: Conform to FIFA.

Law 10 – The Method of Scoring:

1. Conform to FIFA. 

2. At any time in the 2nd half of play, one team has a goal differential of 10 goals; game may be terminated at the losing coaches’ discretion. Decision rest solely with the losing teams coach

Law 11 – Offside: None. 

Law 12 – Fouls and Misconduct: 

1. Conform to FIFA with the exceptions. 

2. No ball may be directly punted or drop-kicked in the air by the goalkeeper from one penalty area into the opponents’ penalty area. The infraction is punished by giving the ball to the opponents for an indirect free kick taken at the center spot on the halfway line. 

3. Slide tackling is not permitted.

4. Players receiving a yellow card will be required to leave the field and may be replaced. The player may re-enter the game at the next legal substitution.

5. Red Cards-  Red cards issued to players or coaches will result in the person having to leave the field of play for the rest of the existing game and to have to miss his/her next scheduled game. Person must leave the playing area and in the opinion of the referee be far enough away from play to be of no further consequence before play resumes.
Law 13 – Free Kicks: Conform to FIFA with the exception that all opponents are at least eight (8) yards from the ball. 
Law 14 – The Penalty Kick: Conform to FIFA with the exception that the penalty mark is made eight (8) yards from the midpoint between the goalposts and equidistant to them. 

Law 15 – The Throw-In: Conform to FIFA. 

Law 16 – The Goal Kick: Conform to FIFA. 

Law 17 – The Corner Kick: Conform to FIFA with the exception that opponents remain at least eight (8) yards from the ball until it is in play. 

13 Leavenworth County Under 12 Rules for Small Sided Games

Law 1 – The Field of Play 
1. Dimensions: The field of play must be rectangular. The length of the touchline must be greater than the length of the goal line. 
2. Length: minimum 60 yards maximum 80 yards (80 recommended)
3. Width: minimum 45 yards maximum 55 yards (50 recommended) 
4. Field Markings: Distinctive lines not more than (5) inches wide. The field of play is divided into two halves by a halfway line. The center mark is indicated at the midpoint of the halfway line. A circle with a radius of eight (8) yards is marked around it. 
5. The Goal area: Conform to FIFA. 
6. The Penalty Area: A penalty area is defined at each end of the field as follows: Two lines are drawn at right angles to the goal line, fourteen (14) yards from the inside of each goalpost. These lines extend into the field of play for a distance of fourteen (14) yards and are joined by a line drawn parallel with the goal line. The area bounded by these lines and the goal line is the penalty area. Within each penalty area a penalty mark is made ten (10) yards from the midpoint between the goalposts and equidistant to them. An arc of a circle with a radius of eight (8) yards from each penalty mark is drawn outside the penalty area. 
7. Flag posts: Conform to FIFA. 

8. The Corner Arc: Conform to FIFA. 

9. Goals: Conform to FIFA with exception that the maximum distance between the posts is eighteen (18) feet and the maximum distance from the lower edge of the crossbar to the ground is six (6) feet.

10. Goal Post must be securely anchored. 

11. Spectator and team benches should be on opposite sides of the field. 

Law 2 – The Ball: Size Four (4).

Law 3 – The Number of Players: 

1. A match is played by two teams, each consisting of not more than eight (8) players, one of whom is the goalkeeper. 
2. Minimum number of players is 5 including one of whom is the goalkeeper
3. Substitutions: Conform to FIFA plus the following;

a. Unlimited Substitutions

b. Own teams corner kick. 

c. Team not in possession of the corner kick, or throw-in may also substitute providing the team in possession of the corner kick, or throw in wishes to substitute.

4. Playing time: Each player SHALL play a minimum of 50% of the total playing time. Teams and matches may be coed. 

Law 4 – The Players Equipment: 

1. Player may not wear any item of equipment that may be dangerous to themselves or others to include jewelry. 

2. Player wearing a cast will require permission slip from a doctor and must be deemed safe by the referee. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

3. Shin guards are required be covered by socks and be age appropriate. 

4. Toe cleats are not permitted and the shoe must be deemed safe by the referee.

5. Goalkeeper must wear a shirt that distinguishes him from other players. Goalkeeper may wear a soft-billed baseball cap.

6. Teams will not purchase uniforms which conflict with the referee's primary color of Gold. 

Law 5 – The Referee: Registered referee. 

Law 6 – The Assistant Referee: Use U.S.S.F. registered referees or club linesmen/women. 

Law 7 – The Duration of the Match:  Conform to FIFA with the following exceptions:

1. The match will be divided into two (2) halves of thirty (30) minutes each. There shall be a half-time interval of five (5) minutes. 

2. Except for tournament play, games tied at the end of regulation will end as a tie.

3. Tournament. Overtime will consist of two 5 minute halves followed by Penalty kicks until a winner is decided. Halftime will consist of 2 minutes, and 5 minutes will be given following regulation time and the start of the 1st overtime period

Law 8 – The Start and Restart of Play: Conform to FIFA with the exception that opponents of the team taking the kick-off are at least eight (8) yards from the ball until it is in play. 

Law 9 – The Ball In and Out of Play: Conform to FIFA. 

Law 10 – The Method of Scoring: 

1. Conform to FIFA. 

2. At any time in the 2nd half of play, one team has a goal differential of 10 goals; game may be terminated at the losing coaches’ discretion. Decision rest solely with the losing teams coach.
Law 11 – Offside: Conform to FIFA. 

Law 12 – Fouls and Misconduct: 

1. Conform to FIFA. 

2. Slide tackling is not permitted.

3. Players receiving a yellow card will be required to leave the field and may be replaced. The player may re-enter the game at the next legal substitution.

4. Red Cards-  Red cards issued to players or coaches will result in the person having to leave the field of play for the rest of the existing game and to have to miss his/her next scheduled game. Person must leave the playing area and in the opinion of the referee be far enough away from play to be of no further consequence before play resumes.
Law 13 – Free Kicks: Conform to FIFA with the exception that opponents are at least eight (8) yards from the ball. 

Law 14 – The Penalty Kick: Conform to FIFA with the exceptions that the penalty mark is at ten yards and that players other than the kicker and defending goalkeeper are at least eight (8) yards from the penalty mark. 

Law 15 – The Throw-In: Conform to FIFA. 

Law 16 – The Goal Kick: Conform to FIFA. 

Law 17 – The Corner Kick: Conform to FIFA with the exception that opponents remain at least eight (8) yards away from the ball until it is in play. 

14 Leavenworth County Under 14 Rules for Small Sided Games

Law 1 – The Field of Play 
1. Dimensions: The field of play must be rectangular. The length of the touchline must be greater than the length of the goal line. 
2. Length: minimum 100 yards maximum 130 yards (130 recommended)
3. Width: minimum 50 yards maximum 100 yards. (80 recommended)
4. Goal Post must be securely anchored.
5. Spectator and team benches should be on opposite sides of the field. 

Law 2 – The Ball: Size Five (5) to be provided by the home team.

Law 3 – The Number of Players: 

1. A match is played by two teams, each consisting of not more than eleven (11) players, one of whom is the goalkeeper. 
2. Minimum number of players is 7 including one of whom is the goalkeeper
3. Substitutions: Conform to FIFA plus the following;

a. Unlimited Substitutions

b. Own teams corner kick. 

c. Team not in possession of the corner kick, or throw-in may also substitute providing the team in possession of the corner kick, or throw in wishes to substitute.

Law 4 – The Players Equipment: 

1. Player may not wear any item of equipment that may be dangerous to themselves or others to include jewelry. 

2. Player wearing a cast will require permission slip from a doctor and must be deemed safe by the referee. Non-uniform clothing is allowed based on weather conditions, but uniforms must still distinguish teams. 

3. Shin guards are required be covered by socks and be age appropriate. 

4. Toe cleats are not permitted and the shoe must be deemed safe by the referee.

5. Goalkeeper must wear a shirt that distinguishes him from other players. Goalkeeper may wear a soft-billed baseball cap.

6. Teams will not purchase uniforms which conflict with the referee's primary color of Gold. 

Law 5 – The Referee: Registered referee. 

Law 6 – The Assistant Referee: Use U.S.S.F. registered referees or club linesmen/women. 

Law 7 – The Duration of the Match: Conform to FIFA with following exceptions:

1. The match will be divided into two (2) halves of 35 minutes each. There shall be a half-time interval of five (5) minutes. 

2. Except for tournament play, games tied at the end of regulation will end as a tie.

3. Tournament. Overtime will consist of two 5 minute halves followed by Penalty kicks until a winner is decided. Halftime will consist of 2 minutes, and 5 minutes will be given following regulation time and the start of the 1st overtime period

Law 8 – The Start and Restart of Play: Conform to FIFA. 

Law 9 – The Ball In and Out of Play: Conform to FIFA. 

Law 10 – The Method of Scoring: 

1. Conform to FIFA. 

2. At any time in the 2nd half of play, one team has a goal differential of 10 goals; game may be terminated at the losing coaches’ discretion. Decision rest solely with the losing teams coach.
Law 11 – Offside: Conform to FIFA. 

Law 12 – Fouls and Misconduct: 

1. Conform to FIFA. 

2. Slide tackling is permitted.

3. Players receiving a yellow card will be required to leave the field and may be replaced. The player may re-enter the game at the next legal substitution.

4. Red Cards-  Red cards issued to players or coaches will result in the person having to leave the field of play for the rest of the existing game and to have to miss his/her next scheduled game. Person must leave the playing area and in the opinion of the referee be far enough away from play to be of no further consequence before play resumes.
Law 13 – Free Kicks: Conform to FIFA
Law 14 – The Penalty Kick: Conform to FIFA 

Law 15 – The Throw-In: Conform to FIFA. 

Law 16 – The Goal Kick: Conform to FIFA. 

Law 17 – The Corner Kick: Conform to FIFA 

Other

1. The linesman box is an area used by the linesman for performance of his/her duties. The box, beginning at the touchline extends 1 yard outside the playing field. This area shall be kept clear. An obstructed linesman cannot perform his/her duties effectively.
2. The coaches' box is an area used by the coach to perform his/her duties during the play of the game. It extends outward from the linesman box to a point 12 yards from each center line on their half of the field. 
3. The referee shall stop the game when an injury appears and the player requires assistance. If a coach and/lineman see an injury before the referee, they should notify the referee.
4. Coaches may decide at game time whether to play or postpone a game due to inclement weather. Consideration should be given to player's safety and condition of the field. Technically the decision to play or not, is not a referee's decision until the game has officially started. However, coaches should consult the official before a decision is made whether to start a match.
5. Dissent with a referee decision is not permitted. A coach may approach a referee at the quarter or half to ask questions. Many of the officials at this age group are young and or first year officials. Coaches are expected to treat them with respect to the task they are attempting. Coaches may document their grievance in writing and provide to the league or Referee Commissioner

6. No more than three (3) registered and rostered coaches may be on the sideline during any game. 

All participants will play app




























