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LEVEL: Intermediate
TOPIC: Striking the ball

FIRST COACHING POINT - SPACIAL 
AWARENESS 
All players should be thinking about a quick 
route to goal as they play - ask if they can 
identify an opportunity to make a quick cut to 
get out of traffic to open up a shooting 
chance.
SECOND COACHING POINT - CONTACT 
SURFACE
Players should seek to make contact with the 
center of the ball with their laces. Toe pointed 
to the ground 

FIRST COACHING POINT - STANCE 
A kicking player should step to the ball (rather than 
being stationary), planting their non-kicking foot 
next to the ball about six inches away. The planted 
foot should point towards target, as should the 
player’s hips and shoulders 
SECOND COACHING POINT - FOLLOW-THROUGH 
After making contact with the ball the kicking leg 
should swing through towards the target, toe 
pointed forward. The player should be leaning 
slightly forward and try to take a step in the 
direction they kicked 

FIRST COACHING POINT - SPEED OF PLAY 
As the game progresses we’d like to see players 
taking more and more shots - only by doing so will 
they improve their contact with the ball. 
Encourage players to use a move to open up 
space quickly for a shot. You can also encourage 
this by minimizing the number of touches each 
player has 
SECOND COACHING POINT - FOLLOW-UP 
As one player shoots, a second player should be 
following-in. This second player needs to be ready 
to react and deal with the ball from a deflection or 
rebound. They should be loose and on their toes. 

  
COACHING SUMMARY 
Try to find instances in the game to freeze the 
play when your coaching points are relevant. 
Keep your freeze short and concise - try to 
find opportunities when your team makes a 
cross but nobody is there to score a goal. 
Some examples: 

1) A shot goes way wide or way over the goal 
2) A ball rebounds of the GK with nobody 

following-up  
3) A player has a chance to shoot but 

chooses to pass/dribble/loses the ball 

Players in pairs, facing each other about 15 yards apart, one player has a ball - place a 
disc with a second ball on top in the middle. One minute on the clock: players must try to 
hit the central ball using the other ball. Taking turns, they get one point for every time they 
knock off the central ball. Play several times, mixing up the partnerships.  

Make it easier - players start closer to the central ball 
Make it harder - players start further away from the central ball 

18x18 yard grid - with a 12x12 yard grid inside - set-up as many targets around the perimeter of the 18x18 
grid as possible. These can be pug goals, traffic cones or balls-on-discs. Each player has a ball and is 
assigned a number. Players are dribbling within the 12x12. When coach calls a number that player must 
seek to hit any target as quickly as possible. They then retrieve their ball and re-join the dribblers. To 
progress you can ask them to do this in three touches. You can then start to take away balls - now the 
shooting player must find a ball from a teammate if they do not have one.  
  
Make it easier - Allow players to dribble closer to the target, use larger targets 
Make it harder - Remove goals, ask players to hit a target without allowing their ball to stop while they line 
up their shot, increase distance of the target 

36x24 yard area with three goals along the 36 yard lines; creating a short but wide 
field to encourage plenty of shots at the goals. Play small sided 4v4 or 5v5. The 
objective is for the teams to score on either of their assigned goals.  
  
Make it easier - Add or increase the size of the goals 
Make it harder - Replace the goals with traffic cones  

Small-sided game, we suggest 5v5 but try to keep all players engaged. Today we suggest 
goalkeepers and the use of larger goals to encourage shots. In order to create plenty of coaching 
moments we suggest setting your formations to match a real game, for example: 1-3-1. We 
always advise that you should allow time for players to enjoy the scrimmage without any 
conditions.  

Make it real -  
1) Assign positions 
2) Set a formation 
3) Help players understand their role 


