
8

MONDAY: MIDFIELDERS 

ARRIVAL & CHECK-IN: Players check-in at main tent then head to you.

BALL FAMILIARIZATION: As players arrive they are checked in at the main tent and then warm-up as a large 
group until 9:05am. Show players different juggling techniques and ways to flick the 
ball up to begin a juggle.

WELCOME & INTRO: Introduce yourself and have each player say their name and where they’re from.

WARM-UP: Start things off with a fun game. Players must chase you and try to hit you with their 
ball. Emphasize that players should use the  inside of their foot. To make it harder 
you can dribble a ball and ask them to hit that instead. 

TECHNIQUE BASED GAME: 1 v 1 coconut shy - two players, about 8 yards apart with a ball in the middle of 
them set on a disc. They will take turns to try and hit the middle ball using a second 
ball. They get a point for each hit. Play for 90 seconds and then give them a new 
opponent. Talk to players about setting the ball outside of their hip, stepping to the 
ball, opening their hip and making contact with their side foot.  

TACTICAL APPLICATION: Divide your players into two teams - give pinnies if you have enough. Team one in 
the middle without a ball, each member of team two is spread around the outside of 
a 20x20 yard box each with a ball. 

Coach shouts go and each member of team one will check to an outside player to 
receive a ground-ball - they return that ball to the same player and then repeat as 
many times as they can in 90 seconds. The teams then switch and team 2 become 
the receivers, team one are the servers. Make it competitive by asking players to 
count how many they can get, then ask them to try and beat it on their next turn. 
As players get the hang of the game you can have the servers play the ball in with a 
bounce or as a thrown in. You can also ask them to serve it for a thigh or chest trap. 
If the players progress well you can have them receive a ball and return to a different 
player or even match them up in the middle as a 1v1 (one receives while the second 
player defenders them). 

Importantly, there are a lot of things you could talk about within this game so stay 
focused and make it appropriate for your players. Some will need reinforcement of 
the basics of passing, more advanced players will be able to handle aerial control of 
the ball or even planning their next move. 

- - - CONTINUED ON NEXT PAGE - - ->
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MONDAY: MIDFIELDERS 

SMALL-SIDED GAME: 35x15 yard grid (five yard channel running through the middle) - Break your group in 
to three teams and assign one team to each end and the third team to the middle 
channel. All players are locked in their zones. Coach plays ball in to either end team 
- they must connect five passes for a point. The middle-channel team can send one 
person in to prevent them from connecting five. If the end team gets five they then 
transfer the ball to the other end team who will do the same. If the end team fails 
to get their five passes they switch places with the middle team and become the 
chasers. 

Start simple and only allow the defender to enter when the receiving team has the 
ball under control. You can progress as needed to add a second defender or you can 
allow the channel defenders to block the switch pass. 

Importantly here, players should be trying to become comfortable on the ball in a 
tight area under light pressure. Challenge them to open their body to the ball and 
their next target. We will ensure they are spaced in a triangle or diamond and teach 
them which position that relates to on the field. Players should hold their position 
but also move laterally to maintain passing lanes for the player with the ball.

CONDITIONED 
SCRIMMAGE:

Small-sided (2v2, 3v3) games based on numbers. Play for 10-15 minutes with players 
under instructions that force them to use today’s skills. For example; ask them to 
connect 3/4/5 passes before scoring, only allow them to score with their first touch 
or ask that every player touches the ball in the build-up before they can score. 

FREE-PLAY: Regular soccer - max 5v5 - give them positions and rotate as needed - we suggest 
small goals and no goalkeepers. Remember that this is still coaching time so try to 
find opportunities to repeat your coaching points.

COACHES CORNER: Deliver content from CC document - this is an extended break so players should fill 
out that day’s scores on their evaluation as well as eating their snack.

RECAP: all players return to welcome area and camp leader discusses that day’s learning 
outcomes. Players stay seated and are initialed out by a parent. Full-day campers 
may have lunch.




