KINGSTON UNITED SOCCER CLUB

OTHE ROAD TO SUCCESSO



The Road to Success: The Kingston United Way
It is considered to be a fundamental principle of successful planning that every now and
then professionals and members of sport organizatewesto pause and ask themselves a
number of questions, such as:

¥ How well are we doing?

¥ Are we doing what we ought to be doing?

¥ What can we do to improve the situation?

As Technical Director | have a responsibility to constantly examine the technicabphijos
purpose, structure, function and path of Kingston United Soccer Club. This includes examining
where the club is going, what it is doing, whether or not it is serving its purpose and what
methods are most suitable to achieve both the short anddongyoals of the club. This
Development Model, OThe Road to SuccessO, will give guidance and direction to administration,
board members, coaches and parents in answering these fundamental questions. It outlines the
scope and sequence of a wellinded socer club by offering philosophical and technical
perspectives as it traces the path along which the player travels from their OFirst KicksO to
childhood to maturity. It stresses the need to cultivate all players, regardless of their ability, and
outlinesthe importance of matching skills, rules of the game and the intensity of competition to
individual players and their stage of readiness and development. By focusing on all players and
considering their maturity, needs, feelings and expectations thisl isa@h attempt to improve
and educate soccer members within K.U.S.C. It invites board members, coaches, parents and
players to examine their attitudes, motives and priorities. It encourages adults to look beyond
wins and losses or trophies and focugyoeater success through participation, enjoyment, and

growth. The model asserts that instruction and competition must be tailored to meet the



development stages of the young players who have chosen to play the game of soccer. As soccer

is but one of thenany leisure activities available to Kingston youngsters it is the responsibility

of K.U.S.C. to provide itOs membership with a positive atmosphere that will give them the

greatest chance of success. Although the model does not cover all the posstldasgpeople

may have, it does address a wide scope of issues that we currently face and need to consider.
The information in this model was drawn from a variety of sources in this country and others.

In other words, we are not speculating, we arelgimgmpiling proven methods and techniques

in hope that we, K.U.S.C., can understand and use them to better our youth players.



"The Road to Success"




First Kicks Fun Soccer: FourYear Olds

First Kicks will be aimed at the-d age group along with their parsr@nd guardians.
Parents/adults (grandparents, guardians, adult family friend etc.) will be on the field with the
players, learning and interacting along with their own children. The objective is to get children
moving and to keep them active through smecer games that provide the opportunity to learn
basic soccer elements. No competitive games will be pByteel objective is to have the
players and leaders (parents) play informally. We understand that this is the Ofirst kickO towards
a playerOsféitime enjoyment of the sport so it is important that the environment is relaxed and
fun!! The key behind these games and the program is to allow the children a chance to make
contact with the ball. The more contact a player gets, the faster he oflstealop skills.

Adult leaders will be teaching games while working on basic skills with the players. This
allows all children to learn with a teacher they are comfortable with and theyEximaiv
parents! During each weekly session there will ioe tior skills, drills and fun games as well as
time for an unstructured, namompetitive game to be played with children and adults. Two
teams will share a field at each location and each pMWST have a ball each to work with.

Can you imagine twelvg-4 year olds in one room with only one toy to play with?! All children
should be introduced to the game of soccer like any other game, by being involved and having
fun with their very first teammate being mom or dad (please see the Canadian Soccer
Assocation L.T.P.D. for more details on this program).

All activities, whenever possible, are to be done with one player and one ball. Coaches
are to provide constant encouragement and praise and should never criticize the players. Have

FUN and be happy! NCH: Only size 3 balls should be used.



Parent and Player Activities

¥
¥
¥

Parent kicks ball away-50 yards, player dribbles back, and continue

Parent kicks ball away, player dribbles back and passes ball between parentOs open legs
Parent kicks ball away, playehases ball turns and OshootsO ball between parentOs legs
to score a goalECelebrate!!!

Parent softly throws ball to player (5 yards away) who OcontrolsO ball with the foot and
dribbles between parentOs legs

Parent kicks ball away 1156 yards, player chas®all and when player touches the ball
parent chases the player who tries to escape by dribbling and changing dbgetient

tags player to stop

Parent kicks ball away, player dribbles ball back and around behind parents and passes
ball between legsral crawls through legs to scoreE.Celebrate!!!

Parent rolls ball between OgoaliesO legs, the goalie dives on the rolling ball to
saveECelebrate the save!

Parents stand around randomly with legs open and each player has one minute to dribble
the ball throughas many parents legs as possibkeep count of how many you get

Who is the quickest? Parents and players pair up facing each other with the ball between
them on the ground. Participants touch body parts with hands as coach calls them out
(eg. knees =ouch knees). When coach calls OsoccerO both participants try to grab ball
first. Firstto 5 wins.

Individual Player Activities

¥

Player dribbles ball (spaceship) around cones (planets). The ball cannot touch the planets
or the spaceship will crash. féa orbits each planet with the ball and then lands the
spaceship on the planets by rolling ball on top of the planet (cone)

Coordination dribblingdribble ball, when coach shouts out body part (eg. knee) touch
that part to the ball and get back up aedgkdribbling

Players find space by dribbling soccer ball to cones randomly scattered around he area
each time they get to a cone dribble to another dp&eep track of how many cones

they get to

Cones are randomly scattered around an area and phagdusdribble ball to cone, pick
cone up and bring back to parent who will collect the c&welsen all the cones are
collected the player with the most cones wins

Stretching

¥
¥

Hold ball in hands, reach up to the sky and then down to the ground
Roll ball as far forward on ground as possible and as far between your legs as possible



Team Activities (parents involved for crowd control)

¥ World Cup Players are split into two teams (and choose a country name) who line up

racing each other 10 yards apart. @@aches command they dribble the ball to the other
side of the field. First team with all the soccer balls on the other side wins. Encourage
players to control the ball on the line. Change feet, turn, etc.

¥ Knights of the CastleSplit group up into 4 tans of knights. Each team has a castle in a
corner of a 10 x 10 yard area; they all start in their castle. All the balls (jewels) go in the
middle of the large area. On the coachOs command, OKnights AwayO, all the players run
in and dribble one ball bido the castle. Keep going until all the jewels are in the
castles and then the knights with the most jewels wins. Progress to OborrowingO jewels
from other castles.

Line Soccer

¥ All players have a ball and dribble the length of the field (keep it)stwod score in
opposite goal (all players score)

¥ Half the players on each team have a ball; they can pass, or keep it to score as above

3v3

¥ Create a field approximately 10 x 15 yards and place 3 cones in each half. Players stand
beside cone with a batlach; play and score

¥ Reduce balls to two per team, play and sedhés may induce passing

¥ Progress to one ball per team, no conesEjust play

o Encourage players to celebrate a goal

Give constant praise and-ives

Parents are to get involved whenever iidss

Be creative, have fun

Lots of water breaks

Have the parents do what the players have just done

Call them soccer players not kids!!!!

Do not go over 45 minutes, this is the absolute maximum length

Try to spend time with each payer and address therngbypdme

Encourage space, lots of touches on the ball, keeping ball close and keeping heads
upEthatOs alll

Encourage kids to shout and screamost noise contest

At end of session cool down, have a cheer and thank the parentsEtell the players
to drink waer, lots!

O O0OO0OO0O0O0OO0OO0OO0OOo

O O



Under 5/6 K.U.S.C.

General ThoughtsSoccer programs at this age should be about fun activities that
encourage children to explore their physical abilities while experimenting how to control the
soccer ball. Make sure games are playedwiiballow the children an opportunity to make
contact with the ball (dribbling, running with the ball, kicking, shooting etc.) as much as
possible. The soccer ball should be considered a toy. There should be no activities where
players wait in lines tperform a predetermined movement or required action. NO LINES and
NO LAPS!

Five and six year olds, although still young, are beginning to gain more control over their
bodies. Atthe same time it is still new to them and they will require a lot oatichenergy
figuring out what their bodies can do and how to put their developing coordination to use.
Children at this age also love to use their imagination when they play and this should be
considered when putting together fun games for practice ouddtinthey love to play, their
ability to stay focused on any one thing at this age is very limited so all activities should be kept
short and simple. Always treat the children with care, patience and give plenty of
encouragement. It can be helpful tolirde parents in practice/play time so they can take ideas
home with them. Always remember the soccer ball should be their favourite toy, so have fun!

General Outline For Practices/Game$he children should be having fun with the ball
at all times. Thee should be periods of active play where everyone is involved and there should
be ample opportunities for short water breaks to allow players to catch their breath. At these
young ages players work very hard and tire quickly. Allow them to have Qast@evhere
they are not running, but are trying to do something specific with the ball (i.e. tapping the ball

side to side with feet). During the game the coach and parents should be positive and



encouraging of each child. Specific soccer related irdbom should be limited to basic ideas
of how to best keep the ball from running out of bounds too often. There should not be any
discussions about positions or tactics. LET THEM PLAY!!
Practice Outline
Average length of practice or development program
¥ 40 minutes maximum
Technique
¥ Dribbling skills and controlling the ball (through fun games)
¥ Learning how to pass and shoot the ball (through fun games)
Fitness
¥ Not a consideration at this age
Free Play
¥ Scrimmaging without coaching is very important
PracticeTime
¥ Technique 25%
¥ FreePlay 75%
Games for Under 5/60s
Simon Says

Purpose of the game: To encourage players to run with the ball, keeping it close to their feet with
their heads up.

When Simon (coach) says Ofoot, knee, sit on ballO the playets haspond to the commands.
The coach can ask the players to dribble fast, slow, stop and go. If the coach does not say
OSIMON SAYSO and the players move they will receive a OGOTCHAO but will not leave the
game.

Equipment: One ball per player



Ice Monster
Purpose: To encourage players to dribble changing speed and direction.

Every player will have a ball. The coach or one player is the Ice Monster! The monster attempts
to tag each player who is trying to avoid the monster by dribbling awaye mfidmster tags a

player the player must OfreezeO with their foot on the ball. The player can be brought back into
the game is another player unfreezes them by tagging them (or passing the ball through their legs
etc.)

Equipment: One ball per player, dres and a 20 x 20 area.
Egg Hunt
Purpose: To encourage the players to work together and dribble/shoot the ball.

Have more soccer balls than players (this may require splitting into groups). Have the players
line up across one end of the field andegsprout their soccer balls (the eggs) around the field.

At the other end of field is a goal called the basket. On the coachOs command turn the players
loose. The object of the game is to get all the eggs in the basket as quickly as possible. They are
working together and cannot take balls from one another. They must dribble the ball and kick it
into the goal. Time them to see how long it takes them.

Equipment: Minimum two soccer balls per player, 4 cones and one large goal.
Shark
Purpose: To encoage dribbling, changing speed and direction.

Every player dribbles a ball in a grid and one player or coach is the shark. When the coach yells
OSHARKO the players must avoid the shark by dribbling away from them in the grid. If the
player gets their bataken away by the shark they become a shark until no one remains. Players
must keep the ball under control and not let it leave the grid or they also become a shark.

Equipment: One ball per player and 4 cones.
Rob the Bank
Purpose: Encourage dribidj and stopping the ball.

Make a 10 x 10 grid and place 10 soccer balls in the middle to be the ObankO. Have players in
each corner to be the Obank robbers®. On the coachOs demand the players run into the middle
(bank) and steal on ball (gold ball)dadribble it back to their corner. When all the balls are

gone from the middle the players can steal one ball at a time from another corner and dribble it
back to their corner.

Players cannot kick the ball back to their corner, they must dribble it back.



Players cannot stop others form stealing balls from their corner and only one player at a time can
leave their own corner to go steal a ball. Aft& rhinutes the chase is over, whoever has the

most balls wins.

Equipment: 10 soccer balls and 4 conelsgame.

Coordination Dribbling

Purpose: Improve listening, coordination and dribbling.

Have the player and coach dribbling around inside the grid. The coach will shout out a body part
and the player must stop the ball and put that body part onltheefmae getting up and

continuing dribbling. Nose, chin, back or bumEanything goes! Increase combination of body
parts as game goes on to challenge players.

Equipment: One ball per player and a 20 x 20 grid.

Rocket

Purpose: To encourage dribblingdacontrol of the ball at speed.

Every player has a ball. Ask them to dribble the ball as close to their feet as they can. Make sure
they are not booting and chasing the ball and ask them to keep their heads up when dribbling.
On the coachOs countdowani 10 to 1 the coach will shout OBlast Offl{O Each player must
dribble as fast as they can to a cone (the moon or another planet). Once they reach the cone they
must stop the ball and yell OLANDED.O

Equipment: One ball and cone per player in a large are

Red Light/Green Light

Purpose: Dribbling and controlling the ball.

Each player will line up along one end of the grid. When the coach yells OGreen LightO the
players dribble forward. When the coach yells ORed LightO the players must stop Vdbttheir

on top of the ball. If a player keeps going or does not have control of the ball they go back to the

start. Continue the game until all players get to the other side of the grid.

Equipment: One ball per player and a large area.



Under 7/8 K.US.C.

General ThoughtsThese children are still young and by the end of this phase (8 years of
age) they are beginning to be able to apply past experiences to present situations. For example,
at a simple level, they can remember what they were showhairthey tried with the ball from
last practice. A major issue at this age group that must be corrected is attempts by coaches to
replicate practice sessions that they have seen older teams doing or what professional teams and
players do on televisionSeven and eight year olds are not capable of playing 11 v 11 soccer.

For example, team concepts about combination play or positions should not be introduced at this
age. U 780s are not mini adults! However, using older players as mentors or roleisnodels
often effective as younger players will learn by watching how older players move with the ball.

General Outline For Practices/Game# key focus for this age group is to encourage
players not to fear the ball. Give each player plenty of opportutoti@goerience the ball at
their own pace. For example, organizing games where there are multiple goals and balls for
players to work with is an effective means of achieving this. Also, games where they are
changing directions and seeing how fast theyraarwith the ball under control allows them to
develop their own individual experiences. Always encourage each player to Oshow offO and not
to be afraid to make mistakes. This approach allows the player a certain amount of freedom to
develop ball contricand will ultimately build confidence in the young players. Remember to tell
each player Othat they are not a good playerEthey are a great player!O

Practice Outline
Average length of practice or development program

¥ 40-60 minutes maximum



Technique
¥ Dribbling (control over ball and changing speed/direction)
¥ Passing (accuracy and part of foot)
¥ Receiving ball (controlling the ball, no trapping or kicking the ball away)
¥ Shooting (part of foot and accuracy)
Skill
¥ 1vl1, 3v3and4v4fun games
Fitness
¥ Gymnasic soccer training (tumbling, jumping, twisting and turning)
Free Play
¥ 3v3and4v4 scrimmages without coaching
Practice Time
¥ Technique 30%
¥ Skill 20%
¥ Fitness 5%

¥ FreePlay 45%



Under 9/10 K.U.S.C: Introduction to Select/Competitive Soccer

General Thoughts:At this age there are some children that are becoming more
physically mature. Among the group there are now some bigger and faster players whose eye
hand and foot coordination is a little ahead of the majofitie@group. Some players may also
demonstrate a greater capacity to stay focused for longer periods of time. At the same time, they
are still children of action rather than thought. Explanations must be brief, concise and
purposeful. The players thiis age are generally visual learners, so the coach must demonstrate
and Oshow the player® what they are looking for. Care should be taken with players, regardless
of athletic ability, and faster, stronger players should not be encouraged to usdltesisan
to solve all their problems. Developing technique with the ball (receiving, passing, shooting,
dribbling etc.) at this age will provide the players with the tools they will need in the years to
come when technique begins to outweigh athletici€o not allow the players to just kick the
ballEcontrol first, then pass or shoot!O

At this age the player has the opportunity to play in a select or competitive environment.
We must keep in mind that competition among kids playing games will alwesgsvexether
adults are present or not. Making soccer OfunO at this age and level does not mean that
competition is removed. Rather, competition can be positive and healthy for the players at this
age. Scoring goals and winning games are fundamentalgfaoccer. The problem is when
parents or coaches take the thrill of winning too far. Instead of focusing on winning we must
encourage players at this age to favour technically sound, skillful performances as the means to
find success within the spitof the game. The result of the game is just one indication of

performance at this age but NOT the most important one.



General Outline For Practices/Gameguilding the playerOs skill base continues to be
the most important goal of the season. Atags, this can be done through srsadled games.
Depending on the skill level of the group these games should be anywhere from 1 v 1 all the way
up to 4 v 4, plus goalkeepers. This will allow the players to be in contact with the ball more and
put them in game situations that they will see during actual competition. Please do not have
players standing in long lines waiting to execute a pass or shot. Line drills do not relate to the
live game and do not allow young players with short attention spanppletunity to mentally
or physically prepare to execute the required tasks. Players will learn more in less time, get a
better workout and there will be less opportunity for horseplay if they are active instead of
standing around. Keep practices simad player centered. OPlayingO for both fun and
competition is paramount at this age. The more opportunities each player has to experience the
ball the better they will be!
Practice Outline

Average length of practice or development program

¥ 60-70 minutegnaximum
Technique

¥ Dribbling (control over ball, changing speed/direction, turns and fakes)

¥ Passing (accuracy and part of foot)

¥ Receiving ball (controlling the ball, no trapping or kicking the ball away)

¥ Shooting (part of foot and accuracy)
Skill

¥ 1v1,3v3,4v4,3v2and4yv2fungames



Team
¥ Passing and support
Fitness
¥ Introduction to dynamic warm ups (good habits)
¥ Agility, balance and coordination
Free Play
¥ 3v3and4v4 scrimmages without coaching
Practice Time

¥ Technique 30%

¥ SKkill 25%
¥ Team 10%
¥ Fitness 5%

¥ FreePlay 30%



Under 11/12 K.U.S.C.

General Thoughts:Although they are beginning to develop physically at this age, as
soccer players 111/120s are still young. Although there are some dré@sgame where
players are beginning to make progress, this is an age where ball skill and technique must be
encouraged and developed. At this very important age level the potential for the player to
improve and absorb vitally important coaching infotiorais greater than at any other time in
their young lives. However, at this age eleven and twelve year oldsO bodies are beginning to
change and often this results in awkward growth spurts. Players that in the past showed precise
control over their bodis and the ball will sometimes now temporarily lose this coordination.
Despite undergoing physical changes players at this age are generally more enthusiastic and are
able to better focus their energy toward both individual and team challenges. Ceachss c
this enthusiasm and focus to their advantage by giving the players specific technical or skill
challenges to solve within games and sessions. Furthermore, players at this age understand who
and what is involved in the world of soccer. They are BmepycatsO and begin to replicate the
players and teams they see playing the game on television. This confidence and desire to
improve must be recognized and supported by the coach.

General Outline For Practices/Game3he skills addressed in practideosld be
developed and expanded on from those at tHi® lével. Each practice should address
individual ball skills (passing, dribbling, receiving etc.) as well as small group decisions in
attacking and defending. Coaches must encourage risk takirxpedmenting with the ball
while stressing the importance of strong technical performance, such as receiving the ball on the
ground and in the air or striking the ball with accuracy and confidence. As far as positions and

conditioning is concerned, plageshould first understand the game based on the principles of



play rather than positions on the field. Player decisions on the field at this age are not
determined by what position they are standing in, but rather by the ability to execute proper
techniqie and skill. If we place players at this age in set positions without the proper technical
development or insight into the principles of the game we will only be impeding their
development as a player. Under the age of twelve players should not bg giayies with
numbers larger than 9 v 9 (including goalkeepers). Running or doing sprints without the ball is
also not encouraged at this age, as the main focus must still be the ball. Fitness or conditioning
sessions for under twelve players are totafigcceptable unless working on a playerOs balance
and coordination. We do not win games or score goals based on how many laps we can run
around a field. We win games by putting the ball into the net, something we cannot do if players
are unable to rece or strike the ball properly.
NOTE: K.U.S.C. does not endorse 11 v11 at the recreational level for boys or girls détthe U
age group.
Practice Outline Age 1114

Average length of practice or development program

¥ Average length 90 minutes
Technique

¥ Dribbling (changing speed/direction, performing turns and fakes, dribbling using laces

and dribbling using lead foot)

¥ Striking the ball (passing short and long with accuracy)

¥ Receiving ball (on the ground and in the air)

¥ Heading (attacking the ball, offamws and defensive headers)

¥ Goalkeeping (shot stopping, diving and angles)



Skill

¥ 4v4,7v7and5yv2smallded games
Team

¥ Shadow play, attacking, defending and set plays
Fitness

¥ Intense, but short with dynamic stretching/fun

¥ 11-12: agility, balance andoordination

¥ 13-14: introduction to aerobic and anaerobic conditioning
Free Play

¥ 4v4and7v7scrimmages
Practice Time

¥ Technique 25%

¥ SKkill 25%
¥ Team 20%
¥ Fitness 10%

¥ FreePlay 20%



Under 13/14 K.U.S.C.

Gereral Thoughts:From now on the games are fsitled 11 v 11 competition. Without
ever forgetting the importance of proper technique tHels)should now begin to focus on team
issues, such as how the defenders should work together in different paetéetittmidfield,
attacking third etc.). As the player develops they should be comfortable with the ball and have
an insight into the game that will allow them to succeed as the both the athletic speed of the
game and the speed of thought required duhieggame increases. One of the goals at this point
in a playerOs development is to begin expanding their understanding of the game. Again, this is
accomplished through smalided games during practice (4 v 4, 7 v 7 or 9 v 9) to prepare for 11
v 11 matbes.
NOTE: Thirteen yeaold children are now less certain about themselves, less communicative
and more vulnerable. They are now more focused on their friends and begin to view themselves
as being somewhat separate from their parents. They areratggestphysically and more
aware of what their bodies can do (speed, strength and appearance). Fouriekls year
typically becoming more outgoing, more confidant and love competition. They are also
increasingly more able to plan, think ahead anthamgine options. This can allow coaches and
players to begin to have more discussions on the game or practice at hand.

General Outline For Practices/Game&§uccess in winning matches should begin to be
the product of a consistent and systematic apprimeitte game that focuses more on player
development than on team building. If each individual player is progressing from a technical and
skill standpoint it will only benefit to learn as one unit. Team building during practice to help
the players undemshd and become familiar with one another on the field (i.e. positions) is

acceptable. However, the great desire to get the OwinO on game day should not hold the players



or the coach back from experimenting and exploring different options on how to besfukc
Players at this age are far from being complete. Encourage them to play different positions and
do not Otie downO players to a single position. Coaches should balance the playersO game
experiences so that some games will allow the coach toigrerwithout necessarily

sacrificing the result.

Two critical themes in every practice should focus on the playersO ability to receive the
ball and how to play out of pressure or win the ball back if lost. Once again this must be done in
the smallsided game format that allows the coach and player the ability to see game situations
happen on a smaller scale without as many obstacles (4 v 4 or 9 v 9). The continued
endorsement of smadided games during training is to support the technical develomhte
player because without sound technique, strategy and tactics are useless. An important theme for
this age is to make players accountable for their actions on and off the field. If the players are
not held accountable for their decisions or if éhe@ironment is not challenging enough to punish
the players for their mistakes then the players run the risk of developing bad habits that may
hinder their longterm development.

Practice Outline Age 1114
Average length of practice or development program
¥ Average length 90 minutes
Technique
¥ Dribbling (changing speed/direction, turns and fakes using laces and lead foot)
¥ Striking the ball (passing short and long with accuracy)
¥ Receiving the ball (on the ground and in the air)

¥ Heading (attacking the ball amdfensive and defensive headers)



¥ Goalkeeping (shot stopping, diving and angles)
Skill

¥ 4v4,7v7and5v2smallded games
Team

¥ Shadow play, attacking, defending and set plays
Fitness

¥ Intense, but short with dynamic stretching/fun

¥ 11-12: Agility, balance and coordination

¥ 13-14: Introduction to aerobic and anaerobic conditioning
Free Play

¥ 4vd4and7v7scrimmages
Practice Time

¥ Technique 25%

¥ SKkill 25%
¥ Team 20%
¥ Fitness 10%

¥ FreePlay 20%



Under 15/16 K.U.S.C

General ThoughtsBy 15 to 16 years old players should be comfortable dealing with the
ball in a variety of situations. With this in mind, the coach should look to address several issues
that can influence the game. Players should fully understartmh$ieprinciples of play and
they must have the ability and insight on how to attack by creating depth, width and support.
Players should have the basic ideas on how to defend individually and as a team, how to win the
ball back and how fast they can exte skills. Physically, the players can now work on a
disciplined warm up and cool down, agility, aerobic endurance, anaerobic endurance and
strength development. Coaches should endorse the importance of rest/recovery and look to
support the players witpersonalized programs aimed to support individual growth spurts. The
technical instruction of advanced position specific skills must be developed and players must be
held accountable for their execution and decisions with the ball. Players at thiasigespire
to have technical precision and need to be aware of how their ability to collect and pass the ball
has a direct impact on all aspects of the game.

NOTE: These concepts are all based on the assumption that the players are technically strong
enaugh to be able to begin dealing with the next level of soccer. If they do not possess the
requisite skills to take on this challenge it is the responsibility of the coach to continue to work
on the tools that they lack i.e. OBACK TO BASICSO.

General Outine For Practices/GamesAt this age an appropriate ratio of training,
competition and rest is important. The training to competition ratio should be between 5 to 12
for every game. During practice 16 players still need to learn by experiencing theegairhe
majority of the game should still be taught by placing players in realistic soccer environments

and allowing them to feel their way through the challenges that the game presents to them. As



much as possible, these games during practice shouldi#gna winning and losing team. This
will build intensity during training and create a more realistic Ogame dayO environment.
Practice Outline Age 188
Average length of practice or development program
¥ 90-100 minutes
Technique
¥ Dribbling (when/where tdribble)
¥ Striking the ball (shooting, crossing and bent and swerving balls)
¥ Receiving ball (on the ground and in the air)

¥ Heading the ball (offensive and defensive headers)

¥ 7v7and5v2smalided games
¥ Crossing and finishing

¥ Skill work with conpetition (1 v 1 etc.)

¥ Functional attacking and defending play
¥ Supporting the ball and combination plays
¥ Offensive and defensive set plays
Fitness
¥ Preseason, in season and off season fithess
¥ Aerobic and anaerobic endurance as well as speed and pawwiggt

¥ Testing of individual players and player specific programs



Free Play
¥ 4v4,7v7and9v9scrimmages
Practice Time

¥ Technique 20%

¥ SKkill 20%
¥ Team 30%
¥ Fitness 20%

¥ FreePlay 10%



Under 17/18K.U.S.C.

General Thoughts:At this age the technical blueprint of who the player will be as an
adult soccer player is almost complete. From here on, any growth is largely determined by how
well the player has developed up to this point. Most of theduwrowth will involve finetuning
the qualities that already exist. Areas that can still be influenced greatly are game insight,
physical conditioning, attitude and work ethic. There are also several match related tactical
issues on which the coach qamw begin to focus. For example, playing different systems,
preparing for matches and employing tactics based on the strengths and weaknesses of your
opponent can all be addressed at this age. Additionally, game management issues, such as how
to keep adad or how to push for a win in the final fifteen minutes, become important themes to
address.

Regardless of the issues that the coach chooses to emphasize, it is important that they are
consistently addressed during practices and then reinforced @sgamthe end, it is all about
getting the player to think on the field so they are able to recognize for themselves when they are
at an advantage and when they are at a disadvantage. This recognition and game comprehension
will allow players to make aésions based on whatOs happening in the game.

General Outline for Practices/Gameg®ractices should always contain the flowing
elements: competition, critical thinking, fitness and technical/skill repetition. At this age the
fitness side of the game (ihoaerobic and anaerobic) begins to play a larger role than at younger
ages. Practices and games should continue to focus on improving the playersO understanding of
tactical issues, such as how to control the rhythm of the game, and having all elegen play
working together on both sides of the field. Players must still be challenged and they must be

held accountable for their decisions and performance. These players are also ready for an



increased level of problem solving (soccer sense) that focusesngntheir soccer mind and not
just their physical attributes. Competing against more skillful and older teams on a regular basis
will allow U-17/18 year olds to continue to develop their technical skills and game sense. There
should also be a contindemphasis on professional attitude including game preparation, on and
off field behaviour, work ethic, individual fithess/health and spending time individually on
technical issues to stay sharp.
Practice Outline Age 188

Average length of prdice or development program

¥ 90-100 minutes
Technique

¥ Dribbling (when/where to dribble)

¥ Striking the ball (shooting, crossing and bent and swerving balls)

¥ Receiving ball (on the ground and in the air)

¥ Heading (offensive and defensive headers)

¥ 7v7ad5yv2smalsided games
¥ Crossing and finishing

¥ Skill work with competition (1 v 1 etc.)

¥ Functional attacking and defending play
¥ Supporting the ball and combination play
¥ Offensive and defensive set plays

Fitness



¥ Preseason, in season and off seditoess
¥ Aerobic and anaerobic endurance as well as speed and power training
¥ Testing of individual players and player specific programs
Free Play
¥ 4v4,7v7and9v9scrimmages
Practice Time

¥ Technique 20%

¥ SKkill 20%
¥ Team 30%
¥ Fitness 20%

¥ FreePlay 10%



Additional Notes

Smallsided Games

It is recognized that to develop skills repetition is needed. The more the player touches

the ball the better the touch will be! Soccer coaches of all age groupsl éneuvorld use

smaltsided game environments to develop the technical aspects of individual players and teams.

What are Smalsided Games?

Smallsided games are soccer games with fewer players competing on a smaller field.

They are fun and interactigames that involve the players more because fewer players are

sharing the ball in a smaller area. All ages can participate in-si@il games; however, the

developmental impact is strongest on players betwe8raht U12.

Reasons Why Children Enjoy Saii-sided Games

¥

¥

More child centered and less coach controlled

More responsibility and every child has a greater opportunity to succeed and therefore
build their selfesteem and confidence

There is no hiding or dominant player hogging the ball; every ple®to attack,

defend and in some cases play goal

Increased touches on the ball and improved skill development

Fewer numbers = less bunching and simplifies the game making it easier to understand
Increased personal enjoyment resulting from smaller fasdssimpler rules

Freedom of expression and opportunity to play different positions

More children can play (i.e. five 4 v 4 games can fit inside a full size field allowing 40
players to play instead of 22 in a full field game)

MORE GOALS, MORE EXCITEMENTMORE SMILES!



Equipment for the Youth Player

With the rapid improvement in coaching development programs players are also
demonstrating greater technical ability, tactical awareness and overall fitness. This all round
improvement and development of themgahas made the development sports equipment even
more noticeable. This is most evident with footwear, which has come a long way from the
heavy, clumsy studded cleats of old.

Today soccer cleats are designed and developed according to orthopaedic retzdionsen
Top of the line soccer shoes have the padding and supports necessary to prevent straining
muscles and ligaments and also allow growing youth enough foot movement inside the cleat to
play comfortably.

It is important that adult advice is availalbo youth about what type of cleat should be used
on different surfaces. For example, using indoor or turf shoes on indoor etuastuarfaces
and using multi stud cleats or metal six studs on grass fields where firm footing is required.
Although e surface must be considered when choosing footwear, the multi stud cleat has
proven over the years to cause fewer injuries due to less danger of getting a foot stuck in the
ground and rolling an ankle. These shoes are designed for use on all typlets eafiging from
firm grass fields to the modern turf surfaces commonly seen today.

When buying soccer shoes it should be stressed that the player should always be fitted and
should never purchase shoes a size too large in order to Ogrow into thensOrarnidnger
usage from the purchase. It is vital for performance and safety that a player wears shoes that are
a comfortable fit when wearing only a pair of soccer socks. Wearing oversized soccer cleats can

cause damage to the foot and toes that dahiira playerOs ability to perform on the field.



Lastly, shoes should be designed from a material, such as quality kangaroo leather, that will
allow the foot to breathe and perspire.

Soccer uniforms have also greatly improved in recent years. Todayaretmore
comfortable, lightweight and are often made of the O@liowdO material that absorbs the
perspiration and humidity that a player generates during a normal game. These shirts are also
designed to not stick to players and to increase aurlatron in order to help players cool down
when exerting themselves.

The soccer ball is one of the most important, if not the most important, pieces of equipment
in the game. It is very important that the ball size is adjusted according to the agplajéns
and the weight of the ball upon inflation should be carefully monitored. Balls should be checked
for imperfections in the stitching and often balls should be reserved for game use in order to keep
them in good shape.

Lastly, shin pads are now mdatory for players and are usually checked by the referee or
linesman prior to the game. All coaches should demand that their players wear shin pads during
all practices in order to avoid injury and simulate a regular game situation. Modern shin pads
come in many different styles and sizes, are lightweight and are usually comfortable to wear. In
fact, very young players can purchase shin pads that can fit very much like a soccer sock and are
made out of a similar, comfortable material.

With all the adances in Canadian soccer coaching and playing we need to ensure that our
youth are properly outfitted in equipment that ensures their safety and allows them to perform at

the highest level possible.



Fair Play Codes (Adapted from OSA)

Coach

1.

Player

Be reasondb when scheduling games and practices. Remember the other interests of
players.

Teach your players to play fair and respect the rules of the game.

Avoid overplaying talented players. The average player deserves equal time.
RememberE OYou pick them, yqlay them.O

Never ridicule or yell at players for making mistakes or losing. Remember, children play
for fun and satisfaction.

Ensure that equipment and facilities meet safety standards and are appropriate for the
playerOs age and ability.

Teach your tea to respect the opposing team and the judgment of officials.

Follow a physicianOs advice to decide when injured players are ready to play again.
Remember that children need a coach they can respect. Be generous with deserved praise
and set a good exanepl

Keep informed on sound coaching principles based on the principles of growth and

development of children.

Play for your own enjoyment, not to please parents, teachers or coaches.
Control your tempebfighting and Omouthing offO spoil the gameverybody.
Cooperate with your teammates and opponents for without them you donOt have a game.

Play by the rules. Understand the rules.



5. Work equally hard for yourself and for your team. Your teamOs performance will benefit
and so will your own.

6. Winningis only part of it. Having fun, improving skills, making friends and doing your
best are also important.

7. Cheer all good plays, both your teamOs and your opponentsO.

8. Remember that coaches and officials are there to help you. Cooperate with them.

Parent

1. Remember children play for their enjoyment, not yours.

2. Encourage your child to play by the rules of the game and by the fair play codes.

3. Be appreciative of volunteer coaches and referees. Do not interfere; let them do their job.

4. Never ridicule or yell atqur child for making a mistake or losing a competition.

5. Turn defeat into victory by emphasizing the value of honest effort, skill improvement and
fair play.

6. As spectators, applaud all good plays, both your teamOs and the opponentsO.

7. Actions speak louder #im words. Make sure your behaviour sets a good example for fair
play.

8. Support all efforts to remove violence from the childrenOs sport.



Playing Up

The majority of soccer abs, provincial programs and national programs allow talented,
younger players to compete on teams with and against older players. This occurs as a natural
part of the development process and is consistent throutjteawobrld. Currently, there are
isolated instances where rules of policies have been imposed to restrict the talented players from
(playing upO Associations that allo@honsocce®individuals to create rules restriction an
individual players option to play &teappropriatdevel are in effect impeding thptayerOs
opportunity for growth. If there is concemegarding the individual situation, theoi@ons must
be evaluated btechnicalprofessionals (ie. technical director of staff coach).
Playing Up Guidelines

Under the direction of the club Technical Director K.U.S.C. will follow the following
guidelines to determine who plays up:

1. Playershould be dominant in his/her age group.

2. Playershould be mentally mature and able to relate to the older players (teammates).

w

Playershould be athletically and physically mature enough for his/her age.

4. Player should be a regular starter on the older team.

m,

Player should be the one who wants to play up, NOT THE PARENTS!



Tournaments

Tournaments can be an enjoyable experience for all players, coaches and parents. The
tournament can be seen as a way to challenge your players ing @ayear above the normal
age andt canalsobe used tononitor player progress ame@ a great way to neenew friends.
Not oncedid | mention WINNING or the number of games the player will be active in. In my
opinion with the number of games players have duringdtpelarseason and the amount of
training that takes place coaches must only look at entefdgp@rnaments maximum. | have
heard of teams entering 5 or 6 events per year! This is totally not acceptable! The participation
in these tournaments often creatédvan at all cost®mentality and has a negative influence on
player development. Entering a teammore than 3 tournaments can affect player development
through reduced practice time and an unhealthy focus on winning by coaches. Most
importantlyE excessive playTwo games per day and the possibility of 5 games in two days can
be detrimental to individual growth and development, leading to player burn out. Select your
tournamentgarefully by choosing one at the start of the season for team bonding and another at
the mid season point to address team issues and monitor player development. Selecting a third

tournament at the end of thegear toQap offdan enjoyable season is also a good option



MINI SOCCERI®RNMALE

Mini Soccer andveDepingoting Plays

Common sense must prevail in terms of getting kids kicking a ball
allow them to interact within algeyensstubeéiab.le to touch the ball
allowing them situations that will guarantee them the opportunity
regulation game of fulll ¥ildTchatmdah only be done by educating the
make decisions, execute a skill, understand their role and enjoy |
enjoyable game.

Please review the diagram below which shows a typical 7 v 7 set-
visualize the rationale for Theésnform@aneenbhac@stario Soccer
Association's "Possession of the Ball" philosophy

As you can appreciate triangles are the basic shape for all passir
movements and so you can understand why it is important to enco
relative environment that will allow children to execute passing a
successful results. 7 v 7 will guarantee that our youngsters under
naturally which is conducive to the pYowllegasmen into the 1

) U




Summay

7 v 7 on a mini field will allow more contacts on the ball

The field is long enough for these young defenders to pass the
pressure (Long Passing)

Strikers have the opportunity to support deep with width capab
support (Near and Far Support)

Goalkeepers have a reduced size of goal allowing most U'10 yo
crossbar

Allows for possession of the ball in a supporting environment f
(Short Passing & Receiving)

Laws/structure simplified, i.e., freithe dw-ahlownbooflimited demar
on the youngsters (simplifies and keeps the game fun)

The Mini Field

60 Yds
55 M

\

Corner Arc
1vd (.9M) Radius
10 vds
D L —
5 v
hab Ry
Penalty -_—
Area s*vds 40 vas

4.6 M 36.6M

. U
s Y 8 v{s
55 7.3
Gogl T
Penalty
Mark 10 vds
glxm




MINI SOCCER RULES

RULE 1 The Fkeld
Field rarkings ball b [arly isible ad © wniform wdth 6 pproximately 5Snches
(12.7cm). All ihes & prt 6 he sea hHey acompass.

! The ke bhe gals ball b 6 det 49M) wle ad 6edt 1.8M) fgh.

! The with 6 Hhe gals ball b masured bm he riside b oe gal-post @ he riside
of he ther gal-post, ad he kight tom he gound ¢ he uderside 6 he mss-
bar.

! Whenever pssible, gal-nets ball b sed.

! Corner-posts ball tand bt dss han 5edt 1.5M) rom he gound ad ball b
placed n ach orner ©fhe ield © fay.

Off-side: Mt a@plicable

RULE 2 The Bll
! The hll ball b pherical ad bkall b onstructed 6 raterial wich § ot dngerous
to he fayers.

! Ball ze dr WO fayers bould b ke 4

RULE 3 Number & Payers

! The gme ball b fayed b wo eéams, ach onsisting 6 7 lgyers, ae 6 wom
shall b he galkeeper.

' A nmaximum 6 4 fayers an b dessed dr a age.

! Unlimited sbstitution ball b #owed.

! Substitutions ball b Howed & ®ppages, nder he ontrol © le eferee.

! Both eams st hve &dast 7 lgyers @ trt he gme.

! The gme bhould ot ontinue fi aeam hs dss han 5 lgyers.

RULE 4 Player s uipment
Players ball ot war aything wich edangers hemselves o ther fayers.

! Basic ompulsory quipment ball onsist 6 borts, ecks, kin gards, dotwear, ad
a ombered hirt. ®alkeepers st war olors wich & d@tinguishable bom &
outfield fayers ad he eferee.

hydroZ 6
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A payer o § aked @ dave le ield 6 fay bcause 6 dfective o dngerous
equipment ray ot e-enter he ield 6 fay util e eferee d§ atisfied hat he
equipment § prmissible.

RULE 5 The Rferee

The eferee ppointed @ @iciate a imi-soccer gme Wl hve he dll athority @
enforce He rini-soccer ules. Rferee dcisions egarding dcts onnected a@ fay &
final.

The eferee hall:

Enforce lie ules 6 lie gme.

Refrain rom pnalizing n eses \mere he &ending éam ray gin a dvantage.
Report n witing @ lie apropriate athority, ay nsconduct B fayers, prents,
spectators o ther prsons Wich dkes face a he i€ld & fay ots icinity & ay
time dring ke gme.

Control \Wwo ray ater o dave he iéld 6 fay.

Stop tie gme mmediately fi a lgyer ppears @ b njured, keeding o oncussed.
Signal @ tart e gme, ad d estart ti &er atappage.

Decide filie ield & fay ad # aplicable gquipment § sitable.

Referee Assistant: Nt Applicable

RULE 6 Duration & he Gme

The gme ball b dided rnito wo qual hlves, lie dngth 6 Wmich ball b 8
minutes. The hlif-time riterval ball b 5 inutes.

If dr ay eason, aagne 3 érminated kfore dll-time, le dcal oganizers ball dcide
the atcome © le gme.

RULE 7 Start ¢ Fay

At he Bginning © e gme, bhoice & hlves ad he Ick-off kall b dcided b he
toss 6 aom. The ¢am wich ns he dss ball dcide Wich gal @ #ack i he ifst
half. The ther eam Wl ake he Ick-off. At aidk-off, & fayers ball b n heir wn
half 6he ield 6 fay. All fayers pposing hie @am aking he Ikck-off bkall b bt dss
than 6 ayds %.5M) rom he hll util tis kked-off. The gme ball b trted b he




referee @ing aignal. The BIl Wl b i fay wen tid Ikcked drward nto e
opponents hlIf 6 he iéld.

For ay rifringement © his ule, he Ick-off ball b etaken.

Should he fayer aking he Ick-off fy o duch he hll aesond ime bkfore ti hs
been fayed o duched b aother fayer, arefe-kick ball b warded @ he pposing
team.

After aogl Bs bken sored, e gme ball b estarted h aidk-off, @ b aken g
a fayer ©lie ¢am gainst Wich he gal was sored

After he ifst BIf & fay, he ¢ams ball bange hives ad he Ick-off ball b aken
by algyer ©le ¢am pposing hat wmich farted lie gme.

For ay ®ppage ot rentioned ksewhere i hese ules, e eferee bkall estart he
game B dopping hie kIl alie [ace \were ti \as \wen fay \as ®pped, uless
play was topped n e pnalty-area. 1 his ase, e hll ball b dpped a he
penalty-area ihe & te pint parest @ \ere lie Bl ws Wwen fay ws ®pped.
The hll ball b nn fay a son a ti duches e gound.

A gal my b sored dectly rom a idk-off.

RULE 8 Ball m ad @t & Fay
The Bll § @T ¢ fay:

!

When lie Wole 6te Bll Bs mssed lie gal-line, o duch-line, \mether a he
ground on he &
When le [y ks ben ®pped b he eferee.

The Bll s N fay:

At 8 ther imes ricluding \Wwen ti ebounds rito [y rom a ogl-post, arass-bar, o
a orner lag pst, o eferee ad emains n he ield 6 [ay.

RULE 9 Method & $oring

A gal s sored wen he Wole 6he hll hs mssed wer he gal-line, btween he
goal-posts ad under e mss-bar, povided ti s ot ben hrown, arried o
intentionally popelled h Bnd o am, p algyer bhe #acking ¢am, ®cept § a
goalkeeper rom \thin [ @wn pnalty-area.

The eferee ball b he sle ydge a @ Wwether aogl hs ken sored.

During e ourse 6 fay, bould ay atside gent pevent lte hll tbom pssing rito
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the gal o asist lte Bll rito he gal, fay ball b ®pped. The eferee hkall estart
the gme l dopping he Hll.

RULE 0: Free-kick

! For ay nfringement 6 he nni-soccer ules \wen he hll 9 n fay, he eferee ray
award arele-kick @ he pn-offending @am. The ree-kick ball b dken rbom he
place Were he nfringement arurred, unless he ree-kick § warded a he
attacking éam \ithin t5 pponents penalty-area. n his aese, e pnalty-kick ball b
taken rom he pnalty-mark.

I At he aking © arele-kick, ie Bl ball b ®tionary ad & pponents ball b bt
less han 6 ayds %.5M) rom he &Il uatil ti bs ben Icked. The BIl ball b n @y
when tid Ikcked ad mved.

! A payer aking arele-kick \thin s wn pnalty-area ball Ik He Bl rito fay
beyond he pnalty-area. The BIl ball b i [y wen ti Bs ben Icked ad mved
and ks pssed atside he pnalty-area. All pponents ball b atside he pnalty-
area ad bt dss han 6 ayds %.5M) rom he hll util ti Bs ben Icked. Br ay
infringement 6 his ule, he ree-kick ball b etaken.

! A payer aking arefe-kick ball ot fay o duch he kIl aesond ime util ti bs
been fayed o duched b aother fayer. Br ay rfringement 6 his wle, arele-kick
shall b warded d¢ he pposing éam.

! A gal my b sored dectly rom arele-kick

RULE 1: Penalty-kick

! A mnalty-kick ball b aken rom he pnalty-mark. All fayers, \th he gception ©&
the dfending galkeeper ad he fayer aking he Ick, ball b atside he pnalty-
area bt \thin he ield © fay, ot dss han 6 ayds %.5M) rom he &Il util ti Bs
been Icked.

! The galkeeper ball emain o I wn gal-line dcing le Icker, ad btween he
goal-posts, util e Bl hs ben Icked.

! The fayer aking he pnalty-kick mast kck he Bl drward. The Bll ball b n fay
when he Bll s kked ad mves drward. The fayer ball ot [y o duch he hBll a
second itme util ti Bs ben [@ayed o duched l aother fayer.

! If pcessary, lte ime 6 [y ball b &tended @ How a epalty-kick @ b aken.




For ay nfringement © his ule:

! By a ember bhe dfending ¢am, he Ikk ball b etaken fi aogl Bs ot ken
scored.

! By a ember ©he #acking eam, fi aogl s sored ti ball b @allowed ad arele-
kick warded @ he dfending eéam, @ b dken rbm he face wWere he nfringement
occurred.

! By a ember & bth ¢ams, he kk ball b etaken \wether a ogl hs ken sored
or ot.

! If, &er he Ik hs ben dken, e Bl o he galkeeper d rnterfered \ith § a
outside gent, e Ik ball b etaken.

RULE 2: Fouls ad Nbkconduct

A gayer Wo, nn he pinion 6 He eferee, ritentionally ommits ay 6 he dllowing

offences, ball b pnalized b he warding 6 arefe-kick @ he pposing ¢am:

! Spits & a pponent

! Kicks o #empts @ Ik a pponent

! Trips o #empts @ rip a pponent

! Jumps & a pponent

! Charges a pponent

! Strikes o #empts @ sike a pponent

! Holds a pponent

! Pushes a pponent

! Handles he hll dliberately, ¢xcept a oglkeeper om \ithin 5 @wn pnalty eea)

! Tackles a pponent @ gin pssession © lie hll, making ontact \th he pponent
before duching he Bll

Should a lgyer ommit ae 6 lie hove &ences \thin 5 wn pnalty-area, a epalty-

kick ball b warded.
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RULE 3: Throw-In / ikk-In
U9 & When he wole 6he Bl bs mssed lie duch-line, &her a
Younge the ound on he & he kIl ball b Icked-in bm he pint
Kick-1n where tidft lie ield 6 fmy, § a ember 6 he eéam pposing
that 6 he fayer Wwo dst fayed o duched ti
The player taking the kick-in shall:
a. Face the field of play and
b. Kick the ball from on, or behind, theltouch Ii
The ball will be in play immediately after .if enters 1
If the player taking the "kick in" plays, or fouches,
second time before it has been played or tpuched b
playem free kick shall be awarded to the opposing t
At the taking of a kick-in, all opponents myst be at
(1.8 meters) from the ball.
A goal may not be scored directly from a kick-in.
Under-10: When te ole 6 e Bll hs wssed he duch-line, @her a
Throw-in the gund on he & He hIl ball b Hrown-in rom he pint
where tidft e ield 6 fay, § a ember ©&he @éam pposing
that 6 he fayer o dst fayed o duched ti
The fayer aking he frow-in ball:
a. Face the field of play
b. Have part of each foot on the touch |ine or o
ground outside the touch line,
c. Use both hands, and
d. Deliver the ball from behind and ovefr her/his
If the player fails to throw thesia&llhen sharligioely
permitted a second attempt. If the second attempt i
unsuccessful, a throw-in shall be awarded [to the op
The ball will be in play immediately after .if enters |
If the player taking the throw-in plays or touches tt
second time before it has been played or tpuched b
playem free-kick shall be awarded to the opposing t

At the taking of a throw-in, all opponents 1
meters from the ball.

nust be a

row-in.

A goal may not be scored directly from a th

ilil




RULE 4: Goal-kick

When he Wole 6he kIl Bs mssed lie gal-line, gher o he gund orn he &
excluding hat prtion btween he gal-posts, hving dst ben fayed o duched g
a rember 6 he #acking ¢éam, a ogl-kick ball b ®warded @ he dfending ¢am.
The &Il ball B Ikked rito fay om a omt \thin hat hAlf 6 he pnalty sea
nearest @ Were lie Bl mssed e gal-line.

At he aking 6 a ogl-kick, & pponents ball b atside he pnalty-area util ti Bs
been Icked rito fay. The hBll ball B ri fay wWen ti bs raveled dectly byond he
penalty-area.

If e fayer aking he gal-kick [ys o duches he hll aesond ime bfore ti hs
been fayed o duched B aother fayer, arele-kick ball b warded @ he
opposing éam.

A gal my b sored dectly rom a ogl-kick.

RULE &: Corner-kick

When he Wwole 6 te kIl hs mssed lie gal-line, gher a e gund on he a,
excluding hat prtion btween he gal-posts, hving dst ben fayed o duched g
a member 6he dfending éam, aomer-kick ball b warded @ he &acking
team.

The orner-kick ball b @ken rbom \ithin e orner-arc parest ¢ \were he hll
crossed lie gal-line. All pponents ball b bt dss han 6 ayds %.5M) rom he hll
until ti Bs ben Icked. The BIl s n @y wen tis kked ad mves.

If he fayer aking he orner-kick fays o auches he hll aesond ime bfore ti
has ken fayed o duched b aother fayer, arefe-kick ball b warded d he
opposing d¢am.

A pal my b sored dectly rom a omer-kick.
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