EYSA
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PRINCIPLE: |ONE TOUCH FINISHING TEAM: us/u9 COACH: DATE:
TRAINING OBJECTIVES:
TECHNICAL: TACTICAL: MENTAL: PHYSICAL:
DEVELOPONE TOUCH ||DEVELOPDECSIONMAKING |[CONFIDENCE.CREATIVITY. ||CHANGE OF SPEEDPOWER.
ON TYPE OF FINISH, AND BALANCE.
FINISHING TECHNIQUE. ADJUSTMENTTO FINISH.

I!!i;}iailWarmUp I
COACHING POINTS DIAGRAM

WORK TO REST RATIO: |15 minstotal.4 x 3 mins: 45 secreSIi Closecontrol,usevarietyof surfaces.
Keepheadup.

Creativity/ imagination.
DIMENSIONS: Four15x 10yardgrids. Change®f speedanddirection.

INSTRUCTIONS/RULES m—

Havegroupwork througheachstation.

A - Individual dribbling, dribbleto cornercone,performskill to turn andthendribbleto H ow CanyOU UseyOU r bOdytO add more
opencornerandrepeat. i i 2

B - Dribble throughgatesworking on changeof direction& speedasyoutravelthrough deceptlorto Skl I I moves:
gate.

C - "Freestyle'playerswork on anyskills, juggling etc.theywant.

D - Playersdribbleandperformskill moveto beatconei.e. scissord chopsetc.

Ii !i;]igﬂ ExplorationGame I
COACHING POINTS DIAGRAM

\WORK TO REST RATIOQ: [20minstotal. 8 x 2 mins: 30 secondrest ﬁgffupﬁtées?&gﬂmsmon.

Deceptionin finish.
Powervs placement.

X . Insideof foot to passball into goal/ curl ball into goal.
DIMENSIUNS 15x 10yardfield (setup two working groups) Headandshoult?ersnverthebgll, g

INSTRUCTIONS/RULES AN 000

Setup two working groupsto maximizeactivity andrepetitions. H o
1 - Shootingplayerhastwo playersto the sideto play a give andgo with and What IS 900d asu rfacao fl n|Sh one
thenshooton goalonetouch.After shooting playerrotateswith playerwho 2

theypnssede: touchandwhy?

2 - Shootingplayerplayspassto oneof playersby thegoal,receivesa pass
backandshootsonetouchon goal. Rotatewith playerthey passedo.

Add competitioni.e. who canscoremostin 2 minutesetc.

Ii !iu EE i! ExecutionGame I
COACHING POINTS DIAGRAM

. |20 minstotal.6 x 3 mins: 30 secondsest| |Approachto finish - timing of movementangleof approach
WORK TO REST RATIO: | [Approacttofiish
Awarenes®f keepergosition.
Decisionmakingon typeof finish.

DIMENSIONS: 25x 20yards

INSTRUCTIONS/RULES m_

Play2v2 or 3v3with bumperplayers. How do keepball low when
If agoalis scoredvia aonetouchfinish goalcountsas?2.

Everytime goalis scoredconcedingeamswitchwith fm'Shmg onetouch?
bumpemlayers.

IE !i;laEi!:I AutonomousGame I
COACHING POINTS DIAGRAM

WGRK 'm REST RA‘"U 20 minstotal. 3 x 6 min games1 minrest| |Spatialawareness;hangeof directionandspeedo create

finish.
Decisionmakingon finish dependingn pressureandspace.
Useof deception.
DIMENSIONS: 30x 30yards Creativityin finish.
INSTRUCTIONS/RULES m—
4 goalscrimmage.
Play3v3with 2 keepereachandeachteamhastwo goals Whatd.o.you needto SetUp one
onadjacensidesof area. touchfinish?

Goalsfrom onetouchfinish countdouble.
Rotatekeepersevery3 mins.
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