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Kindergarten Spring
Practice Plans
March 2009
 Kindergarten - Spring - Week 1

Game 1 - CANDY STORE

The children play in an area approximately 30 x 20 steps. The coach names each side of the area after a piece of candy. Each child has a soccer ball. When the coach shouts out the name of a candy bar, the children dribble their soccer balls to the appropriate side.

When the children reach a side of the field, use it as an opportunity to perform a Footskill or Move.  Dribbling, Footskills, and Moves must be performed with both feet.  Appropriate Footskills and Moves are:

Inside Cut (Chop)
Outside Cut (Chop)
Inside-Inside

Toe Taps
Game 2 - BODY BRAKES

The children play in an area approximately 30 x 20 steps.  Each child dribbles around with a ball. The coach calls out a body part, for example left elbow. The children stop the ball and place the named body part on the ball.  Remind the children to keep the ball close to them so they can quickly react to the instruction.  If a child’s ball is running away from them and the child is unable to stop it, the dribbling is too fast and the ball is not under control.Make the game fun by some times calling out sequences of body parts.  Instruct the children to yell “no hands coach” after the coach yells out “hands” as a body part.

Game 3 - CONEMAN

The children play in an area approximately 30 x 20 steps. The coach is the “Coneman/woman” who runs around the area attempting to “cone” the players. This is done by placing a cone on top of the player's ball, and shouting, “Coneman has got you”. Once a player has been coned he/she must perform three juggles to get back in the game. Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to be the next Coneman
The intention of the Coneman is to teach players to dribble with their heads up, looking for other dribblers, defenders (Coneman), and space.  Putting the players in a situation that forces them to look up is more effective than telling the players to lookup.  Encourage players to keep the ball close, take as many touches as possible, and use both feet.  .

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Encourage players to perform a Inside Cut (Chop) and an Outside Cut (Chop).
Kindergarten – Spring - Week 2

Game 1 - STORY BOOK SOCCER

The children play in an area approximately 30 x 20 steps. The coach tells a story of when he/she was young and on his/her birthday they were given a magic car. The coach then asks the children if they want to ‘play magic cars’. The children dribble around the area and the coach introduces three gears. First gear is “dump trunk” speed the children must dribble their soccer balls slowly. Second gear is “minivan” speed and the children should be encouraged to dribble the ball at a medium speed. Third gear is “race car” speed; the children should be encouraged to dribble the soccer balls as fast as they can.

Introduce Footskills and other instructions into the game.  Call out “traffic light” to have the children stop.  Make it fun by having race cards screech to a halt.  Remind players that they need to keep the ball close, even at race car speed, to be able to stop quickly.  Give out speeding tickets when the players fail to stop quickly.

Players go through a traffic circle by performing Figure 8’s.

Players travel through S-curves by performing Inside-Inside.

Players make a U-turn by performing a Drag Back Turn
The difficulty of the game may be progressed with the introduction of a car their.  The thief steals a soccer ball by touching it with his/her foot.  To get back in the game, the child must perform three juggles.

Game 2 - HOSPITAL TAG

The children play in an area approximately 30 x 20 steps. The children all have a soccer ball and are dribbling around inside the area. When the coach shouts “Hospital," the children use their hand to tag another child. When a child has been tagged, the child has to use a hand hold that part of the body. When a child has been tagged twice and both hands have been used, the next tag means that the child has to go to “Hospital” for treatment.  Treatment is three juggles after which the child returns to the game.

The coach must be aware that children may tag too aggressively, this must be addressed immediately. It is only natural that children will get excited, this should not be in any way discouraged. However the coach must remain in complete control of the practice at all times.

Game 3 - BULLDOG

The children play in an area approximately 30 x 20 steps. The children start at one side of the area (which the children can call the street). The coach has told the story of a Bulldog who will not let the children out to play. When the coach calls Bulldog, the children have to dribble their soccer balls past the Bulldog so that they can get out to play. The coach plays the part of the Bulldog.  Each time the children make it past the Bulldog they perform a U-Shape moves when they get to the other side of the street.

The Bulldog catches a player by stealing his/her soccer ball.  Once a player has been caught, the player become a Bulldog and assists the coach to catch the others.  If it is necessary to get the players to be more adventurous then adjust the game by having a winner i.e the first player to tag 6 people wins. Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to start a round of the game as the Bulldog.
The coach should always allow all the children to have success crossing the street at the beginning of the game.

The purpose of Bulldog is to teach players to dribble with their heads up and dribble past defenders. Putting the players in a situation that forces them to look up is more effective than telling the players to lookup.  Encourage players to keep the ball close, take as many touches as possible, and use both feet.

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Encourage players to perform a Drag Back Turn.
Kindergarten – Spring - Week 3

Game 1 - POWER RANGERS

The children play in an area approximately 30 x 20 steps. The coach is the catcher, Evil Rita.  Each player dribbles a soccer ball around the area.  The catcher gets a player out by touching a soccer ball with his/her foot. The players must perform 3 Inside-Outside moves to get back in the game.

Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to start a round of the game as the Evil Rita.

A player can freeze Evil Rita for 3 seconds by performing a Ronaldo (V-Shape) move.

Game 2 - STUCK IN THE MUD

The children dribble around the marshland approximately 30 x 20 steps. Two mud monsters attempt to freeze out the players. To do this they have to touch the player’s ball with their foot. Once the player is frozen he/she picks up the ball and stands with legs spread wide, ball held on head. Players can set each other free by making an Inside of the Foot Pass through a frozen players legs.  The player making the pass collects the ball after it passed through the legs of the frozen player.
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Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to start a round of the game as the mud monster.

For this to be an effective practice the coach has to see the children passing the ball as many times as possible. If the mud monster is having little success then the coach needs to use more mud monsters to increase the chances of the children being caught, which in turn will increase the number of passes.

The coach should be aware that youngsters (in general) will not help their teammates preferring instead to concentrate on looking after themselves. This is a great opportunity for the coach to provide a moment of social education, explaining to the children that they all play on the same team and that they should all try to help each

Game 3 - GHOSTBUSTERS

Each player needs a partner with the children stand approximately six yards apart. The coach introduces the game as “Ghostbusters”; every time a child makes an Inside of the Foot Pass through a partner’s legs, the child scores a “slimer”.
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Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Encourage players to perform a Rinaldo move.
 Kindergarten – Spring - Week 4

Game 1 – CAPTAIN OF THE SHIP

The children play in an area approximately 30 x 20 steps. The coach plays the part of the “CAPTAIN”. Whatever command the “captain” gives the players must follow. This should begin with simple commands such as, port, starboard, bow and stern, referring to different sides of the ship. The coach or should I say CAPTAIN can then begin to use other commands.

Swab the Decks – players perform Inside-Outside
Manning the Rigging – players perform Toe Taps
Load the Cannons – players perform Squeezy Push
Captain Overboard – players perform a sequence of moves; for example perform Inside-Outside followed by Squeezy Push

Game 2 - CAPTAIN FREEZES

The children play in an area approximately 30 x 20 steps. They attempt to freeze the two coaches by making an Inside of the Foot Pass against the coaches' ankle. If they can freeze both coaches they have won.  Coaches are not allowed to jump to avoid a ball.
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Game 3 - FREEZE TEAMS

The children play in an area approximately 30 x 20 steps. Divide the team into two groups. One half keeps a ball and the other half runs free in the area. Player’s with a ball can freeze the others by playing on Inside of the Foot Pass against their ankles. When the players are caught they stand with their feet open. The team without the balls can set each other free by passing a ball through the frozen teammate’s legs. Do not allow players to jump to avoid a call, encourage them to evade the ball by changing speed and direction; this is for safety so a child does not land on a ball.

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Add game conditions that encourage passing; examples are you must pass before you can score and three passes in a row equals a goal.
 Kindergarten – Spring - Week 5

Game 1 - POWER RANGERS

The children play in an area approximately 30 x 20 steps. The coach is the catcher, Evil Rita.  Each player dribbles a soccer ball around the area.  The catcher gets a player out by touching a soccer ball with his/her foot. The players must perform 3 Inside-Outside Rolls to get back in the game.

Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to start a round of the game as the Evil Rita.

A player can freeze Evil Rita for 3 seconds by performing a Scissor or Double Scissor.

Game 2 - PASSING RACES

The children play in an area approximately 30 x 20 steps. Players work in pairs. They stand approximately 8 feet apart and simply have to make Inside of the Foot Passes back and forth to each other. Play the race once with the left foot and once with the right. The children have to complete 20 passes to unlock the Pad Lock.

Constantly correct short passing technique.  Remind the children to have happy feet by staying on the balls of their feet.

Game 3 - PASS TO YOURSELF RACES

The children play in an area approximately 30 x 20 steps. Players work in pairs. They have to perform Inside of the Foot Receiving of the ball by taking a touch, a pass to themselves, before they can pass it back to their partner.

Coach the players to pass to themselves in the space to their side and to pass the ball back before it stops rolling.  Stress the idea that the ball should always be moving.

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Encourage the players to perform a Scissor or a Double Scissor.  Add game conditions that encourage passing; examples are you must pass before you can score and three passes in a row equals a goal.
 Kindergarten – Spring - Week 6

Game 1 - CONEMAN

The children play in an area approximately 30 x 20 steps. The coach is the “Coneman/woman” who runs around the area attempting to “cone” the players. This is done by placing a cone on top of the player's ball, and shouting, “Coneman has got you”. Once a player has been coned he/she must perform three juggles to get back in the game. Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to be the next Coneman
The intention of the Coneman is to teach players to dribble with their heads up, looking for other dribblers, defenders (Coneman), and space.  Putting the players in a situation that forces them to look up is more effective than telling the players to lookup.  Encourage players to keep the ball close, take as many touches as possible, and use both feet.  .

Game 2 - MICKEY MOUSE’S’ DOORBELL

The coach sets up gates that are approximately four yards apart. The players stand facing one another, with the cones either side of them. As shown below.
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The coach explains that Goofy and Donald Duck have fallen out because as they went to call for Mickey they couldn’t decide who would ring the doorbell. One player starts with the ball and is trying to ring the doorbell and the other player is trying to stop him. This is done by the defending player putting his foot over the cone or should I say doorbell. The coach tells the children that there is an imaginary (electric) line between the two doorbells’s, which the children cannot cross.

Encourage the players to have happy feet staying on the balls of their feet and to always keep the ball moving.  Encourage the players to use moves including the Drag Back Turn, Scissors, and Cryuff Turn.

Constantly ask how Goofy and Donald are doing.  This should increase the intensity level of the game.

Game 3 - TINY TOONS

The players play with one target ball and one game ball.  Player 1 starts in front of the target ball and passes the ball through Player 2’s legs to begin the game. Both players then compete for the game ball and a point is scored when a player hits the target ball with the game ball. There are no outs and after a score the game restarts with another pass through the legs.

Encourage the players to have happy feet staying on the balls of their feet and to always keep the ball moving.  Encourage the players to use moves including the Drag Back Turn, Scissors, Double Scissors and Cryuff Turn.

Get the players to try to win possession of the game ball and not just stand by the target ball.  Explain to the children that they cannot score without the game ball so they should work hard to get it.
Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Encourage the players to perform Drag Back Turn, Scissors, and Cryuff Turn.  Add game conditions that encourage passing; examples are you must pass before you can score and three passes in a row equals a goal.
Kindergarten – Spring – Week 7

Game 1 - STORY BOOK SOCCER

The children play in an area approximately 30 x 20 steps. The coach tells a story of when he/she was young and on his/her birthday they were given a magic car. The coach then asks the children if they want to ‘play magic cars’. The children dribble around the area and the coach introduces three gears. First gear is “dump trunk” speed the children must dribble their soccer balls slowly. Second gear is “minivan” speed and the children should be encouraged to dribble the ball at a medium speed. Third gear is “race car” speed; the children should be encouraged to dribble the soccer balls as fast as they can.

Introduce Footskills and other instructions into the game.  Call out “traffic light” to have the children stop.  Make it fun by having race cards screech to a halt.  Remind players that they need to keep the ball close, even at race car speed, to be able to stop quickly.  Give out speeding tickets when the players fail to stop quickly.

Players go through a traffic circle by performing Figure 8’s.

Players travel through S-curves by performing Inside-Inside.

Players make a U-turn by performing a Drag Back Turn
The difficulty of the game may be progressed with the introduction of a car their.  The thief steals a soccer ball by touching it with his/her foot.  To get back in the game, the child must perform three juggles.

Game 2 - MARBLES

The children play in an area approximately 30 x 20 steps. Players work in pairs with each player having a ball.  The children in each pair are numbered one and two; number one plays the ball into space. When the ball has stopped rolling number 2 tries to hit the stationary ball with his/her ball using an Inside of the Foot Pass. If a hit is recorded a point is scored. Players then reverse the order of play.  The first to five points wins the game. Reinforce correct passing technique.

Game 3 - PASS TO YOURSELF RACES

The children play in an area approximately 30 x 20 steps. Players work in pairs. They have to perform Inside of the Foot Receiving of the ball by taking a touch, a pass to themselves, before they can pass it back to their partner.

Coach the players to pass to themselves in the space to their side and to pass the ball back before it stops rolling.  Stress the idea that the ball should always be moving.

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Add game conditions that encourage passing; examples are you must pass before you can score and three passes in a row equals a goal.
 Kindergarten – Spring - Week 8

Game 1 – CAPTAIN OF THE SHIP

The children play in an area approximately 30 x 20 steps. The coach plays the part of the “CAPTAIN”. Whatever command the “captain” gives the players must follow. This should begin with simple commands such as, port, starboard, bow and stern, referring to different sides of the ship. The coach or should I say CAPTAIN can then begin to use other commands.

Swab the Decks – players perform Inside-Outside
Manning the Rigging – players perform Toe Taps
Load the Cannons – players perform Squeezy Push
Captain Overboard – players perform a sequence of moves; for example perform Inside-Outside followed by Squeezy Push

Game 2 - HOSPITAL TAG

The children play in an area approximately 30 x 20 steps. The children all have a soccer ball and are dribbling around inside the area. When the coach shouts “Hospital," the children use their hand to tag another child. When a child has been tagged, the child has to use a hand hold that part of the body. When a child has been tagged twice and both hands have been used, the next tag means that the child has to go to “Hospital” for treatment.  Treatment is three juggles after which the child returns to the game.

The coach must be aware that children may tag too aggressively, this must be addressed immediately. It is only natural that children will get excited, this should not be in any way discouraged. However the coach must remain in complete control of the practice at all times.

Game 3 - BULLDOG

The children play in an area approximately 30 x 20 steps. The children start at one side of the area (which the children can call the street). The coach has told the story of a Bulldog who will not let the children out to play. When the coach calls Bulldog, the children have to dribble their soccer balls past the Bulldog so that they can get out to play. The coach plays the part of the Bulldog.  Each time the children make it past the Bulldog they perform an Inside Cut (Chop) or an Outside Cut (Chop) when they get to the other side of the street.

The Bulldog catches a player by stealing his/her soccer ball.  Once a player has been caught, the player become a Bulldog and assists the coach to catch the others.  If it is necessary to get the players to be more adventurous then adjust the game by having a winner i.e the first player to tag 6 people wins. Encourage the children to work hard by selecting the hardest worker, not necessarily the most talented or athletic, to start a round of the game as the Bulldog.
The coach should always allow all the children to have success crossing the street at the beginning of the game.

The purpose of Bulldog is to teach players to dribble with their heads up and dribble past defenders. Putting the players in a situation that forces them to look up is more effective than telling the players to lookup.  Encourage players to keep the ball close, take as many touches as possible, and use both feet.

Game 4 - GAME SITUATION - MICRO SOCCER

On a field approximately 30 x 20 steps, play 3v3 with small goals. Instill confidence with the ball by discouraging players from just kicking the ball without thought.  Players should always be trying to pass or dribble.  Do not allow play to stop when the ball goes beyond the boundaries of the field; simply roll another ball into play.  Add game conditions that encourage passing; examples are you must pass before you can score and three passes in a row equals a goal.
