Burnsville Fire Soccer Club
U6-U8 program

Games approach to teaching.
Dribbling Games!

Red light/green light 20x20 yard grid
Body part dribbling 20x20 yard grid
Zen dribbling 20x20 yard grid

Each player has a ball. Players dribble around the area. The coach gives
the following cues:

1. Green: Dribble.

2. Yellow: Speed up! (point out that this does not apply with

real traffic lights!).

3. Red: Stop!
Coach: Players should focus on keeping the ball close to them and
avoiding contact with other players and their soccer balls. Young
players will learn to anticipate the need to stop and the use of the sole
of their foot for stopping the ball. Also emphasize the importance of
dribbling to open space within the grid. Play for a minute, compliment-
ing good stops and changes of speed.
Each player has a ball. Players dribble around the area. The coach gives
cues as to which body part must be used to stop the ball. Thisis a fun
game designed to build coordination for young players. Suggested cues:
Knees; shin; sit on the ball; elbow; ear; nose; back. Emphasize safety
first and this is one exercise where the coach might participate to add to
everyone’s fun. Play for two minutes.
Players are organized in pairs with one ball for each group. Partners
lock arms and one player has the ball and must keep her eyes closed.
The other partner provides verbal and physical guidance for the partner
in possession. This is a cooperative exercise designed to get players to
help each other problem-solve. Play for thirty seconds and then
change roles. Play several rounds, being sure to have players change
partners frequently so that communication is built across the group.
Encourage the instructing player to use specific cues and to give
compliments where appropriate. The leading player should work to
keep the ball with the dribbling player, in the grid and also away from
other pairs and their soccer balls.



FTL (Follow the leader) dribbling

Awareness tag

Hospital tag

20x20 yard grid

20x20 yard grid

20x20 yard grid

Players are organized in pairs with one ball for each player. Designate
one player as the leader for each pair. The leaders dribble around the
area and their partners must follow them and mimic their touches and
speed as closely as possible. This is a simple exercise, but one that play-
ers tend to enjoy immensely once they are comfortable. It is very im-
portant for the coach to give some ideas for the leaders as to what they
can do before starting the first period of play.

Some ideas:

1. Change speed.

2. Change direction.

3. Change the foot they use to dribble.

4. Change the surface (inside or outside) they use to touch the
ball.

5. There are also fun diversions that can be incorporated, in-
cluding: Stop the ball with a body part (i.e. left ear); run
around the ball and then continue to dribble; fall down and
get up and dribble; sing while one dribbles, and the list goes
on...

The best part of this exercise for the players is that they have control
and they tend to be very creative given the chance. Change roles after
30 seconds and play again. Then change partners and play again.

Each player has a ball. This tag game challenges players to keep their
ball and attempt to tag other players. For the tag to count, it must be
applied to the target’s back and before the target calls out the name of
the player applying the tag. If the players do not know each other’s
names yet, then they can call out the color of the player’s t-shirt or
other identifying information. The idea here is to improve dribbling
skills while also teaching players to be aware of the space around them.
Play for two minutes and then check scores.

Each player has a ball. This is a tag and dribbling game that challenges
players to get creative tags on other players while also keeping their
ball and avoiding being tagged. When a player is tagged once, she must
“cover” the “wound” with one hand. The second “wound” is covered
with the other hand and it is worth noting that this player can no longer



Knockout

Dribbling races
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tag anyone else. With a third tag, the player must go to the “hospital,”
which is the perimeter of the grid. There, the player does six dribbling
touches at which point she is “healed” and may reenter play. Encour-
age players to be creative with their tags (i.e. a lower leg tag creates
a funny-looking dribble) and to be safe in applying tags (soft tags and
avoid the face, etc.). Play for three minutes.
Each player has a ball. Players dribble around the grid and attempt to
knock the balls dribbled by other players out of the grid while keeping
their own ball. This is a game that is commonly used to teach shielding
the ball (keeping the ball on the outside of the away foot when con-
fronted by an opponent) and also poke tackling (using the front of the
foot to tap the ball off of the dribbling player), and the key points of
coaching for young players include spatial awareness, thoughtful dribb-
ling, and dealing with a opponent in tight space. When a player’s ball
is knocked out of the grid, they are !I"# eliminated. Rather, they must
sprint after the ball and then return to the perimeter of the grid, where
they perform six dribbling touches and then return to the game. Players
should keep track of the number of balls they knock out of the grid and
also the number of times their own ball is knocked out. Play for three
minutes and then check scores.
Players are organized in pairs with two balls for each group. Put each
pair at the corner of a grid. One ball is place on top of the disc cone in
the corner. The player whose ball is on the cone is resting and cheering
for her partner, and she should take a knee three yards outside the grid
near the corner. The other player is the racer. All racers start at the
signal from the coach. Each player must dribble around the entire per-
imeter of the grid back to her starting point and then use her ball to tap
her partner’s ball off of the cone. Determine a winner in each race and
then switch roles and race again.
Variations:

1. Alldribble clockwise.

2. All dribble counter -clockwise.

3. At each corner, the racer must pass her ball $!%%$&he

corner marker and then she runs around the "(#%3$&5bf the



Relay races

Crows and cranes
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marker and catches up with the ball and continues to
dribble around the perimeter (run clockwise and counter-
clockwise).
Check points at the end of the sequence to determine a winner.
Players work in pairs or larger numbers, depending on the preference
of the coach. Relays can take many forms, but in essence involve a
sense of team purpose and time pressure.
Examples:

1. Players dribble around a cone or series of cones and back to
the start point.

2. Players dribble around a cone their first run, then a more
distant cone on their second run, etc.

3. Players dribble a complete circle around each cone.

4. Players weave through a set of cones and run back to the
start.

5. Players perform a simple move at each cone (i.e. turn the
ball with the inside of the foot or use a pull-back to change
directions.

More variations can involve restrictions regarding the foot used to
dribble or the surface (inside/outside) to be used.

Players work in pairs, and each player has a ball. Place the players along
two cone lines running across the center of the field area and five yards
apart. One member of each pair is on each line and they are facing the
coach, who stands at the side of the grid. One player is a “crow” and
the other is a “crane.” The coach calls out either name and the group
that is chosen dribbles their ball at top speed to the nearest endline.
The other group, meanwhile, chases them, dribbling their soccer balls
and trying to get close enough to tag their partner. After each race,
players jog back to their starting point. This game teaches speed drib-
bling and also dribbling with some pressure. The ideal surface here is
the laces (allows players to keep their running form and speed), but
that is of minimal concern with young players. The coach can instruct
players to use a longer first touch to get themselves going and then
shorter touches as they near the finish line.



Alligator Alley
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Crab Soccer | Video

12x20 yard grid

Varies

Variations:
1. To win the race, the player must stop the ball on the endline
(emphasizes control at the end of the dribbling run).
2. The chasing group does not have to tag their partners, but
rather tries to beat them to the endline.
3. The chasing group does not need to dribble their ball.
Select 2-3 “alligators.” These players do not have a ball and they stand
inside the grid area. The rest of the team each need a ball and they
spread around the perimeter of the grid. Explain that the goal of the
game is to dribble across the “alley.” The alligators attempt to dispo-
ssess the dribblers as they cross the grid. The alligators earn one point
for each ball they knock out of the grid. The dribblers earn one point for
dribbling across the narrow width of the grid and three points for drib-
bling the long length of the grid. Players keep track of their points
throughout the exercise. Rotate the alligators every two minutes and
give every player the opportunity to be an alligator. This exercise is
useful for encouraging players to engage in 1v1 duels, dribble to open
space, execute sharp changes in speed on the ball, and learn to tackle.

There are several variations of this game and the size of the grid must
be carefully adjusted to meet the needs of the players (i.e. it must be
big enough to give the dribblers room to experience success and also
small enough so that the “crabs” can apply pressure. In the standard
version of the game, two “crabs” are set in the middle of the grid, with
the rest of the players on the endline, each with a ball. The crabs must
move around and remain in the “crab” position, on all fours (stomach
up) and try to maneuver to kick the other players’ balls out of the grid
each time the group is sent across the grid (on a signal from the coach).
Players losing their ball join the crabs for the remainder of the game.
Variation:
1. Playto goal. Establish a safe-zone around the goal and
then put the crabs in a coned area beyond the area. The
dribblers are organized beyond these two areas and then



1v1 continuous 10x10 yard grids
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1v1 to 4 goals 15x15 yard grids

attempt to dribble through the crabs before shooting from
the safe area. Players losing their ball retrieve it and try
again. Play for two minutes and then check scores before
rotating the crab group.
Organize players in groups of 4-6 per grid, with a ball supply at one end
of the grid. Put an equal number of players in lines at each end of the
grid. This is a simple, but very effective training environment designed
to improve one vs. one play on both sides of the ball. Explain that the
goal of the exercise is to dribble the ball over the opponents’ endline.
Play is live as long as the ball remains inside the grid. The first player
on the end where the balls are organized initiates re-starts by passing to
the first player on the other end of the grid. These duels teach players
how to deal with a defender in limited space, changing speed and direc-
tion on the ball, jockeying and tackling skills and much more. Play for
two minutes and check scores. Be sure to have players switch lines
after each duel.
Organize players in groups of 4-6 per grid, with a ball supply at one end
of the grid. Put an equal number of players in lines at each end of the
grid. The lines are organized on opposite corners of the grid this time.
Play is live as long as the ball remains inside the grid. The first player
on the end where the balls are organized initiates re-starts by passing to
the first player on the other end of the grid. These duels teach players
how to deal with a defender in limited space, changing speed and direc-
tion on the ball, jockeying and tackling skills and much more. The side
cone goal can be used to introduce the idea of “goal side,” which is a
reference to the need for the defender to stay between the ball and the
goal. If the defender wins the ball, she still attempts to dribble out her
opponent’s end of the grid for a point. For the attacker, she must now
consider how to attack a more limited space and goal. After each duel,
players change ends. Play for two minutes and check scores.

Organize players in groups of 4-6 per grid, with a ball supply at one end
of the grid. Put an equal number of players in lines at each end of the



1v1 back-to-back to three goals
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1v1 to two cone/ball goals
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12x12 yard grids

grid. This is a simple, but very effective training environment designed
to improve one vs. one play on both sides of the ball. Explain that the
goal of the exercise is to dribble the ball through either of the the oppo-
nents’ cone goals. The presence of two goals encourages players to
change directions.

Play is live as long as the ball remains inside the grid. The first player

on the end where the balls are organized initiates re-starts by passing to
the first player on the other end of the grid. These duels teach players
how to deal with a defender in limited space, changing speed and direc-
tion on the ball, jockeying and tackling skills and much more. Play for
two minutes and check scores.

Here, the players start back-to-back with a ball trapped between their
lower back areas. At a signal from the coach, they let the ball drop

and a duel ensues, with the goal being to dribble the ball through any
of the three cone goals. Keep track of points and frequently rotate
partners.

Players work in pairs in 10x10 yard grids with two balls. Place one

ball on top of a disc cone and give the other ball to one player.

The attacker can start play anywhere on the perimeter of the grid.
The attacker attempts to dribble the ball past the other player, who
who is the defender, and use her ball to knock the other ball off of the
cone. Each time she does this, she earns a point. If the defender wins
the ball, she must dribble to the perimeter of the grid and restart play
and the roles change. Play for three minutes and check scores. ltis
important that the coach encourage the defender to come out and
challenge the attacker and not just wait by the cone.

Here there are two cone goals and the attacker can attack either goal.
Again, the presence of multiple goals encourages the attackers to
change directions and also make good decisions on the dribble. When
a point is scored, the attacker recovers the ball to the cone/ball goal
while the defender goes to the perimeter with a ball to restart play.



1v1 to a central goal
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Players work in pairs in 10x10 yard grids with one ball for each pair.
The attacking player starts on the edge of the grid and the defender
must come out and challenge the attacker, who tries to beat her on
the dribble and run the ball through the central cone goal. If a goal
is scored, the players change roles and play re-starts. If the defender
wins the ball, she tries to dribble over the perimeter of the grid and
the players change roles for play to re-start. This latter restriction
teaches players to recognize transition in the game. Play for three
minutes and check scores.



