Junior Session Planning

In order to meet the technical and physical development needs of junior players (6
12 years old) training sessions need to include all of the necessary building blocks.

Bulding Block 1 General Movement
Building Block 2 Football Coordination
Building Block 3 Football Technique

Building Block 4 Game Intelligence

Below you will find a session plan for 6 -12 year olds using all of the building

blocks. The session starts with a warm up using a general movement activity. This
is followed by a Football Coordination activity to develop ball familiarity and Football
Technique activity to improve on Dribbling. The session finishes with a Small Sided

Game that allows the players to develop their skill by using their a bility to make
choices about which goal to go for and which to defend!

There is no need to do anything separate for a warm up or concluding game simply
allow breaks between and within activities for water breaks.

The New Zealand Football Junior Level on e qualification provides coaches with the
tools required to meet the needs of their players. The course of learning involves;

A Exploring Effective Coaching Strategies.
A Understanding Player Centred Learning.

A Understanding Age Appropriate Player Development &
Planning, Designing and Delivering Age Appropriate Practices.

As part of the course, coaches get to take home a large resource including session
content using the building block approach. For more information on the course
check out www.aucklandfootball.org.nz or contact Aaron McFarland 579 0705
extension 7 or aaron@aucklandfootball.org.nz



http://www.aucklandfootball.org.nz/
mailto:aaron@aucklandfootball.org.nz

Pole Tag

General Movement
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The Game

How To Play

Key Questions

Progressions

The tagger tries to tag the other players inside
the area. Players use the poles to help them
escape. Develops turning,, twisting, changes of
speed and changes of direction

The tagger tries to tag the other players in the
area. Players that are tagged then become the
tagger. The tagger is not allowed to run or
reach across the poles.

All players start with 10 points and lose a point
every time the get tagged

If the tagger is catching you, what can you do
to get away?

What can you do to make sure you can change
direction quickly?

Players have a ball and throw it between them
and the tagger can not tag the person with the
ball

Play with 2 or more taggers

Co-ordination
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Round the Corner
The Game
. Part | — Players move around the outside of the

square in the style prescribed by the coach.

Part 2 — Players dribble into the centre of the
square before returning back to their cone or to
another corner of the square. Develops co-
ordination with the ball, dribbling and faking skills.

How To Play

Part | — Players tap the ball with the inside of feet
(incorporate drags) when travelling along the
horizontal sides of the square. They then use toe
taps whilst travelling along the vertical sides.
When approaching finish line, players must
perform a fake. Repeat 3 times then progress to
different combinations, let the players choose
what combinations they do on each of the
vertical and horizontal lines.

Part 2 — Players start on each corner of the
square. They travel into the centre cone and turn
at the same time and return back to their cone.
Repeat 3 times then players change direction at
centre and move to right (then left). Coach can
prescribe turns or fakes to use in the centre.

Key Questions

What will help you feel more comfortable and
balanced while moving with the ball?

What can you change from the hips down that
will help you change direction more fluidly?

Progressions

Increase difficulty of combinations and moves to
be performed.
Get players to use weaker foot.




Lose Your Partner

4 Goal Game

Football Technique - Dribbling
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