EVERSON SOCCER ACADEMY
LESSON PLAN
AGE GROUP: U6

WEEK #2

ACTIVITY
1st Activity | Warm-up (7`-10`)

DIAGRAM
Hunters and Rabbits/
Moves

‣ All the players run around in a rectangle at random.
‣ The coach with a soccer ball starts as a hunter.
‣ The hunter tries to tag rabbits with the soccer ball (knee high to avoid injuries).
‣ When rabbits are tagged they become a hunter and help tag other rabbits.
Move of the Day: Step-over

2nd Activity (7`-10`)

Dog and Master

‣ Each player (master) dribbles with a ball (dog).
‣ The coach calls our various commands: Keep him on a short leash (dribble
keeping the ball close), the dog runs away and then is caught by his master
(kick ball and run after it, catching it before it stops rolling), run with the dog,
walkers swap dogs, etc.
Progressions: Introduce tall cones as trees that the masters have to keep their
dogs away from or an evil dog catcher that kicks dogs out of the game. The
players have to see a park ranger before coming back in.

3rd Activity (7`-10`)

Goal Chase

‣ The coach sets up several small goals or gates (two cones a yard apart) inside
a larger area.
‣ There should be at least one or two more gates than there are players.
‣ Have the players start running around; on the coaches signal the players try to
run/dribble through as many gates as possible, keeping track of how many.
‣ Play for 30 seconds at a time.
Progressions: Do the Pull back and/or step over when get to the Goals.

4th Activity (7`-10`)

Crab in the Middle

‣ The game takes place in a rectangle; all the players start off on one side of the
rectangle and try to get to the other side with a soccer ball.
‣ Two players who are crabs must crawl and try to tag the other players as they
try to get to the other line.
‣ When a player is tagged or the ball is taken they become a crab as well.
‣ Play until only two children are left, those children become the crabs for the
next game.
Progressions: Make them use moves to go around Crabs.

5th Activity (7`-10`)

Number Game

‣ Two teams of equal numbers stand at either end of a 25 x 18 yard field of play.
‣ Give each player a number.
‣ Coach sends in a ball and calls out a number and that number from each end
goes onto the field and plays 1v1.
Progressions: Change numbers after a while so they play against different
players. Call multiple numbers from each side so there are a couple of 1v1
games happening at the same time or they can play a 2v2 or 3v3.

Scrimmage (10`)

THEME: DRIBBLING/CHANGING DIRECTION

2v2 | 3v3

