Coaching players 10 years

and up.
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PART 3

COACHING PLAYERS 10 YEARS AND UP

technical and tactical abilities and capacities through a variety of simplified games

with teams of three and also of four players. In addition, level 3 also presents a
specialized training program for developing young goalkeepers, for gaining experience in the
penalty corner attack and defense and finally introduce the young player into the difficult
technique of hitting the ball.. Before putting these programs to work, however, coaches must
understand a little about their players.

I he third level of the Hockey Development Model further develops players'

The Hockey Player Between 10 and 12 Years

Teachers of players between 10 and 12 years have a rewarding field of operation because
at this late stage of their childhood, as many sources confirm, the children are in a “golden
age of motor learning” (C. Diem). There exists a sum of favorable conditions in the
biological, psychological and motor sphere. Body and mind are in harmony and balance.
Leaving the dream world behind, they strive now, more than ever before, towards realism. All
unreal, incomprehensible or fantasy is declined. Their capacity of abstracting, i.e. separating
the essential from the less important, is developed, favoring their understanding and reading
of game situations. For the first time, the sense that all action is submitted to certain general
rules awakens.

Prepubescent hockey players still urge for physical activity, which favors their intrinsic
motivation to get more and more involved in sports. However, instead of looking to meet
their licentious need for movement as happened in the years before 10, they are now striving
after performance, profiting from the fact that their movements are now more controlled,
carried out more economically and with single-mindedness. Trying to emulate their
sport model, they show dedication for continuous improvement. In fact, children between
10 and 12 years are even more motivated to practice hard when a few minutes later a game is
organized in which they can demonstrate their abilities and capacities to their friends and to
the opposing team.

What does this mean for coaches? At this stage of evolution of the young hockey player,
their teachers have to pass from a presentation of a great variety of multilateral and specific
hockey activities to a more systematic, intensive and purposeful practice of technical-tactical
aspects of the hockey game. Exercises for developing speed, coordination and aerobic
resistance are considered the pillars of their multilateral formation, while the
understanding, practice and to be mastering of a great variety of simplified hockey
games with teams formed by 3 and 4 players are the ones of their specific formation.

“When we do what we have done always, we will never reach any further”
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CHAPTER 5

Games for 6-on-6 Hockey
Level 3

“In hockey the brain counts a lot. All players have two legs, two hands, two ears, and two eyes,
but only one brain.”
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works. The coach must teach players not only many individual and team skills but

also thinking skills. Without understanding the most common situations that
occur in the game, it's difficult to make correct decisions; without mastering the playing skills,
on the other hand, these decisions cannot be carried out. The most natural way to develop
“reading and reacting skills” is to expose the youngsters to many different simplified games,
which teach the players how to be in the right place on the field at the right time. This
is precisely what the simplified games in Level 3 are meant to do.

' 'nderstanding hockey involves comprehending how the game develops and

Reading the game means observing and analyzing the location of teammates, opponents,
and the ball as well as the speed and direction of play. This ability allows participants to
anticipate the next play.

Everything that happens on the hockey field occurs in one of these three situations:
1. The ball is loose and neither team has it.

2. The team has the ball on offense.

The team is on defense, preventing the opponent from scoring.

These three conditions frequently changing phases, but during each of them the player
must constantly read and react. How to react depends on the player’s position in relation to
the ball and his or her proximity to the team’s own goal. A golden rule, a precondition of
interpreting any game situation, is that the player must face the play to perceive the situation;
only then can he react. Turning one’s back to the play (as many front runners do, for example,
when they receive the ball) is a cardinal mistake.

The reaction of the player closest to the loose ball dictates whether the team will be on
offense or defense. This player’s first thought should be defensive until he or she can read the
situation perfectly. Generally, the closest player’s reaction to a loose ball is to become the ball
carrier. While the face off is going on, all other players involved in the game situation
(teammates of the possible attacker and those of the possible defender) must know their roles
in advance in case their teammate wins, loses, or draws in the loose-ball game. During the
loose-ball game, does the player correctly recognize his proximity or closeness to the ball?

Does she know how to assess her distance to it (in relation to that of the nearest
opponent), taking into account her and the opponent's speed? When the situation is not clear,
does he recognize whether his distance to his own goal allows him to make an offensive or
adefensive decision? Statistics have shown that the team that wins the most loose balls
usually also wins the game. Therefore, to improve a win-lose record, the players should
concentrate on winning those loose balls!
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Offensive Game

While the player who is closest to the ball chooses between beating his opponent or
passing the ball, he also considers his teammates’ positions further away from the ball. Some
of them should support the ball carrier and join the attack. The more support the ball carrier
receives, the more options he has. He should have at least three safe passes to his fellow
players, who by their running free give width and depth to the attack and help spread the
defense. The width of the attack is determined by how far apart the players position
themselves in the outside lanes and by their occupying all attacking positions. It also depends
on where they are in the center lane, from which distribution or passing of the ball is the
easiest. The depth of the attack is the distance between the players who are closest to and the
furthest from the ball up in the field. Whenever possible, there should be low, medium, and
high depths on the attack.

How quickly the transition takes place from defense to offense or vice versa is of great
importance. Modern soccer is a game of quick transitions. The most dangerous attacking
situations can be created after a successful tackle, when the new attack is launched literally
within a second. Generally it takes more time for the defense to recognize that they have to
change their roles.

Attackers who make use of quick transitions from defense to offense generally attack an
unorganized defense, whereas a slow transition might result in an attack’s being against an
already-organized defense.

The first player, who either beats his opponent and carries the ball up the field (or passes it
to the closest supporting player), and the nearest supporting player are the key players. When
an attacker without the ball creates passing options, the transition becomes much quicker than
in the case when the ball carrier is forced to keep running with the ball in order to create space
and time for himself.

Defensive Game

The player of the other team who was not as close to the ball in the loose-ball situation
then becomes the defender. He is the key player on defense: after all, his quickness and kinds
of movements determine how his teammates have to defend. If he is aggressive, his
teammates defend by close one-on-one coverage, but if the first opponent is passive, his
teammates only cover the zone.
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He should quickly put pressure on the ball carrier, at the same time receiving immediate
support from the closest teammate and the rest of the defending players. The role of these
defenders depends on their distance from the ball also and whether they are the second-,
third-, fourth-, or fifth-closest player to the checking defender. While facing the ball and
personal opponent simultaneously, with the head swiveling or turning at all times, the
defender may decide to switch opponents without forgetting to choose a correct position
between the attacker and his own goal. Does the closest checking player reduces the space and
the time of the ball carrier? Does he get immediate support by teammate defenders? Does the
whole defensive unit still give immediate support to the checking player after it seems obvious
that the opponent will win the loose ball? The ball carrier who is being checked by the closest
defender often is not the most dangerous player—someone among the potential pass
receivers is.

It is part of a coach’s functions to watch how her defenders perform in these four types of
play or roles:

1. As ball carrier

2. A player checking the ball carrier

3. A player supporting the ball carrier

4. Players who are covering the checking defender or the area away from the ball

The more a young hockey player understands the game, the better he or she will be able to
see, read, and react to all game situations.

Here are a few recommendations for structuring a training session for players aged less
than 12 years old:

1. Instead of starting with a warm-up (which is not mandatory for children less than 12
years), the session should always begin with a simplified game in which the coach
presents specific game-related problems to the few players of each team.

2. During a 10-minute game, observe and analyze the technical and tactical playing
performance of the players. After the game, assign and have carried out a series of
corrective exercises to ameliorate the problem situations you have discovered. The
choice of these corrective exercises depends on the technical-tactical aspects that have
lowered the quality of play (for example, you might work on tackling at the right
instant, not too late and not too early or on receiving skills).

3. After isolated skill practice (always seen as a function of performance in the simplified
game), the game resumes. See whether the weaknesses you had previously noticed
have been overcome with the help of the corrective exercises or whether other
aspects of the game still need improvement. Through systematic questioning from
you as coach, players can become aware of the importance of specific soccer
knowledge; ask them to work out the correct patterns.




To facilitate the observation, analysis, decision making, and motor response of the
young players, never more than six youngster per team should participate in the
simplified game.

The space in which the simplified game takes place should initially be rather wide and
deep to give the players enough time to decide their moves and enough space to carry
them out. Only when the level of technique is high enough to allow the players to
draw their attention to other aspects inherent in the soccer game, should the coach
reduce the time and space. Gradually, then, both these parameters become similar to
those of the official competition.

Learning and perfecting basic abilities and capacities must be considered an important
part of each training session. The more game-like the situation is that you
present to the players in training, the more they are able to transfer the
experience to the game.

It should be obvious that you alternate exercises and games of high intensity with
those of low intensity.

As the capacity of play improves, the multilateral games are introduced less often in
the training sessions. The multilateral games, apart from being used to contribute
to the intensity, variety, and the fun of the training, ensure the important and
indispensable development of basic abilities and capacities.

The training of coordination skills and physical capacities (such as various kinds of
resistance, speed, and strength) should be an integral part of the practice session.

At this stage, Level 3, thanks to players’ improved perception and capacity of
abstraction, instead of explaining a determined skill or tactical move in detail, coaches
need provide only a demonstration of the sequence. This is usually sufficient to allow
them to reproduce the same pattern with ease.

It is especially important for coaches to treat everyone the same way and not show

favoritism. Generally, prepubescent soccer players are pleased with their coaches if
they are fair with everyone.

“Knowing when not to move is as important as knowing what move to make.”
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SIMPLIFIED GAMES FOR 30ON3
The simplified game is still an ideal framework for discovering, understanding, and
resolving specific game-related problems.

1%t Simplified Game
MAINTAINING BALL POSSESSION 3-ON-1

Mark off two adjacent squares of 8 to 10 meters. In one, three attackers keep the ball
against one defender. In the adjacent or other square, two of the defender’s teammates wait
for a pass from their colleague if his or her defense in the 1 on 3 succeeds. Once they control
the ball, the former defender joins the two teammates to try to keep possession of the ball in
another 3-on-1 situation.

A switch of play from one to the other playing area also occurs when one of the attackers
infringes on the rules or the ball played by the attackers runs out of the limited zone. In both
cases the defender passes the ball from the sideline to one teammate in the adjacent area, with
the opponents staying at a distance of at least 3 meter. Immediately after the successful push-
in, the player joins his team members in the adjacent area. Here it's their turn to keep
possession in the new 3-on-1 situation. If one defender runs out of energy, he or she may
switch positions with a teammate of the adjacent square. After a 5-minute practice, organize a
competition with one player of the adjacent area counting the seconds of ball possession.

Duration of the game: three periods of 3 minutes each. After 9 minutes of play the team
that achieves the best time is winner. After every change of area (squares), a rotation takes
place in the defending team.

“What a player should always try to achieve is that instead of being dependant on his opponent,
he should make his opponent dependant on him. How? By always having the ball in his
possession”

Pep Guardiola
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= For more advanced players after every pass to a teammate, the attacker must move at
least 5 meters out of his former position. Using this rule helps develop the players’
orientation and perception.

= Count (keep track of) the number of successive passes played .

= Only reverse stick passes count (only played with the edge of the stick or with the toe
of the curve)

= Count the number of first-time passes during one ball possession.

= Have three attackers face one defender in both playing areas. The group that keeps
the ball longer wins.

= Learn to avoid playing the ball into the opponent’s range of action.

= Learn to pass the ball with precise timing, not too early and not too late.

= |earn when to pass and when to dribble.

= Learn to pass the ball accurately, fast enough, and without indicating its trajectory.

= After passing the ball, be prepared to receive it again; learn to support the ball carrier
and consider the support given by the teammates.

= As defender, learn to press the ball carrier and anticipate the opponent’s play.

Most of the “ Passing, Receiving, and Shooting Games” as well as all the 2-on-2 simplified
games make good material for remedial work.

“The attitude of a player is for the coach more important than his aptitude”
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2" Simplified Game
FAST ATTACK

Set up a6-on-6 Hockey field. Divide the youngsters into three attackers and three
defenders, with an additional goalkeeper The three attackers start with the ball from the
centerline of the field and try to beat a defender (the “sweeper”) situated in front of the
shooting circle. When the attackers first touch the ball on the centerline, the two defenders
situated 8 to 12 meters behind them begin pursuit, trying to help the sweeper, who is doing
everything possible to delay the
attack.

The attack ends
= when a goal is scored,

= when the attackers
commit a rules’
infringement,

= when the ball runs out
of the playing area, or

= when the defenders can
touch the ball three
consecutive times or
pass it once between
them.

When  the  defenders
commit an infringement of the
rules inside the circle, a penalty
stroke from 7 meters against a
neutral goalkeeper is awarded.
After five fast attacks, both
teams switch positions and functions until each team has defended and attacked 10 times.
After each attack the “sweeper” rotates. In the second series of attacks, the players in attack as
well as in defense must assume different playing positions. The defenders who support the
sweeper now should also start from different positions on both sidelines.

After the competition, use probing, open questions to work out with your players what the
most effective fast attack would be, considering aspects of the dribble, of passing, of
controlling the ball, and of shooting.

Variations:
= After a successful tackle or interception, the defenders must pass the ball across the
centerline or through one of the two goals, which should be established on the
centerline in the wing positions.

= The attackers may not pass the ball more than three times (or you can specify twice).

= Three attackers play against two defenders, with one tackling from behind. (This
variation is for more advanced players.)
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Training Objectives:

Consolidate the execution of the basic skills of dribbling, passing, receiving, and
scoring at high speed.

Create correct habits for counterattacking: for instance, initially pass the ball from the
depth of the field directly into the path of the teammate, receive the ball on the run,
use direct passes instead of receiving and controlling the ball before making a pass.

Learn to read the game: know when to pass or not pass the ball, always considering
the actions of the three defenders that condition the attacking play.

Learn to look out for an effective attack. Three offensive actions are better than four.
After carrying the ball to the third defender, a diagonal pass into the run of one of the
supporting players to either side who then shoots from a safe distance is likely to
assure a successful conclusion of the fast attack.

Learn to cooperate in defense and to systematically delay the counterattack when
there are too few supporting players.

Corrective Exercises:

The following corrective exercises should be included in the training program as needed.

1.

Dribble and Tag Games

Review the "Dribbling Games™ and especially the "Tag Games" in chapter 3, "Games for
Basic Abilities and Capacities.”

2.

Tackling From Behind

One attacker starts with a ball from the centerline of the Mini-Hockey field. A defender
stands 1 meter behind this attacker and follows him, trying to execute a successful tackle
before the attacker can control the ball in the penalty area.
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For attacking with success the forward must
= move quickly,

= invade the path of the defender who nears him (to avoid a collision and an
infringement of the rules, the defender must slow down his running speed), or

= feint a stop of the ball with the reverse stick; while the defender reacts to this new
situation and prepares a tackle, the attacker can suddenly change speed and escape.

After three attacks, the defender and attacker switch functions. Make sure that both
players have a similar capacity in running speed.

3. Delaying the Opponents’ Attack

Review the rules of a “penalty attack” in the Mini-Hockey competition (chapter 4). This
practice uses six players. After the coach’s visual signal, an attacker in the center of the Mini-
Hockey field dribbles the ball toward one of the two opposing goals defended by an opponent
who starts from the end line. This defender closes down on the attacker and channels him to
one side of the field. Meanwhile, after the initiation of the attack, four other players (two
attackers and two defenders) run from the opposite end line onto the field to support the
single attacker or to tackle or intercept his pass.

A goal can be scored only from inside the shooting zone. The attack of the three (one plus
two) finishes, when

one of the attackers scores,

the attackers lose the ball to the defenders,

an attacker infringes on the rules, or

when the ball runs out of play.

The players rotate positions on the second and third attacks, and the teams switch
functions after each full
rotation. The team which
manages to score the
highest number of goals
in six attacks wins. In
case of a foul by one of
the defenders, the attack
has to be repeated. As a
variation,  the  two
supporting defenders and
the two  supporting
attackers may start from
the line of the shooting
zone, thus putting more
pressure on the attackers.
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3" Simplified Game
3-ON-1 PLUS A DEFENDER WHO COVERS

The game, which involves six players, is played between the centerline and one shooting
circle of a 6-on-6 hockey field. Set up cones to establish two 15-meter-wide goal areas on the
circle line and centerline (see illustration). Three players are in possession of the ball and start
their attack from the centerline, aiming to alternately control the ball in the goal area on the
penalty-area line. This goal, as well as the one established on the centerline, is defended by a
single defender who must always remain on the same line without entering the field. One
additional midfield player must always tackle first. After the conclusion of the first attack, with
or without success, the three attackers turn around to attack the opposite wide goal, again
tackled by the same midfield player and a third defender who covers him, remaining always on
the goal line.

An attack finishes
= when a goal is scored with a dribble across one of the two cone goals,
= when the ball runs out of the 6-on6 field, or

= when one of the two defenders wins the ball and manages to execute a pass to one of
his two teammates.

Duration of the match: three periods of 2 minutes until every defender has played once in
each position. The forwards are also asked to switch their positions every 2 minutes.
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= When the midfield player wins the ball, the other two defenders may leave their
positions on the end lines and move to receive a pass. If they manage to pass the ball
twice, they now attack, while the former three attackers have to take over the
defending positions and functions.

= After dribbling the ball across the goal line, the attackers have to score immediately
into a goal defended by a neutral goalkeeper.

See the 1st Simplified Game for 3-on-3, which has the same objectives.

Choose from earlier simplified games for keeping possession of the ball in 2-on-1 or a 3-
on-1 situation.

“The good coach doesn’t instruct anything to anybody, he only helps his pupils to discover and to
think”
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4" Simplified Game
3-ON-3 WITH FOUR INTERSECTING GOALS

Teams of three players simultaneously defend two opposite goal areas (which should be
between 7.50 meters until 10 meters wide) and attack the other two. The illustration shows the
setup and field dimensions.

The game is started by a ball toss into the center of the square. When the ball runs across
any sideline, there is a push-in or free dribble from where the ball left the playing area. During
the push-in or free dribble, the opponents must be at least 5 meters away from the ball. To
score, a player has to dribble the ball through one of two opposing goals.

Duration of the game: four periods of 3 minutes.

Variation:

= Use the same variations as for the game *“2 on 2 With Four Intersecting Goals.”

Training Objectives:

= Practice and consolidate the technical and tactical objectives of the game “2 on 2 With
Four Intersecting Goals” and of the previous simplified games.

= Learn to always attack the goal that is less well defended.

= Learn to always attack in a triangular formation, while the defense must assure width
and depth (cover), and be able to pressure the ball carrier to force him to commit
mistakes.

= |n attack, learn to watch for a 2-on-1 situation—and to avoid the 1 on 1.
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= Be able to suddenly change the direction and rhythm of the attack without dribbling
the ball too close to a defender.

= In defense, learn to pressure the ball carrier to force him to commit mistakes.

= Learn to channel the opponent's play into the desired direction (for instance, into a
teammate’s tackling area or away from the goal).

= Ensure width and depth coverage.
= Learn to delay the tackle to gain time for receiving the support of a teammate.

= Defending in 1-on-2, learn to delay the tackle to avoid getting outplayed before the
support of a teammate arrives

See the simplified game “2 on 2 With Four Goals.”

“From the practical point of view every hour doesn’t have 60 minutes; an hour only consists of so
many minutes you are able to profit from”
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5™ Simplified Game
3-ON-2 WITH COUNTERATTACK

Use a 6-on-6 hockey field with two 20-meter-wide goals established on the centerline and
level with one shooting circle. On the full field play between the centerline and one 22.90
meter line. In each half of the playing area, station one team of three players that is to
alternately attack alternately the two goals. Two of the three opponents always defend the goal
that is being attacked to prevent the attackers from dribbling the ball across their goal line.
Meanwhile their third opponent remains in the opposite goal, ready to receive a pass from one
of his team’s two other defenders, should they manage to win the ball from the attackers.
After receiving the ball, the third defender scores with a dribble across his own goal line
without any tackle back from the attackers (they may tackle only in the upper part of the field).
An attacks ends

= when the attackers score a goal,
= when the ball runs out of the playing area (across one of the end lines), or

= when the defense, after having recovered the ball and passed it across the imaginary
centerline to the third defender, scores.

After the conclusion of each attack, one of the two defenders must quickly run toward the
opposite goal to reestablish (with the third defender) the "3 attackers on two defenders.” In
case of an infringement of the rules by an attacker, a free hit is awarded to the defenders—still
with the attackers being allowed to defend only in the upper part of the field and never
beyond the centerline.

During a free hit for the attackers (taken no closer than 5 meters from the goal line), the
defenders, too, must remain at least 5 meters away from the ball.

Duration of the game: 10 attacks for each team or, for more advanced players, four
periods of 3 minutes each.
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= The three defenders don’t have to switch positions. Therefore, the attackers practice
the 3-on-1 attack at one goal line, and the 3-on-2 attack at the other goal.

= Instead of using two 20-meter-wide goals, the game is played using four 6-meter-wide
goals (as a type of Mini-Hockey).

= Behind each end line a hockey goal is established at a distance of 14.50 meters.

Immediately after a control on this end line, the same attacker practices shooting with
a neutral goalkeeper.

= Practice and consolidate the technical and tactical objectives of the "2 on 1 With
Counterattack” and the previous simplified games for 3-on-3.

= Learn to systematically create the 2-on-1 situation in attack and to achieve a high
percentage of success.

= Learn to tackle back immediately after losing possession of the ball.

= As defenders, acquire the patience to wait for the best moment for tackling or
intercepting the ball.

= As defenders, learn to force the attacker to play the ball into the desired direction.
= As defenders, learn to counterattack quickly.
= As defenders, think continuously about what to do next, not forgetting to switch

positions after an attack is concluded.

Use the first four of the 2-on-2 simplified games.

“The more we increase the speed, the more difficult it is to maintain accuracy”
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6" Simplified Game
THREE TEAMS ON TWO WIDE GOALS

Use a 6 on 6 hockey field between the two shooting circles. One team of three players is in
the center of the field and alternately attacks one of the two wide cone goals established on
the circle lines. This goal and the opposite one are each defended by (a) two opponents (from
the two other teams) who play midfield, well in front of the circle, and (b) a third one who
covers them without being allowed to tackle, being away from the circle line.

The attackers have 10 attacks (5 toward each goal) in which to try to dribble the ball as
often as possible across this line (to get 1 point) and score in a regular goal without (or later
with) a goalkeeper (to get 2 points). After every three attacks, the cover defender changes with
one of the other defenders on his team who is in front of him. An attack finishes

when a goal is scored,

when the ball runs across one circle line without being controlled ,

when a defender gets possession of the ball and passes it to a teammate, or

when the attackers commit an infringement of the rules.

The winning team is the one that gets most points in 10 attacks.

“The player who runs has to think, and the one who thinks has to run”

César Luis Menotti
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= Each 3-0n-3 team has 2 minutes to score a maximum number of goals. The faster
they develop their attacks, the more chances exist to score.

= The teams change, depending on the outcome of the attack. When the defenders
manage to win the ball and also execute at least two passes on their team, they
become attackers of the opposite goal. While launching their attack, the former
attackers defend the goal where their attack failed. If the attackers score with a dribble,
they continue to attack.

= The attackers can only play a maximum of 4 (3) passes, and work to find the most
effective attack.

= To simplify the attack and practice goal scoring, the defense either has

-one defender in front of the circle, one defender who covers playing on the
circle line, and a goalkeeper;

- two defenders playing on the circle line only and a goalkeeper;

- or two defenders in front of the offside line and a goalkeeper.

= The attackers will learn that before passing the ball, they should consider not only the
positions and actions of the defenders but also the movement of the covering
defender on the circle line.

= Understand how essential it is that the attacker in the center is the one who should be
in possession of the ball—either when the defenders are close or when one defender
is going to execute a tackle.

= Consolidate the skills learned in the previous simplified games, and especially the
principles of assuring width and depth in attack.

Use the first five of the simplified games for 2-on-2.

“There is no major power on the field than the player’s intelligence”
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7™. Simplified Game
MAINTAINING BALL POSSESION 3-ON-2

See the rules in chapter 4's 9. simplified game for teams formed by two players. The main
differences are that the number of players per team has increased here from two to three, and
the dimensions of the field are increased (to a square measuring 15 to 25 meters). The
attacking three players have six possessions of the ball and aim to keep the ball for as long as
possible. When the ball runs out or is pushed out of the playing area by the defenders, one of
the two attackers should be replaced by the third one, up to now waiting outside the area.
Keep track of the seconds the three attackers keep possession of the ball. If you have more
than three teams, you can organize a tournament to establish the best team.

Training Objectives:

Learn to consider and then ma