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Long Term Player Development (LTPD) 
 
By participation soccer is the most played sport in Canada. This participation is 
especially prevalent in the younger age groups. This is where Canada’s LTPD and 
the “Wellness to World Cup” model come in. It is a seven stage model focused on 
all aspects of an athlete’s development within the game of soccer. For the 
purposes of this introductory booklet we will focus on the first three stages: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
It is important to recognize which stage of development your players are at and coach 
according to their needs and ability. Each player is different as well and for that reason we 
attempt to use a biological age (i.e. Physical Maturity) as reference however chronological age 
is far easier for separating players and categories for these ages are outlined above. Players can 
be moved up in age categories should the club deem fit.  

 

Divisions of Mini Soccer 

Active Start 

0-6yrs old 

FUNdamentals 

6-8yrs old 

Learn to Train 

8-12yrs old 
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Player characteristics are not solely dependent on a player’s age. Other factors include: playing 
experience, size, aggressiveness, gender and attentiveness. It is important to recognize each 
player’s individual needs and attempt to instruct within these means. Obviously it is impossible 
to train each player on an individual basis however try to make an effort to challenge the 
stronger players and select drills with a reasonable skill floor so that weaker players are not left 
behind. By doing this players will get more out of the drill, will hold attention longer, and will be 
eager to come back week in week out. 
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Start of Season Responsibilities 

 
Parent Meeting  
 

 Hold a brief parent meeting after a practice or game early in the season 

 Introduce yourself 

 Outline your expectations 

 Ask if they have questions for you 

 Consider creating a small, one page information handout 

 Club should provide all players medical concerns but you should inquire regardless in 
case something was missed. 

 
Organization 
 

 Have an organized team list and familiarize yourself with the names so you can find your 
players at the first practice. 

 Look like a coach, at the start of season players will need some way of identifying you. 
Club should provide coaches jersey for you. 

 Make sure you have all appropriate gear and contact the club if you do not. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Equipment Requirements 

  
Musts 

- Ball for each player 

- Every player must have shin-
guards (under socks) 

- Markers, cones or both. 
- At least one goal, preferably 2 

- At least one color of pinnies/bibs, 
(preferably 2) 

- First aid kit 

  
Additional Items 

- Hoops 

- Flags 

- Sticks 

- Ladders 

Hurdles  
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Conducting a Session 
 
First Night 

 Gather parents and player for a quick meeting 

 Explain to parents what their role is. Managing their child using a one with one method 
(age appropriate) early in the season progressing to support from the sidelines as the 
players gain more confidence 

 Explain to players about listening and what a good listener looks like. 
o Looking at coach 
o Hands are still, not playing with ball, grass etc. 
o No talking, mouth is not making sound 
o Ears are listening 

 

Role of the Coach 
  
Look like a coach - shorts, t-shirt, track suit cleats etc. 
Organization – Know what you are going to do before you get to the 
field. Have a session plan drawn up. 
Good Communication – Not only with players but with parents as well 
(weekly e-mail, periodic after practice talks) 
Enthusiasm – Younger players feed off your energy, if you’re excited to 
be there then they will be too. 
Confidence – Have confidence in the session plan you’ve created. Players 
can tell, and if you’re not confident it will hurt their understanding. 
Competence – Have the ability to communicate and demonstrate what it 
is you are attempting to instruct.  

 

  

 

  

Look like a 
coach 

Organization 
Good 

Communication 
Enthusiasm Confidence 

Competence 

Role of the Coach 
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Activity Selection 

 Always plan and review your session prior to arriving at the field. Confidence in your 
drills will result in confidence from the players. 

 Plan sessions based on what would best benefit your team. 

 It is okay to repeat activities week after week if that is what is best for the team and 
players are having fun 

 Consider making a print out of your session so you have a visual when you get to the 
field 

 
Prior to Player Arrival 

 Show up early in order to set up your session. (when possible) 

 Have a walkthrough of the field to ensure there are no obvious safety risks. (Debris, 
holes etc.) 

 Set up an area for players to leave their water bottles bags etc. 
 
Getting Started 

 Bring players into a central location for a brief pre-practice talk. Make sure to get down 
to their level and that they are away from potential distractions 

 You can take this time to learn names if it is the first session. 

 Explain the nights agenda and expectations 

 Make sure players understand the space within they must stay. (Parents can help with 
this) 

 

 
 
 
Running the Session 

 Get players moving with some form of dynamic warm-up. NEVER static stretching. Static 
stretching is in almost every case worse for you than no warm-up at all. 

 Move to your first activity. Explain and demonstrate the drill/game. Ask players if they 
have any questions. (Show and Tell Method) 

 Once you feel it’s time to progress allow players a drink break and continue on with your 
session. 

 Finish your session with some sort of small game. Small sided scrimmages work well. Try 
not to have players sitting out if possible. At lower levels its fine if one team has more 
players. 
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Additional Points 

 Motivate players and offer positive reinforcement when you see a player doing as you 
instructed 

 Don’t be afraid to repeat drills if players seemed to enjoy them. 

 Attempt to use a variety of coaching styles 
 
Ending the Practice 

 Finish by thanking the players and congratulating them on a job well done 

 Briefly go over what you covered that day by asking them questions 

 Encourage them to practice at home, that’s how they will get better the quickest. (“You 
don’t only touch a ball when you’re at practice”) 

 End with a team cheer! 
 
After the Practice 

 Make sure your area is cleared off and safe for oncoming teams or the next nights 
practices. This includes garbage, cones, water bottles etc. 

 Make sure you are not left alone at the field with players 
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Practice Recommendations 
 
 

 Practice must be FUN! 

 Utilize the “one with one” approach where each player is accompanied by an adult 
while playing. This will help to grow the players confidence 

 Attempt to develop physical literacy using simple exercises: running, jumping, skipping, 
rolling etc. (Can be used as a warm-up for the players) 

 Play games with themes in order to play into the child’s active imagination. (Shark 
attack, Brittish bulldog, sleeping dragon etc.) 

 Match the players’ enthusiasm; they feed off your energy 

 Change the activity often so as not to lose the interest of the players 

 Praise the players with constant positive reinforcement 

 It’s not really soccer, think of it more as activity with a ball 

 Do not use drills where players have to sit out for long periods of time 
 
 
Practice Recommendations – U6 
 

 Practice must be FUN! 

 Players should be playing on their own. Allow some parent interaction if there is a 
player who is particularly shy but try and encourage them to leave their parent as the 
season progresses. 

 Attempt to develop physical literacy using simple exercises: running, jumping, skipping, 
rolling etc. (Can be used as a warm-up for the players) 

 Play games with themes in order to play into the child’s active imagination. (Shark 
attack, Brittish bulldog, sleeping dragon etc.) 

 Match the players’ enthusiasm; they feed off your energy 

 Change the activity often so as not to lose the interest of the players  

 Praise the players with constant positive reinforcement 

 More focus should be given to soccer. Start outlining the basics of the game and 
teaching the diamond format. 

 1v1, 2v2 and 3v3 small sided games can be introduced. 

 No goalkeeper 

 Do not use drills where players have to sit out for long periods of time 

 Everybody with a ball as much as possible 

 Focus on fun games as opposed to skill development 
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Practice Recommendations – U8 
 

 Practice must be FUN! 

 Players should all be playing on their own. Try and avoid having parents on the field if 
possible 

 Do not use drills where players have to sit out for long periods of time 

 Everybody with a ball as much as possible 

 Introduction to basic skill development 
o Dribbling – rolling, pushing, stopping, running with ball, feints. 
o Passing – insides, outsides laces, head up  
o Receiving – feet, thighs, chest, head 
o Finishing – both feet, volleys (introductory) 
o Tackling – technique, block tackle, toe poke 

 Simple tactics – create space, keep ball, win ball back, pass and move. 

 Basic goalkeeping (All players should play nets) 

 Match the players’ enthusiasm; they feed off your energy 

 Praise the players with constant positive reinforcement 

 Play games with themes in order to play into the child’s active imagination. (Shark 
attack, British bulldog, Sleeping dragon etc.) 

 Attempt to choose games which create decision making opportunities 
 
 
 

 
Above outlines what should be instructed as physical literacy at the different age categories. 

 
Basic Human Movements – Jumping, Jogging, Rolling, Skipping 

 
Fundamental Movement Skills – Jumping Jacks, Sprinting, Simple Footwork 

 
Fundamental Sport Skills – Jumping for Headers, Intermediate Footwork, More 

complex/difficult workouts. 
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Things to Remember/Managing the game  
 

 Equal Playing time for all players 

 Players should be played at every position; no player is a “forward”, “midfield” or 
“defense” at this stage in development. Make sure to rotate frequently.  

 Do not worry about giving instruction throughout the game. Let players play while 
they’re on the field, tips can be given while players are subbed off. 

 Positive re-enforcement rather that constructive criticism works much better for 
younger children 

 Try and match the players’ enthusiasm. They feed off your energy, if you’re upbeat and 
positive your players will react better towards you. 

 Make sure the players are always having fun. If it seems like players aren’t enjoying 
themselves then try a different activity. 

 At the U8 level, make sure you are rotating keepers. No one should be in nets for more 
than 5 minutes at a time during a game. 

 You are in control, do not listen to parents who try and tell you where their child 
“plays”.  

 Players at the u4-u8 levels should line up in the 1-2-1 formation (Diamond).  
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Keys to Managing and Teaching the Game 

  
- Make sure the players feel success 

- Do not over complicate with tactics and 
set plays. Just let the players play 

- Teach the advantages of team play 

- Create an understanding of the basic rules 

- Develop individual soccer skills 

- Make sure all players are participating 
regardless of skill level 

- Develop fitness 

- Develop basic positioning knowledge 
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Rules – At each level 
 
U6 Rules  

Number of Players 4v4 NO Keepers 

Team Size Min:8 - Max:10 

Gender Division Mixed 

Game Duration 25 minutes  

Ball Size  [3] 

Field Size 18x28m to 20x30m 

Goal Size 8x4ft 

Offsides NO 

Throw-ins Kick-ins 

Corner Kicks No - All goal kicks 

Referees Coaches will Ref 

Free Kicks Restarts done by coaches 

Goal Kicks Done by players or coaches 

Handballs Not called but discouraged 

Line of Engagement YES *see glossary 

 
 

U8 Rules  

Number of Players 5v5 including GK's 

Team Size Min:10 Max:12 

Gender Division Split 

Game Duration 2x25mins 

Ball Size  [3] or [4] 

Field Size 22x36m to 25x40m  

Goal Size 8x4ft 

Offsides NO 

Throw-ins YES 

Corner Kicks NO - all goal kicks 

Referees YES 

Free Kicks Yes - All indirect 

Goal Kicks YES 

Handballs YES 

Line of Engagement YES *see glossary 
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U10 Rules 
 Number of Players 7v7 including GK's 

Team Size Min:13 Max:15 

Gender Division Split 

Game Duration 2x25mins 

Ball Size  [4] 

Field Size 35x55m to 40x60 

Goal Size 12x6.5ft 

Offsides NO 

Throw-ins YES 

Corner Kicks YES 

Referees YES 

Free Kicks YES 

Goal Kicks YES 

Handballs YES 

Line of Engagement YES *see glossary 

 
 

Common Calls 
 
Hand Ball   

No player either than the GK in the penalty area is allowed to contact the ball with their 
hands or arms. With that being said contact alone is not enough to warrant a call. The referee 
has to determine whether or not the handball was deliberate or not. There are two commonly 
used terms to describe these instances: 

 
Ball to hand – This is a scenario where the ball is kicked into a players hand or arm 

where they make no deliberate attempt to play the ball with their hand and do not have time 
to move their hand. This is not a foul. 

 
Hand to Ball – This is a scenario where the player makes a deliberate attempt to play the 

ball with their hand or arm or it is determined that the player could have moved before the ball 
arrived. This is a foul 

 
There are also special considerations given in the following cases. Males can cross their 

hands over there groin while setting up in a wall to defend a free kick. Likewise females can 
cross their arms across their chests in the same situation. Instinctive reactions to protect 
oneself are also not considered to be fouls. 
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Offside 
 
A player is said to be in an offside position if they are past the second last defender including 
the goal keeper and are in the opposing teams half. If a pass is played to a player in this position 
they will be called for offside. The offside position is determined at the moment the pass is 
played. Therefore if a pass is played while a teammate is not past the second last defender but 
as the ball is traveling the receiver moves into a position where they are past the second last 
defender then they would not be called for offside. Likewise should a player be past the second 
last defender when the ball is kicked but receive the ball before the second last defender then 
they would be called for offside. Should a player be even at the point where the pass is played 
then they are deemed to be onside. Players cannot be offside on a pass which travels away 
from the goal under attack. Because of these rules a forward pass on a 2-on-0 is considered 
offside however this is a misunderstood rule and many inexperienced officials will miss this call. 
A player will also only be called for offsides if they are directly influencing the play. This includes 
but is not limited to: receiving the ball, running towards the ball, having a defender chase the 
offside player or becoming an immediate secondary option for an onside player. An offside call 
results in an indirect free-kick. There are no offsides on goal kicks or throw-ins.    
 
Advantage 
 
The official has the option of ignoring a foul should they decide that the team who was fouled 
would end up in a less advantageous position if the foul was called. Advantage is generally 
played when the fouled team retains possession, has a shot on goal or makes a pass following 
the initial infraction. The rule of thumb is that should the team who committed the foul gain an 
advantage by the foul being called then advantage is played. Advantage is displayed by the 
official extending both hands out in the air and shouting, “play on” or “advantage”. 
 
Obstruction 
 
Obstruction is any foul where a attacker is impeded and the defender has no chance at getting 
the ball. Obstruction is deemed to be fair when the ball is within playing distance (approx. 3 
feet). With that being said the defending player must still perform the tackle in an appropriate 
manner. The obstruction is allowed however other fouls such as holding, high studs, striking 
etc. can still be called. Shielding the ball out of bounds from an oncoming opponent is allowed.  
 
Sliding Tackles and Tripping 
 
A slide tackle is a play where the defender slides along the ground at an opponent in an 
attempt to steal the ball from the attacker. If the defender makes contact with the opposing 
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player before making contact with the ball then a foul will be called. Likewise if the slide is 
mistimed or is performed using the incorrect form then a foul can be called at the referee’s 
discretion. With that being said should a player make contact with the ball first which then 
results in a trip then no foul should be call. 

Offenses 

 
Major 
 

 Kicking or attempting to kick an opponent RED 

 Tripping or attempting to trip an opponent RED/ YELLOW 

 Jumping at an opponent RED/ YELLOW 

 Charging from behind or in a reckless or dangerous manner RED/ YELLOW 

 Striking or attempting to strike an opponent RED 

 Pushing an opponent YELLOW 

 Spitting at an opponent RED 

 Holding an opponent with had or arm YELLOW 

 Deliberately touching the ball with hands or arms YELLOW 

 Making contact with the opponent before touching the ball RED/ YELLOW 

 Denying a goal scoring opportunity by breaking the rules. RED 

 Fouling a player as the last defender back RED 
 
*Its possible that some of these offenses would not result in a card should the referee deem them less severe or 
accidental. With that being said an “accident” usually still justifies a card. 

 
Minor 
 

 Playing in a manner which could result in injury to another player  

 Late/Mistimed challenges 

 Impeding or blocking an opponent’s path while making no attempt to play the ball 

 Preventing the GK from releasing the ball 

 Time wasting  
 
*Repeated instances of any minor foul can result in a yellow card at the referee’s discretion 

 
 
Goalkeeper Offenses 
 

 Throwing the ball at an opponent 

 Holding the ball for longer than six seconds 

 Using hands to control a ball which comes as a result of a direct pass from a teammate 

 Using hands to control a ball which comes as a result of a throw-in from a teammate 

 Releasing the ball and controlling it again before another teammate has touched it 
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*Repeated instances of any GK offense can result in a yellow card at the referee’s discretion 
 
 

 

Fair Play Code for Coaches  
 

1. I will be reasonable when scheduling games and practices remembering that young players 
have other interest and obligations.  
 
2. I will teach my players to play fairly and to respect the rules, officials and their opponents.  
 
3. I will ensure that all players get equal instruction, support and playing time.  
 
4. I will not ridicule or yell at my players for making mistakes or for performing poorly. I will 
remember that children play to have fun and must be encouraged to have confidence in 
themselves.  
 
5. I will make sure that equipment and facilities are safe and match the players’ ages and 
abilities.  
 
6. I will remember that children need a coach they can respect. I will be generous with praise 
and set a good example.  
 
7. I will obtain proper training and continue to upgrade my coaching skills.  
 
8. I will not discriminate on grounds of race, gender, or sexuality.  
 

Fair Play Code for Players 
 

1. I will participate because I want to, not just because my parents or coaches want me to. 
 
2. I will play by the rules, and in the spirit of the game. 
 
3. I will control my temper - fighting and “mouthing off” can spoil the activity for everybody. 
 
4. I will respect my opponents. 
 
5. I will do my best to be a true team player. 
 
6. I will remember that winning isn’t everything - that having fun, improving skills, making 
friends and doing my best are also important. 
 
7. I will acknowledge all good plays/performances - those of my team and of my opponents. 
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8. I will remember that coaches and officials are there to help me. I will accept their decisions 
and show them respect. 
 
9. I will not discriminate on grounds of race, gender, or sexuality. 

Safety Considerations 
 

 Have a walkthrough of the field to ensure that here are no potential hazards present. 
(Debris, holes etc.) 

 Check weather conditions. Cancel practice in the case of lightning. Playing in the rain 
however is permitted and encouraged. 

  Have an EAP 

 Check players’ equipment (shin pads, no jewelry or watches etc.) 

 Have a first aid kit on hand in case of injury 

 At the younger age levels identify the boundaries and instruct the players that they are 
not to leave that area during the practice. 

 Allow time for water breaks 

 Do not leave field until all players have left with a parent or guardian 

 Make sure you are never left alone with a child at the field 
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Concussions 
 
Should a player display any of these signs or symptoms then in no case should they be 
allowed to play again until proper medical clearance is given. A concussion is a brain 
injury and any attempt to play immediately after receiving one can result in further and 
potentially permanent damage. You DO NOT need to lose consciousness to have a 
concussion. Players thought to have a concussion should not be left alone and should 
seek proper medical attention to insure that there is not a more serious injury. A 
concussion does not always result from a blow to the head, any movement which 
causes a sudden and violent movement of the head and neck can cause a concussion. 
Symptoms are often subtle and that is why it is important to exercise caution. The best 
bet in any situation where a head injury is sustained is to assume the worst. DO NOT 
allow the player to play again until proper medical clearance is given. 
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Glossary of Soccer Terms 
 
Advantage – When a foul is committed but the fouled team remains in possession of the ball 
the official can choose to play advantage. This means that they will not stop play to call the 
foul. The official will vocally acknowledge the foul but allow play to continue.  
 
Area – The section of the field where the keeper can handle the ball with their hands. Also 
referred to as the box or crease.  
 
Assist – The pass which immediately precedes a goal shall be credited as an assist. Can only 
have one assist per goal. 
 
Back pass – A pass made to a trailing player. 
 
Back heel – A pass or shot where the primary point of contact is the heel of the foot. 
 
Breakaway – A player who gets behind all defensive outfield players with the ball. They are in a 
1 on 1 situation with the keeper. 
 
Captain – A player designated by the coach to communicate with the officials. They will 
participate in the coin toss as well as communicate information from the official to coaches and 
the rest of the team. 
 
Checking away – A quick move away from a teammate in order to create space and get into a 
better position. It is often followed by a quick check back to receive the ball. 
 
Checking to – A quick move towards the ball carrier generally used to encourage a pass or draw 
a defender out of an area. 
 
Chop step – A method of quickly redirecting the ball by stepping in front of it and using the 
inside of the other foot to change direction. 
 
Clean Sheet – When a team does not concede a goal throughout the entirety of the match. Also 
called: Shutout 
 
Clearance – A high lofted ball generally aimed towards the sidelines in order to relieve pressure 
in the defensive end. This is almost always a desperation move. 
 
Cleats – Studded footwear worn by soccer players 
 
Corner Kick – A free kick taken by the attacking team from the corner of the field. A corner is 
awarded when the defensive team kicks the ball out over the goal line. (No corner kicks in U8 
and below) 
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Cross – A pass which comes from near the touch line towards the center or opposite touchline. 
Can be lofted or played along the ground. 
 
Cut – A quick change in direction performed by any player on the field. Can be done with or 
without a ball. 
 
Diamond Formation (1-2-1) – This is the recommended form for U8 and below. It consists of 1 
defender, 2 midfields, and 1 striker. 
 
Dive in – When a player stretches for a tackle but fails to get the ball.  
 
Drop kick – A method of punting the ball where the keeper lets the ball hit the ground first 
before kicking it. 
 
Direct free kick – A direct free kick can be shot into the net without having to touch another 
player. 
 
Dribble – The act of running with the ball at your feet while maintaining possession. 
 
Drop ball – A means of restarting play for a stoppage which did not come as a result of the rules 
of soccer. Some examples include: A serious injury, outside interference or a defective ball. The 
official drops the ball between two players; the players must allow the ball to hit the ground 
before playing it. It is much like a face-off in hockey. 
 
Dummy – Calling for a pass but then allowing the ball to travel past oneself in order to deceive 
your opponents. 
 
Dynamic warm-up – A type of warm-up where all stretching is done through motion based 
activities. No standing still and stretching. 
 
Far post – The post farthest from the ball 
 
Feint – Movement of the body intended to deceive the defending team. Feints are performed 
by the player on the ball. 
 
Free kick – An unobstructed kick taken from a stationary position. Free kicks are generally 
awarded following an infringement of the rules. (fouls, handball, offside etc.) The can be either 
direct or indirect. 
 
Flick – A move where the player places their foot under the ball followed by a quick lift upward 
in order to get the ball lofted quickly.  
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Formation – The arrangement of player on the field of play. Formations are read starting with 
the defenders then the midfielders and finally the strikers. So a formation of 5-3-2 would 
consist of 5 defenders, 3 midfielders and 2 strikers. 
 
Foul – An offence against an opponent resulting in a free kick. 
 
Fullback – The least advanced players on the field. Their main responsibility is to aid in the 
defensive aspects of the game.  
 
Give and go – A play where a player passes the ball into a teammate and then sprints to an 
open space where they quickly receive the ball back. Also called: Wall pass, 1-2 pass 
 
Goal Kick – A free kick taken from the keeper’s area following the attacking team kicking the 
ball out over the goal line. Goal kicks are usually taken by the keeper however any player on the 
field can take them. 
 
Goal line – A line which runs from sideline to sideline creating a corner. There are two goal lines 
on every pitch. As the name would suggest this is the line where the goals are placed. 
 
Golden Goal – A method of ending the game following a tie at the end of a game. An overtime 
period is played where the first goal scored ends the game. 
 
Half-time – A period taken half way through the game where players stop playing, grab a drink 
and rest. Coaches can also use this time to deliver instructions, attempt to correct things which 
aren’t working as well as offer positive reinforcement to players. 
 
Half volley – A technique where a player strikes the ball after it has taken a bounce 
 
Hand Ball – When a player handles the ball with their arm or hand to play the ball then the 
official can award a direct free kick to the opposing team. Should the official deem the handball 
to be accidental (ball-to-hand) then they can choose to ignore it. 
 
Header – When a player strikes the ball with their head.  
 
Indirect free kick – An indirect free kick must hit another player before it can enter the net. If an 
indirect free kick goes in the net without contacting another player than it is played as a goal 
kick. 
 
Injury time – Time added at the end of a game to account for any stoppages during the 
standard time. Because the clock runs continuously, compensation must be made for these 
stoppages. 
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Jockey – A defensive technique used to contain attackers. It is done by keeping the attacker in 
front of you and not diving into tackles. Once you’ve forced the attacker to do what you want 
then you can make the tackle. Key points: Get sideways, knees bent, on toes.   
 
Juggling – The act of keeping the ball off the ground with any part of the body except for hands 
and arms. 
 
Keep-a-way – A small sided game where the objective is to keep the ball away from the other 
tem or from a group of individuals. 
 
Keeper – The keeper is the only player on the field allowed to handle the ball with their hands. 
With that being said they are only allowed to handle the ball within their designated area (box 
or crease). Their main job is to stop the ball from going into the net. The keeper must be 
identified by a different colored jersey. 
 
Kick-ins – Taken in place of throw-ins at U6 and below. 
 
Kick-off – A kick off is a manner of starting play by placing the ball at the center spot and 
passing forward to a teammate. Kick-offs are taken at the start of both halves as well as after 
any goal. 
 
Layoff – When a player passes the ball slightly to one side and leaves it for a teammate to come 
pick up. 
 
Line of Engagement – A point chosen by the official which the defending team must retreat to 
during opposing goal kicks. This line ensures that teams are not punished based on the ability of 
the keeper to perform a goal kick. Approx. 1/3 of the field. 
 
Man on – A term used to communicate with teammates that they are about to receive pressure 
from a defender. 
 
Man to man defense – A style of defense where each defender picks an opponent to gaurd 
 
Marking – Defensively positioning yourself so as to make the job of the attacking team more 
difficult. This includes, stopping the opponent from dribbling, passing or shooting freely. 
 
Midfielder – The central players on the field. Their main responsibility is to link the fullbacks 
and the strikers. They aid equally in both the offensive and defensive aspects of the game. 
 
Near post – The post closest to the ball 
 
Nutmeg – When a player deliberately kicks the ball between a defenders legs and retrieves it on 
the other side. Also called: Panna 
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Nil – An alternate word for zero 
 
Obstruction – A type of foul where a player is held back or their path is impeded.  
 
Offside – Player is deemed as being in an offside position when they are closer to the goal line 
than both the second last defender (including the keeper) and the ball. If they receive a pass in 
this position then the referee will stop play and award a free kick to the other team. (There are 
no off sides in the mini program) 
 
One touch play – A practice method where players are limited to using only one touch during 
that drill. 
 
One with One – A style of practice where each child is accompanied by a parent during the 
practice. The parent performs the practice with the player. This is typically only observed at U4 
and is attempted to be phased out by U6.  
 
Open up – Slightly turning one’s body in order to view the field before receiving a pass or in 
order to make a quicker turn. 
 
Outfield players – Any player who is not identified as the keeper. 
 
Overlap – When a player runs around a teammate with the ball in order to receive a pass or 
draw a defender with them. 
 
Over the top – A lofted pass which is kicked over the defensive line for a teammate (usually a 
striker) to run onto.  
 
Own Goal – When a player from the defending team accidentally puts the ball into their own 
goal.  
 
Pace – Synonym for sprint. E.g. Dribbling at pace, meaning to dribble as fast as possible. 
 
Parry – A deliberate deflection away from goal by the keeper. Parries are used in situations 
where the ball cannot be caught. 
 
Pass – When a player with the ball kicks it to a teammate within the field of play 
 
Penalty – When an infraction is committed inside the area the referee can award a penalty kick 
to the attacking team. It is a free kick taken 1v1 against the keeper from a dead ball position. 
Any player on the field can take the penalty. All other players must stand outside the area.   
 
Penalty Area – See: Area 
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Physical Literacy – A players ability to control their body and feel comfortable moving. Can be 
practiced with such activities as jumping, running, skipping rolling etc. 
 
Pitch – A word to describe the field of play. 
 
Positioning – Being in an area of the pitch. If a player has good positioning then they are where 
they need to be during that moment of play. 
 
Possession – When one team is controlling the ball. 
 
Punting A maneuver where the keeper takes the ball in their hands, drops it and kicks it before 
it hits the ground. 
 
Referee – This is the match official tasked with enforcing the rules and maintaining the integrity 
of the game. The referee has the final say on all matters of the game. Also called: Official 
 
Set piece – When the ball returns to play following a stoppage. E.g. Free kicks, corners and 
throw-ins. Also called: Set play 
 
Session – A grouping of drills to be performed at practice. Can be organized into a session plan. 
 
Shape – The maintenance of your formation during play. To have good shape is to have your 
players in the correct positions during that moment of the game. 
 
Shielding – Positioning one’s body between the ball and the defender. This skill is used to 
protect the ball and maintain possession. 
 
Sideline – Two lines which run parallel, creating a corner with the goal lines. Throw-ins are 
taken from behind this line. Also called: Touch line 
 
Slide tackle – When a player slides along the ground in order to dispossess a member of the 
opposing team.  
 
Small sided game – Small sided games are typically played as smaller versions of regular soccer. 
This can include smaller nets, touch limits, smaller balls and smaller teams, 2v2, 3v3 etc. 
 
Space – An area on the field where there are no attackers or defenders. Often used in the 
context of “a ball into space” this is a pass into an area for a teammate to run onto. 
 
Square – A pass played directly to feet where the receiver does not have to move in order to 
receive the ball.  
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Stoppage time – See: Injury time 
 
Striker – The most advanced players on the field. Their main responsibilities are to aid in the 
offensive part of the game 
 
Switch field – Crossing the ball from one side of the field to the other in order to create space 
and promote better attacking chances. 
 
Switch off – A call to notify a teammate to switch marks 
 
Studs – The knobs on the bottom to a player’s cleats  
 
Support – Offering a passing option to the ball handler from a less advanced position. 
 
Tackle – When a defending player without the ball dispossesses the player with the ball. 
 
Tactics – Instructions, plays and formations set out at the beginning of the game by the coach 
for players to perform. 
 
Target man – A striker who is the target for forward passes from the rest of his team. The target 
man looks to get the ball to feet, control it and either turn or distribute. 
 
Technical Area – The area around a team’s bench where coaches must stay within. 
 
Through ball – A pass played through a line of defenders into space for a teammate to run onto. 
 
Throw-in – A throw taken by a player after the ball has gone over the touchline. The throw is 
taken by the team who weren’t the last to touch it before crossing the line. Proper throwing 
technique includes two hands traveling all the way behind the head, no twisting of the body 
and both feet must remain on the ground. 
 
Time – A call to a teammate to inform them that they do not have pressure coming. 
 
Toe Punt – When a player kicks the ball with their toes. Generally we try to coach this out of 
younger players. 
 
Touch line – See: Sideline 
 
Tracking – Following an opponent to another point on the field in order to prevent them from 
making a play. 
 
Transition – Moving from the defensive end and mindset to offensive and vice versa. 
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Turn – Completely changing possession while maintaining possession of the ball. Some 
examples include: Pullback, Cruyff, Chop and Stepover.  
 
Volley – Kicking the ball when it is airborne. 
 
Wall – A line of players organized in front of a free kick in order to impede the ability for the 
attacking team to score. The wall must set up a minimum of ten yards away from the kick. 
Generally the keeper and one outfield player will work together to set the wall up.   
 
Wall Pass – See: Give and Go 
 
Vision – A player’s ability to see the field while playing. A player with good vision is a player who 
can read and identify possible opportunities throughout the field and attempt to have them 
realized 
 
Zone defense – A style of defense where defenders guard an area of the field as opposed to an 
individual opponent. 
 
1-2 Pass – See: Give and Go 
 
50/50 ball – A loose ball contested by opposing teams where neither is favored to win the ball. 

 


