Small Sided Games

SHARP SHOOTER
SETUP
1. Area of approximately 45 x 30m. Modify area depending on the number and
age of players. Split the pitch into 3 areas as shown below.
2. Two teams of equal numbers, all starting in the middle area. 		
Except for a striker on each team who starts in the attacking third.
3. Footballs around the area to restart match.

RECOMMENDED FOR 9 - 12 YEARS

HOW TO PLAY
1. Each team has to pass ball into striker in the attacking third.
2. Only the striker in attacking third can score for the team in a 1v1 with the GK.
3. Rotate striker on a regular basis.

PROGRESSION
• Striker has a time limit to score when they receive ball
• One defender can challenge attacker when the ball is played into attacking
third
• Another attacker can join striker when ball is passed into attacking third
• Players in middle third must make a number of passes before passing into
attacking third

OUTCOMES
• Vision and awareness
• Movement to receive the ball
• 1v1 Shooting – where to shoot in relation to the GK

Small Sided Games

10 GOAL CHALLENGE
SETUP
1. Area of up to 30 x 30m. Modify area depending on the number and age of
players.
2. Divide the players into 3 teams of equal numbers (GK are optional).
3. Have football around the area to restart match.
4. Set up are as shown below, with a dribbling circuit in the smaller area and a
small sided game in the other.

RECOMMENDED FOR 11 - 12 YEARS

HOW TO PLAY
1. One team will be dribbling through the cones and trying to score against a
Goalkeeper whilst the other two teams will be playing a Small Sided Game
(SSG).
2. The dribbling team sets the time duration for the SSG. The game begins
when they start dribbling and finish when they score 10 goals.
3. The score of the SSG is taken when 10 goals have been scored.
4. Teams rotate so that everyone has taken part in the dribbling challenge.

PROGRESSION
• Introduce GK on the dribbling challenge
• Need to score with a first time finish in the SSG

OUTCOMES
• First Time Shooting
• Close control when Dribbling
• Passing & Movement

Small Sided Games

MULTI BALL
SETUP
1. Area of up to 50 x 30m. Modify area depending on the number and age of
players.
2. Place an equal number of goals at opposite sides of the area.
3. Split into 2 teams of equal numbers.
4. Have footballs around the area to restart match.

RECOMMENDED FOR 7 - 12 YEARS

HOW TO PLAY
1. One team will start with all players having a ball each on their side of the
area.
2. They are able to attack the opposite team and they can score any of the
opponents goal they wish.
3. If the defenders win possession of the ball, they are allowed to attack the
opponents goals.

PROGRESSION
• Remove a football to create the possibility for 2v1s
• Introduce floater players that play for both teams

OUTCOMES
• Dribbling – Use of Body
• Dribbling – Close Control with Head Up
• Decision Making – when to pass / when to dribble / when to shoot

Small Sided Games

FIRST TIME FINISH
SETUP
1. Area of up to 50 x 30m. Modify area depending on the number and age of
players.
2. Place a goal at opposite sides of the area.
3. Split into 2 teams of equal numbers.
4. Have footballs around the area to restart match.

RECOMMENDED FOR 7 - 12 YEARS

HOW TO PLAY
1. Two teams take part in a regular Small Sided Game, scoring in the goals they
are attacking.
2. Attackers are given more goals if they score with a first time finish.
3. When a team scores, they retreat, allowing the opposition to start play from
the goal line.
4. There are no throw ins, rather the ball is passed in.

PROGRESSION
• Introduce GK (defenders) who are able to try and guard the Goals
• Award more goals for a first time finish

OUTCOMES
• Dribbling and changing direction with the head up
• Passing – weight of pass
• Shooting – 1st time finishing / Timing of shot

Small Sided Games

HIT THE TARGET
SETUP
1. Area of up to 25 x 20m. Modify area depending on the number and age of
players.
2. Divide the players into teams with bibs.
3. Have football around the area to restart match.
4. Place four target cones at each end of the pitch, with a football balancing on
each.

RECOMMENDED FOR 4 - 12 YEARS

HOW TO PLAY
1. In this game players score by passing / shooting and knocking a ball off
opposing team’s target cones scoring 1 point each time
2. There are no throw ins, instead the ball is kicked in
3. Once a ball is knocked off the target cone it is replaced and match starts
again

PROGRESSION
• Teams are only allowed to score in the attacking third of the pitch
• Once ball is knocked off it is not replaced. First team to knock all four of
oppositions footballs off target cone wins
• Place target cones inside the playing area

OUTCOMES
• Passing over short distances
• Basic awareness of other players
• Dribbling using different parts of the foot

Small Sided Games

2 GOAL CHANGEOVER
SETUP
1. Area of up to 50 x 30m. Modify area depending on the number and age of
players.
2. Use extra cones to create 2 goals at each end of the area. Assign each team
a goal line / pair of goals to attack.
3. Place as many balls as possible around the area for fast re-starts.

RECOMMENDED FOR 7 - 12 YEARS

HOW TO PLAY
1. Teams score by dribbling or passing the ball through the two goals they are
attacking.
2. When a team scores, they retreat, allowing the opposition to start play from
the goal line.
3. There are no throw ins, rather the ball is passed in.
4. If coach shouts “change” teams attack the opposite end to the one currently
attacking – do this frequently (once or twice a minute).
PROGRESSION
• Players can only use their non-dominant foot to turn.
• Specify the number of players that have to touch the ball before a ‘goal’ is
scored.
OUTCOMES
• Selection of turns
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play

Small Sided Games

ROUND THE GOAL

RECOMMENDED FOR 9 - 12 YEARS

SETUP

HOW TO PLAY

1. Area of up to 30 x 20m. Modify area depending on the number and age of
players.

1. In this game players score by passing / shooting in opponents goal.

2. Divide the players into two teams with bibs.
3. Have footballs around the area ready to restart match.

2. There are no throw ins, instead the ball is kicked in.
3. When coach calls “Round the Goal”, whoever is in possession stops ball. Both
teams run around the back of the goal they are attacking and back onto field
of play. First player to get to the ball continues the game, with the teams now
attacking in the opposite direction.

PROGRESSION
• Teams are only allowed to score in the attacking third of the pitch.
• Introduce Goalkeepers.

OUTCOMES
• Awareness of other players
• Passing over short distances
• Dribbling under control using different parts of the foot

ASB Junior Framework
GAMES & ACTIVITIES

ONE GOAL GAME

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 25m x 20m. Modify the size depending on the number of
players
2. Use extra cones to create 1 goal at each end of the area. Assign each team
goals to attack and defend
3. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. In this SSG the teams score by dribbling or passing the ball through the
goal they are attacking
2. When a team scores, they retreat, allowing the opposition to start play
from the goal line
3. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

Specify the number of players that have to

				

touch the ball before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play
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ASB Junior Framework
GAMES & ACTIVITIES

2 GOAL GAME

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 25m x 20m. Modify the size depending on the number of
players
2. Use extra cones to create 2 goals at each end of the area. Assign each team
goals to attack and defend
3. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. In this SSG the teams score by dribbling or passing the ball through the
two goals they are attacking
2. When a team scores, they retreat, allowing the opposition to start play
from the goal line
3. There are no throw ins, rather the ball is passed in

PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:
			

Specify the number of players that have to touch the ball 		
before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play
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ASB Junior Framework
GAMES & ACTIVITIES

2 GOAL GAME – CLOSE RANGE SHOOTING
SETUP
1. Create an area up to 25m x 20m. Modify the size depending on the number of
players
2. Use extra cones to create 2 goals at each end of the area. Assign each team
goals to attack and defend
3. Place as many balls as possible around the area for fast re-starts

(SMALL SIDED GAMES)

HOW TO PLAY
1. In this SSG the teams score by dribbling or passing the ball through the
two goals they are attacking
2. They can only score a close range goal by being in the ‘shooting zone’
3. When a team scores, they retreat, allowing the opposition to start play
from the goal line
4. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

Specify the number of players that have to

				

touch the ball before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play
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ASB Junior Framework
GAMES & ACTIVITIES

2 GOAL GAME – LONG RANGE SHOOTING
SETUP
1. Create an area up to 30m x 20m. Modify the size depending on the number of
players
2. Use extra cones to create 2 goals at each end of the area. Assign each team goals
to attack and defend
3. Place as many balls as possible around the area for fast re-starts

(SMALL SIDED GAMES)

HOW TO PLAY
1. In this SSG the teams score by passing the ball through the two goals they
are attacking
2. They can only score a long range goal by being in the central ‘shooting
zone’
3. When a team scores, they retreat, allowing the opposition to start play
from the goal line
4. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

Specify the number of players that have to

				

touch the ball before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short and long distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play
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ASB Junior Framework
GAMES & ACTIVITIES

3 GOAL GAME – CLOSE RANGE SHOOTING
SETUP
1. Create an area up to 40m x 25m. Modify the size depending on the number of
players
2. Use extra cones to create 3 goals at each end of the area. Assign each team
goals to attack and defend
3. Place as many balls as possible around the area for fast re-starts

(SMALL SIDED GAMES)

HOW TO PLAY
1. In this SSG the teams score by dribbling or passing the ball through the
three goals they are attacking
2. They can only score a close range goal by being in the ‘shooting zone’.
The 2 outside goals are worth 1 point, but the goal in the centre is worth 2
points
3. When a team scores, they retreat, allowing the opposition to start play
from the goal line
4. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

- Limit the number of touches players can have

				
			

- Specify the number of players that have to touch the ball
before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play
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ASB Junior Framework
GAMES & ACTIVITIES

BACK TO BACK GOALS

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 50m x 30m. Modify the size depending on the number of
players
2. Set up 2 goals back to back 5m apart with a goalkeeper in each goal
3. Divide the players into two teams with bibs
4. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. Each team is allocated a goal to defend and has a goalkeeper. Teams
try to score in their opposition goal and can use the entire area to keep
possession, both in front of and behind that goal
2. When goal is scored, the team retains possession and starts from their
goalkeeper
3. There are no throw ins, rather the ball is passed in as soon as a ball goes
out of play
PROGRESSION
INTERMEDIATE:
				
ADVANCED:

- Restrict players to 2 or 3 touches
- Teams can score in either goal
Players can only shoot on their first touch

OUTCOMES
• Dribbling and changing direction with the head up
• Dribbling using different parts of the foot
• Passing over short distances with both feet
• Awareness of space to move into to receive and keep the ball
• Change the point of attack quickly
• Shooting
• Defending skills

Junior Framework - Games & Activities

65

ASB Junior Framework
GAMES & ACTIVITIES

DIAGONAL GOALS

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 25m x 20m. Modify the size depending on the number of
players
2. Assign each team goals to attack and defend
3. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. In this SSG the teams score by dribbling or passing the ball through the
two goals they are attacking, placed in opposite corners of the area
2. When a team scores, they retreat, allowing the opposition to start play
from the goal line
3. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

Specify the number of players that have to

				

touch the ball before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
• Changing direction of play and angle of play
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ASB Junior Framework
GAMES & ACTIVITIES

HEAD BALL

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 30m x 20m. Modify the size depending on the number of
players
2. Set up 2 goals, with goalkeepers, at each end (goalkeepers not essential)
3. Divide the players into 2 teams with bibs, and 2 further ‘neutral’ players
4. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. Teams keep possession by throwing and catching the ball instead of
passing it
2. Players can only hold the ball for 3 sec. and cannot move from the spot
where they caught the ball. They must then throw it to a team mate or a
neutral player (neutral players play for the attacking team)
3. To score, the players must head the ball into the goal
4. If the ball touches the ground, goes out of play or is held for more than 3
sec. the opposition re-start with the ball
PROGRESSION
INTERMEDIATE:
			

Reduce the amount of time a player can stand still with 		
the ball for

ADVANCED:

Players move the ball using a throw – head –

				

catch – throw – head – catch sequence

OUTCOMES
• Develops support play
• Develops heading skills
• Develops awareness of other players
• Develops communication
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ASB Junior Framework
GAMES & ACTIVITIES

IN THE ZONE

(SMALL SIDED GAMES)

SETUP

HOW TO PLAY

1. Create an area up to 50m x 30m. Modify the size depending on the number of players

1. Each team aims to keep possession of the ball until they see the
opportunity to dribble into the opposition’s end zone

2. Set up a 5 yard end zone behind each end line
3. Divide the players into two teams with bibs
4. Place as many balls as possible around the area for fast re-starts

2. Players are not allowed to stand in the end zone to receive the ball.
Defenders are not allowed in the end zone to defend
3. Players only receive a point if they dribble the ball and stop it anywhere in
the end zone
PROGRESSION
INTERMEDIATE:

- Specify which foot can be used to pass or dribble

				

- Specify the part of the foot that can be used to dribble

ADVANCED:

- Limit the number of touches players can have

				
			

- Specify the number of players that have to touch the ball
before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Dribbling using different parts of the foot
• Passing over short distances with both feet
• Awareness of space to move into to receive and keep the ball
• Defending skills
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ASB Junior Framework
GAMES & ACTIVITIES

LINE BALL

(SMALL SIDED GAMES)

SETUP

HOW TO PLAY

1. Create an area up to 40m x 25m. Modify the size depending on the number of
players

1. In this SSG the teams ‘score’ when a player can stop the ball on the
oppositions’ end line

2. Assign each team a line to attack and defend

2. When a team ‘scores’ they leave the ball on the opposition end line and
retreat, allowing play to re-start from the line

3. Place as many balls as possible around the area for fast re-starts

3. There are no throw ins, rather the ball is passed in
PROGRESSION
INTERMEDIATE:

Players can only use their non-dominant foot

ADVANCED:

- Limit the number of touches players can have

				
			

- Specify the number of players that have to 			
touch the ball before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Passing over short distances
• Dribbling using different parts of the foot
• Basic awareness of other players
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ASB Junior Framework
GAMES & ACTIVITIES

MAN ON MAN

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 50m x 30m. Modify the size depending on the number of
players
2. Create a goal at each end of the area
3. Divide the players into two teams with bibs
4. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. Each team is allocated a goal to defend and has a goalkeeper. Teams try to
score in their opposition goal
2. Players are assigned a partner and are only allowed to tackle their direct
opponent. Players can intercept passes also
3. When a team scores, they retreat, allowing the opposition to start play
from the goal line
4. There are no throw ins, rather the ball is passed in as soon as a ball goes
out of play
PROGRESSION
INTERMEDIATE:
			
ADVANCED:
				
			

When a players partner scores, they must run one lap of 		
the field before rejoining the game
- Limit the number of touches players can have
- Specify the number of players that have to touch the ball
before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Dribbling using different parts of the foot
• Passing over short distances with both feet
• Attackers learn how to create space for themselves and play under high
pressure
• Change direction of play quickly
• Defenders learn how to mark closely to deny their opponent space to
receive and time on the ball
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ASB Junior Framework
GAMES & ACTIVITIES

MULTIPLE GOAL GAME

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 40m x 25m. Modify the size depending on the number of
players
2. Set up several 2m goals inside the area
3. Divide the players into two teams with bibs
4. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. Teams try to score in any of the goals by passing the ball through the goal
securely to a team mate on the other side
2. Play does not stop when a goal is scored, instead the team keeps possession
and looks to score in a different goal
3. There are no throw ins, rather the ball is passed in as soon as a ball goes out
of play
PROGRESSION
INTERMEDIATE:
				
			
ADVANCED:
				
			

- Specify which foot can be used to pass or score
- Assign specific goals that can be scored through by each 		
team
- Limit the number of touches players can have
- Specify the number of players that have to touch the ball 		
before a ‘goal’ is scored

OUTCOMES
• Dribbling and changing direction with the head up
• Dribbling using different parts of the foot
• Passing over short distances with both feet
• Awareness of space to move into to receive and keep the ball
• Change direction of play quickly
• Defending skills
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ASB Junior Framework
GAMES & ACTIVITIES

TRIANGLE GAME

(SMALL SIDED GAMES)

SETUP
1. Create an area up to 40m x 25m. Modify the size depending on the number of
players
2. Set up a triangle with 3m sides in the centre of the area
3. Divide the players into two teams with bibs
4. Place as many balls as possible around the area for fast re-starts

HOW TO PLAY
1. Teams try to score by passing the ball through any side of the triangle
securely to a team mate on the other side
2. Play does not stop when a goal is scored, instead the team keeps
possession and looks to score through another side
3. There are no throw ins, rather the ball is passed in as soon as a ball goes
out of play
PROGRESSION
INTERMEDIATE:
				
			
ADVANCED:
			

Specify which foot can be used to pass or score

Assign 2 specific sides of the triangle that can be scored 		
through by each team
Limit the number of touches players can take e.g. 2 touch 		
only

OUTCOMES
• Dribbling and changing direction with the head up
• Dribbling using different parts of the foot
• Passing over short distances with both feet
• Awareness of space to move into to receive and keep the ball
• Change direction of play quickly
• Defending skills
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