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Curley Park Rangers FC
Our Club’s Philosophy 
 Coaching Guidelines & Syllabus for  u9s & u10s; 
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SYLLABUS GUIDELINES
for ages u9’s-u10’s
INTRODUCTION
This document sets out CPR’s club syllabus for all coaches catering for our u9’s & u10’s
The purpose of this template programme is to give you (the coach) guidance and provide a suggested outline syllabus.  The actual contact for each group may require modification according to the age and ability of your players. 
Information and guidance for making the appropriate adaptions is included and provides the framework on which the club can develop players from a young age in a constructive and consistent manner. The content of this document is based on the same approach taken in creating the England ‘DNA’ and the FA’s philosophy described in ‘The Future Game’ and the FA’s Long-Term Player Development (LTPD) Model. Material has also been taken or adapted from current and ex-coach educators, Ben Bartlett & John Allpress. 
The syllabus guidelines and the contents listed in each section are for guidance only. The content is suggested only to provide coaches with a framework in which to work or develop a club specific syllabus.   The purpose is to provide a structure to the seasons coaching sessions, have a  development plan for each team and more crucially, for individual players, have a checklist of targets. The idea is that the programme builds week by week, month by month and year by year. 

Typical Characteristics of u9 & u10 Players

Below is a list of typical expectations and characteristics you can expect from u9’s & u10’s

1. Attention span lengthens from U8’s -they start to show the ability to sequence thought and actions
2. They start to think ahead and think “If this, then that”
3. They are more inclined towards wanting to play football rather than being told to play
4. Demonstrate increased self-responsibility – i.e. laying out or collecting cones, bringing their own water and looking after the equipment can now become their responsibility
5. They start to recognize fundamental tactical concepts 
6. Children at this age begin to become aware of peer pressure
7. Players greatly affiliate with their team or their coach—“I play for the Colts” or “I play for Amy’s team” etc.
8. Players at this age are extremely rule bound 
9. There is a wide continuum of maturity evident on most teams 
10. This is a crucial age for technical skill development



The Programme Syllabus
Focus Blocks


Please Note: The information, views and opinions expressed in this document are solely those of the original author and other contributors. The information, suggestions and any opinions do not necessarily represent those of the Football Association. This document is not an F.A. authorised document.   	Page 15

This programme assumes 30 weeks of Training divided into ‘Blocks’ of 5 weeks. These are planned throughout the period from the start of Sept to the end of April, allowing for breaks during December & April.  Practices relating to most of the suggested weeks can be found in ‘The Future Game’ Practice guide.  They can be used directly or adapted for the numbers, age and ability of the group.
The programme reflects 6 chosen phases of the game which reflect the England DNA concepts of developing creative , thoughtful players When IN POSSESSION, when OUT OF POSSESSION and during ‘TRANSITION’:
1. Attacking when opponents are ‘in balance’
2. Attacking when opponents are ‘out of balance’
3. Defensive play whilst ‘in balance’
4. Defensive play whilst ‘out of balance’
5. The finishing phase
6. Goalkeeping
The clubs coaching and playing philosophy should also be keenly reflected in the execution of the sessions and on match days.
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The Club Philosophy
	Technical
A Curley Park Rangers Player

	Psychological

	Physical
	Social



Consider 
1. Who We Are
2. How We Play
3. How We Coach
4. How We Support
5. Our Players

Consider especially how the club wants to address these issues:
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CURLEY PARK RANGERS MISSION STATEMENT

Curley Park Rangers mission is to be the focus of football for boys and girls from 5 years to 18 within the local community. We do so by providing a friendly & open atmosphere in which good sportsmanship combined with competitive play is encouraged.
Everyone is welcome to play & watch football in the spirit of the game. We strive to continuously improve our standards not only through adherence to the FA charter standard kitemark but also by continuously improving the quality of our coaches and playing facilities.

CURLEY PARK RANGERS – OUR MISSION MNEMONICS
	C
	Community
	Community focussed, providing a focus of football for children in the local community.

	U
	Understand
	Understand that everyone has different abilities & requirements to enjoy their football

	R
	Respect
	Fully support the FA Respect programme, showing respect to everyone connected with & in contact with the club.

	L
	Life Skills
	To provide a framework for children to develop life skills through their football

	E
	Educate
	To provide learning opportunities for everyone associated with the club

	Y
	Yes
	Yes to everyone who wants to play.  We are an all inclusive club that will not turn any player away who agrees to play within the context of our philosophy.

	
	
	

	P
	Player
	Player focussed.  All of our efforts focussed to improve the experience of the players.

	A
	Achievement
	Encourage every child to achieve success appropriate to their abilities.

	R
	Responsible
	Take responsibility for ensuring that all of our football is played in a safe environment & that high standards of behaviour are maintained.

	K
	Kitemark
	Fully support & adhere to the FA Charter Standard kitemark of quality



The Common Themes
There are some basic common themes running throughout the whole programme and all coaches are encouraged to follow these  for the benefit of the players:
· …set up (or have the players set up) arrival activities  when players  turn up to training
· …make sessions/match day experiences enjoyable
· …structure/plan your sessions
· …focus on one or two points only (keep it simple)
· …develop game understanding with lots of game related practice
· …target at least 70% Ball Rolling Time in sessions
· …link session themes to matchday focus
· …listen to your players
· …encourage your players
· …recognise & praise effort
· …be inclusive
· …avoid talking too much
· …No line drills 
· …reconcile expectations
· …reflect on your sessions (what can you do better)
Imagine every player you have turn up is wearing two badges one says…’Please help me be the best player I can be’ and the other says ‘Please help me enjoy the session’ 
If you can help your players improve and they enjoy practice then you will be doing a great job as a coach. 

Player Centred

Whilst this document sets out a syllabus of what is expected to be taught throughout the season, it is by no means prescriptive. The main themes of the blocks of work should be used as a guiding template for structuring practice. Coaches should use their knowledge and understanding of their players to adapt the programme to suit the needs of groups and individuals. 
No syllabus will ever be a one size fits all and this is no different. If working on playing out from the back, for example, coaches should use their knowledge of players in order to develop a mesocycle of training in order to support their players’ learning. Coaches do not have to cover all practice themes within the 5 week block if it is not appropriate to their players.
It is also expected that coaches will work with players to develop personal learning goals. Whilst these can fit in with the current block of the programme, players can work towards their own learning goals outside of this theme. For example, whilst the team focus may be on pressing in the final third, one player may have a personal learning goal of developing their distribution from the defensive third. 
In these instances, it is the responsibility of the coach to design practices that allow for multiple outcomes for different players.




Match Day Coaching 

Make it Specific
Each match day should contribute towards players’ learning and as such are part of the ‘coaching programme’. They are not viewed as a special event and are an opportunity to extend players’ learning.  On match days, coaches should use a variety of team, unit and individual challenges to support players’ learning.
Team Challenges
These should be aligned to the coaching programme and should have clear links to the previous week’s work.
Example: As a team, try to create opportunities to counter attack.
Unit Challenges (keep them specific and clear maybe like this..)
These should be aligned to the weekly coaching programme and to the team challenge.
Example: GK- can your pass help the defender play forward first time. Defence – on regain, try to play the most positive pass you can see into the next third. 
Midfield – try to mark in a position where you can intercept forward passes
Forwards – try to force play in one direction
Individual Challenges (might look like this )
These can be aligned to the coaching programme but can also be separate in order to support players’ individual learning.
Example: Sam - Try to recognise when you can play quickly on regaining possession, do you need more than one touch? 
Joe - Try to recognise opportunities to run with the ball. If you can what technique will be best? 
James - Try to let the ball roll across your body , How will you know when this might be possible? 


A Match Day Philosophy...example might be….
Teams, coaches and players should approach match days with the following philosophy:
1. Try to play football in line with our team’s philosophy and style of play
2. Try to work on my team, unit and individual challenges
3. Play within the laws of the game and with respect to opponents, team mates and officials
4. Try to win the game, but not at the expense of the above points
If your philosophy is to give players equal laying time and give them the opportunity to play in a variety of positions in order to support their learning then these can be added. 












Parents should be supportive. But not like this……
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 Food for Thought …..           
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ACTION COUPLING
(Courtesy of Ben Bartlett – FA)This suggests that what the brain sees (perception) and what the body does (action) needs to be joined together (coupling). Techniques learned by the player in isolation usually do not transfer to the game because the player essentially has to re-learn the skill within the ever changing context of the match. As a result it begs the question whether the skill would be better taught within the game context in the first place. 
A volley ball coach wishing to get his players to extend their arm more when spiking the ball, rather than explicitly describing  the changes in technique that he wants to see, gradually increased the height of the net in training in increments so small that that the players did not notice. 
Eventually the players noticed but that did not matter as the outcome had been achieved implicitly.







More Food for Thought…     A commonly held model of the learning process is that people start with a collection of rather rudimentary techniques and skills and by learning repeating hours and hours of monotonous mechanical practise miraculously hone and refine them into excellence. 
While the hours are necessary they are not in themselves sufficient. Practice needs to be competitive, enjoyable, interesting, varied, and challenging rather than mindlessly repetitive. It also needs to be contextual and realistic. The more game like a practice is the more relevance it has to learning the game and how it works. Transfer issues disappear because there are no transfer issues.
Individuals will improve their performance and have a better chance of realising their potential not as an automatic outcome of more experience with an activity , but rather through focussed learning and committed adaptation to interesting and engaging experiences within match like activity. 




(Courtesy of John Allpress – Sporting Futures)



The implications for each coach are that practices need to be designed that reflects the realities of the game and how it works and young players need to be active participants in their learning and treated as intelligent thinking beings not just performers there simply to be trained. 






The next section provides a suggested syllabus for each age group from which adaption can be applied. They are divided into two year age groups and each one builds from the last. Please help me enjoy the session
Please help me be the best player I can be



					Imagine each player 
					wearing these badges when they 
					come to training and matches.
u9’s & u10’s Programme

This programme assumes 30  weeks of Training divided into ‘Blocks’ of 5 weeks. These are planned throughout the period from the start of Sept to the end of April, allowing for breaks during December & April.  Practices relating to most of the suggested weeks can be found in ‘The Future Game’ Practice guide.  They can be used directly or adapted for the numbers, age and ability of the group. Introduce offside rules into games.



NOTES:

It is important that we maintain patience when developing players at this age. There will be differences in their development so it is important that we allow children to experiment, take risks, make mistakes and continue to develop in a safe and secure learning environment. 

The technical development of the players will thrive by ensuring they get lots of repetition of practice within the context of the game. The players will start to have an increased awareness of tactics and teambuilding. They should be encouraged to think more about solving challenges and so you should employ a variety of coaching techniques to help the players discover solutions. (see section on Coaching techniques)
Ball mastery should be continued throughout the season and players can be increasingly challenged according to their ability. 
 
We still need to make sure that fun is a central theme in sessions. Player development will occur most appropriately and expeditiously if all players are enjoying themselves.
Below there are indicators what the objectives should be for this age group. 

Still no line drills. 

Please help me enjoy the session
Please help me be the best player I can be


					Imagine each player is
					wearing these two badges










u9 & u10’s 4 Corner Objectives for the Season 
	TECHNICAL/TACTICAL

· Passing and Receiving on the Back Foot 
· Passing- executon of wall passes
· Passing – Inside and outside of foot accurately over 10-12yards
· Shift the ball off line and pass
· Receive / control the ball with soft touch
· First touch direction
· Use variety of body parts to control
· Shield with body
· Agility to move sideways
· Running with the ball under control at pace
· Change pace slow to quick 
· Demo tricks/skills such as Step over, Scissors, own choice
· Turns, Inside/outside/no touch turns
· Turns Cruyff/Drag Back/Stop turn. All on both feet .
· Confidence to head ball
· Cushion headers to the side
· Shooting techniques- pass ball in slot in net 
· Shooting Power v Accuracy 
· Shooting receiving the ball from In Front/Behind/Across
· Runs off the ball
· Finding space
· Awareness of Body shape
· Spot & Execute ‘killer’ passes
· Understand Width and depth
· Recognise when to counter attack
· 1v1 defending techniques
· 2v2 defending Pressure & Cover
· Awareness of team shape and positions on the pitch.
· Play from the back
· GK’s –Proper positioning Hands & Body
· GK’s –Ball Distribution (throwing, rolling. Kicking)
· GK’s- Basic diving techniques


	PSYCHOLOGICAL

· Lots of Encouragement to ‘Try’
· Effort should be recognised
· Willingness to experiment
· Players can start to self-evaluate 
· Players ability to deal with defeats and set backs
· Players get to play in all positions- coping strategy
· Creativity
 





	PHYSICAL
· ABC’s
· FUNdamental Movements to development multi direction movement, Agility, Balance & Coordination of all body parts working together
· Dynamic stretching can be introduced

	SOCIAL
· Can work in groups
· Teambuilding games
· Can be challenged to collaborate
· Building trust with teammates 
· Belonging
· Self Esteem
· Motivation
· Have Fun




u9 & u10’s Season Plan
	BLOCK NO.
	Practise Theme
	Linked To…
	Suggested Guide to Weeks contents…

	1
Weeks 1-5
	General 
	i.e. 
Ball Mastery,
Skills/Tricks Possession 

	Wk 1. SGG’s – Keeping Possession –Focus on Passing/Receiving/ Ball Mastery /GK*

Wk 2. SSG’s -  Keeping Possession- Focus on Creating Space – Individual & Group Movement into Space/Ball Mastery/GK

Wk 3. SSG’s -  Keeping Possession- Focus on Individual Movement Support on the Ball / When to play Long When to play short /  Ball Mastery /GK

Wk 4. SSG’s – Keeping Possession – Focus on Individual techniques for ball retention, Shielding the ball when under pressure & Holding the ball under pressure 


	
	
	Review progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	2
Weeks 6-10
	Attacking
	Attacking ‘When opponents are ‘Out of balance’ & when ‘In balance’.
	Wk 1. SSG’s – Attacking –Focus on  Building Attacks from the back – Playing through the Thirds (part 1) (when opponents in Balance) 

Wk 2. SSG’s -  Counter Attacking –  Focus on Defend deep to counter with Speed,  Movement to finish in  2v1’s , 3v2’s (attack outnumbering the defence) 

Wk 3. SSG’s -  Attacking from different areas-Focus on -When to run, When to Pass  Forward/ Forward  Runs/Clever movement with Finishing

Wk 4. SSG’s – Shooting/Finishing close and long range.


	
	
	Review progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	3
Weeks 11-15
	Defending
	Defending when our team is ‘In balance’  & ‘Out of balance’
	Wk 1. SSG’s – Individual Defending - 1v1’s, 2v2’s. Defending when Attackers face on (In front) 

Wk 2. SSG’s -  Screening/Defending in Middle third when Attackers face on (In front). Defending when 1v1 from behind. 

Wk 3. SSG’s -  Screening/Defending in Attacking third . When to Press/When Not to Press.

Wk 4. SSG’s – Marking & Intercepting 


	
	
	Review progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	4
Weeks 16-20
	General
	i.e.
Ball Mastery
Skills/Tricks , Possession, Transition
	Wk 1. SSG’s -  REFRESH – Revisit a session or selection from Block 1 Transition – Focus on Speed of Transition and understanding of differences in/out of possession.

Wk 2. SSG’s – Transition – Focus on Speed of Transition and understanding of differences in/out of possession.

Wk 3. SSG’s – Changing the Speed of Play / Playing back passes to the GK

Wk 4. SSG’s –  Playing through the thirds- Focus on Player Rotation.


	
	
	Review Progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	5
Weeks 21-25
	Attacking
	Attacking When our opponents are ‘in balance’ & ‘Out of balance’
	Wk 1. SSG’s -  REFRESH -Revisit a sessionnor selection from Block 2

Wk 2. SSG’s – Attacking-Focus on changing  point of attack- Switching Play

Wk 3. SSG’s – Attacking – Focus on attacking from wide areas , crossing & finishing 

Wk 4. SSG’s -  Attacking - Focus on attacking in central areas  

	
	
	Review progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	6
Weeks
26-30 
	Defending 
	
	Wk 1. SSG’s – REFRESH- Revisit a session or selection from Block 3 

Wk 2. SSG’s -  Defending around the Penalty area

Wk 3. SSG’s -  Forcing Play- (Making play predictable)

Wk 4. SSG’s – Defending compact as a Team


	
	
	Review progress
	Reflection Week – Option >Dutch Masters / Set the Challenges around Theme SSG’s **

	
	
	
	

	*
	
	
	GK practises should be incorporated into games if there is no separate GK training. This schedule assumes not.

	**

	
	
	This is a session where players play SSG’s for 3 or 4 mins each game. There can be >1 game at a time. Each player gets points for every game they play i.e. 3 in they are on the winning team, 2 if they are on a team that draws and 1 if they are on a losing team. After each game all the players get mixed up and play in a new team with different players. Additional Points can be awarded to players who are set challenges in respect of the Block Theme and based on the previous weeks’ sessions. (see more detailed explanation below).

	
	
	
	OFFSIDE rules can start to be applied to games in training. 

	
	
	
	







Dutch Masters**
-- Each individual player is given a number which they keep throughout the session:
	Name
	Game 1
	Game 2
	Game 3
	Game 4
	Total

	1. Ajay
	
	
	
	
	

	2. Ben
	
	
	
	
	

	3. Charlie
	
	
	
	
	

	4. Dennis
	
	
	
	
	

	5. Ella
	
	
	
	
	

	6. Fay
	
	
	
	
	


- Number of games played can be varied depending on time available, length of games, age of players.

-- Players then divided in teams in the following format (based on 3v3):
Game 1: 1,2,3 v 4,5,6
Game 2: 2,4,6 v 1,3,5 
Game 3: 1,2,5 v 3,4,6
Game 4: 6,5,1 v 2,3,4
- Any combination can then be used over further games or manipulated as needed; as much as possible keep changing playing combinations (you might have 2 dominant players that you place against each other in later games)
- Other multiples can be used to create teams: 4v4, 5v5, just add players and numbers. Odd numbers can be used i.e. 4v3 but it is up to the coach (or players) how to best manipulate the numbers/teams.

-- General Scoring system: 3 points for a win; 1 draw; 0 lose (Scoring numbers can be changed and adapted as required e.g. 4 win, 2 draw, 1 lose could be used).
- Bonus points system can be used to try to encourage specific outcomes, check learning or add to the practices e.g. Working on finishing: 2 point for a goal; 3 for weaker foot goal; 1 for direct assist. If the Block theme was Possession you might challenge players in different ways (based on ability).
For instance you might challenge a player to receive on the half turn so 1 point for every time this is accomplished. Or if you are trying to encourage creativity / risk taking you might award points for attempting something new.  

Tracking all the players and their points tally accurately is difficult so willing volunteers (parents) could help as ‘player cams’. 

You can be creative about the award of points so that the players are encouraged to focus on the learning outcomes and the effort they are putting in to achieve those outcomes rather than purely on the result outcome of the game. Therefore a player might lose a game but still accumulate a lot of points bit like fantasy football points.

The individual bonus points are added to score from winning, losing or drawing in a game:
This might be an example after a ‘Defending’ Themed Block of Weeks. Notice that not all the challenges are necessarily defending related. This reflects the individual nature of the challenges you set. 

The extent to which you want to set challenges and monitor progress is at your discretion. So you may choose to keep it simple and only award points for winning and drawing, or you may choose to extend the criteria. You may choose to get the parents involved in monitoring the challenges or you choose to get the players to self-assess and trust they will be honest with their results.

Below is an example of how the first game might be scored.

	Name
	Game 1  Finished 2-1 to team 1,2,3 , v team 4,5,6

	1. Ajay …is challenged to 
i. screen, block & intercept passes being played out from the back &
ii. Attempt attacking headers at goal
	7 pts (3 pts for team win; 2 pts for 1 goal scored; 1 pt for 1 assist & 1pt for blocking a through pass into midfield by good positioning screen).

	2. Bob…is challenged to 
i. Track back into the defending third when the team loses possession
ii.  Pressure the ball in the final third 
	6 pts (3 pts for team win; 2 pts for scoring, 1 pt for an assist)


	3. Charlie …. is challenged to 
i. position himself between the goal and the ball at all times and not let an opponent dribble past him. 
ii. Get ‘touch tight’ to mark his opponent from throw ons or corners awarded to the opposition. 
	8 pts (3 pts for team win;  1pts for once stopping an opponent running past him & 4pnts for marking at defending set pieces without being prompted).

	4. Dennis ….is challenged to 
i. try to take fewer touches when turning, especially try no touch turns when he can ii.  Also attempt defensive headers.
	8 pts (0 pts for a defeat , 4 pts for 4 no touch turns; 3pts for 3 defensive headers, 1 point for an assist).    

	5. Ella …is challenged to 
i. Track back into the defending third when the team loses possession
ii.  Also attempt attacking headers.
	6 pts (0 pts for a defeat , 5pts for five tracking back runs; 1pts for one attempted header).    

	6. Fay   is challenged to 
i. screen, block & intercept passes being played out from the back &
ii. Attempt attacking headers at goal 
	8 pts (0 pts for a defeat, 2 pts for 2 intercepted passes, 2 point for scoring)    



-- Total up at the end to produce final rankings which can be used and/or presented as required.
In this example the team that won the game accumulated fewer points than the team that tried the hardest to achieve their goals.  The emphasis you place on what is important is down to how creative you want to be with how you set and reward individual challenges. Recognising the effort that players are putting is very important and evidence shows that this will give improved returns over time. Studies have shown that people are prepared to try harder when their efforts are recognised. 
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