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Part 1 - Values and Purpose – A Lead into our Philosophy 

1. Our Values 

RTYFC aims to provide a safe, fun and inclusive environment for boys and girls to play football and be part of a 

progressive and player-centred club, and support them to be the best they can be. 

Our Ethos is simple – Players First, Results Second 

We want our volunteer team officials and players to ensure that our core Values and Beliefs are demonstrated 

together: 

• Respect 

• Willingness to Learn 

• Creative and Courageous 

• Have Fun 

 

2. Our Philosophy 

We feel that players should be in an environment where they can play with freedom. An environment where 

mistakes are not seen as a negative, but an attempt to try new things – look past the mistake to the intent. An 

environment where players explore, develop and learn through working hard, and playing in practices which look 

like ‘the game’ and facilitate maximum ball contact time.  

As the players develop through the ages, we as team officials, need to be challenged to equip the players with the 

refined technical and tactical information to deal with various situations and ‘pictures’ they will experience. It is 

then up to them to become creative decision makers and solve problems on the pitch. 

Our coaching and engagement with the players should be tailored to the ‘Age and Stage’ that the currently are: 

Stage 1 (5-8 yrs) – The FUNdemental Stage 

Right from the beginning of the spectrum, we must deliver the fundamentals of football. The primary focus of 

supporting this age group is about exploring and discovering the game, developing movement skills, and helping 

young players fall in love with the game. 

Stage 2 (9-11 yrs) – The Learning to Train Stage 

We must remember that players at this age are living through their Golden Age of Learning. They have the ability to 

absorb lots of technical and physical improvement. 

Stage 3 (12-15 yrs) – The Training to Train Stage 

During this phase of development, the focus is still on technical work, although game understanding is of increasing 

importance. We should be building on the ball manipulation and physical literacy work the players should have 

experienced in their earlier stages. We must continue to support and make it fun. 

Stage 4 (16+ yrs) – The Training to Compete Stage 

As the players become school leavers, football starts to replicate the adult game at this age. The technical 

progression of players remains a central aspect of their development, but tactical issues and position-specificity 

take on a greater significance. We must continue to support and make it fun. 
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3. Our Players 

We will strive to uphold the RTYFC Values and Beliefs across our Managers, Coaches, Teams and Players. We aim to 

support and deliver learning through play to all our players, so they can demonstrate the positive characteristics we 

expect to underpin these, and as such expect all our players to uphold the following: 

• Be confident, expressive and brave in possession 

• Display enthusiasm and encourage your team-mates 

• No sulking or showing a negative attitude 

• Stay relaxed in all situations 

• Have the ‘toolbox’ and ability to keep possession in tight areas 

• Play with your ‘eyes up’ wherever possible 

• Become a decision-maker who seeks to apply the right option at the right time 

• Show a desire and hunger to win the ball back 

• Maintain good body strength and physicality when competing and tackling 
 

4. How We Play 

For a club the size of RTYFC, it is not really feasible, advisable or desirable to enforce a particular detailed and 

defined style or pattern or play, which may involve fixed formations or shapes. The diversity of teams, ‘ages and 

stages’ of development, and football experience are naturally diverse being an inclusive grass-roots football club. 

We wouldn’t expect our U8 boys and girls to play like FC Barcelona and it’s important to remember why children 

play the game in the first place. The game doesn’t look the same through their eyes as it does for most adults. 

Put simply, we must try to apply Principles of Play that support our Values, Beliefs and Philosophy. We want our 

players to be brave, creative decision makers on the pitch. We want them to play with an eagerness to combine, 

penetrate and create goal scoring chances. We want them identify width and depth, to create space and to be 

aware of their surroundings. We want them to be relaxed and not under pressure, to play out from the back and 

through the thirds, dominating and being comfortable in individual possession. We want them to have an 

enthusiasm to win the ball back with positive and intelligent defending. Fundamentally, we want them to love 

being part of THEIR team. 

How we play is wrapped within the three core ‘moments’ within the game:  
 

In Possession 

• Stay on the ball, master the ball 
Develop a mastery of the ball and the confidence to try new things. Look to receive the ball in all areas of the 
pitch and be prepared to stay in possession. 

• Excite with the ball and seek creative solutions 
Be exciting and positive in possession, playing with individuality and with elements of disguise and surprise.                               
Seek creative solutions to game situations particularly when outnumbered or in congested areas. 

• Connect and combine creatively with others 
Stay connected with the ball and your team-mates to retain possession, open up compact defences with 
intelligent passing/receiving skills to create chances and score goals. 
 

 Out of Possession 

• Positive, intelligent and enthusiastic defending 
Enjoy winning the ball back. Be prepared to defend 1v1 and be confident without cover or support. Outwit your 
opponent with excellent patience, timing and intercepting skills. Be positive and creative in your positioning 
and ability to win the ball. Be alert when the opposition have possession. 

• Master a variety of defensive techniques and roles 
Win the ball cleanly. Develop a range of techniques to support regaining and retaining possession in the same 
action to start attacks. 
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 Transition 

• Instinctive decision-making 
Dominate transition: react quickly/positively to the first individual action when both attacking and defending. 

• Positive and intelligent attacking reactions 
React instinctively and intelligently when possession is regained, recognising opportunities to disorganise the 
opposition. Manage the state of the game when opportunities to attack are limited. 

• Positive and intelligent defensive reactions 
Prevent progression by disrupting or destroying momentum, forcing errors and protecting the goal. 

 

5. How We Play – Positional Rotation 

This can be an emotive and hotly-debated subject, but we believe at RTYFC that supporting our club Ethos of 
Players First, Results Second means that we consider some positional rotation vital in the scope of overall player 
development. For young players, the benefits of playing in different positions are massive. Developing a whole 
round game understanding is a vital part of the education of young players and something that as adults we can 
help develop reasonably easily. To develop pictures in your mind of different scenarios linked to things that might 
occur in the game is really important. 

We need to allow players the flexibility to be able to play in different positions and ensure they recognise that it is 
in their best interests, to help them get better. As coaches, that is our role, to focus on the long-term player 
development, even if this means sometimes challenging ourselves (and our egos) to put aside the score and 
recognise that we need to put our players needs first. Be open, particularly in mini-soccer with smaller-sided 
games, the FA has made this ‘non-competitive’ for a reason. Explain to both players and parents alike so they 
understand. 

For example: How do you manage the self-esteem of the player when they go down the right wing and then kick it 
off the pitch because their weaker foot isn’t very good? How do you manage the other players and parents when 
they kick it off the pitch? (The answer is you praise them for being brave and trying their weaker foot!) 

Just because a player might be a long-term right-back, they still need to know how to score.  They need to be 
comfortable in 1v1’s.  They need to play with their back to the opponent’s goal if the ball goes behind them.  In a 
similar manner, a striker needs to know how to defend effectively, individually and as part of a unit and team.  They 
need to know how to receive the ball to feet, both in front of them and on the half turn.  In other words, regardless 
of position, players need to be well rounded. 

Switching players roles/positions in the game at a young age allows them to understand how to adopt these 
different mindsets from an early age.  The transition to ‘Fluid and Flexible Football’ makes far more sense, 
especially when you start coaching more positional work and movement to drag opponents out of position, 
covering for injuries and absences – and also creating Team Empathy for understand the roles and responsibilities 
of their team-mates.  

We appreciate that this will not always be feasible or possible, it may be dependant on the format or ‘competition’ 
of football that you are playing in, the number of players available – together with the levels of receptiveness and 
confidence of those players available too. But it is important to try to support and encourage it and to consider: 

• How often do players play in a different position? 

• What information do you give them prior to the game about different roles and responsibilities? 

• What games do you select players to play in different positions? Tough games or easier games? 

• How many positions will they play in a season? 

• How long will they spend in one position to start to understand this before trying a different one? 

So, the challenge for us as coaches is not to pigeonhole children from a young age. Just because they are big today 
doesn’t mean they will always be the biggest and therefore they don’t always have to play in central defence. That 
simply has to be the focus – developing a long-term love of football and an all-round ability to play in our wonderful 
team game. 
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Part 2 – Coaching Philosophy – A Lead into our Framework 

 

6. How We Coach 

At RTYFC approximately 65% of our coaching and training sessions are delivered by external coaches/organisations, 

with the remaining 35% delivered by team officials (managers and coaches) with various levels of coaching 

experience and qualifications. We acknowledge therefore that there will be an obvious blend of coaching 

intervention, methods and styles of delivery – and such diversity is always encouraged and supported, provided it is 

underpinned by the clubs Value and Beliefs. We will be offering better support, mentoring and CPD (continuous 

professional development) to our coaches and we encourage and expect them to engage with this accordingly. 

Training sessions are typically one-hour, once a week, at Mountbatten 3G for all age groups – so there is a 

commonality, and as such we expect a ‘standard framework’ of session-delivery with considerations to adopt. 

 

7. How We Coach – Framework 
• Know the players. Have a player-centric approach to coaching. Continue to learn and develop together. 

• Manage Difference. Ensure practices and sessions are designed and run to affect as many of the children as 

possible. Have a key target group that varies, and link this to areas of identified improvement and support. 

• Realise that the children will naturally be at different levels in their individual journeys and try to address, 

support and nuance the coaching in practices accordingly. 

• Make it fun – after all this is the number 1 reason for playing football! Lots of games, challenges and smiles. 

• Make it hard-work. Have the ‘balls rolling’ for 80% of the session as a target, encourage a growth-mindsets of 

the children and ensure the tempo stays high. 

• Try and make it always look like the Game. Does it look like football? Lots of Small-Sided-Games, varied 

pitch/area geography, and try to replicate Pictures that we can see on a match-day. 

• Make it messy. Try and create as much Random practice as possible, with a little bit of ‘chaos’ and interference 

to create affordances for making quick good decisions and learn from mistakes that can be ‘re-tried’ quickly. 

• Link it to match-day. We practice to play the game, good/hard/efficient practice should ensure good habits are 

reached and adopted in a game environment.  

• Set challenges. Training shouldn’t be easy, but should be rewarding, with a feeling of accomplishment or 

progression evident and achieved by the players. Progressions should be warranted, if it’s too easy – make it 

harder, if it’s too hard – back it off a little. Don’t be afraid to stop it early or even let it go – if we are getting 

good outcomes and some positive learning repetition – why not? 

• PLAN-DO-REVIEW. A key element, plan all practices and sessions properly. 

• Can we ensure that the session affords outcomes or opportunities for development across the 4-corners: 

Technical/Tactical, Physical, Psychological, Social. Don’t worry if its not all covered every time – get it next time. 

• Encourage creative decision-making and courageousness, after all, it’s what we believe in, allow mistakes. 

• Limit coaching interventions as much as possible, try and keep the practice going, use Positive Reinforcement 

and Affirmation, with some Observation and Feedback to allow the children to make decisions and justify their 

answers, why?  Let them share with each other and take ownership of their learning. 

• Reference and identify Triggers. These are key moments in the game or key things that a player may do – 

When? Why? How? Triggers make us think about Before-During-After. For example, we see a head drop, what 

are their hips doing? Are they going to shoot or pass? What can I do to pinch, block, and screen it? 
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8. How We Coach – Games-Based Approach 

Based on the clubs Values, Beliefs and Philosophy, together with our coaching framework detailed above and the 

limited time available – we are big advocates of adopting a Games-based learning structure to support our young 

players and as such, it becomes a key part of our overall Coaching Philosophy. *NOTE - This is not something we are 

mandating, of course, coaches should have freedom to deliver in their own coaching-style. It is a methodology that 

we feel aligns tightly to our coaching framework. With contact-time with our players limited, together with wanting 

80% ‘ball-rolling’ time and kids not stood around in queues and lines, and excessive ‘coning of area’ needing 

constant adjustment – we want to provide kids with game activities which have all the creative freedom of play, 

but with a competent coach who can help bring out the learning from the game.   

What is a game? - A game of football can still be a game even it is conditioned or modified. However, for the 

activity look and feel like a game, there should be a purpose, or way of scoring or winning – and an opponent, or 

someone trying to stop you doing something (i.e. competitive). 

Our games should never include queues, and never include children being "out" - sitting or watching the others 

who remain "in". If a child is out then the coach needs to think of a way that they can get back in (e.g. a task to 

QUICKLY complete). 

In order to keep the realism and relevance to football learning, the games should also include a ball, and include a 

directional element. They should keep as many of the rules of football as possible, although some of the rules may 

be excluded or made simpler in order for children to play freely (e.g. no offside, dribble-ins instead of throw-ins).  

We may also need to implement some Conditions or Constraints around the game to support and focus the 

learning element. Of course, our Values and Beliefs are around helping our players to become Creative and Better 

Decision Makers - so sometimes it may seem odd to use “constraint” and “decision” in the same sentence. This is 

about creating affordances within a game scenario, for the players to see pictures that look like the game, and to 

be able to make decisions within this environment. 

Also, if the constraints/conditions are implemented correctly, this can also offer a good degree of repetition, but 

still within the Random element of the coaching spectrum. Repetition allows for another chance to make another 

decision quite quickly to support Try->Fail->Try Again environment. 

Firstly, we need to help some players have more time and space to make decisions. This can be done by adjusting 

the games we play to create natural unopposed situations or moments when the game is stretched and a player 

with the ball has more space and time to "think". For example, playing with wide players who can't be tackled, or 

playing 5v3 instead of 4v4. Both these examples will create a bit more room for the players who would otherwise 

struggle to make a decision before losing the ball. 

Secondly, we need to learn not to keep stopping the game - let the children play. There is no great benefit or 

relevance of stopping a game for a few minutes to talk about all the options available in a given situation. Certainly, 

if lots of similar situations keep re-occurring then it might be a good idea to ask the player concerned why they 

made a particular decision, and point out to them what other options they had. But the game shouldn’t need to be 

stopped in order for this to happen. 

Types of constraints: 

• Player – height, weight, maturation, ‘skill’, stamina, ABCS (agility, balance, coordination, speed) 

• Task – objectives, boundaries, scoring, rules, direction, equipment, team-mates and opponents 

• Environmental – weather, time, light, surface, space 

Typically, it is only the Task constraints that can be controlled and affected by the coach. So, we want to let “The 

Game be the Teacher”, by allowing the children to feel like they are playing the game for the hour they get in a 

training session. We can assist this by using the “3 R’s”: 
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RESTRICT 

A traditional way to constrain practice is to restrict the ball contacts, movements and/or decisions a player or team 

can make. Adopting this method is an effective way to ensure lots of repetition of the session theme, for example 

you must play forward when you receive. For younger players this is based on “Try to” targets. 
 

RELATE 

This involves challenging the children to relate a particular task to the situation occurring – such as ‘Recognise 

when to play forward’ - is an effective method to help support them to build situational awareness and respond to 

what is going on in the game. Try to plant a seed about the desired outcome without making it mandatory. The 

intention is that the children relate the task to the situation; you can ask some questions to help with this 

association, i.e. “what would stop you playing forward?”, “What about support and space?” – as this is tricky for 

them to sometime recognise these triggers or blockers. 
 

REWARD 

Try to use the idea of a ‘reward’ (the “carrot”) in order to encourage aspects of play linked to the session focus or 

topic. For example, to encourage an early high press you could use a halved-pitch and task the players to win the 

ball back in the opponent’s half. If they do so they are rewarded with 3 goals. Or for example, if we are focusing on 

our ‘connecting with our team-mates’ part of our playing philosophy and encouraging quick combination play - 

then the Reward could be however many 1-touch passes are made – whilst keeping possession – resulting in a goal, 

is the number of goals the team are awarded. So, 4 x 1-touch passes leading up to a goal would mean that team 

have 4 “points”. Again, this is variable for the Age and Stage of the players – but certainly experience shows that 

across all ages, players seem to really work towards achieving the rewards, through little challenges. 
 

A Word of Caution 

Relate and Reward are key and can really help with the learning opportunities being achieved in a Games-based 

environment. Be careful and think when it’s appropriate to ‘Restrict’, for example: 

A condition put on the game so that each team has to make five passes before they can score. E.g. An attacker has 

just won the ball from an opposition defender, and is now straight through on goal, with only the goalie to beat. 

However, they now cannot score as they have not made five passes. You may argue that this doesn't matter, as the 

topic is about passing or keeping possession. But consider the impact of this strict "five-passes" condition on the 

rest of the game too: 

• The goalie: Does the goalie need to make any effort to come out and narrow the angle? 

• The defender who lost the ball: Does this defender need to make any effort to recover/protect their goal? 

No, they don't. The condition doesn't just affect the attacking team, it affects all decisions made by everyone on 

the pitch. It takes the practice away from the real game - for everyone. Lots of real learning is being lost because of 

the strict condition imposed. What we can do instead is use ways to encourage what we want to happen, without 

manipulating the practice too far away from the real game: 

• Try to make 5 passes if you can before you score 

• If you do score after making 5 passes, then the goal is worth 5! (otherwise it is just worth 1 as normal) 

Skill acquisition needs children to be exposed to challenging situations, where success requires good decision-

making. In order to make these challenges relevant to football, we need to include opposition. ‘Skill’ is the ability to 

choose the correct technique at the right time. It is about decision-making. For example, which type of pass to use 

in order to kick the ball across a crowded area to the other side. RTYFC aims to develop skilful players. This means 

we need to use activities that are opposed and therefore include elements of Game-related decision-making. 

Technical development is an important part of skill development - as the more techniques a player has, the more 

solutions they have available to choose from. Players can invent and learn new techniques for themselves ‘on the 

fly’ in game-like situations. For example, when challenged by a defender who wants the ball, children can learn for 

themselves how to shield it. 
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9. How We Coach – Managing Difference 

At RTYFC we welcome all children of all abilities. This is because we believe that Football (and more recently Futsal) 

- and the holistic benefits that derive from playing and enjoying these games - should be rewards for everyone, not 

just those with a ‘neat left foot’.  

Even though we take ability into account when we group children initially into teams at the very start of their 

individual journeys, in every team we have a real variety of different children. This means that we have a 

responsibility to these individuals, (RTYFC is not somewhere we only want to teach the children who can already do 

it, and aren't interested in how they learnt to do it in the first place). A RTYFC coach (and external coaches) should 

be just as excited about working with a new footballer as they are about working with one who has magic ball skills. 

Desirable Difficulties 

We need to ensure that all children are challenged at a level appropriate with their confidence, ability and 

motivation. It is desirable that every child finds an activity, problem and session difficult in some way. This could be 

the difficulty of working with someone new, the difficulty of a new role or new activity, or most often the difficulty 

posed by the opponents in a game. 

These difficulties are desirable because they are crucial to learning. Without the challenge, children will not need to 

explore new ideas and solutions. We believe that it is within this exploration - often a social exploration where 

children share ideas and thinking - that new learning happens and ideas and beliefs are built on. 

Adjusting the difficulty and complexity 

In any group / activity / task, you will have some players who find the activity easy and some who find it difficult. 

Different groups will emerge, but remember – this may differ from task to task: 

Forging Ahead - These children excel at the task. They are often seen as the star players, by their coach and peers. 

It is vital that these players are challenged so that they continue to develop and fulfil their potential. 

Coping - These children are demonstrating an understanding and undertaking of the task, in the context of how it 

was designed.  

Striving to Keep up - These children may need the task to be made slightly simpler, or allowed to carry out the task 

in a manner that suits their needs. There may be many reasons why these players are struggling to keep up. The 

reasons could be to do with physical capabilities, technical skill, or an understanding of the practice. 

The real skill and understanding of the coach is to identify which players within the group need to be challenged 

further, which players are OK to continue with the original task, and which players need support in order to catch 

up with the rest of the group. 

How can you make the task easier for those who are striving to keep up? How can you make the task more 

challenging for those who are forging ahead? It is very important for coaches to consider how to amend the task for 

certain players. These changes to sessions should be thought about before the session and should comprise part of 

the coach’s session plan. 

Coaches don’t need to stop the session in order to assist those players who are struggling, or to challenge those 

who are finding it too easy. In fact, it may not be a good idea to single out those players in front of their peers. 

Instead, maybe have a quick chat with players during the activity. (e.g.  to challenge a player finding something 

easy: “Ethan, try to keep your head-up while you receive the ball, and use the other foot to make the pass?”) 

During the practice, maybe split the group into pairs or smaller groups, to play 1v1 or 2v1 games or other small-

sided game formats. It may be a good idea, at times, to group (within the group) so children of similar abilities work 

together. This may be desirable so that the challenges (‘desirable difficulties’) they face are most appropriate to 

their current level of skill and ability. 
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However - Coaches should remember that each session is a new one. Our pre-conceived ideas about who is highest 

ability and lowest ability need to be erased, and we need to observe each session with fresh eyes, so that we can 

really see who is striving to keep up, coping and forging ahead. We need 

to notice sudden improvements in children, and we need to recognise 

which children are maybe having a day when they need a lighter 

challenge than usual. This comes back to our Philosophy about knowing 

our players as people, not just footballers. What sort of day did they 

have? Did they have another sport, physical day, exams, school trips, 

sleep-overs. Are they going through growth spurts and losing 

coordination with their bodies for a period? – there are lots of elements 

of everyday life that can nuance their behaviours and engagement levels 

on any given day. 

What abilities are we grouping by? Typically, in football, when we talk of 

ability, we are describing ball-mastery or game understanding. But it may 

be just as relevant to think about other abilities, such as ability to work 

with others, ability to follow rules and play fairly, ability to listen to 

instructions and listen to other people's ideas, ability to try again when it doesn't go right etc. 

Children need to work with a variety of other people. It's not fair for a child to be paired or grouped with others 

who can't work well with them for the entire session. Instead, it would be more appropriate to switch children 

among groups every so often, or swap partners when doing pair-work, allowing them to interreact in order to share 

ideas and challenge each other, then we may need to ensure that we switch pairs and small groups around in order 

that ideas can pollinate successfully around the larger group. 

Use the STEPs template to help you find ways of changing individual tasks to support the individual player’s needs: 

 

STEP FOR MANAGING DIFFERENCE 

Space 

The space in which the activity is happening - includes size, shape of area. 

E.g. modify the space by increasing/decreasing the area in which a task is to be performed or changing the distance 

or areas in which to score points. In a tag game, a smaller area will make it harder for those trying to escape. 

Or - Instead of using a square for a possession session, try and use a triangle or a circle to challenge the players. A 

long, narrow pitch will encourage a very different type of attacking and defending than a short, wide pitch. 

Task 

What players need to do in the game or activity. 

E.g. modify the task by changing the conditions/constraints/rewards of the activity, the number of times the player 

is to repeat the task, teaching cues, direction/level/pathway of movement or length of time to complete the task. 

For young ones in a game of tag, a child who is finding things very easy could be given a target of a different way of 

travelling, e.g. hopping/skipping where possible. 

Equipment 

What is being used? 

E.g. modify the equipment by changing the size of the target, level of equipment, amount of equipment, height of 

the equipment or the arrangement of the equipment. The ball is the obvious thing in football, but there are 

different ways of travelling with a ball. Or - use a smaller ball to work with to see if the children can still achieve 

success. Or turn the goals round so a team can no longer shoot from distance. 
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People 

Who is involved and what roles do they have? 

E.g. modify the people involved by having children work alone, with a partner, bigger teams, smaller teams, as 

leader or follower, on different activities, or in a small group. An obvious example in football games is to switch 

children between teams, or play 5v3 instead of 4v4, etc. Don’t be worried about changing this set-up to give a 

particular group of children a new challenge. (e.g. in a 3v5 - “Can you three players defend these two goals for the 

next minute without conceding a goal?”). Children learn from each other, and they don't always need a coach to 

tell them what to do. Often, they will pick things up by working with and watching their peers. 

  

10. How We Coach – Supporting Syllabus  

Training sessions for our young players should be supported by a session plan. This applies to our RTYFC team 

coaches, as well as any ‘external’ coaches or organisations with a responsibility of delivering to our teams. Without 

an element of planning for a session, it is not feasible to expect the coaching framework we have detailed in this 

document to be encompassed as part of the session. It would also be extremely challenging to expect the individual 

needs of the players to be considered – baring in mind that we need to think about the topic, outcomes and 4-

corner model, as well as managing difference and challenging appropriately. 

We also appreciate that the majority of our volunteers have ‘day jobs’ and busy lives, and we know effective 

planning can take time to complete. But we can re-use, share, gain support and get effective to assist, and the 

RTYFC Football Development Team will provide this support to those who wish to engage in this process. 

We want to ensure that our sessions are delivered with a purpose and therefore have a very high-level syllabus that 

we would like adopted across all our coaching delivery. This is simply a framework that can be used to ‘tick off’ the 

contribution of the session to a ‘Key Area Topic’: 

• Individual Possession 

• Defending 

• Retaining & Building 

• Creating & Scoring 

We aim to keep it as simple as this (for example an 8-weeks rotation, 2-weeks on each), as these are the four core 

elements or ‘moments’ in the game – so the individual coaches have the freedom to be creative and deliver within 

this very broad framework and to the individual needs of the players and their teams. 

We can illustrate what this could look like with some more detail added to the high-level framework areas, for 

example: 

• Individual Possession 

o 1v1’s – bravery and ‘beat the player’ skill 

o Ball-mastery 

o Dribbling and running with the ball 

o Turning and feinting  

• Defending 

o Individual/Unit/Team defending 

o Defending in balance (2v2 etc.) 

o Defending out of balance (1v2 etc.) 

o Delaying, Recovery runs, making play predictable 

o Goalkeeping support and fundamentals 

The amount of detail and level of Learning Topics are completely dependent on the age/levels of the players or 

teams. For most, just keeping a note of the main focus of the session (Individual Possession, Defending, Retaining 

& Building, Creating & Scoring) each week is fine, distributed evening over a season. 

• Retaining and Building 

o Passing and Receiving 

o Combination Play 

o Supporting movements on, 

behind and beyond the ball 

(dispersal) 

o Switching Play 

• Creating and Scoring 

o Penetration 

o Crossing 

o Shooting and Finishing 
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11.  FA Four-Corner Model 

We have mentioned this framework in earlier sections of this document. The FA Four Corner Model is part of the 

FA’s blueprint for developing players and people. It is a structure that encourages the development of the player as 

a WHOLE PERSON. Each corner reflects an element that contributes to the complete player. 

 

 

12.  Player-Led Development 

Targets 

We want to keep this really simple and realise that our volunteer team officials already commit so much time to 

their teams. We would like you to review your players, quickly and efficiently 3 times over a season: October half-

term, February half-term, and at the end of season. This is simply sitting with each player individually and writing 

together: One thing they think they are good at – and one thing they would like to get better at. Then discussing a 

bit of an action-plan as to how they can work towards the targets over the next few months. Very simple.  

 

13.  Summary 
 

• Our RTYFC club ethos is about Players First, Results Second – and we have Values and Beliefs to support this. 

• We want our players to become creative and brave, with a willingness to learn, so we can help them fulfil their 

potential and grow and remain in the club loving their football. 

• We want our players to experience different positions on the pitch, to see different ‘pictures’ of the game, and 

to gain empathy and understanding of a wide range of roles and responsibilities. 

• We want our players at RTYFC to be fully involved in fun and engaging training sessions, aligned to our coaching 

framework, that look like the game and provide opportunities to learn and develop. 

• We want the people coaching our children to plan effectively, to gain a deep understanding of the players 

within their groups, to ensure individual needs are met. 

• Our coaches should ‘manage difference’ effectively, so that all children achieve learning outcomes, irrespective 

of whether they are Striving, Coping or Forging within the group. 

• We can provide support, assistance and a suggested detailed programmes/syllabus of work, if required by 

individual coaches. We can also offer assistance with a library of practices, Small-Sided-Games, assistance with 

understanding practice-design and how to create session plans. 

a 
*This real-life example shows how the 4-corner model is used for Switching Play practice 


