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M 035
Defending Around The Goalmouth ; TC  "G 174
Defending Around The Goal mouth ;" \l 1  Goalkeeper and Mobile defensive moves

   XE  "DEFENDING: G 174  Defending Around The Goalmouth" 
Requirements:   Open area,  at least eleven players, markers, goal and goalkeeper.

General Scenario:  Goalkeeper:  Has to make a decision on when to come out or stay on the goal line before diving on the ball. (spare goalkeepers should be used if available and change after each set).

Players play 2 v 2 with two defenders (D1) and (D2).  The defenders are initially passive defenders, just making it difficult for the attackers and do not tackle.  Two attackers (A1) or (A2) receive a pass from the goalkeeper  and  one of the attackers (A1) or (A2) must try to get into  the area inside the inner markers, where the goalkeeper must come out to try and smother the ball.  
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The attackers MUST dribble through the goal and may not pass or shoot once inside the inside area. The goalkeeper must dive on the ball or cover in a 1 v 1. Later the goalkeeper will direct defenders to tackle. The attackers move through the grid, the defenders MUST touch the markers (one the side where they defended), then can defend on the pair attacking from the other side.

If the goalkeeper collects the ball, the ball is played out to the opposite attackers  A3 and A4, if not the previous attackers feed the ball to A3 and A4.

The attackers (A) swap with defenders (D) after each run.

Phase ii adding Mobile Defenders and attackers 3 v 3

General Scenario:  Players attack both sides of a goal in turn, with defenders in a grid near to the goal mouth moving both sides to defend. Two defenders (CD1) and (CD2) take up the role of the Central Defender and remain on their side of the goal.  Two mobile defenders (D1) and (D2) move to either side of the grid to defend on the appropriate side. 

These player run from either side of the goal when play is switched after each shot or tackle. 
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The goalkeeper switches play after each attack and the Central Defender must organise the incoming mobile defenders (D1) and (D2) to cover in a 3 v 3 situation. 

Attackers MUST make at least THREE (3) passes and can only shoot inside the grid although they can move and start anywhere on their side of the goal. After each  attack they must return to an area outside the grid and be ready to receive the next serve from the goalkeeper or shot coming from the other (opposite grid) In this case play just continues. 

Defenders can exit the grid to tackle or defend as required including the central defender (CD1) or (CD2).

Coaching Points  This is really a mobility and organisation drill for defenders. It is essential to work the mobile defenders for some time so that they are working under stress.  Watch for their speed in covering and closing down space.  Attackers should try to break up the defence by interchanging places and breaking quickly. Change over with spare players only after the mobile defenders have worked for some time.

Play commences:   When the goalkeeper rolls or throws the ball to an attacker.

Roles: 

Defenders  (CD1) or (CD2) to organise the mobile defenders and to cover attacks close to goal. To be mobile in covering new attacks and prevent the Attacking team from getting a shot on goal.

Attacking players:   Starting from outside the grid they must work together to get a shot on goal. A minimum of three passes must be made and shooting can only occur inside the marked grid.

Goalkeeper:   Makes normal saves and assists in organising the defence.

Targets: Defenders  Clear the ball out of the grid to score a goal allow tackling. 

Developments  

i. 
Make all passes below head high.

ii.
Put a maximum number of passes on attackers.

Phase iii 


Add a winger (s) restricted to outside of the grid to encourage crosses, this winger should stay on one side and is resident outside the grid but does not have to be used unless the Attacking team choose to do so. If the Attacking team use the winger YOU determine whether the winger should cross first time, inter pass with the attackers on that side or be restricted to two touches. The winger can ONLY help the team that fed the ball.
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Note: you may want to widen the grid or set the wingers area further out and leave the target grid as above.

Warning:  Ensure attackers do not over play the ball, put a maximum number of passes on them. Encourage support play from both attack and defence. 

If you have spare players bring them in to replace players after two attacks.

Developments  

i. 
Add another winger and another mobile defender.

ii.
Put a maximum number of passes on attackers.
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