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CHEZA COACHING PHILOSOPHY 
The coaching philosophy of the academy is anchored on the concept of Tactical 
periodization, which follows a holistic approach. This means that a soccer player 
is viewed as a total system that has to combine many different performance 
factors. Traditional training theory in which individual performance techniques 
are often practiced independently of other techniques is outdated, according to 
the tactical periodization principle. Traditional training theory has been adopted 
primarily by individual sports such as track and field, so it is not appropriate for 
soccer training         

A soccer player must always be able to combine different performance factors. 
To play successful soccer, technical, tactical, and athletic aspects must be 
combined with game intelligence and a good tactical perception. The objective of 
tactical periodization is to make training as practically relevant and game-like as 
possible. In doing so, the ball is the focus of the action in every drill In the words 
of Raymond Verheijen, the expert for soccer-specific fitness training: “Soccer 
fitness is obtained by playing soccer!” 
 
The game is the foundation for the tactical periodization model, meaning, the 
game provides the training. Therefore, all soccer performance skills are practiced 
together. By practicing all skills together, tactics are at the centre of training 
design, because only through tactics can other performance factors like 
technique or athleticism be carried over from training into a soccer game. The 
goal of tactical periodization is to conceptualize the game concept 
implementation. Here a clear concept is created from a blend of strategic, 
tactical as well as training and sports scientific findings, which reflects the basic 
tactical principles of the game concept.  
 
In tactical periodization of the four coaching components, tactics are always 
considered the most important

 TACTICAL 

This component helps the player fit 
into the team. Our aim is to create 
clever players, capable of adapting 
to the constantly changing 
circumstances of the game. 

 

TECHNICAL 

All players in the team have to be 
individually competent and proficient 
in the most important skills for each 
position.  

 

 



PHYSICAL 

Strong and resilient players will 
provide a significant advantage to 
the team. A tired player will struggle 
to think properly and is prone to 
commit more errors. 

 

PSYCHOSOCIAL 

The human being is often affected by 
his/her emotions. We will train the 
players to use these emotions to their 
advantage and turn them into 
strengths and not weaknesses

. 

 

 

  



COACHING PRINCIPLES 
The principles of youth coaching are guidelines developed as a foundation or a 
sounding board to assess the appropriateness of an activity or training session.  
The Academy has adopted the following six principles from USSF to aid its 
coaches deliver to youth players a healthy and positive youth soccer experience. 

DEVELOPMENTALLY APPROPRIATE  

This challenges the coach to examine the appropriateness of the activity.  The 
requirements or demands of the activity should fall within the range of a players’ 
age abilities.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

CLEAR, CONCISE AND CORRECT INFORMATION.  

How instructions are given is crucial when dealing with young children. Too much 
information overwhelms them and too little information doesn’t give them 
enough to get started.  Provide enough information to get them started and then 
add new challenges. 

SIMPLE TO COMPLEX.  

Are the activities presented in a way that allows for ongoing modifications and 
new challenges to meet the players’ interests and abilities? 

SAFE AND APPROPRIATE TRAINING AREA.   

The area should be free of hazardous materials (e.g., glass, stones, branches, 
holes, etc.)  And be safe from traffic or other environmental dangers.  The 



training environment should be psychologically safe.  Does the child feel 
emotionally secure?  Is the fear of failure reduced?  Can the child take creative 
risks without the fear of admonishment from the coach? 

DECISION MAKING. 

Are there opportunities for the players to make decisions? Decisions may be 
spatial (where to run or pass), temporal (when do I pass or run), or kinaesthetic 
(how do I handle the ball)?  These need to be present in all activities for learning 
to occur.  Remember that learning is not efficient and that effective learning may 
be the result of inefficient trials. 

IMPLICATIONS FOR THE GAME.  

The activities presented in a training session must in some way reflect the 
demands a player faces in the game.  The younger the player the less clear this 
may seem, while the older the player (i.e. 10 or older), the more clear it will 
become. However, the implications for the game are even more important for the 
younger players.  The coach at this level is providing the foundational movement 
and thinking skills that will enable the player to later solve more complex 
problems. 

ELIMINATING LINES, LAPS AND LECTURES 

Eliminating lines, laps and lectures means: 

Having players stand in lines waiting for their turn generally indicates an 
inappropriate activity.  If players are standing and not moving the activity will 
not keep their interest; 

Running laps, especially without a ball, is a waste of time.  All practice activities 
should take place on the field, preferably with a ball; 

Lectures should be left for the classroom.  Children come to practice to be active 
and participate, not to be talked to for extended periods of time. 

ELIMINATE ELIMINATION GAMES 

Often, coaches design activities that focus on determining a winner. These 
activities typically involve elements that lead to players being eliminated from 
the activity.  Those eliminated first are players who usually need the most work 
on technique and decision-making.  Design activities that keep all players 
engaged throughout the length of the activity. Eliminate elimination games!! 



PUNISHMENT 

The use of physical activity such as laps, push-ups, sit-ups etc., as punishment for 
misbehaviour is an inappropriate method of discipline.  Players will come to 
believe that physical training is actually a form of punishment.  Players need to 
understand the importance of fitness and making them run when there is a 
behaviour problem is counter to what you what to develop.  When the 
consequences warrant, short-term exclusion from the activity will often get a 
positive result. 

 

 

CHILD CENTERED APPROACH. 
Child-centred coaching places a high priority on the total development of the 
young athlete. The early specialization of sport skills has a limiting effect on 
child development. Sport skills require specific motor patterns and a child 
should be exposed to a wide range of movement experiences early in life. The 
three learning domains described below provide a conceptual framework to 
guide us in the design of developmentally appropriate games and practices… 

PSYCHOMOTOR (PHYSICAL) 

Children grow at different rates. Balance, centre of gravity, length of limbs, 
body mass, and gross and fine motor control all play a part in a child’s ability to 
move effectively. Within the same age group, some are shorter or taller than 
others, some have better balance, and others fall down quite often.  As a result, 
we cannot pass false judgement on a child whose development is a little slower 
than the rest of the team. Activities should be designed in which players are 
provided the opportunity to practice a wide range of locomotors movements 
(running, skipping, hoping, galloping, leaping, etc.), non-locomotors movements 
(bending, pulling, twisting, pushing, etc.) and other movement components such 
as balance, change of direction, strength, and cardiovascular endurance. 

 

COGNITIVE (THINKING & LEARNING) 

Knowledge gained from studying early learning theories can be used to help 
plan effective experiences for youth sport beginners. It is equally important to 
understand how a child thinks; how they perceive and understand their 



surroundings and the world. Experience and challenging the mind become the 
two most important characteristics of learning and future performance.   

 

PSYCHOSOCIAL (PSYCHOLOGICAL & SOCIOLOGICAL) 

It has already been mentioned that nothing good happens in isolation when 
learning sport skills.  We cannot teach dribbling without creating an interest and 
desire to dribble. Force-feeding skill development through drills does not work!  
There is a great tendency to underestimate the importance and role that 
emotion, feelings and motivation play during the youth soccer experience.  

Young children don’t pass the ball to a teammate in the best position to receive 
it; they pass to their best friend. Why? Because most tactical decisions don’t 
exist and they are most concerned with sharing the ball with a few of their best 
buddies.  If as a coach you recognize this, then we can work within it and create 
activities in which players get to know each other better. 

 

RECCOMENDED TRAINING CONTENT BY AGE 
 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

COACHING METHODS 

Every coach needs a variety of coaching methods to use as tools with their 
teams. Here is a tool kit of 5 coaching methods and explanations of their use. 

1) Coach within the flow of the game. This is successful with players whose 
technique allows them to process and play at the same time. The coach 
provides clear, brief instruction to individuals or small groups of players as the 
ball is moving. This is not an ongoing monologue, but rather instructions at a 
critical time to influence play. The caution here is to not let this become noise.  

2) Coach the individual player as the game continues. Here the coach stops an 
individual player to make a coaching point, but does not stop the activity. While 



the coach interacts with the player, the team plays a “man down.” Obviously the 
interaction must be brief and concise to get the player back into the activity.  

3) Coach at natural stoppages. Here the coach addresses groups of players 
during times when the game is still, e.g. when the ball goes out of bounds; at 
water breaks; change over. While being brief and concise is always important, 
here it is important to focus on a problem that is fresh in the player’s mind.  

 4) Allowing the conditions of the activity to coach the theme. Here the 
conditions of the activity provide the problem for the players to solve. For 
example, the 6 goal game to coach small group defending. Defending three 
goals forces the players to pay particular attention to cover and balance. 
Conversely attacking three goals will reward the team that can change the 
point of attack quickly and accurately.  

 5) Coach using the “freeze” method. Here the coach “freezes” the game to 
make his coaching point. This allows the coach to “paint” a very visual picture 
for the players. Use this option with care, because if used too often it can 
disrupt the game and frustrate the players. 

A technical freeze allows the coach to correct incorrect technique and is coach 
directed. Here the coach can demonstrate proper technique and have the 
player rehearse the technique.   

A tactical freeze is often coach directed, but can benefit from guided questions 
as well. If we use questioning, then the questions should state the problem.. 
Optimally, the play should be “frozen” just as the situation presents itself. e.g., 
as the back four should be “stepping” to the ball. Coach in the flow of play as 
much as possible. The following situations are as examples of when using the 
Freeze Method would be most appropriate:  

✓ Several players are involved;                                                                                                                                           
Play can be frozen as the tactical situation presents itself;                                                                                               
It is a big picture problem that you have not been able to solve using 
another method;  

✓ There is short preparation time with a team for an event;                                                                                                 
Coaching restarts;                                                                                                                                                        
To correct technique. 



It is important to consider coaching methods and styles to be part of a broad 
continuum that ranges from directive to guide. In the course of a season, and 
certainly depending on the age of the players, a coach can use all methods and 
styles effectively. A balanced approach that employs each method and style 
appropriately and at the right moment is always best.  

As a coach in the academy they are two important considerations in choosing 
an appropriate method of coaching; 

1. Does the information – regardless of its delivery – make sense and help 
the players solve the short term and long term problems that they 
encounter in the game?                                                                                                         

Are the players given sufficient time and opportunity to experience soccer and 
solve problems on their own?                                                                                                                                                                                 

LEARNING ACTIVITIES 
Drills are generally an absence of thought.  An individual repeats the same 
movement or patterns exactly the same way each time.  This approach with 
regard to youth soccer has several limitations. During a soccer game the 
environment is constantly changing, therefore activities must also reflect this 
ever changing competitive environment. Children are drawn to games and 
activities like opposite poles of a magnet, whereas drills repel them and 
decrease their interest.  

 A game/activity approach creates an environment that allows technique, 
tactics, fitness and creativity to develop in harmony. It is a dynamic 
instructional method that allows the participant to fully experience the sport. It 
is not the “just let them play,” approach. Proper technical execution is not 
important. Technique will improve with practice and experience. Children need 
to make decisions, exert themselves physically, perform technical skills and, 
most importantly, have fun.   

Game/activities are organized into three separate categories.  It is important 
for coaches to select game/activities from each category that are age group 
appropriate. 

Body Awareness — activities that emphasize the use of body parts, motion, 
coordination, and balance with and without the ball.                                                                                                                                                      
Target Games — activities that involve solving the objective by going from 



“point A to B.”  In contrast to Maze Games, these activities are more 
directionally defined and can be done both with and without the ball.                                                                                                                                                                                                                 
Maze Games — activities in which the player has the opportunity to move in a 
360º or circle environment with and without the ball. Even though the area is 
defined, it does not necessarily have a specific target or boundary to go to.  
These activities allow the players to make decisions while moving in all 
directions. 

There are times when the concepts of each of these three types of activities 
may be utilized in a single activity. 

 

THE RELATIONSHIP BETWEEN TECHNIQUE AND TACTICS  
 Players who are technically competent will have greater freedom to make 
appropriate and effective decisions during the game. The ability of players to 
perform tactically throughout the game depends upon the close relationship 
between how comfortable they are with the ball at their feet (technique), how 
fast and long and powerfully they can run (physical fitness) or how long and 
powerfully and accurately they can strike a ball, and how quickly and clearly 
they can see what is happening around them in a game (tactics).  

Because the game has become increasingly complex, we must construct 
training to meet the demands of the game. There are teams who have much 
“fighting power” but little tactical or technical ability. While, on the other hand 
there are teams who possess great technical or tactical skills and have great 
“playing art” but lack the willingness to do battle on the field. In order to be 
successful we must work to develop both traits and characteristics of play. Only 
when players and teams combine both “fighting power” and “playing art” will 
they be complete. 

METHODS OF COACHING TACTICS 
Individual Tactics – Each individual’s ability to make appropriate decisions 
during play based on what is happening on the field and the basic principles of 
the game. This includes all aspects of attacking and defending (with or without 
the ball, around the ball or away from the ball, etc.). Ultimately, the tactical 
competence of each individual will determine the effectiveness of group and 
team tactics. (Tactics cannot be taught without also addressing the impact that 
technique has on a player’s decisions.)  



Group Tactics — Begins whenever two or more players join together to become 
effective tactical groups around the ball; group tactics can be any combination 
of small groups such as of 2v1, 2v2, 3v2, 3v3, 4v3, etc.; a general rule for group 
tactics is to have one more player than your opponent in the area of the ball - 
this is referred to as being “numbers up” and applies to both attack and 
defence; group tactics demand both visual and verbal communication and the 
reading of tactical cues from the game. General method for teaching group 
tactics through 7v7 includes both generic training (non –functional) and 
simplified positional training and finally, the game to two large goals. (Tactics 
cannot be taught without also addressing the impact that technique has on 
group decisions).  

Team Tactics — Team tactics begin at 9v9 full field activity where players are 
taught their responsibilities in each third of the field for both attack and 
defence; team tactics can also include half-field activities such as 6v4 or 6v5; 
the objective within team tactics is to provide a basis of play for both attack 
and defence; use of specific restrictions to assist in the development of a 
tactical plan may be included, e.g., 1 or 2 touch, forward pass followed by back 
pass, etc.; restarts for both attack and defence are addressed during team 
tactics.   

Tactical Functional Training — Training that is specific to a role or position; 
takes place in the area of the field where the player will be positioned; the 
player determines which skill is necessary as dictated by the game; the choices 
within the game that are often available to the player are presented; decision 
making is the essence of this tactical functional training.   

LEARNING TO COACH 
Learning to coach can be divided into 5 different phases:  

1. Knowledge and understanding of the game 

First and foremost the coach must be familiar with the game. They must 
understand how the game functions as well as the principles and concepts that 
govern the game.  

2. Reading the game  

This means seeing what happens and listening to what is being said by the 
players. The ability to observe and hear what is occurring in the game is a 



fundamental requirement for every coach. The ability of the coach to 
concentrate on the game and what is happening is crucial to enable the coach 
to accurately read the game. The coach must be able to detach from the many 
emotions of the game in order to stay focused and objective.  

3. Determining objectives  

The coach must determine which objectives, both individual and collective, need 
attention. These objectives come from the game and are established by the 
coach through observation. Careful observation provides numerous objectives, 
both of a positive and negative perspective. The coach must then ask which 
objectives are worthy of more detailed consideration.  

4. Setting priorities  

After determining the objectives the coach must establish the priorities for 
improving or correcting the situations from the game. The more experienced a 
coach is, the more soccer problems they will encounter. However, the broader 
the coaches experience, the easier it will be to determine and establish 
priorities. Because of the limited amount of time available to correct problems, 
the coach must determine the priorities of the situation. Sometimes a minor 
problem must be corrected before moving on to a more complicated one. 
Understanding the game aids the coach in determining the priority and how to 
correctly address the problem.  

5. Planning  

It is clear that the coach must plan carefully to achieve goals and objectives, 
especially in terms of player development. Coaches need to make a plan of 
action at the beginning of each year or season. By doing so they have an 
outline of what they want to achieve by the end of the year and how they 
intend to accomplish it. Coaching without a plan, especially at youth levels often 
results in players not receiving instruction or practice in areas that are the basis 
for future development. 

 

 



TRAINING PLANNING 

The development of a football player and the preparation of a team are comparable to 
building a house. In order to achieve the objectives that have been set, the coaching 
staff have to follow a series of steps that have been scheduled as part of an overall 
plan This is known in the sporting world as the training plan. 
 
Planning the session correctly, for the week and the season, will help the coach identify 
the team’s needs and deliver a more efficient training session. Properly preparing a 
training session gives the coach greater confidence with the players and a better 
understanding of how to adapt the exercises to the team’s and players’ needs on the 
field. A good coach is a good planner. 
 
In any learning process, age is the key component in selecting appropriate content and 
methodology. Soccer is no different. For this reason we must not train 6 year old 
players the same way as 13 years old players. Training sessions must be adapted to the 
age of the players….  

Curriculum /Season plan will help the coach to quickly organize the season into 

competitive periods C1, C2, transition periods T (in between competitive periods) and 

off season periods O in the case of the older age groups. For younger groups, it will be 
even more essential to have a broader vision of the objectives, content, distribution 
and means of use during the season… 

A Macro-cycle plan is a 12-week distribution of content ensures that all key elements in 
the curriculum are covered for each stage and age group. It is organized in two-week 
periods to give the player enough time to show significant improvement in the specific 
categories. Please note, this content distribution follows an appropriate order for 
developing the style and principles of play 

A Micro cycle plan helps the coach organize weekly training sessions. Each week has a 
main technical, tactical and physical objective specified in the macro cycle. However, 
each team is different and has its own learning dynamic. Therefore, the weekly plan is 
flexible. The team will evolve week after week and the coach must continually identify 
the team’s needs. 

 
 
PLANNING VARIABLES 
 

1. Playing level, performance age and training age 
2. The number of players (squad size) available 
3. Match fixture lists 
4. The objectives for performance on the pitch for the season 



5. The infrastructure, equipment and conditions available for training 
6. Analysis and assessment of past performances 
7. Sports medical tests 
8. Inclusion of preparation or recovery period 
9. The social environment of the players (family, place of residence, school, 

work, lifestyle habits, etc.) 
 
 
 



TEMPLATE CURRICULUM 

 
 

 
 



 
 

 

 



  

 

 

 



 

 

 

 

 

 



 

 

 

 



 

  



SEASON PLAN FILLOUT FORMS 

  

 



  



TEMPLATE MACROCYCLE PLAN 

 

  



 SAMPLE MICROCYCLE PLAN 

 

  



A STANDARD SESSION PLAN FORM 

 



 



TECHNICAL EVALUATION 
Evaluation is critical for a number of reasons. First, evaluation can help in team 
selection and recruitment. Evaluation can help coaches look for skill-
development opportunities for their teams and individual players. Finally, 
evaluation can be used as a baseline to help players focus on their own 
development. 

The goal of any skill evaluation is to get a true indication of the level of skills 
that an individual possesses. While it is impossible to reach a level of perfection 
in any evaluation, the goal is to have an evaluation that   

(a) provides a reasonably true indication of skill level,                                                                                                          
(b) is relatively easy to administer and score,                                                                                                                                       
(c) seems reasonably fair to all involved, and                                                                                                                          
(d) minimizes the biases that are typical in human judgment.  

 Note that these various goals often have to be balanced against each other. 
For example, while a longer form might provide a more comprehensive 
indication of abilities, it might be too tedious to fill out. While a simple form 
might be easy to use, it might not seem fair to those who get lower evaluation 
results. 

 

COMMON MISTAKES IN EVALUATION 

While no evaluation tool is perfect, it is helpful to avoid the most common 
mistakes in evaluation. Here is a list of common mistakes in youth soccer 
evaluation: 

1. When skills evaluated are not clear to evaluators. So for example, having 
players rated on their “agility” will not provide good data because “agility” will 
likely mean different things to different people.  

2. When skills are evaluated along too many dimensions. So for example, 
evaluating a player on their “ball-handling skills, speed, and stamina” covers 
too many dimensions at once—a player could have excellent ball-handling skills 
but have terrible stamina.  

3. When the rating scales that evaluators are asked to use make it hard to 
select between different levels of competence. So for example, while “ball-



handling” might reasonably be evaluated, it may be hard for an evaluator to 
determine whether a player is excellent, very good, and average, fair, or poor in 
ball-handling. Generally, it is better to have clear criteria and ask whether or not 
a player meets those criteria. Four or Five-Point scales are not recommended.  

4. When evaluators can’t assess skills because of the speed of action, the large 
number of players involved, or the difficulty of noticing the skills targeted. For 
example, evaluations of scrimmages that involve more than four players on a 
side make it extremely difficult for the evaluators to notice the contributions of 
each player.   

5. When bias affects evaluators’ judgments. Because the human mind is always 
working subconsciously, biases can be easily introduced. So for example, it is 
bad practice to give evaluators the coaches’ ratings of players before those 
players take part in a scrimmage-based evaluation.  

 

6. When bias leads to a generalized positive or negative evaluation. Because 
evaluation is difficult and is largely a subconscious process, a first impression 
can skew an evaluation away from what is valid. For example, when a player is 
seen as getting outplayed in the first few minutes of a scrimmage, his/her later 
excellent play may be ignored or downplayed. Similarly, when a player is 
intimidated early in the season, a coach may not fully notice his/her gritty 
determination later in the year.  

7. When bias comes from too few observations. Because evaluation is an 
inexact process, evaluation results are likely to be more valid if the evaluation 
utilizes (a) more observations (b) by more evaluators (c) focusing on more 
varied soccer situations. Coaches who see their players over time and in many 
soccer situations are less likely to suffer from bias, although they too have to 
watch out that their first impressions don’t cloud their judgments. And of course, 
it is helpful to get assessments beyond one or two coaches.   

8. When players are either paired with, or are playing against, players who are 
unrepresentative of realistic competition. For example, players who are paired 
against really weak players may look strong in comparison. Players who are 
paired as teammates with really good players may look strong because of their 
teammates’ strong play. Finally, players who only have experience playing 
weaker players may not play well when being evaluated against stronger 



players even though they might be expected to improve by moving up and 
gaining experience with those same players.  

9. When the wrong things are evaluated. Obviously, it’s critical to evaluate the 
right soccer skills. So for example, evaluating a player on how well he/she can 
pass to a stationary player is not as valid as seeing whether good passes are 
made in realistic game-like situations when players are moving around. The 
more game-like the situations, the better the evaluation.  

10. When evaluations are done by remembering, not observing. Many coaches 
fill out their evaluation forms back home late at night instead of evaluating 
their players while observing them. The problem with this memory-based 
approach is that introduces huge biases into the process. First, memory is not 
perfect, so evaluators may not remember correctly. Second, memory is 
selective. We remember some things and forget others. Players must be 
evaluated primarily through observation, not memory.  

11. Encouraging players to compare themselves to others. As coaches, one of 
our main goals is to help our players learn to develop their skills as players, as 
teammates, as people, and as thinkers. Unfortunately, when players focus on 
how well they are doing in comparison to others, they are less likely to focus on 
their own skill development. It is generally a mistake to use evaluations to 
encourage players to compare themselves to others. While players may be 
inclined to compare themselves to others, coaches can limit the negative effects 
of this by having each player focus on their own key competencies to improve.  

12. Encouraging players to focus on how good they are overall, instead of 
having them focus on what they are good at and what they still have to work 
on. For our players to get better, they have to put effort into getting better. If 
they believe their skills are fixed and not easily changed, they will have no 
motivation to put any effort into their own improvement. Evaluations should be 
designed NOT to put kids in categories (except when absolutely necessary for 
team assignments and the like), but rather to show them what they need to 
work on to get better. As coaches, we should teach the importance of giving 
effort to deliberate practice, encouraging our players to refine and speed their 
best skills and improve on their weakest skills.   

13. Encouraging players to focus on too many improvements at once. To help 
our players  



(a) avoid frustration,                                                                                                                                                                           
(b) avoid thinking of themselves as poor players, and                                                                                                               
(c) avoid overwhelming their ability to focus, we ought to have them only focus 
on a few major self-improvement goals at one time.   

 

RECOMMENDED EVALUATIONS FORMS 

1. PLAYER RANKING FORM 

Ideally, the final score you obtain should be an approximation of a player’s true 
competence at that particular point in time. This is not an exact science. I found 
that it was helpful to do every player’s score first, and then look at all the 
players’ scores in comparison, and make a few minor adjustments after seeing 
the big picture. The advantage of doing everyone’s score individually is that it 
reduces bias. I found that I actually learned a great deal about my own players 
by rating each person on each competency. Some people who I thought were 
better players (because of their athleticism and aggressiveness) actually lacked 
a number of skills (passing and teamwork) that I might not have noticed 
without the form.  

 The reason this form is NOT recommended to help you help your players 
develop is that the numerical values, the 4 player-comparison items, and the 
player’s final ranking score will push players to think about how they compare 
to others and will make it less likely that they focus on their own development 
and the effort they will have to put into getting better. 

2.PLAYER DEVELOPMENT FORM 

Realize that the results of this form represent a snapshot in time. Ideally, you as 
a coach are trying to help your players improve. Consider using the form twice 
during the season, once early and once late.  

Consider sharing this form with your players. This may seem odd at first 
because we are not used to providing this kind of feedback to our players, but it 
is an excellent way to get your players to think on their own about how they can 
develop their skills.  

When providing feedback, make it an individual event. Pull each player aside 
during a practice and explain the results, telling them that you’re giving them 
the feedback so that they know what to focus their attention on. Ask them if 
there is anything else they want to work on. Don’t make this a one-time 



discussion, but bring up their improvement goals periodically. Consider even 
separating your players during practice to work on different skills. For example, 
one group may work on passing, one on scoring goals, and one on moving to an 
open space. Consider giving them a choice on what to work on—to increase 
their motivation. 

 

3.TEAM EVALUATION FORM 

This form will keep you from going crazy. If you try to use the individual player 
forms to assess each player, you will either have to do it from memory (a poor 
method because it creates bias) or you will pull your hair out shuffling papers 
during practice and you’ll miss seeing those short moments of truth when you’ll 
notice someone performing or not performing a soccer skill. 

It is highly recommended that you print out this two-page form using the 
duplex setting of your printer (printing it on both sides of the page). This will 
make it easier to manage with a clipboard while you’re making your 
observations.  

You will likely feel overwhelmed at first when you do this. Just go with the flow. 
Even if you only do a mediocre job noticing your players’ skills, you’ll create a 
better evaluation than if you try to just rate the players without looking at their 
specific skills. Once you get used to this, you’ll never go back.   

 

4.FIELD EVALUATION FORM 

Scrimmage evaluations are an excellent way to see players in a realistic soccer 
context. On the other hand, they create a difficult environment for evaluators to 
make detailed judgments of player skills. To help avoid bias, it’s helpful to have 
multiple rates and move players around between positions and teammates. 
Another way to avoid bias is to remind rates to look for the three skills 
highlighted on the form, (1) Controlling the Ball, (2) Working with Teammates, 
and (3) Focus and Hustle. These three skills are relatively easy to observe—and 
are highly important. Moreover, by highlighting these three skills, you will 
reduce somewhat the kind of bias that comes from subjective evaluations. 
Finally, keep the number of players per team to a maximum of five so that 
evaluators can clearly observe soccer skills.   



When combining field evaluation ratings with coach ratings to get a single 
rating, give much more weight to the coach evaluations, for example 70% for 
coach ratings and 30% for field evaluation ratings. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 


