Allowing for and Facilitating
Free Play in Conjunction with
Adult-Organized Youth Sports
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Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports

Purpose of workshop
* Defining free-play
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Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports

e Collaborative Process

 Engagement of all participants (Hastie, 2010)

— Opportunity for players to increase or decrease
nallenge level,

(\'\
/El:lll
WDFIKSHDP

/, USYOUTHSOCCER.ORG



Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports

e Characteristics (Hastie, 2010)
— Must contribute to skill development,
— Must be safe,
— Must include, not eliminate players,
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Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports

 What you should NOT do (Hastie, 2010).

— Provide equipment and say make up a game,

— Assume that they fully understand rules,
boundaries, and penalties,

— Will learn strategy complete
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Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports

* The planning and implementation process

includes (Hastie, 2010):

— Determine the game challenge
* Technical, Tactical and/or Physical

— Decide on game type (soccer is an invasion game)
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Presenting the Game Design Challenge

* Workshop Examples / Suggestions
— Physical
* Balance — Locomotor or non-locomotor
— Technical
* Dribbling — Passing — Receiving — Shooting — (Heading)
ical Concepts
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Presenting the Game Design Challenge Workshop

* Equipment

— Balls — Cones — Bibs — Goals — Swimming Pool Noodles
— Frisbees

* Create equal sized groups

* Present Group Challenges
— Group 1 Challenge

eate a game that helps
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Presenting the Game Design Challenge Workshop

* Challenge Guidelines

— Determine the game goal

 What are you trying to achieve? (Ex., get everyone
frozen, play ball to target, time of possession)

— Create game organization and structure
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Presenting the Game Design Challenge Workshop

Provide time for group game creation

* Each group presents game, may use other
group members if needed.

* Game Assessment
— Did the game meet the chare
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Presenting the Game Design Challenge Workshop

 Game Analysis
— Technical Attributes
— Tactical Concepts
— Physical Characteristics
— Psychological Demands
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Game Example — Soccer Chess
(Fleck & Quinn, 2002; Quinn, 1990)




47. CHESS

Organization: You need a minimum of 14 players who will be
identified as players in a chess game. You need four balls.

Structure: An area 25 x 25 yards. Identify players as follows: 1-
King, 1-Queen, 4-Rooks, 2-Bishops. The remaining players
are pawns. Player positioning: King and Queen each with
a ball inside the square. All pawns are inside the square
without a ball. The four rooks are on the outside on each
side and cannot come into the square. The two bishops are
also on the outside, each with a ball, but they can enter the
square.

Procedures: The objective of the King and Queen is to knight
all the pawns by hitting them with the ball by dribbling
and short passing. Pawns run to avoid getting hit. The
King and Queen can dribble anywhere in the area and try
to hit the pawns with the ball. Once you hit a player, they
become a knight and place their hands on their hips. A
knight is stationary and can only take 2-3 steps in any

. direction at one time. A knight helps the King and Queen
to hit pawns by acting as targets for wall passes. Knights
are only allowed one touch. The rooks are also helping the
King and Queen by moving along their particular side and
acting as walls for the King and Queen. Knights and rooks
can hit pawns from a one- touch pass. The bishops, who
have a ball, dribble around the outside of the square. Their
job is to change the knights back into pawns. To do this,
they must enter the board from a corner and must exit at
the opposite corner. If during their dribble through the
board they can tag a stationary knight, the knight returns
to a pawn. If the King or Queen hits the bishop during
their diagonal run, the bishop also becomes a knight. Only
the other bishop can free the knight. The game is over
when all the pawns and bishops are duly knighted.
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Technical: Dribbling, passing, wall passing, one-touch passing.

Analysis:

Physical: Continuous running with numerous short 16-15 yard
sprints.

Tactical: Preparation and execution of wall passing and two
player combinations. Strategy development. Timing of
runs by the bishops. Rooks and knights work on providing
support on the ball. King and Queen develop scheming
and play-making abilities.

Sacial/Psychological: Great thinking and high action game.
Cooperative play. Reading the environment to determine
the best use of space, and weighing movements on the side -
of risk and safety.

" Comment: Observe the quality of play of the King and Queen.

Are the bishops looking carefully to make runs to free
knights? Are the wall passes effective? Finaily, are they
playing with concentration and having fun?




Allowing for and Facilitating Free Play in Conjunction
with Adult-Organized Youth Sports
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