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LEVEL: Intermediate
TOPIC: 2v2 - role of the second defender

FIRST COACHING POINT - READING THE CUES 
As the attackers approach, the closest defender shouts 
“I got ball” and pressures. They approach the ball to one 
side or the other (never straight at the ball). Defender two 
reacts to the approach. If defender one shows the 
attacker towards the middle that is the cue to prepare to 
pressure as the ball is likely to go to the other attacker. If 
defender one shows the attacker to the outside, 
defender two prepares to cover the line as it is likely they 
will try to beat defender 1.


FIRST COACHING POINT - TEAMWORK 
The two chasers should be working together - hunting 
down dribblers as a pair 

SECOND COACHING POINT - COMMUNICATION 
The chasers should decide on a dribbler to chase, 
closet chaser pressures the ball and shouts “I got ball”. 
This is the cue for the second defender to cover. 
Chaser 1 should approach the ball with a curved run to 
the side of the ball - chaser two should sit in a position 
behind and on that same side


FIRST COACHING POINT - SPACIAL AWARENESS 
Try to help defender one to realize that it’s often best to 
try and send an attacking player to the outside towards 
the line to deny them space. The second defender should 
be positioned behind defender one in a position to react if 
defender one is beaten, but also be able to react if the 
ball is passed in to the field.

 


COACHING SUMMARY 
Try to find instances in the game to freeze the play 
when your coaching points are relevant. Keep your 
freeze short and concise - try to find opportunities 
when a defending player is beaten and nobody is there 
to cover. Some examples:


1) An attacker is allowed to come inside the field when 
they started on the wing


2) A supporting defender is pushed all the way out to 
a supporting attacker 


3) Two players chase the same ball 


24x24 Yard grid - All players with a ball dribbling around the square. Choose two players to be chasers - they will work as a team for sixty 
seconds to try and kick their balls and hit any of the dribbler’s balls as many times as they can. Allow 2/3 other teams to take a turn as 
chaser. You can then remove the balls from the chasers so they can act as real defenders


Make it easier - decrease the size of the area

Make it harder - increase the size of the area

24x24 yard grid - with two small goals at each end. 2v2. One team starts with the ball and serve it to the opposite team before defending 
them.

 

Make it easier - Make grids smaller

Make it harder - Add a third attacker


36x24 yard field with a small goal at each end - Divided in to three equal rectangles 12x24 (you may need to set this up twice if you have a 
lot of players. Divide your players in to two teams and assign them to a rectangle. The idea is that they will be playing 2v2 in that area and 
trying to connect with the next rectangle. The object of the team without the ball is to stop the other team advancing the ball.


Make it easier - only allow the attacking team to dribble to advance to the next area

Make it harder - the attacking team to send an extra attacker in


Small-sided game, we suggest 5v5 but try to keep all players engaged. We suggest no goalkeepers and the use of small goals to encourage 
accuracy. In order to create plenty of coaching moments we suggest setting your formations to have equal attackers and defenders on each 
team, for example: 2-1-2. We always advise that you should allow time for players to enjoy the scrimmage without any conditions. 


Make it real -  
1) Assign positions 
2) Set a formation 
3) Help players understand their role 


