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Most recently the manager of Cypriot team 
Pafos, Stephen Constantine has worked as a 
FIFA Instructor and is a member of FIFA’s elite 
coaching panel. 

He spent his early coaching career in the USA 
and Cyprus before taking charge of the Nepalese 
national side in 1999. 

After a period spent as the assistant director 
of AFC Bournemouth’s academy, he enjoyed the 
first of his two stints as manager of the Indian 
national team between 2002 and 2005. He then 
returned to England to work as the first team 
coach and reserve team manager for Millwall. 

A much travelled coach, he has also had spells 
as manager of the Rwanda national team and as 
head coach of both Sudan and Malawi. 

In his second spell as India manager, he took 
the team from 173 in the FIFA World Rankings in 
March 2015 to 97 in December 2018. 

His autobiography, ‘From Delhi to the Den’, 
was nominated for the Football Writers’ 
Association book of the year at the British 
Sports Book Awards.
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“The objective is to exploit the 
defending team and capitalise 
on a switch of play by creating 
goal scoring opportunities”

SESSION 

SWITCHING PLAY
In this session we focus on switching 
play and trying to create numerical 
advantages all over the pitch. The 
objective is to exploit the defending 
team and capitalise on a switch of play 
by creating goal scoring opportunities. 
This requires players to be looking to 
change the direction of play and then 
either cause an overload or simply  
catch the opposition off guard. 

The game today is all about the finer 
details and even a simple 2v2 session 
needs to be specific to the overall 
outcome. We want our players to be 
asking questions of themselves: Can 
I switch the play? Do we have the 
numbers? Does the opposition have  
the time to react? Is it on? 

This particular session is geared 
toward helping the players see when 
a switch can happen and recognising 
what it looks like, while encouraging 
them to take responsibility to deliver 
the required pass in order to create that 
attacking moment.

I tend to use this session in various 
guises – I might use the first part as a 
warm up, or I could use the second part 
before going into a phase of play, and of 
course the last part could be a session 
all on its own. Here I will use all three 
parts of the session, which is what I do 
when introducing it to the players for 
the first time.
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After a general warm up [not shown], we will set up 
two playing grids side by side: one is 12x12 yards and 
the other is 12x10 yards. We’re using 22 players split 
into two groups, with one group of 11 players for each 
playing area. In each area we simultaneously play a 
4v4 game with three yellow floaters playing for the 
team in possession, as shown [1].

In the slightly larger 12x12-yard area, the aim is for 
the team in possession to move the ball from one end 
to the other. To do this they can use the help of the 
three yellow floaters to keep hold of the ball. In this 
area we would play two three-minute games, with the 
players limited to two-touch for the first game and no 
restriction on touches for the second.

SWITCHING GRIDS

[1]

STEPHEN CONSTANTINE
SWITCHING PLAY

In the smaller 12x10-yard area, the aim is still for the 
possession team to move the ball from one end to the 
other with the help of the floaters but in this grid we would 
play a three-minute game with players limited to one-
touch, followed by a three-minute game with no restriction 
on touches. After two games on one grid, the teams would 
switch to the other grid for another two games. 

In this activity, we want to see quality passing into 
feet, good off-the-ball movement, and an awareness 
of where team mates are. Being able to get the 
ball from one end to the other whilst maintaining 
possession is one of the challenges, but the other 
important aspect is that players should react quickly 
when losing possession.

Area:  
Up to two thirds of pitch
Equipment:  
Balls, bibs, cones, 6 small 
goals, 2 full size goals
Number of Players:  
20 players + 2 goalkeepers

Session time:  
Switching grids: 12mins
Switching zones: 18mins
11v11 game: 24mins

Set-up

 
Ball movement 
Player movement
Dribble
Optional movement

KEY 

In each grid play a 4v4 with 
three floaters who play for the 
team in possession. The aim is 
to move the ball from one end 
to the other and back again 

In the 12x12-yard grid, play a three-minute game with 
players limited to two-touch, followed by a three-
minute game with players on unlimited touches

In the 12x10-yard grid, play a 
three-minute game with players 
limited to one-touch, followed 
by a three-minute game with 
players on unlimited touches

After two games on one grid, 
teams move across to play 
two games on the other grid
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SWITCHING ZONES

[2]

STEPHEN CONSTANTINE 
SWITCHING PLAY

After having established that we are looking to switch 
play as quickly as possible, we move on to the next part 
of the session. Using the full width of a pitch, we set 
up between the 18-yard line and the halfway line, with 
three small goals positioned at each end and with the 
playing area divided into three zones, as shown [2].

We’re using 16 players split into two teams of eight 
and we play an 8v8 directional game, with the teams 
trying to score at the end they are attacking. The rules 
can vary in terms of how many touches players are 

allowed, but a team cannot score in the zone where 
they win the ball. This forces the two teams to look 
to switch play at all times. We want the players to be 
looking to see where the numerical advantage is so 
they can recognise when the switch is on and where 
there is an opportunity to score.  

We would play three games of six minutes each. In 
one game we would limit the players to one-touch, in 
the second game players would be all-in, and in the 
third game we would limit the players to two-touch.

“We want to see quality passing into feet, good off-the-ball 
movement, and an awareness of where team mates are”

Play an 8v8 
directional 
game, with 
teams aiming 
to score in the 
end they are 
attacking

Teams cannot score in the zone where 
they win possession. Here the blues win 
the ball and must switch the play to 
another zone before taking a shot at goal

Players should 
recognise where 
their team has 
a numerical 
advantage, so 
they know when 
the switch is on 
and where there 
is an opportunity 
to score
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STEPHEN CONSTANTINE 
SWITCHING PLAY

11v11 GAME

[3]

We set up between the penalty areas of a normal pitch 
that is split length-wise into three zone, with a full size 
goal positioned at each end. We’re using 20 outfield 
players and two goalkeepers, split into two teams of 11. 

We play an 11v11 game and the principle objective 
remains to encourage teams to switch the play. To 
achieve this, the ball must be moved through all three 
zones in an attacking move before a shot on goal can 
be taken, as shown [3]. 

Again, teams cannot score in the same zone that 
they win possession. We would want to see players 
using good off-the-ball movement to create areas of 
the pitch where their team has a numerical advantage 
that can be exploited.

In this game there is no limit on touches. We would 
play for 12 minutes. Then we would remove the zones 
and play for another 12 minutes, asking players to 
keep the emphasis on switching play.

“We want the players to be looking to see 
where the numerical advantage is so they 

can recognise when the switch is on

Play a normal 11v11 game but to 
encourage players to switch play, 
the ball must be moved through all 
three zones in an attacking move 
before a shot can be taken
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