
SOLO

KEY TEACHING POINTS
The Solo or toe tap is a technique 

used to play the ball in order to keep 

possession without fouling. When 

in possession it is possible to take a 

maximum of 4 steps without playing the 

ball. After 4 steps the player has a choice 

between bouncing, performing a toe tap 

or playing the ball away. It is permitted

to toe tap the ball more than once in

succession.
Release the ball into the hand
at the kicking side. Eyes on the
ball.

Step forward with the non-
kicking foot. Drop the ball onto
the kicking foot.

Flick the toe upwards towards
the body. Straighten the leg.

Extend the arms forward to
catch the ball.

LOOK OUT FOR THESE COMMON ERRORS 

Dropping the ball with the opposite hand or both hands
Not straightening the leg to fl ick the ball up towards
the body
Soloing the ball too high

To Coach the Skill
use the IDEAL method

NTRODUCE the Skill

EMONSTRATE the Technique

XPLAIN the Activity

CTION 

OOK and Observe



SPACE INVADERS
Attackers attempt to pass defender. Points awarded 
for moving through each zone.

SKILL POINT INVASION GAME
Divide the players into two teams. Team in possession
must solo the ball through the opponents goal.

STATIONARY TOE TAP
One ball per player. Perform the toe tap in a stationary
position.

TOE TAP, TURN AND PASS
Players toe tap the ball around a cone and pass to the 
next player.

CRAZY SOLO
Players solo from each corner around the perimeter
cone and the centre cone and back.

SOLO PRACTISE THE TECHNIQUE

SOLO DEVELOP THE SKILL
The STEPR method is a simple way to vary any activity, game
or drill.

vary the size of the playing area. Increasing the size can reduce
the diffi  culty, decreasing the size can increase the intensity

how long are players working for? Challenge the intensity by 
reducing the time

alter the equipment. Use a bigger or smaller ball, or playing
against a wall may increase or decrease the challange

increase or decrease the number of players to vary the challenge
or introduce opposition, from token opposition to partial             
opposition to full opposition 
adapt the rules of the game to assist with achieving a certain 
outcome.

pace ime quipment layers ules

VARIATIONS
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