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Experience - A lot of video



Use video to enhance player and team/club development 

We will discuss systems / platforms to use in breaking down 
matches and training to identify teaching moments 

We will look at other ways to use video as a tool for successful 
player improvement - 4 Components 

1. Analysis 

2. Scouting 

3. Training / IDP Evaluation 

4. Recruiting / Highlights

4 Components to look at 40%

10%

25%

25%



Why video matters?

Visual learners
Helps with:

1. Tactical awareness, decision 
making, accountability, game IQ

2. Slows the game down to 
smaller moments and allows us 

to revisit those moments

How many moments from a 
70-90 minute match do the 
players on your team or in 

your club actually remember?



Game Model / Style of play - Levels

Youth - Club

• Simple decisions 

• Effort 

• Space  

• Twice / Month

High School age

• Tactical Principles 

• Individual actions  

• Once / Week 

College - Beyond

• Tactical Detail 

• Opponent tendencies 

• 2-4 / Week  

It takes time 

Challenges?
Meet / Share / HW?



What is your idea on how you want your team / club to play?



Platforms



Basic form, but still useful when combined with other platforms



Good for individual review and team 



High level tool - highly recommend when used in meetings / or sharing



Record, share, review and save.



Can create clips from the video to share / or review in person



HUDL Assist

Assist - clips the game based on tagging moments -team/player



High level team analysis - AI



High level individual actions



When you don’t have meetings / facility



My Current Process 

Carroll - HUDL / HUDL Assist / KeyFrame / YouTube  

Review / Scouting / Individual 

Club - Taka / Imovie / KeyFrame / YouTube 

Review / Scouting / Individual  



Work Plan / Flow - Find what works in your schedule 

Game Day - Notes on key moments / times - Be selective 

Review Film - Process / Tag / Create - Game model / high level clip 

Team Film Session - Ask questions - engagement - keep simple - 20 
min. Max - Important to present vs just talking 

Team Share YouTube - Option when no time to meet 

Training to reinforce - Themes in training / decision making focus (that 
will take another hour to go through that process!! - (Next Year)



1. Analysis
When watching film, coaches should look through three layers.

Individual actions
Small group relationships

Team tactical structure
Good clips should include:
        Clear decision point 
        Tactical relevance  
        Repeatable situation 
        Opportunity to train/improve

Bad clips:
        Confusing 
        Too many actions happening 
        Not connected to game model

Three powerful clip types:
—Positive Reinforcement

Show what good looks like.
Learning Moments

Highlight decision opportunities.
Contrast Clips

Good vs poor execution.

Interactive Film Sessions
Instead of explaining everything, ask:

• “What do you see here?” 
• “What are the options?” 

• “What should the trigger be?”
Players learn best when they discover solutions 

themselves.



 Individual Actions
Examples to analyze:

• First touch direction 
• Scanning before receiving 

• Body shape 
• Timing of runs 

Clip example: 
Attacker receiving under pressure 

 Small Group Relationships
Focus on connections between players.

Examples:
• Outside back + winger combinations 

• Midfield triangles 
• Center back partnerships 

Clip example: 
Fullback overlapping vs underlapping decision 

Team Tactical Structure
Examples:

• Defensive compactness 
• Pressing triggers 
• Build-out patterns 
• Transition shape 

Clip example: 
Team pressing sequence.

Three Layers - Analysis

Film should drive training design.
Example:

Film shows problems with defensive transition.
Next training session focuses on:

• Transition games 
• Recovery runs 

• Pressing triggers



EXAMPLES OF 
REVIEWS - (the good stuff)



• Reality   
• Both    
• Recognize 
• Defend    
• Attack     

• Organization  
• Discipline 
• Emotional 
• Physical   

• Starting 
• Good  
• Find  
• Deliver      

Transitions

Wide Play

Defensive Shape



In Person



3. Defensive Shape - Discipline





Couple years later of training movements for crosses



HIGH LEVEL EXAMPLE - IMBED IN THEIR REVIEW



YouTube / Keyframe Reviews .45 / 4.30



4. Wide play - Final Third Actions

1. Wide   fi  



2. Scouting
• In Possession 

• Out of Possession 

• Transitions  

• Restarts - Mentality • Video platforms (Imovie / HUDL) 

• Sharing Libraries 

• Presentation Apps 

• Find your rhythm - work plan





5.50



3. Training / IDP / Evaluations

Individual

 Individual Player Development
Film is powerful for individual feedback.

Best practice:
Share 2–3 clips per player.

Too many clips overwhelm players.

 Player Ownership
Encourage players to analyze their own film.

Ask players:
• Identify their best moment 

• Identify one improvement moment
This builds game intelligence.



Allowing opponent to switch - keep one way 

Midfielder IDP



Allowing opponent to switch the POA 
Show player - create exercise to train





Find the right platform / system that creates short clips

4.  Highlights / Recruiting



Do’s

• Put the best clips at the beginning 

• Have a title page with important info (name/#/email/position/grad year/etc.) 

• Clearly identify player with an arrow or circle 

• Show technical, physical and decision making highlights with realism 

• Show a variety of actions 

• Keep it short 3-5 minutes - Only use longer clips if heavily involved 

• Send a complete link to the game

As a former scout and college coach



Don’ts

• Use quality video that is easy to see - grainy and distorted video is not recommended 

• Keep the music simple and appropriate 

• Don’t alter - speed up / slow down the video  

• Don’t repeat clips  

• Make sure they can clearly identify you on the clips 

• Don’t highlight unsportsmanlike behavior 

   



Recap

Film is a teaching tool - Not just for evaluation 

Common mistakes - use of film

• Too long - too many clips - not specific 

• Over analysis - too many mistakes 

• Places blame and no solution 

• Doesn’t connect to training / game model

Good use of film

• Matches game / training 

• Provides solutions 

• Improves decision making 

• Gives players ownership / accountability



Reflection

        
“How long are your typical film sessions?”

        
“What is the biggest challenge you face with film?”

        
“How many clips do you usually show players after a match?”

        
“Do your players watch film independently?”

        
“What decision-making moments do you think are hardest for players to see in real time?”

If you remember one thing from this - what is your 
idea of how you want the team to play?  Go from 
there!!!





THANK YOU!
QUESTIONS?
Happy to do demos


