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Evaluation principles for players and coaches



EVALUATION FRAMEWORK 02

We evaluate the whole player
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PLAY PROACTIVELY IN ALL FOUR MOMENTS
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PLAYER EVALUATION | 3RE 5F{d | :BF5Fi 03
1. Attack
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Actively receive the ball and play towards goal.
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I ENGLISH * Actively ask for the ball.
» Scan forward before receiving.
* Play forward whenever possible.
* Create a 2vl.
* Use teammates between or behind the lines.
* Shoot when the opportunity is there.

| SRR o TEIEREIK,

« FEIRRI BRI/,

 BEM AR RLEER L,

s BE2H 1M ARER,

o ERMMNEFIR 2B & & HIB K,

o B EREmE. o BB ICR—ILEFEORAD,
« R BHICHIAZHERT %o
cHIETE DL EFFNET %o
« 2¥f1% D<K %o
s JAVHETRIIXBROKAZES,
DB NIFEBWICT 21— EIHS,

CTFA YOUTH DEVELOPMENT PROGRAMME
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2. Defend
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2. 571

Actively win the ball to protect the goal.
7 REIKM, BRERIKE, T-IEFBIHIC, BEIEICR—ILEZEWICTL,

I ENGLISH » Attack the ball. Don't stop in front of it.
e Win the ball when the opportunity is there.
» Work together to regain possession.
* Maintain good Cover & Balance.
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PLAYER EVALUATION | 3RE5F(d | EF A 05

3. Transition to Defence

3. HIEE
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React immediately after losing possession.
KERERIBRIE. R=ILZXR > BRICRIET %

I ENGLISH * Don't stop after losing the ball.
* Try to win it back immediately.
* Stop the opponent from playing forward.
» Transition together as a team.
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PLAYER EVALUATION | 3RE5F(d | EF A 06

4. Transition to Attack

4, B
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Play forward whenever possible. Escape pressure when necessary.

BRI REE | HDERLEEREY, FETEIRSHET 2. BERSTIL Yy Vv —%EET
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I ENGLISH * Recognize opportunities to play forward.

» Avoid forcing an unnecessary turn that gives possession straight back to the opponent.
* Release the ball quickly to a better-positioned teammate.
* Protect possession and avoid unnecessary turnovers.
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PLAYER EVALUATION | 3RE 5Ff | EFF{ Eig 07

Player Attributes
RERE

BFLLTOEE

ADAPTABILITY Adapts quickly to new teammates, opponents and game situations.

BEERET] | ERVEREEMIB R, HFELEFBR,
BOA | HUWRE, 8F. F—LARRICREHEITT %,

RESILIENCE Responds positively after mistakes and setbacks.
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COACHABILITY Listens to, understands and applies feedback from coaches and teammates.

AIEEN | BhER. ERMRIEEERZIRER RO,
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COMMITMENT TO THE TEAM Works hard for the team, supports teammates and fulfills their role.

HEBORA | BEBREN. HEFRLETTECNAR,
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Selection is based not only on football performance, but also on the attitude, learning ability and commitment demonstrated throughout the session.
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COACH OBSERVATION | BiFRE | J—F&= 08

Coach Lens 1 | Attack
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O—FEIE 1| W

| OBSERVE » Does the player actively ask for the ball?
* Does the player scan forward before receiving?
* Does the player play forward whenever possible?
» Does the player create numerical superiority?
* Does the player consistently attack the goal?
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COACH OBSERVATION | BiFRE | J—F&= 09

Coach Lens 2 | Defend
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I OBSERVE * Does the player attack the ball instead of stopping in front of it?
* Does the player win the ball when the opportunity is there?
* Does the player work together with teammates to regain possession?
* Does the player maintain good Cover & Balance?

| E==Ew « RERTTHWEIR, MAZEEKE?
- HIREER, ESREKRETR?
o EEHEBR—RITEIN E D ERIE ?
« BN RPN ?

| BRT3ZE e MR—ILOBITCLEEST, R—ILICFFZ v LTVWEMN?
cEZZHERCR=ILEEN > TVNEM?
o FEIEEH U TR—ILZZEVERLTWVWEH?
e BWAN—=ENTYAER>TWVEN?

CTFA YOUTH DEVELOPMENT PROGRAMME



COACH OBSERVATION | BiFRE | J—F&= 10

Coach Lens 3 & 4 | Transitions
SRR 3600 | WTER
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TRANSITION TO DEFENCE TRANSITION TO ATTACK
SEBRIER R—lE%X - E#® ELOERiEER M—ILZEE>cE®R
e React immediately? ® Recognize forward opportunities?
¢ Attempt to win it back? ¢ Avoid a forced turn that gives the ball straight back?
e Stop forward play? ¢ Find a better-positioned teammate quickly?
¢ Transition with teammates? ® Protect possession and avoid unnecessary turnovers?
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COACH OBSERVATION | BiFRE | J—F&= 11

Coach Lens | Player Attributes
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ADAPTABILITY Adapts quickly to changing game situations, teammates and opponents.

TuREE LT, BOREEF,
ZY 25 —LRR. HE. BFCRBEEDT %,

RESILIENCE Responds positively after mistakes and setbacks.

KRR TR IO e
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COACHABILITY Understands and applies feedback from coaches and teammates during the session.
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COMMITMENT TO THE TEAM Puts the team first, supports teammates, fulfils both roles and maintains effort.
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HOW WE PROCEED | 11T | ST

First Talent Centre Session | Overall Flow

BRESPOES | BEEHRE
106 h L &35S | 24050
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WARM-UP 2y
Approx. 10 min 1098

A ball-rich, game-based activity prepared by each local association.
HEMER SR LEREERIATINED,

OPENING SSG: 4v4 BREE/IMBL T  atia
Three stations x two blocks =UhEE x ZREOS

Rotate through three environments; add one simple change in each second block.
WE—TERE  SUE_ESMA—EEERE,

FINAL GAME RISLETE
Age-appropriate larger game FeFmiBcBLEE

Finish by observing players in a larger, more complete game environment.
REERAEETENLERERRERE,

Dg—=ILF YT
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EHlEE. R—LET—LERLET FREEREDT 5.
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Evaluation lenses = session flow = observation = video review
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HOW WE PROCEED | S{T1R | X8 F ﬁ 13

Block 1 | Warm-up

F—RE | 25
JOv 71| Dx—LFPvF

FROM THE FIRST SESSION: EACH CENTRE DESIGNS AND DELIVERS ITS OWN APPROX. 10-MINUTE WARM-UP

01 BALL-RICH LERBE R—IL%EES

Players should interact with the ball from the beginning.
FIXEN—FAERT &,
BN SEFNR—ILEEDS,
02 GAME-BASED PIBEERE F—hE

Include teammates, opponents, direction or scoring whenever practical.
EO[EEMABKR. HFE. AEEED.
AEELGEET. A - 8F - 7@ - BRe20 5.

03 PERCEIVE-DECIDE-MOVE BE—-YE—-B8 5 - Y - B<

Encourage players to perceive information, make decisions and move. Creative and enjoyable ideas are welcome.
SIEIREREEA. MBHENES  SlEAEREEN A,

BFSEREHE T AL, B<, MBHZEAWVWFA( T 7 EHRLT 3,

Each centre has freedom to be creative within these shared principles. Interesting and effective ideas can be shared across the programme.
HFEMELFRIABENE FEAARMMETEREFEFRIZ.
BUROREZEDL. BEKHRNVEBREEFZ 7O S L2ETHET %,
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HOW WE PROCEED | i{TA2 | ¥ ﬁ "

Block 2 | Opening SSG: 4v4 Rotation
EoREER | ERERaHE L ERE

JOw 72 | BHIOSSG : axaO0—F57— 3>

THREE STATIONS e TWO BLOCKS AT EACH STATION « BLOCK 2 ADDS ONE SIMPLE CHANGE
=i | SnWEE | FOSINA—ERERL / 3A7—¥ 3| &2FK | 2KBICE{LE—2EN

01 DIRECTIONAL GOAL GAME 73 AP LT ARDHZI-ILT—LA
02 FOUR-GOAL GAME P9ERFILL B i e |V RN
03 ASYMMETRIC DIRECTIONAL GAME IEHBARELLE FERIRDAET— L

REFERENCE ONLY U9 25x20m 4 min x 2 Ull 28x22m 5minx2 vui3 32x24m 6 min x 2

Block 1: normal game. Block 2: add one simple constraint or scoring reward to promote learning and observe adaptability.

F—OEREFLE | F_RIANMA-BEERFNFIER, LUeES2BWHREREE,
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HOW WE PROCEED | $\{Tii12 | ¥ 15

Block 3 | Final Game

BoRER | RIELLE
TRy 3| Bk —L

CATEGORY FINAL GAME REFERENCE SIZE PLAY TIME

U9 6v6 incl. GK 40x30m 6 min x 2

Uull 7v7 incl. GK 50x35m 8 minx 2

Uil 8v8 incl. GK 60 x 45 m 10 min x 2
NORMAL GAME EIRST Use the normal game as the default. Add one simple constraint only when it supports a clear observation or learning purpose.

RA EREELE | EEREEREHERNSTENE, MA—EBHERS.
BET—LZERE L, BESER - FEENDI'HZBR0HABELFNZ—2MZ 5,

Sizes and times are approximate starting references and may be adjusted to numbers, level and available facilities.
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SUPPORT COACHES | SZiB##& | iR—bkO—F Eﬁg 17

Local Support Coaches | How you can help

MEZEEE | B A U
O—AIYR—rd—F | BEBEWVWLWEE

01 ORGANISE Prepare the pitch, equipment, groups and rotations.

PyF. AE. JIL—7 O—-F—vavek#ETa,

02 EXPLAIN Give short, clear and consistent instructions.

HUfSE. BRH—ERAARAR,
BECHRBIC, IRTOVIL—FABUIL—ILEFHIBT 5,
03 MANAGE Referee the game, maintain flow and support player safety.
HITRY, HEHERBILERKERS,
LZxY>d F—LitfT. RLEREHELT D,
04 RECORD Record the score, one or two notable player numbers, and the specific reason.
ok, —EMUESIENKERBREEER,
B, RG> cBEF1280FS. BEFNLGERELHEI 5.
Support-coach notes provide valuable reference for the post-session and video review.
XIRHIRAVCER F AR BRI R RERNER S,

HiR—hI—FOREFF. FEHERORDED EREEFICBISEELSELT 5,

Coach assessment is not the primary purpose. Contributions may sometimes be considered as a positive reference for future coach development and programme involvement.

REBREE BRI IEEITHHRRET
1—FHHBREENTIES D EEAD, 5
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OPERATION | S4{T /R | SE2/RE & =

Record every selection game whenever possible

ERFATRBRRATEEIKLE
HEEARD. INTOBRES—LERET 3

Video review is an essential safeguard when one evaluator must assess multiple categories across ten regional centres.

B AL EREEHEME RO iR, SHEERZEEZENRERET.

01 REVIEW DIFFICULT DECISIONS ERTEARE L FIERRE YUMTHYEE U WRF % IR

02 REASSESS LIMITED OBSERVATIONS BfHMLRSBREAEHNIKE RS THHMCRSnNGh - cRFERET
03 REDUCE THE RISK OF OVERLOOKING TALENT BEERTRBEEAT NER ERH5FMEZERFOBEFORELELERST
04 SUPPORT CONSISTENCY ACROSS 10 CENTRES MERF AR P OEHME R —2E 108 R DFHlIC—BiEZ Kl d

05 ENABLE FUTURE MONITORING & RE-EVALUATION XERFEHEEBR S kimERY R E RN & R RICERT %

EQUIPMENT | Veo or an equivalent elevated wide-angle recording system.
%1% | VeoSiFIZHRRBEA R AE: | TAYBIR BB R B,

B | VeoX IcXEFDER - EBKEI AT L, BFESET—L2KOBEEERTES I &
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CONNECTED PATHWAY | :EEEE | DM 5 REE ﬁ 19

One Connected Player & National-Team Pathway

BRI RIETEARBHN—E{ LT
BFEREARRF—LEDRS—DOORE

WEEKLY MONTHLY EVERY 2—4 MONTHS*
REGIONAL TALENT CENTRE BIG POOL NATIONAL-TEAM ACTIVITY
b EIE RO ik Y P % KBIAFit g d—l R=RBCES REED
DEVELOP HABITS SHARE NT CONCEPTS TACTICAL INTEGRATION
EETE BEEET3 9 HEREES REIVETRE > ) WIS
MATCH & RE-EVALUATE MIX REGIONS MULTIPLE OPTIONS
HE - B S8 - B BEEES S A TIE 2EEE EHORRE
EXPLORE ROLES OBSERVE ADAPTATION TOP-LEVEL PATHWAY
B BRI HEEE BIGEE

B ELS BE by TAOEERE

TALENT CENTRE -» BIG POOL -> AGE-GROUP NATIONAL TEAMS -> SENIOR NATIONAL TEAM / TOP LEAGUE

RN PO > KBAT I > BEHAREK > RARER /TEEBHE / ML Ery > Ev I 7—l > FRIREK >ARE /by TV =7

*National-team activity frequency depends on the available budget.
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CALENDAR PROPOSAL | {THERE | AL F—=

Monthly Observation & Development Cycle

FHABRRAEEEIR
REOEHER - BEY17)L

WEEK 01

TRAIN

Bl

il
~
N

Visit 2 centres

HEEE,

A ERE

WEEK 02

MATCH DAY

=4 4= XHE

2 matches / 4 regions

215/ atiiE

25E - althig

WEEK 03

TRAIN & REFINE

e A - 3

Visit 2 more centres

BAREEES

S5 RRE

o =

WEEK 05*

BIG POOL
KBAFE Ev 77—l
2 hubs preferred / 3 possible

LLRigERES /3R ENT]

22BEE /3BT

Maintains national-team concept sharing and observation between less frequent national camps.

Use a fifth-week slot where available; otherwise replace one regular Talent Centre day—do not simply add load.

B 1[B]DBig Pool TR EBDEZMTT S, FH5ED é B UL R,
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BIG POOL CONCEPT | KB A Fithi18 | Ev 77—l Eig 21

Big Pool | The Bridge to Better National-Team Activity

ARBATE | RARKREESmERNBR
By 77— | KREZGHDEZEH B

A MONTHLY NATIONAL-POOL TOUCHPOINT BETWEEN REGIONAL TALENT CENTRES AND NATIONAL CAMPS

BA—RX, ERMEZIFOLEACKREREN / AiE #ENL Y ERREBE DL

01 SHARE THE CONCEPT 02 OBSERVE A BIGGER POOL 03 RAISE CAMP QUALITY

HEREES KE\IVEILEHE BREAATE EWI—IL%ER3 EALKIRE REEGBOEEZ LTS
Secure regular time to introduce and reinforce Mix players from different regions and observe National camps can spend more time on tactics,
national-team principles. adaptation and combinations. roles and match preparation.
7E 2R A @ b AR R A, BEESIRE, HEEERBE. KEREINTEEZ RERARER. AGHELEERE,
HKEREAEEANICHEST - %k 3. HiSE0RFEHEL, BLEHESEERS, KREBEEEN. &8, A8ERICSI<LFEAS,

ACCESS MODEL Preferred: 2 regional hubs so national staff can observe both within one week. If travel access requires it, 3 hubs remain effective.

F—x  2FEEERN ARKBIRUEEATHARHRE | IREFTKES, 3BITEAL.

E—Ridmh. ARAFyIZMEETRAZRETE 2, 77 EALRELS3IZHTH T AICEET 3.

CTFA YOUTH DEVELOPMENT PROGRAMME



IMPORTANT NOTE

These are valued behaviours, not fixed answers.

% BEMAERNTS, MAREEER.
S $FFHES BB TH D, BESNIEXTESD EtA,

Players are encouraged to:

ElcRHB L

¢ Read the game.

e Adapt to changing situations.

¢ Make their own decisions.

¢ Find the best solution for the team.

- RIFELE,

« BEAETR{LAVEIR.

o {5 B S RYHIER.

¢ REIGR ERERRT X,

« LT BRRITEILT %,

« BES¥IHTT 3,

e F—LILE>TREBOBREZR DT,

Our role is not to teach one correct answer, but to develop players who can recognize, decide and solve problems in the game.

ZFNABTRRE—ER, MEEER TJ:IZ%EF'E%,T“ Rl SR FE RERVER B o

. BRTEZBIEBETCEIL T,

FAcBEOBRANIE—DEREHZI ST ETIIERLS, F—LOPRTERAL.

There is no single correct solution in football. We value players who can recognize the game, adapt to the situation, and make the best decision for the team.

BRI BME—FHEREE, FHFIERER tt% EEEIE, Jt?%lﬂ%‘i{ﬁiﬁﬂ—{x#lﬂgﬁﬁ’]

CH—DERIEHDELA. F—LEZFZAL. WRICHEIEGL, FoAILE > TREOHENT




