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Coaches and Managers:  

• Please ensure you register online as a Coach/Manager at www.playfootball.com.au 

ASAP. This MUST occur PRIOR to the commencement of training. 

 

• Your current Working With Children Check MUST be included when registering 

online as a Coach/Manager. The Working with Children Check (WWCC) is a 

requirement for anyone who works or volunteers in child-related work in NSW. 

 

Mini-Roo’s Coaching Online Workshop 

Wednesday 23rd March – 6.30pm 

Meeting link :  https://us02web.zoom.us/j/82536069765  

 

Club Contacts: 

Coaching Coordinator Contact: Roland Wunsch Mobile: 0411 312 545 

Club Secretary: Reg Moran  Mobile: 0410 573 796  Email: ibgardens@bigpond.com  

 

 

 

http://www.playfootball.com.au/
https://us02web.zoom.us/j/82536069765
mailto:ibgardens@bigpond.com


 
 

MINIROOS (U6 – U11) – MATCH DAY INFORMATION 
 

Maximum Number of Players and Substitutes 
that can participate in a match. 

• U6 – 7 players (4 Field + 3 subs) 
• U7 – 7 players (4 Field + 3 subs) 
• U8 – 11 players (7 Field + 4 subs) 
• U9 – 11 players (7 Field + 4 subs) 
• U10 – 14 players (9 Field + 5 subs) 
• U11 – 14 players (9 Field + 5 subs) 

Interchange will be per FFA MiniRoo regulations 

Players may be rotated on and off the field at any 
time during the game. A coach/parent may make 
substitutions while the ball is in play, ensuring 
the player is off the field before the substitute 
goes on. Equal playing time should be a priority 
ensuring all players regardless of age, gender 
and/or ability get to take the field. 

Regular rotation of players is key. Kids don’t 
register to watch football – they just want to 
play! 

If there is space on the sidelines, substitutes 
should be encouraged to set up small-sided 
games or practice their skills in a designated 
area, not interfering with play. 

Borrowing Players 

All U6 to U11 players are to be placed in the 
appropriate age group only and are eligible to 
play in any team within the age group, or an 
older age group no more than two years above 
the age group to which he or she is entitled to 
register. 

Note – There is no maximum number of players 
who can be registered per team, however teams 
must comply with the maximum number of 
players, which can participate in a given match. 

Match Duration 

Two equal halves. The time for each half: 

• U6 and U7 – 20 Minutes 
• U8 and U9 – 20 Minutes 
• U10 and U11 – 25 Minutes 

All games are permitted a 5-minute half time 
break. 

Player Equipment 

Jewellery / Earrings / Piercings – are not allowed 
to be worn on the field. Taping them is not 
permitted. 

Sport Spectacles – Only approved sports glasses 
must be worn during games. They must adhere 
to the FSC-Junior – Glasses, Spectacles, Sports 
Goggles and 2021 Competition Regulation 2.6.5. 
In junior competitions, any player that requires 
to wear glasses to play must obtain 
documentation from an optometrist indicating 
that the glasses worn are sports safety glasses 
to play football. 

Clash of Colours – Clubs are permitted to allocate 
an alternative coloured shirt for their teams. In 
the case of a colour clash between two 
teams/clubs then the team not wearing the 
club’s first choice (main) strip will be required to 
change or wear bibs. 

In the case when there is a colour clash and the 
team is wearing their clubs first choice (main) 
strip then the Away team must change and wear 
their clash kit or bibs. 

Match Officials 

It is the Home Grounds’ responsibility to appoint 
to each “Zone” used for MiniRoo matches at 
least one Jacketed Official. 



Game Leader and Instructing Referee 

Game team leader can be a club official, parent, 
older child (13+) or beginner referee (13+). 

Number of game leaders allowed on the field 

• U6 – 2 Game team leaders 
• U7 – 2 Game team leaders 

In U6 & U7 matches - a coach from each team 
shall be allowed on the field to instruct players; 
one of these coaches will be the game leader. 

In U8 to U11 matches, one game leader or 
instructing referee will be permitted on the field. 
Team Officials will remain off the field unless 
they are the game leader or instructing referee 
appointed by the Match Day Supervisor. 

Positioning of Game leaders on the field 

• Not too close to players and action 
• Behind the play at a reasonable distance 

and not in goals 
• A good practise is to run along the 

touchline on opposite sides of the field. 
• Game Leaders are not to take extra 

people on the field with them eg 
younger sibling and should not take food 
or drinks on field. 

Field of Play 

• U6 and U7 – 30m x 20m 

• U8 and U9 – 40 to 50m x 30 to 40m 

• U10 and U11 – 60 to 70m x 40 to 50m 

Exclusion Zones 

Teams are to retreat from a goal kick/goalkeeper 
restart. 

• U6 to U9 – Teams retreat to the halfway 
mark. 

Offside Rule 

U6 to U9 – There is no offside in these age 
groups, but deliberately placing of players in an 
offside position is contrary to the spirit of the 
game and is to be discouraged. 

U10 & U11 – The offside law will be introduced 
in this age group as a basis for game. The 
application of the Law will be for deliberate or 
blatant offside. 

Team Sheets 

If all details are correct sign the team sheet. If 
there is an issue, record on the back of the team 
sheet and report this to your club who will need 
to follow the issue up with FSC. 

Scores will assist the FSC Competition 
Coordinator in assigning the draw for teams of 
similar ability to appropriate team groupings. 

Note – Scores are required for U8, U9, U10 and 
U11 matches but will not be published or 
contribute to a competition table. 

• 
 

for U10 & U11 is 10m x 20m 

Exclusion zones can be marked using domes on 
the sidelines to assist coaches, players and 
referees. 

U10 & U11 – Teams retreat 15 metres 
from the penalty area. Penalty area size 



Session 1 
Start Game – 15 Minutes 
Organisation/ Explanation 
 
Relays 

• Each player starts with a ball and dribbles 
around the marker 

• Next player goes once first player returns 
 
Guidelines 
 

• Avoid long queues  
• Give drinks breaks where necessary 
• Exercise can be used with and without the 

ball 
• No more than 3 players to a line 

Diagram 

 
 
Middle – 20 Minutes 
Organisation/ Explanation 
 

• Set Up triangle 10m – 12m long 
• Object of the game is for the teams to 

gather as many balls as they to bring back 
to their nest. 

• Once all balls taken from the centre, players 
can then collect from each other’s teams.  

 
• Players to dribble the ball back to their 

nests 
• Players cannot stop balls being taken from 

their nest. 
• No tackling or defending 
• No hands, Feet only.  

Diagram 

 
 
 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Length 20m, Width 15m 
• 2 goals on each end line  
• No Goalkeepers 
• Goal scored in either of your opponent’s 

goal 
• Encourage players to shoot as often as 

possible 
 
 
 
 

Diagram

 

 



Session 2 
Start Game – 15 Minutes 
Organisation/ Explanation 
 

• 10m x 14m area. 5 players avoid one player 
(tagger) who has the ball in their hands. 

• Tagger attempts to tag other players, if 
tagged, player is stuck in the mud and stand 
with their legs wide apart until a team-mate 
crawls under the legs 

•  Game played by running with the ball in 
hands progress into dribbling ball on the 
floor. 

• Rotate tagger every 1 minute 

Diagram 

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Two teams split up as shown. Each team 
starts with equal amount of footballs in 
their ‘safe” 

• Game starts and one player ‘thief’ takes a 
ball and passes it across to their team-mate 
who then passes it to the ‘collector’ as seen 
in diagram.  

• Opposite team does the same and winning 
team will be the team with the most 
footballs in their ‘safe’ 

• 2 minute games. Keep score on who wins.  
• Rotate the ‘thief’ and ‘collectors’ 
• Change direction of the game to work on 

both left and right foot. 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Length 15m – 20m  
• Width 15m  
• Goal, (mark 4 or 5 gates of 1m-2m width in 

the area) 
• To score a goal, pass the ball through any of 

the gates to a team-mate 
• This game encourages passing 

 
 

Diagram 

 
 

 



Session 3 
Start Game – 15 Minutes 
Organisation/ Explanation 
 

• Player starts with a ball and dribbles around 
first cone then to the second cone and 
returns.  

• Team-mate waiting in the line starts only 
when first player has returned with their 
ball.  

• Players to use both left and right foot to 
dribble the ball around the cone.  

• Players to use inside and outside of the foot 
to move the ball around the cones. 

• Encourage a competition element, ie, first 
team to complete relay 2 times gets 3 
points  

Diagram 

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Field size 15m x 15m  
• Players in two teams dribble ball inside the 

square.  
• On the call of ‘empty it’ by the coach, both 

teams compete against each other to ‘kick’ 
out opponents ball out of the square.  

• Winning team is the team who has players 
remaining in the square with their ball.  

 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Length: 20m , Width: 15m  
• Goals: 2 goals on each end line 2 metres 

wide.  
• No Goalkeepers 
• Goals can be scored in either of the two 

oppositions goals.  
• Encourage players to shoot as often as 

possible 
• Encourage players to spread out and find 

space to receive the ball.  

Diagram 

 
 

 



Session 4 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Players get into pairs, one designated as 
‘leader’ and the other as ‘follower’. 

• ‘Leader” moves around the playing area 
changing speed and direction.  

• “Follower” copies everything the ‘Leader” 
does.  

• Change roles frequently and pairings.  
• Encourage the players to be creative and 

perform as many ball mastery skills moves 
as possible.  

Diagram

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• 10m x 7m playing areas.  
• Players play 1v1 on each mini field as 

illustrated. 
• Players score by dribbling ball over the end 

line. 
• Set playing areas up so there is space in 

between to avoid any player collisions.  
• Rotate players regularly. 
• Play maximum of 1-2 minutes games only. 

 
 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: Length 20m x Width 15m. 
• No goals. 
• Usual game rules apply. 
• To score a goal, players must dribble the 

ball over the opponents end line. 
• Encourage players to dribble the ball as 

often as possible and to take players on in a 
1v1 situation. 

 

Diagram 

 
 

 
 



Session 5 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Each player starts with a ball and 
dribble around the markers as 
illustrated 

• Once player has returned, next player 
can go and repeat.  

• Vary the exercise by having player at 
each end of the relay as illustrated.  

• Encourage quick ball movement 
through dribbling and close control.  

Diagram 

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: 10m x 14m  
• Players dribble around with a ball each  
• On coaches call of ‘shark attack’ tagger 

looks to kick as many balls out of the 
grid as possible in 30 seconds.  

• Rotate the ‘shark’ so that everyone gets 
a go at defending.  

• Encourage players to keep close control 
of the ball and to find space to get 
away from the ‘shark’ 

 
 
 

Diagram 

 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing Area: Length 20m, Width 15m, 
Gate, 2m03m apart. 

• Players score by passing or shooting 
through wither side of the gate. 

• Encourage players to find space in which to 
pass or dribble the ball.  

• Just let the players play, do not stop the 
game to correct player positions.  

• Play with or without goalkeepers.  
• Play 3-5 minute games and swap players in 

and out of teams. 
 
 

Diagram 

 
 

 



Session 6 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• 2 players without a ball links hands 
and move around playing area trying 
to kick other players balls out of the 
grid. 

• Players with the ball avoid having their 
balls kicked out of the grid.  

• Change the chasing pair when 
everyone is out. 

• Change the chasing pair after a certain 
amount of time. When a player has 
their ball kicked out, they return to the 
game until time is up.  

Diagram 

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: 7m x 10m. 
• Set up four small gates – two cones 

about 2 metres apart. 
• Players keep possession in their pairs 

and look to play the ball through the 
gates to score a goal.  

• Winning team will be the team that 
scores through all the goals or who 
have scored the most goals in a set 
amount of time ie 2 minutes 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing Area: Length 15m, width 25m  
• Goals: 2 goals (2m wide) on each end 

line. 
• The game is designed to develop 

awareness.  
• Allow the players to play, no stoppages 

to correct position. 
• Encourage players to find space.  

 

Diagram 

 
 

 



Session 7 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Each player starts with the ball and 
dribbles around the cones as illustrated.  

• Once player returns, next player goes.  
• Get players to use right foot only. 
• Get players to use left foot only. 
• Get players to use inside of foot only. 
• Get players to use outside of foot only. 
• Add competition element. 

Diagram 

 
 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: 15m x 15m.  
• Players dribble their balls round the 

outside perimeter of the area. 
• Call out colours and the players dribble 

into the square, around the cone of that 
colour and back outside the square.  

• Winner is the first one back outside the 
square with their foot on the ball.  

• Get players to use right foot only. 
• Get players to use left foot only. 
• Get players to use inside of foot only. 
• Get players to use outside of foot only. 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: Length 15m-20m, Width, 
15m  

• Goals: non, mark out 4-5 gates of 1-2m 
width apart inside the playing area. 

• To score, dribble the ball through any 
one of the gates. 

• Encourage players to dribble as often as 
possible. 

• Players cannot score in the same gate 
consecutively.  

Diagram 

 
 

 
 



Session 8 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• 2 players ‘collectors’ link hands and move around 
the area trying to kick other players balls out of the 
area.  

• When a player’s ball is kicked out, they 
immediately join hands with the ‘collectors’. This 
continues until only one player is left with their 
ball who will be declared the winner.  

• Rotate the ‘collectors’.  
• Get players to dribble with right foot only and left 

foot only and both feet. 

Diagram 

 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area: 10m x 7m (field is short and wide as 
illustrated) 

•  Two gates set up on each of the end of the playing 
areas. (as illustrated) 

• Players play 1v1 and to score must dribble the ball 
into either one of the end gates.  

• Keep rotating opponents regularly.  
• Encourage players to be creative and be brave.  

 

Diagram 

 
 

 
End Game – 20 Minutes 
Organisation/ Explanation  
 

• Playing Area: Length 15m, Width 20m.  
• Goals: None  
• Usual rules of a game apply.  
• To score a goal, players must dribble the ball 

across the opponents end line.  
• To score 2 points, players dribble the ball in the 

set-out scoring boxes as illustrated.  
• Encourage players to dribble and to take players 

on a in a 1v1 
 
 

Diagram 

 
 

 



Session 9 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Each group starts with 1 ball. 
• Player 1 dribbles the ball to marker 1 and leaves 

the ball there and returns to tag player 2.  
• Player 2 runs and collects the ball and dribbles it to 

marker 2 and returns to tag player 3. 
• Player 3 runs, collects the ball and dribbles it 

around marker 3 and brings it back to the starting 
point.  

• Change player numbers regularly. 
• Get players to use right foot only. 
• Get players to use left foot only.  

Diagram 

 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing area 7m x 10m.  
• Players with a ball each dribble around the playing 

area. 
• Each player attempts to kick the other players ball 

out of the playing area whilst keeping their ball 
under control.  

• Players must be careful not to have their ball 
kicked out whilst they try and kick someone else’s 
ball out.  

• If a player’s ball is kicked out, the player must 
leave the area immediately without kicking any of 
other balls out.  

• Winner will be the last player in the playing area in 
possession of their ball. 

Diagram 

  
 

 
End Game – 20 Minutes 
Organisation/ Explanation  
 

• Playing Area: Length 15m, Width 20m.  
• Goals: 3 goals at each end of the playing area.  
• Normal game rules apply. 
• Encourage plays to shoot as often as possible.  
• Encourage players to find space.  

Diagram 

    

 



 
Session 10 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• One ‘hunter’ chase players and try to remove the 
players tails from their shorts.  

• If the players tails are taken, they then become the 
‘hunter’. 

 
Progression 
 

• The ‘hunter’ dribbles their ball whilst trying to 
remove the other players tails. 

• Players with ‘tails’ dribble their balls while trying to 
avoid the ‘hunter’ 

Diagram 

 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Players dribble around the playing area.  
• Players perform an instruction given to them by 

the coach whose instruction starts with ‘Simon 
Says”. If instruction doesn’t start with “Simon 
Says” then players continue to dribble. Whose 
listening, whose not!!! 

 
Tasks to include 

• STOP – Stop the ball dead with foot on ball. 
• TURN – Quickly go the other way. 
• OUT – Run outside the square and put foot on ball. 
• LEFT – Dribble with left foot only. 
• RIGHT – Dribble with right foot only.  

Diagram 

 

    
End Game – 20 Minutes 
Organisation/ Explanation  
 

• Player Area: Length: 20m, Width, 15m.  
• Goal: End Zone as illustrated 2m x 2m. 
• To score a goal, team must play the ball into their 

teammate located in the end zone who must 
control the ball within the end zone area. 

• There are no goalkeepers. 
• Rorate players in the end zone every 1-2 minutes. 

 
  

Diagram 

   

 



Session 11 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Each player starts with a ball.  
• Player 1 dribbles the ball through the middle gate 

and then around the far cone and back through 
the gate as illustrated.  

• Once the player has returned the next player goes.  
• Increase the difficulty by varying the size of the 

gate in which the player has to dribble through.  
• Encourage players to use both feet whilst 

dribbling. 
• Add competition to see what team can complete 

relay the fastest without touching any cones.  

Diagram 

 

 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• 2 players with a ball, 4 players without a ball. 
• Players with the ball dribble around the playing 

area whilst the 4 without the ball move freely 
around.  

• Players with the ball look to pass to any free 
player without a ball.  

• Players are encouraged to move around 
throughout the playing area to either pass the ball 
or to receive the ball.  

• Encourage players to communicate to each other 
and find space where they can receive the ball. 

Diagram 

 

    
End Game – 20 Minutes 
Organisation/ Explanation  
 

• Playing Area: 20m, Width 20m. 
• Gates: 4 gates 1m-2m wide inside the playing area.  
• Players can score by passing the ball though one of 

the gates to a teammate.  
• This game encourages passing and supporting.  
• Encourage players to find space and to move 

constantly to receive the ball.  
 
 
 
 
 
 
 

Diagram 

  

 



Session 12 
Start Game – 15 Minutes 
Organisation/ Explanation  
 

• Playing area: 10m x 14m. 
• Players dribble their balls around the playing area. 
• A ‘chaser” is nominated, and they try to tag other 

players whilst keeping their own ball under 
control.  

• Rotate through so all players have a go at being 
the ‘chaser’.  

• Add a competition, how many players can the 
‘chaser’ tag in 30s - 1 minute? 

 

Diagram 

 
 
Middle Game – 20 Minutes 
Organisation/ Explanation 
 

• Playing Areas: 10m x 7m. 
• To score, players must hit the target to get points. 
• Targets can include, cones, poles, water bottles, 

balls.  
• Players receive 1 point for every target that is hit.  
• Encourage players to strike though the ball with 

both laces and also with inside of the foot.  
• Get players to strike the ball right foot only. 
• Get players to strike the ball left foot only.  

 
 
 

Diagram 

 
    
End Game – 20 Minutes 
Organisation/ Explanation  
 

• Playing Area: Length 20m, Width 15m  
• Goal: Triangular goal, 2m-3m per side and set up in 

playing area as illustrated. 
• To score, players must shoot or pass through any 

of the 3 sides of the triangle.  
• Initially players can score in any of the two 

triangles.  
• Progress this so each team has a designated goal.  
• Defending team can defend the goal from outside 

of the playing area.  
• Encourage players to shoot and pass as often as 

they can from different angles to try and score.  
• Encourage players to find space to receive the ball. 

 

Diagram 
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