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Coaches are always on the ookout for new ways 10 make thewr coaching Ses510ns more enjayable and
engagang for their players. They are constantly looking for actrwbies that Daoth challenge and motnate the
plavers they coach

All too often coxches don't aherays have the time 10 create new games and ang just gia 0 1or somoonss 1o give
therm a few ideas to keep therm going

This book is-a collection af favourite games, some whisch | have designed and others that have Deen shanic by

experenced coaches 've met along thulr vy i My capacity as Games Manager

The book is organised so you can queckly find the games you arg lgoking for with each chapler dedicated to a

cpecific category. The categones ane chasing. target, cour hiald, and part/Tull Invas:on games

The gamees in "(aive us 3 Game” can be used by coaches of all levels and ages and ane cesigned (o bl Sa6Hy

follewed, The book provides a multitude of games that you can incorporate into your training Sessions. | hope

wou find this book a valuable coaching resounce




intfroduction

The one thing that all players want and crave is to play a game. How many times have you heard plavers say they
lewe playing games and hate training. Wl that doesn't have to be the case, training can be enjoyable and still
pronede the learming experiences that develop and maotivate plavers. This can be dane :-\.rgug!-, a games related
approach to coaching. This book contains over 200 game activities approptate for all ages and abilities. Using
varnous methads of adapting the games the coach can impeove the technical and tactical abiity of the plavers
Players of all ages and abilitkes want 1o be axcited, ¢ hallenged and actve while they learn to play the game

“Give us a Game™ has six chapters. based on the tpe of game addressed. The first chapter presents basic chas i
gormes, ideal for warm ups and vounger plavers, Chapters two to six includes: target gamas, court, field, part and
full invasion games. The game finder is a quick guide to help you locate the appropriate game for your training
sess5ion, keep in mind that although a game might not appear in the category of football o hurling, you may be able
to madify it for the game you want to play. All of the games have additional variations which mean there ane a hot
mare than 200 garmes in this book

Benefilts of games

The reasan we play games is to get players to work fogether as a team and understand what to do, how ta da it
andd whien 19 do it A game provides increased opportunities for plavers to make decisions and Lalve prablems. The
traditional method of teaching skills and developing plavers was through drills and tralnmg routines: The drasback
of this approach was that when the skl is learned it then had 10 be transferred 1o the game situation. Mot onby do
the: players learm the skill but they also leam where and when it fitg inle the gama.




The Games m this book are categonzed in Several ways according to the format in which thay dne played and their basic
garmes structure, Regardless of how a game is categonsed, there is a simple gaide 1o remember the difference between
a game and a training dril, These can be remembered by using the acronym GAMES

B

Boal

While a drill focuses on learning a skill through repetitiveness, a game
narmally has a goal or a target that the player tries to meet. This could be a
score of a set number of passes or a target to hit.

RActive Learning

This is where the players are actively engaged in solving a particular
problem or challenge. This could be a full invasion game where they try

to penetrate their opponent's territory and score. It could also be a simple
target game such as football cricket where they try to hit the ball into space
to get as many runs as possible.

Motivation

Every game has a purpose. There is an element of being challenged against
an opponent or against yourself. The challenge could be provided by the
clock, a target or @ competitor. Either way there is a ‘winner'. This provides
the motivation players need to engage in the learning experience,

Enjoyment

Games are fun and show players that learning a skill doesn't have to be dull and
boring. Everyone loves a game. The traditional idea of a game is 15v15. This
bock highlights that there are many different types of games and these can be
adapted to meet the needs of different player groupings. Small-sided games
provide more ball contacts for each player and therefore more enjoyment.

Scores

As opposed to a drill, in a game a score is kept. This provides a purpose and
focus for the players.

Again, this increases the enjoyment level of the players.



The six major categories of games are

Chasing & Fleeing Games
Target Games

Court Games

Fiedd Garnes

Fart Irvasion Games

Full Invasion Games

These categories ane ranked in order of defficuity with full invasion games being the Mot eomphid and difficutt

v
&
D
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Chasing Games

These gamaes involve tagging and chasing e tag where players perform skilts as flesing. and dodging.
Appropriate for warm up acthvities. Any traditional chasing or tag games where plavers can run, turm
and stop safefy and not be cawght. Traditionaily known as Tag or chasing games, imsobee plavers
miawving within a playing area while attempting to reach others andior avoid being reached themsehes

Target Games

The simplest form of game which challenges plavers to use sccuracy and controd to aim into of at
a target. Players score when they successfully throw or strike an object closer to a target than their
opponents. Players have lots of time to perform the task without any distraction from other players

Court Game

Coponents share the same space or are devided by a net ar defined area, this requires pliyvers to
pass or send the ball over an obstache ke & nel of 2one to the oppoasstions aréa. The level of decision
making has increased but is bmited, The use of other skills essential for team work like communication.
anticipation and spatial awareness BECOme Mmofe apaaont

Field Games

atriking and Fielding games are based on the notion of a batter or kacker whao strikes the ball into the
oppasition termtory to elude the fislders and then to use the time to gain score runs, Teams altemate.
The fielding team tries to limit the runs or scones by the striking/icking team and at the same tirme try
o el the coposition plavers cut. Greater decisions have to be made in relation to where, when and
fowe to move or plary the ball and good spatial swareniéss is more obvious.

Part-Invasion

Games requine players to complete o task with imited direct opoosition. Such QaAMES ENCOUFBgE
awareness of time and space but also help develop characteristics of Team Play, e.4. support play
and communication. Part-invasion garmes allow plavers to develop positional sanse, and bmit the
opgedgition that players meet

Full-Invasion

Thia core objective in invasion games is to move into an apponent’s tarritory in order to score. To
achieve this obgective, the players must maintain pessession of the ball, create and use space and
aack o goal (VWerner, Thorpe and Bunker, 1996). Key element with invasion games is the number of
pharyers involved Player = space = time = skill should be adopted to create a learming snvironment




General definition of a game

Games are forms of competitive play characterised by established rules and set goals. At the heart of every game
are challenges and obstacles to overcome. Whether playing chasing games. that challenge players to responc
quickly to signals, swch &% the vikce of the coach or the movements of cther players, these gamds focus on the first
building blocks of physical teracy, agility, balance and coordination (= B.Cs). Plaving games with rules tersds to be
comman after about B years of age, whereas simple play is more frequent in 2 to 6 year-olds. Hurling and Gaelic
Football games are contrived environments that requine very gpecific actions (6 e Successiul

How can we begin a game?

4 game of one team against the other, which imvolves simple rules, can be developed by simply changing or ad ding
differsnt vanoties, YWhat are the things we change or add?

s The numibers invokaed, the area in which we play, making it arower, wider or Changing to 2
different shape

s There are other ways a game changes its focus or aim. For example, how the participants enter the
plindng area: side, back, do sy walk or jog

o Mo the players begin the actnaty @ither mowving, facing avwany Trom each other, arrang at different
tirnes of coming from different directions can all change the type of game played

& The shape of the attack and defence, bunched, ings, Groups circle
& How the foatball ar slictar is introduced, passed, rolled or lobbed

s The key is wie can develop our own games and help players come up with their own ideas for games
All it takes ks a litthe imaginatisn



Practice guidelines

Hased on a reveew o SEart c'e'gdn-s.at-nr gl.i'l:'ﬂl:‘hllﬂ"i. angd athlate developamanl erature. recommendatians for the
optemal number of practice sessions par week and practice length ane provided in table

Limiting practice sessions to 90 to 120 minutes might seem countérintuitive to popular cultural depictions of what it
takes to succeed in sport (&g, we have to train longer and harder than our oppongntst) Table: Recommend Musber

of Weskly Practices and Practice Length

ATHLETE AGE GROUP

Under & years ald
Linder B vears -:-;::I
Linder L0 vears ald
Urnder 12 vears ald
Urider 14 vears old

Uinger 16 years old

MUMBER OF PRACTICES

1-¢ days per week
2 days per week

2 days per woek

£=3 davs per week

3 days per week

J-4 days par wisik

DURATION OF EACH PRACTICE
A5-60 minutes
G- 75 minutes
G0-90 minutes
7590 minutes
7530 ménutes

O0-120 minutes

17 years oid and older 4-5 days per wesk 90=1 20 minutes

Guidelines for teaching the game

s Have an aim or theme and ¢xplain the game

*  Set out the rules and restrictions of the game at the start

* Lot the game begin and observe before making any changes

s Ask vourself is the game warking, if not, modify it

L Yary the level o pressure g, extra defender or attacker, Increase the time

s Always ask your playvers questions during the game. e.g. “What would help vou move the ball quickes?™

s Freere frame the play and replay the e

&  Give players feedback in the form of questions: ask how players think thay did in the game.




STEPP PRINCIPLE

There are diffarent ways you can change the game played to make # mofe challenging for evary player

Space - VWhere the activity is happening. e.q. increasing or decreasing
the area in which the task is performed,

Time/Tempo - Use time to challenge players e.g. 30 seconds let's see
hew many passes you can get. Slowing the tempo of the practice gives
players time to think and perform successfully.,

Equipment - What is being used? e.g. Modify the equipment changing
the size, level and height of equipment.

Players - Who's involved? e.g. Modify the players in pairs, small or
bigger teams.

Progressions - Include adapting the rules of the game to assist with
achieving a certain outcome.

The bevel of challenge can be rassed or decreased in mast. step s the modal which helps you 10 adapt your
activitios to suit the different skill acteoties and needs of your group.

Simply using games in practice is not ensugh. The coach must take steps to make sure that games a9e properly
arganised to ensure maximum plaver development and learning through maximum effort. Some of the impartant
considerations in organizing games include: Every game is governed by a number of conditions and rules that
dictate how the game will be played and which skills and concepts will be highlighted Conditions and rules must
be closeby fallowed; otherwise the game may not halp players accaompl sh the predetermined goals. Conditions
and rules are what separate and distinguish one game from anather. The skill of the coach is CHANGE tho
conditions of the game. Creativity is 8 kéy o keep games and practices fresh and exciting. The types of games
that can be plaved and the rules they are plaved by are limited ondy to the imagination of the coach.,

Change il Example

C Coaching Style Demonstrations, use of questions, role modeds, verbal instructions
H How T Score Rubes

B, Area Size, Shape or surface of the playing environment

M Mumbers Mumber of participants involved in the activity

G Game Rules MNumber of passes and shots

E Equipment Softer or Larger balls with more or lgss eguipment

I Inclusion Everyone has to teuch the ball before the Team can score

T Time "How many,.in 20 seconds’




Team Play Confinuum

STAGE 1 - Under 6
(Learning to master the ball)

STAGE 2 - Under 8 o
(Learning to use the ball well) i) £
Me, the ball and my ¢
friend
2)
STAGE 3 - Under 10 —~ ey
(Learning to play together) ~ »:"!' : ﬁi (3
(g 7 RN
The start of us o8 — oty
Ls =24
STAGE 4 - Under 12 e
(Learning about positions) e,

STAGE 5 - Under 14
(Learning to perform)

The formal phase
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Chasing & Fleeing Games

AGE LEVEL  PAGE

Astride Ball Handling, batance & decision making i
Back to Back : Reactions, poking up & thinking on the spok Ay is
Back to base | Evasion and vision Anvy 18
Ball Agility & Reactions By 19

| Bean Bag Tag Agility & Evasion 4-10 119

| Catch the Train Agility & Teamwark 5-10 15

| Cats and Mice Reactions, evasion & planning 5-10 20

| Cat and Mouse Agllity, evasion and vison 4-10 20
Chase your Partnier Evazion & running with tha ball l-.lﬁ.l'r\,l' 20
Clmn;MEan o Agility, reactions & decision making Mindimg space) 4-10 21
Chaos Carrying the ball, hand- passing & rouch pick ups 410 21
Circle Chase Speed & shadowing o 4-10 21
Coach Tag Reactions, agiliy & evasion 4-10 IE
Commando Shoulderng, bming tackles, hoging & soloing under pressure a-10 22
Crows and Cranes Reactions & agility 4-10 22
Dadge and Tag Luphty & evasion -Ei.n',' 21
Dribbling Circle Dribbling & shadowing 5-12 23
Escape M;;lmd tackling, specd, aghty = Ay 23
Euryw it | Agiity, evasion & decision making ﬁnn'.' 24
| Find the coach Reactions 5.12 | 24

Flick & Strika Tirning. reach & fick 5-12 |24
Follew the leader Reactions and sofcing 4-10 25

| Free Movement Carrying the ball, changling deection &ﬁr'din-g space Ay 25
GO GO GO Speed with the ball and evasion Arvy P

- Here, There Everywhors Reactions & thinkingfdtng quickly faurny 26

- Human tunmnel ball ﬂrganls»a'lim.t;arn wiork & comamunication 5-10 1'_5
Hurling Minefisld Seccurate striking, decision making & scanning for space Err-.r 26
]Ima;l'-l'!l'ﬂa.ﬂjd-"ﬂlli Evasion, scanning & percepbion 5-12 a7
Jaws. Enbizﬁﬁd;:n:nsm & avasion 4-10 i)
Last Man Standing Scanning for playersioones, evasion & control Any 27
Last Person Awake Parception, agility & reactions Ay 28
Mountains and valleys Spaed of movemaent & agihty Ay 28 |
Musical Footballs Agifity, reactions & Ele;bni'ml Wision 5-12 8
On the Whistle Reactions & taking instmection | Any Fat
One Two Three Red Lights | Hopping and soleing the ball at pace & reactions 512 |29 |
Owt of Control | Hopping and soloing at speed. reactions & stopgeng and Ay 29

sharting gquickly

Pick n Run Spead & and evasion Any EE

Poison Ball Accuracy and evasion . Ay | 30




n

—

Rob the goal Soloing at pace. pick up at pace 4-10 =0 |
Rob The Mest Cinbbling, agiity. & scanning By 31 |
Shadow Running Agility & shadowing vy n
SharkTag Speed and evasion 4-10 31
Shgnal Man Reactions & thanking on your feet Any 32
Snatch the Bacon Speed & carmying Aavy 32
Snakes In the Grass Evasion E—_li 3
Stweck i the mud Evasion and agility I.ﬁrrf 33
Subsmarines and Mines Evasion and agility Ay a3
Tackle your it Disciphined tacking & evasian | by 33
Team Ball Pass Passing & looking for space [ 10-Adut | 34
Team Tag Agility and evasion Fe10 34
The leeman Apwvarensas pnd gulck reactons Any 34
To Guard or not to Eurtl Carrying the ball & evasian Ay 35
Turtle Flip Chasing Evasion & vision looking for unturmed players) 5-12 35

Targei Games

SRILLS/GAME SENSE DEVELOFED

AGE LEVEL

All Coned Qut Passing, creating space, aceurate kicksihand passes al the Ay ar
target & defanding
Bambardment Accurate kicks & blockng shots 5-12 ar
Bullsoyn fAccurate hand patsing 4-10 37
Catch and Kick if you Can Accurate shooting on the run & shadowing Any 8 |
Cerede in Cirele Ot Fast accurate shooting & blocking 5-12 3=
Clear The Circle Becurate hook kicking to different targets 5-12 38
Cone Bombardment dscurate and W:a_le shet selection 5-12 3G
Cone Croquat Accurate kick passing Ay 39
End zome Transition from defence to attack using kick passes Any g
Falling Asteroids Thiz game develops accurate kicking and hand passang Any a0
Fend the Goals Aceurabe shoalingHassing b-12 a0
FreafSideling taking duel Sccurate free taking & sdefne culs I6-Adult 40
Gates Garme Creates tha habit of switching the play in players which s .13 41
essential 1 breaking down mass defences in the modemn game
Going for distance Emphasises the importance of the practising leng kicking B-12 41
and siriking to tha players
Golf Hurling Dribling & close comtaol 5-12 41
Guard the Yard This game develops nocurate kick passing Ay 42
Hit The Cona Accurabe kicksng B-12 42
Kick and Tackie Accurate kick passing and discplined tackiing [ LE-Adult 42
Kicking Reunders Aecurate direct kick passes Any 43
Kick to Zone Tirming of runs and the weight of the pass Ay 43
Low ball into the Early defivery to ferwards and off the shoulder runnng Any 43
corner forward
Make the most of the extra man This game develops good decksion making in attacking II 16-Adult 44
SCEMArinG
Monster Badll Accurate kick passing | Any 44
Move the Goals Ball control, first touch & accurate passing | 5-12 a4
Play it back Reactions, striking on the mowe & goalkespar speng low shots Ay 45
Serve up the lce-Cream Sccurabe hand passing & reactons 10-Adult ih




Skitthes Accurata kickingsteking & shot selection 512 | 45
Target Man Early ba#l and running off the shaulder 512 Tas
Through the Legs Accurate passing 5-12 | 46
Torwwer Ball Accurate kicking & blocking kicks 5-12 | 46
WarBall Accurate hand passing 16-Lutult | 47
Court Games
MAME SEILLS/GAME SEMNSE DEVELOPED AGE LEVEL PAGE
Ba on Your Guard Quick passing, acourate strikng & tackhng Ay 49
Bricige Ball Picking the ball wp while moving & finding space 4-10 49
Captains Ball Quick & accurate hand-passing A a3
Chuck it Out Dodging, evasion & vision 5132 50
l':;rl:r:f Forward Dodgetball Accurate hand passing and agilsy Any 50
Crazy Slalkem Solong 01 pace & turming with the ball Ay 50
Crossfire Emart passing. t-min;;.h]h_nc-!.tir;;um" Arry 51
Dodge the Gauntlet Speed. agility, accurate hand pass to moving player 16-Adult 51
Dadga the hand pass Agllity, Speed. Acowrate hind passing LE-sdult 51
Dawn and Back Carrying the ball w pace & peripheral vision Ay B2
Et-ﬂwﬂwl“'nm Accurate kick passing and catching abibty 16-adult 52
Fire Ball s High catcheng & reactions Ay | 52
 Fire Zone Striking on the mave under pressure & blacking shots Sy |53
Fliek The Flies Flicking the sliatar quickly = 5.12 53
Four Ball Battle Quick kicking, catching & handling 512 53
Four Squared hurling This game promotes good first touch and spatial swareness | Any
irv order 1o bast
Frozen Ball Cﬁhlag acowrate hand passing & decision making Ay B
ﬁ;’l-;-ﬂ-i'lflﬂ Ball Hand passing. visson & decsion making Ay 54
Grd Block Aecurate kick passing, catching & bipcking Any 55 y
Hit the Comers Accurate kicking, kick selection, high catch & vision Any 55
Hoopster Hand passing & creating space Ay 55
Hat Shat (Tennts Hurling) Striking first rme & accurate Strikes Any 56
Hot Sun Hand passing & catching Any 56
Kick it Sawve it hih:k;a;;nn wiith sccuracy and catching G-l B&
'Mtﬂﬁ Saolong under pressune, penpheral vision & near-hand taodng 5-12 57
Land Mines Pace, contiol & dibbg 5.12 E’
Mayhem Biribbling, evasion, pesipheral vision ﬂ‘:-f:dla Space 5-12 =1 |
Qwer the Bar Al:n:uraEE_ET'u;tng & high catching Ay i B8 I
Crver the Border Striking first time & sccurste strikes | 512 |58 |
Owver the Rbver — Accurate kickeng, high catching & wision .16 E5 |
Pass the Guards 1 Iar.lm.;;;ﬁnng ball & slnﬂlng-{;nﬁ_t;ﬁth sades Ay =1 |
-F'Hl-lll'li'l" Bail Accurate kicksg, catching & vision 8-18 {59
Protect the Ball Partner Waork Dribbling, dese contral & flicking the sliokr away Ay |59
Siege the Tower Accurate kicking and hand uasa:;h‘g‘l;:;lf-[:[arent targets &-Adult &0
Tq-p of the Pole | “C.arr'ring thie ball under presaure, vision, passing & tackling Ay e
Tr;H: ACcurate passing & vison Ay G
Traffic Jam Carrying the h:lll_g‘r__pm:n vision & mvasion hand EIB‘E-SII'I_E - -5--1-2 | _Eit__|
Two Court Dadge Ball \ision. evasion & catching 5-12 61 |
Up Morth / Dovwn Souwth Decision making, vision, shadowing, camying the bal & shoating | 5-12 Bl I




Wihere's the Goal Decision I'I'Iillil'l'r-a hand pacsing, vision & 1:1-:I:I|n;| | By 52
Working After the Pass To focus the mind of the passer, hand passing & tackling [ Any 52
Your Mumber's Up .H'-eal:.-lm. hand passing & tackling Ay Bd
qi-Ehmuu Carrying the Ball alz-pace.vmm & reactions Sy Ef}- i
dwvi Agcurate smart hand passing & teming to intercept By &3
5 Up &SPY | Hand-passing, an:r:ipan:u;na long kicking . _.3._.-1-,- &3
NAME  SKILLS/GAMESENSEDEVELORED | AGELEW | PAGE |
| Batters Bonanza K-.-r:p-ng eve on the skotar & :1nh:|ng in the alr 5.12 RS
_EI-H_E_IQH Fielding Game | Striking & Catching 5-12 €5 |
Beat the Ball | Scanming and dergcting the ball, fielding and retrieving Ay 65
Beat the Bucket .-ﬁ.l:-:ur:lc-,.- af I:he-‘pa-s; Ay &6
Big Hitter N El:nlung on the ground, mn:rnlhng the shotar & handling | 5:!-2 65
Catch thl Egg Catching and retrieving the I;a.ll B | Aurry | BB
'_Cmy' Kicks Ricking (o space, 'n'IEII:II'I-E-l regctions 512 |67
Empty the Circle Mrtipal:i:;n. dribbiing, ground striking & ground conteel 512 67
Fied and hi-t Timing of the strike and accuracy Ay &7
Field Rounders Striking, catching & irn1i-;;.'~a!|n-; movement off the bal 5-12 =8
“F;w'l:nnur: Strikang I:r:l:hnil:u.u:-_ catching & agifty _ 6-12 -EEI
| Four Hitters Striking & catching 5.12 68
Gﬂikﬂplng ;lna‘;d passingg, shoobing, gua:i:l.;ﬂarn_g_real:llmsﬁ shot 10-Adult )
SIOEDIng |
Hit 4 And Go | Striking, catching & anticipating the mevernent of the outfield | 5-12 6
players
Lang Ball L:mg kicking and mavemant off the ball B-18 =
Ower the Fence Striking and antl-l:lip.atm Ay B 70
Over the Pit Tin'-r-g*anl:l direction of the strike Any 70
Fick up-;ﬁ rum Pickup, reaction & sgility = ¥ ..&.n-,- 70
Quick Rounders Striking, vision & decision making : 5-12 71
rﬂﬂm Wisao, ku‘.:ting-ach-nq & agility B-12 7l
The best kickball game ever Klr_tlnq_catchmq and anticipating of catfeld players .u:-.;-_ = 71
The D'Irllh Long Ball Knrxmq-catchung and anr.n:lua'l;:mglél-i-c-}ﬂﬁellj players r.ﬂ_.;u,- 72
_'u'iu'h-:kv H-wﬂnn Striking, L-Blﬂl-ll'l-l}.jsil:ll:l and decision rmaking _ | Any _?_2 |
Part invasion Games '
SKILLS/GAME SENSE DEVELOPED
Accurate hand-passing, maintaining possession & vision
Border Raiders Accurate hand-passing, attacking as a team, tackling & 10-Adutt 7d
blocking
Boxing Paszing under pressure, catching & tackling 16-Adul 74
Catching Game Catching, reactions & peripheral vision E-10 75
Chase The Hound Carrying the ball under pressure, breaking tackles, chasing 16-Aduh 75
diowwn attackers & tackling
Cuchulainn Striing, high catching, hooking. blocking & vision 12-Minar 75
Deny Possession Passing. gaining possession, tackling B makes players play | 14-Adult 76
with heads up
Find the Link Man Passing, shooting & wsion 1d-Auduly 76 1
Forward Kicking Forward thinking | Long kick pass, tackling, shooting & defending 16-Adut |76 |
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"Goid' [Rok) | Srart hand-passing, anticipation & tackling o B-16 77
hum-ri;;w Accurate passing. agility & catching 512 |77
Keep Ball Hand-passing, gaining possessson, smart nans & accusate MinarAdult | 77
kick pastes
Line Gama Reactions, taking players on & last man defending, tackiing | Any T8
Long Channals Wision, intelligent runs & tacking ManosfAdult | 78
 Midfield Build-up High catch & winning breaking bad 16/4dut |78 |
b Man's Land Elimination | Accurate hand-passing, vision & catching G-Miner | 79
Over the River Pass And Attack Accurate kick passing & vision 10-Minor 79
Pick and Drop & Pick If You Can | Picking up ball in traffic 5-12 79
Possession Game Quick pagsing, deciskon r!ﬁ:mg wigion & tackiing Arvy B0
Pnnll-;:;hn Striking Hand-passing & accurate striking B-16 ]
Pressure Play Tackling. passing the ball under pressure & vision 16-Adult | 80
Rotate the Defender Creating space to receive pass, anticipation for interception 14-Adult 81
| & vigion
Seout ball Accurate punt kicks, high catches & tackling 8-16 81
Shert Ball Leng Ball Accurate passing & decision making 14-aduh | 81
Space Tennis 30 Possession Mamtaining possession under pressure, hand-passing, kck- | 10-Aduh B2
passing & decision making
Space Invaders Attacking as a team, defanding & accurate passing 12-18 B2
Strike Away Maintaining possession & flicking sliotar away 5-12 8z |
Tackle .ﬂ.,n._'; Soloing under pressure, tackling, going I:ll.-' defenders 10-Adult 83
& securate shots on goal
Tn-m'ﬁdtlr Cacision making, reactions, carmying the ball & evasion Ay B3
Triple Circle Pass Bmart pasEing B vision 10-Adult | B3
Twilight Zone Carrying past defenders & tackling 16-Adult Bl
-Twi, High Catching, winning breaking ball & acourate kicking By B4
Zones Decision making & discipling in keeping to your own position | 16-Adult a4
Zone to Tone Accurate passing, vision & amart nins S-Adult 85 _l
1.2.3 and in Casck passing & tackling Any 85
4 Passes to Kick High catching, wanning the breaking ball, hand-passing & | 12-Adult | 85
tmckling
Fullinvasion Games
SKILLS/GAME SENSE DEVELDPED AGE LEVEL PAGE
All Up and All Back Duiick al_'ta-:lung & defending as a team 16-Adult ar
Back-Ball-Back This is a great game for switching play and wp-pl:;ﬂ (o, 1E-Adult LET-'F |
arpuned or aveny] from the ball carriar |
Backwards Gaslic This game will help players develop creativity on the ballas | 16-Adult | 87
thisy will e forced to think and ﬂ-a'.' diffesently | _
| Beat the Man Tommy Pick up at pace. geing by players & shooting 16-Adult | B8
| Beat the 2 Comer Men Earwlngﬂm'illutm shooting & tackiing - 16-Adutt |88 |
Bestof 5 - Diecisson mamng vision, creating space, ghoating & L tackling | 16-Adult 2a
-m win Matehes = | Winmang breaking ball, hu;|h catching & accurate IIE Sdult ag |
I kRck-passes
Breakout Breaking the laclnclvu.s:;rr'.'ing the Ball wnder prescune & 16-Adult EI'-'.’-'_.
tackhng
 By-Pass Micifiald Hand-passing. carrying the ball & wesion i | 16-Adust ) B3
i_::-n»nlinum; play a | Quick reactions, decision n-l-éing & hand-passing N 16-Adult 30
| Corner Ball Hand-passing, catching, creating space & vision 16-Adult a0
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Crazy Ball Hurling | This game d‘n;ﬂpsawuenﬁs and concantraticn given the | Ay ao
hegh vodume of baks used
Distant Circle Score Shooting from distance, reactions & $rart passing 12-Adult a1
| Double Back Long kick passing, accurate shoating for goal, tackiing & 16-Adut a1
goaltkeaping
Double Handed Towch Breaking tackies, supporting players from behind 18-Adult a1
& tackling
Double or Quits Attacking play, accurate passing & free taking under 16-Adult a3
i prassynge
| Feod the Farward This game develops intefigent mavement, shooting and Ay a9z
Pas5Ing.
Goals Goals Goals Maintaining possession, hand-passing, vision & decision 16-Adulr a2
making
Goal to Goal Fitness with the sfiotar, hand-passing & attacking the goal 16-Adult 593
Go 4 Goal Carrying the ball past players & last men defending 164 dusit 93
Hitting the Target Maintaining possession, hand-passing. decision making & 16-Aduin 23
vision
In the Hole This garme develops agility, smart inteligent movernent and | Any a4
desciplined tackling
Keepings Off Hand-passing, creating space & tackling 1G-ddislt 9d
Kick For Goal Accurate punt passing & decision making | Ay S
Kick it Rumn it Catching, working space & accurate shooting for goals 16-aaduly o5
Long Range Shooting Long range kicking/striking, Aty 85
Lose it/Win it Defending fram the front L6-Adult | 85
Mid Field Set Up Carrying the ball, creating space & accurate passing 16~ At =5
| Mighty Man Accurate passes to SpAce, running at attackess & cosing 16-Adult |96
space
Non-Stop Hurling Winning your own ball, attacking defending & continuaus 16-Adult 95
play
Murnibers Gamie Reactions. accurate shooting. beating the defender, tackling | Any ar
& last man defending
Humbiers Hurling Gamo Communication and shooting Ay a7
O on One High catch, accurate paint taking & blocking L4-Sefult a7
Opposite Comers Hand-passing, creating space & decision making 14-Adult 88
Patient Shooting lose guarter hand-passing, creating space & first time 10-Adult =]
shooting from distance
Pay the Price Wiorking the ball into shooting zones & clean tackiing Ay Tt}
| Pilay the Zone Sticking 1o your position, accurate passing, tackling & 16-Adult G
blocking shots
Qusdrants Dwcision making under prossune and defending and accurate | Any a5
fanishing in tight confired spaces,
Reactor Game Reactions, attacking as a team & tackling & man runnang at 14-Adult ag
Yo
Raolling Attack Gamie plan & creating space 16-Mefult 100
Running the Channels Sprinting with the ball, support play, warking ball to scoring | 14-Adult 100
situatson, man marking & tackling
=m—
Run the Rapids Maintaining ball under pressune, offioading through tackie & - | Any L0
taking a hit
Shioot On Sight Taking the first option, quick shooting & blocking 14-Adult 141
Silent Game Quicker mavernents & makes players play with their heads 16-fAduft 101
up
Staying Alnve! Fitness in match situations, guick passing & supporting and | 16-Adult 101
meaking telreg runs |
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ASTRIDE BALL

HOW TO PLAY: 2 teams bne up and face each-other about 2
metres in apart = Each player stands shoulder width apar with his
feet astride, touching the players feat next ta him « The object is

o throwy tha ball from one side to the other side and to force the

ball threasgh an opponent's legs to score a poant «The ball must be
thrown underarm with two hands, and it can only be thrown through
thir legs of the opposite team « Feet cannol be moved « A time imit
of & secands s allowed 1o serve

PROGRESSION: Ball may be hand passed anby, Circle formation,
WHAT IT DEVELOPS: Handling, balance & decision making

PACK TO BACK

HOW TO PLAY: Children move about the area and on coach's
command to stop children must pair off ‘back to back’ « Have an
odd number playing so that the last person not standing back to
back must stand out each time » This person then gets to call back
to back and rejoin the gams

PROGRESSION: Get into groups of 3/4

WHAT IT DEVELOPS: Reactions, looking up & thinking on the
spat

PACK TO BASE

HOW TO PLAY: Set up different coloured bases with cones in
pach comer of the playing area, choose 2 taggers to startin the
middie = Spht the rest of the group egually in each of the bases
» The aim of the game is to get to the bases without getting
caught » The teacher calls out instructions for the kids to do
such as red run to blue, purple skip 1o green and yvellow hop

to blue » You must try to get to the new base without getting
tipped by the tippers in the middle » If you get tipped, you must
go back to the base you just came from.

WHAT IT DEVELDPS: Evasion and wvision




=

HOW TO PLAY: Got the kids into pairs with 2 ball betweaen them
on the floor = Players stand apposite sides of the ball sbout one
rheter vy » Players stand in the ready pasition | knees bent,
hamds out ready| and the teacher calls aut different instructions
swCh as “hands an head”, "sit on the grownd”, “lie on your back” or
“balance onone leg” = As soon as the teacher shouts “ball”, plavers
Nave 1o try and grab the ball with beso hands « The first person to
grab it gets | point « Play multiple rownds, and switch up partners
ag weedl,

WHAT IT DEVELOPS: shgaliby & Peactions

HOW TO PLAY: All players move around the grid throwing bean
bags to each other « One plaver tries to touch any player inside the
gric = I the player is carmying a bean-bag they cannol be tagged

PROGRESSION: Add or reduce the size of the gnd. Add or reduce
rumbar of bean bags.

WHAT IT DEVELOPS: Aqility & evasion

cATCH THE TRAI

HOW TO PLAY: 3 players form a "train” by placing their hands on
th hips of the child in front of them = Al the ather playvers chase
the train and try 1o join the end af the train

PROGRESSIOM: Add in more than 1 train, Have 2 ar 2 {rgins to
catch

WHAT IT DEVELDPS: Agility & tearmwork




thie boundary « The mice that are caught become cats in the nesxt
rawnd « The game ends with the last mouse a5 he wininer

PROGRESSION: Increase the numbser of cats at the baginning.
Decrease | increase the size of the grid & make it easserhiarder

WHAT IT DEVELOPS: Heactions, evasion & planning

CcATS AND TICE

HOW TO PLAY; Two playvers are chosen as 'Cats’ = The remaining
players are mice = The 'Cats’ sit in the middle while the mice mdne
around by hopping of skipping, etc « The ‘Cats’ sit guietly and
patiantly wntil they are ready to keap up ard chaga the mice fowards

0
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CAT AND MOUSE

HOW TO PLAY: Mark out a big enowgh Space with 4 congs
= Divicle group in two = Half become mice while the other
half become cats # The mice have o avoid havirg their tail
taken oy the cats, but must stay inthe area « If they base theair
tail. they become the cats and chase the mice = The game
firmshes wihen all the mice have become cats,

WHAT IT DEVELOPE: Agility, avaskon and wiion

HOW TOD PLAY: Plavers are divided into pairs » The player wath
the Ball stands stdl while hisfher partner runs in the grid « On the
whistle the ball carrier chasas their pariner trying o tag them on the
back = When they do 5o the roles are reversed

PROGRESSIOMN: Increase size of grid. Imncrease number of plasers
Plavers must hop and 5olo whén in pursurt.

WHAT IT DEVELOPS: Evasion & running with the ball




HOW TO PLAY: Plavers are in PaIrs - “cars” « One plaver is the
| driver the other is the passenger » The bafl is the steering wheel
e galls;

Red = 5TOP
| Orange = READY TO STOR

Green = GO
| PROGRESSION: Some of the NS BCT &5 trucks. They try and
bumip into the “cars™. The “cars™ use agility 1o avoid a erash

WHAT IT DEVELOPS: Agility, reactions & decision makmng [finding space)

HOW TO PLAY: Flayers in pairs = One player on autside Ziuaref
L phaver ingide & Playvers run |n different directions = On call inside
Payer finds outside partner-compéetes ten hand-passes and ten
pick ups

PROGRESSIOMN: Svitch oles,

WHAT IT DEVELOPS: Carrying the ball, hand passing & crouch
Fik ups

HOW TO PLAY: Mark out 2 oircle with cones » 7 plavers per cone,
rumbered 1 & 2+ On the whistle ali the number 1's run clockwize
= The aim is to tag the person in front = When the numiber 1's
return 1o thelr start cone, the number 2's await the coaches wihisthe
PROGRESSION: Sclo/bounce a baill © hange direction.

WHAT IT DEVELOPS: Specd & shadowing




cOACH TAG

HOW TO PLAY: Coach stands in the centre hodding a football
o Players move around carrying out the actions mdicated by the
coach, eg. walking, running to the rght, running i the left, jumping
on the spot etc « When the coach hides the football behind his back
all players run to the boundary, 3s coach tries to tag them

PROGRESSION: Instead of coath being in comasand 2 plaers are
in chprge

WHAT IT DEVELOPS: Reactions, agiity & evasson

HOW TO PLAY: Kake out a square 20m by 20m « Each player has
a football « Have 4 players from the panel wearing the tackle bags
& Oin the codches call players must hit the tackie bags with heful
rigght shoulder « The players with the tackle bags should attempt 1o
dispossess the players hoppang and soloing around

PROGRESSION: Change men on the bags. Change the calls-pick
wp thie batl,

WHAT IT DEVELOPS: Shouldering, timing tackies. hoping & soloing under pressure

HOW TO PLAY: Divide childran into two Groups and organise them
ify 2 lines parallel (o each other » MName one fing ‘crowvs and the
ather line ‘cranes’ « Coach calls either Cronws of cranes » If crows ang
ealled they must react quickly and run to afiocated line away from
crames and cranes chase crows to iy and catch them before they
reach the ine and so on « Thekey 10 the game is the way i which
thas coach rolks the ©r” i ornnrows and crrrranes,

WHAT IT DEVELOPS: Reactions & agility




HOW TO PLAY: Hlayers in pairs « One attacker, one dofender
IN5ICe square » On cpll attackers st rum (o lose the defender
» 30 seconds- 1minute then sw: ip roles

PROGRESSION: Plyy 71
WHAT IT DEVELOPS: Agility & evasion

| B =y - 2 A

HOW TO PLAY: In Fans player 1 dribbiles the shotar sround
the area and player 2 follows behing » On whistle changes
roles « Player without the ball runs in the ready position

PROGRESSION: A first use one hand onby on hurbey. then
bwo hands, Finally compete for thie ball with each-other

WHAT IT DEVELOPS: Cribbling & shadewing

. L] gl )

HOW TO PLAY: This game involves pairs » One member of each
paIr assigned to one of the two teams Each player should have

3 ball that they have to hop and Sod0 arpund & cirche of cones =
Once you call ane of the teams each member must run with the

Dall gut of the circle in the centre of the pitch to the goals outside

= The players of the team not called Ieave their balls behing and
Chase their pevsonal Cppaient tryng to disposes the ball carreer and
felurn the badl to the cantra

WHAT IT DEVELOPS: Disciplimed tackling, speed. agility




HOW TO PLAY: In an area 20m x 20m, gach child runs around
trying to tag as many other children as possible whibe not being
tagged themselves « Each bout lasts for 30 to 45 seconds » The

children rrust be aware of their surroundings and make decisions
about whene to go and wiere 12 avoid

PROGRESSION: One or two players i% it
WHAT IT DEVELOPS: Agility, evasion & decision making

~—y

FIND THE COACH

HOW TO PLAY: The coach gets all thie children ta close their eyes
o« \While thiir eves ane closed the coach moves position quigtly = On
the command, “find the coach” the ehildren open their eyes and fin
to tag the coach

PROGRESSION: This progresses from the coach staying still to the
enach moving even after the children haie opaned thr eyes

WHAT IT DEVELOPS: Heactions

HOW TO PLAY: Mark out a grid [size depends on number of
players) and ptace shotars into the grid = Players mone arownd
the square in the rewdy position + On the witistle Eesy monee
1o @ ball & flick it avwany = To progress the dnll, put players into
pairs with a sliotar » One players tries to flick the slhotar away
while the other attempls to strike it

PROGRESSION: Ready position, Press the tumb on the fur.
Hiatd the haarl at thwe Rop

WHAT IT DEVELOPS: Taming, reach & flick
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FOLLOW THE LEADER

HOW TO PLAY: Gat 1he Kids in pairs with one ball for sach pair =
Lise a sports hall or playareund where there are court ling markings
I possibie « One player zolos around the marked area while the
other player runs behind, foflowing the leader » When the teacher
calls switch, the leader passes the hatl 1o the follower and the roles
sawsitch

WHAT IT DEVELOPS: Reactions and soloing.

HOW TO PLAY: Ser out square ared that all plavers must remain
inside » Allow plavers to move about the square as they wish bt
may onky take 4 steps bafare changing direction « Demonstrate the
use of the out-side faot in transferring weight to make the changea
" pathway ie. use the inside of the outside foot to drive off » This
Cncouwrages plavers to mowve in alt different directions and avoid
contact with other plavers » Lok for the free spaces to move into at
all times

PROGRESSION: Intreduce joint mobilisatian Exercises teg. high knees, heel flicks, Skipping etc.) every 15/30 I
seconds, depending on fitness lowels Challenge them to travel in differant pathways and directions. Can they change
‘gears’ as they travel? Plavers must hand pazs ball to a free player then receia amother. Encourage playvers 1a MOwvE in
ail different directions and "CALL' for the Ball to aveid player not being ready for a pass ar more than ane balf gaing

o a player at the same time.

WHAT T DEUELEPS:Earrw.-:g the ball, changing direction & finding space -

HOW TO PLAY: One player is at 3 cong 3m in front of gnother
tone which another plaver is #t « They should bhoth b in different
positions = Fer example, both players on their backs. bath players
on their stomachs « When the coach blows the whistle they both
Qet up and the plaver in from gets thar ball from a plaver feeding
the ball in different ways « For exa mple, along the ground,
bowncing and tries to make it o 3 core 20m away before the
player behind catches himn

WHAT IT DEVELOPS: apeed with the ball and evasion




HOW TO PLAY: Coach uses thres worcs that have special
meaning = For example ‘Everywhere’ stands fora particular
activity—running for example on hands and feet » Thene' piayers fun
after Coach & 'Here' planser run towrards a designated boundary of
OO

PROGRESSION: Changes can be madhe to calis. Calls changed
comgpletely of naw calls added. Stop and go for axamphe.

WHAT IT DEVELOPS: Reactions & thinkingfacting quickly
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HOW TO PLAY: Plavers dnade into two different groups = They
«tand in line formation one behind the other » On 'ga’ they move
thair feet apart and the first player in the line craveds through the
sunnel of legs to the back of the lne » Upon peaching the back of
the line he stands up and shouts “tunnal’ » The next player then
tums and crawis through the tunned » The wanning 1eam is the
team that gets all their players through the tunnel and baack to ther
original position in the lne

PROGRESSION; Player must brineg ball through the tunnel with them and then kick pass it up to the front of the limz
10 the next player,

WHAT IT DEVELOPS: Crganisateon, team woork & comunication

L.

HURLING MINEFIELD

| HOW TO PLAY: Randomly place cones throughout a dehined
area » Cones should be rather close together, Im apart an
average and no sel pattern, but rmake surg that theme ang no
clearty defined lanes. end to end = Dinide playvers into two (eams
a Hive each team kne up in pairs, tha two teams will be at one of
the defined areas end lines « The object of each pair of players is
to pass to his teammate through the cones without the ball or a
player's foot touching @ Cone = Dia rat aliow players to dribble but
only to make passes « Hegin Oy aloreing the first pair from each
| team to go » Once a pair of players reach the far end fine, the
niext pair from thedr team can go if 3 ball or a plaver’s foot touches a Cone land mingj, that paér has 1o go back o the
| starting line and bagin agan First team o successfully get all of their players across the e fleld wins « To deal

with odd numbers of players or pairs, make one of mare players or pairs go twice as needizt

WHAT IT DEVELOPS: Accurate striking. decision making & scanming
| for space =




HOW TO PLAY: Create a grid approximately 25x30m grid ithe size
of the grid can be adjusted depending on the age and number of
players) « Have all of the teammates spread out on one af the end
lines without a ball » The coach or coachés should be in the middle
of the gred with every ball « On the coach's command, every player
must sprint from one side of the grid to the other while avoldang

| balls being knocked at them by the coaches in the middle « The
coach attermpts to hit the players as they pass from the knee devwn
« If & player is struck by the cosch's pass, those plavers coflect the balis and Jor the coach in the middle of the grid
attempting fe hit the remaining players « The last player standing wins!

| PROGRESSION: Vary different bpes of kicks: Punt kick! hook kick! slice kick Also Lse wieak foot only '
WHAT IT DEVELOPS: Evazion. SCanning & perception

HOW TO PLAY: Put out lots of hoops around the playing area and

choose 2-3 kids 1o be tippers « Evervone alse find & space around

I the drea with a ball each [Tippers = Sharks! Hoops= Safe Isfamd)
* Bounce your ball around the area [not in the hoops) & When the
coach calls out "JAWS®, vou must guickly sole ta 3 hoop and sit

| down with your ball and at the same time, the tippers try to rum and
steal your ball away e If your ball gets stolen befern you get to a
heop, yvou then become a shark » Fiay mubtiple rounds and wait a1
least a minute before calling *|AWS®

| WHAT IT DEVELOPS: Soloing under pressure & evasion

HOW TO PLAY: Square Z20m «20m with cones seatiersd
Gul in it « Every player i given a sliotar whach they hold on

| the palm of thesr hand = The players must run arownd with

| the square without dropping the ball, bumgping into each
tther or hitting the canes which are scattered around the

| square s Cone i hit=out « Player is out If a ball is dropped
= The last man remaining in the square wins

PROGRESSION: Solo with sliotar on hurl

| WHAT IT DEVELOPS: Scanning for playersicones,
evaseon & contral |




HOW TO PLAY: On coaches calliwhistle players run around rritalti=
eoloured cones « On coaches second calliwhistie players musk run
and stand at nearest cone » Person standing with no cone 15 out =
Repeat till there is ong person lefl = they are the winner

PROGRESSION: Instead of cones football can be used,
WHAT IT DEVELOPS: Perception, agility & reactions

HOUNTAINS AND VALLEYS

HOW TO PLAY: Split teams evenhy, one team will be
mountains, one team will be valleys » Put two cones per persan
in a square 15m by 15m « The valleys try to put as many COrEs
as possible upside down and the mountains 1y 10 put &5 many
cones as possibbe up normal » The team that has put the most
amount of cones wpside Somam oF rurrmial aftEr 3 minwte Wins.

WHAT IT DEVELOPS: Speed of movement & agility

HOW TO PLAY: All players jog around the outside of the square »
Ciry the whistle each player runs into the squang and sits on a free
football s&ny player who doesn’t find a ball to Sit on 15 eliminated
« After sach whistle coach removes 2 footballs and the thrée steps
albsove are repeated « Game continues until 3 winner i found

PROGRESSION: increase size of square. Different et
WHAT IT DEVELOPS: Agility, reactions & peripheral vision




HOW TO PLAY: Set out square, all plivers situated inside tha
square = Begin to hand-pass to each-other wehile mandang inside
square » On whisthe drop footballs and follow in struction ghven as
quick as possible (Give piggy-backiwheelbarrow for example) =
Last person to follow instruction is eliminated

PROGRESSION: On whistle get into groups of 3445 set 1o certain
colour cone oulside the sguare

WHAT IT DEVELOPS: Reactions & taking instructon |

HOW TO PLAY: Create a starting line for each of the plavers, and BRI LIEHT
thit coach should move 15-20m away « With the copches back to -
the players. he yells GREEM LIGHT and the players try to kop and
SOI0 to the coach « \When the coach yvells RED LIGHT, he waits a
rmament and then tumns to face the plavers « Anyonse whe g not
stopped has 1o go back to the farthest persan from the coach

PROGRESSION: Have the players hop and solo with only the right
ar ledt foot,

WHAT IT DEVELOPS: Hoppig and Sodping the ball at pace & reactions

HOW TO PLAY: Create 3 15x15m grid marked with cones » All
| plavers are required to play within the grid and each player must
have a football » All players Hop and Soka around in the grid
Thery must react 1o the following directions given by the LAPD jthe
coach| « "Green” is go, “Yellow" slow down, “Red” is stop with fool
ar the ball for 3 secancs

PROGRESSION: "Crash” all must fall to the ground, and "Runaway
Spreder” the coach runs into the grid and kicks the balls out of the
gﬂu

WHAT IT DEVELOPS:; Hopping and solgang at speed. reactions & stopping and starting quickly




HOW TO PLAY: Set up a row of cones in a straight line « Have
the same number of plivers as cones and have them facing
the cones = Betweeen the player and cones have @ ball & On the
whistie all players sprink, pick up the ball thien proceed to spnnt
towards their cone = When they reach the cone they attempt
to catch the player to the right of them, everyone should be
chasing someone other than the b plagers on the end cones.

WHAT IT DEVELOPS: Speed & and evasion

HOW TO PLAY: Lavout a large circle of cones (around 15m
diarmeter) » Divide the class into two even groups. Half areund
the outside of a circle with a ball and the other half in the middfie
af the cirche without a ball = Players an the oulside must throw
their ball 1o try to hit the people in the middle, below the knees

» Players in the middle must try 1o dodge the incoming balls e if
players in the middle are hit, they're out and join the outside el
the circle » The last people to survive in the middle win

PROGRESSION: Swap everyone from the outside to the inside,
The ball action can also be changed 1o rolling, kicking and left
harnd ar right hand anly.

WHAT IT DEVELOPS: Accuracy and evasion

——

HOW TO PLAY: Set out two bases 50-100m
apart = Put B-10 footballs/shotars at gach base =
Create bwa teams of equal number » Players have
b run to the opponent’s base one person at 3

time froem each team » They pick the ball'skotar up
correctly [foot under the ball and jab lift or roll lift

a Players run back to home base while hoppsng
and saloing the ball or slotar and place the ball
down = Teams keep stealing the opposing rearm's balls/sliotars until the whistle blows e The team with the most ballf
sliatars win

WHAT IT DEVELOPS: Soloing 8t pace. pick up at pace.




HOW TO PLAY: 12 players split into 4 teams of 3 » in 60

seconds dribble as many shictars as possible from the centre
| L2 vour oo ared » When the centre is emply, take sliotars
form other teams’ areas & move clockwise back to QT area
» Ondy collect one ball at a time » Do not tackle other playvers
# Count which team has mast shotars after 60 saconds

PROGRESSION: Reduce the number of slietars. Modify the
size of the areg

WHAT IT DEVELOPS: Dflbhllng_ agility, & SLanning

HOW TO PLAY: Players work in pairs for 30 second periods e The
lead player runs for 30 seconds with multiple changes of direction
wihile the partner attempts to follow himmher o 30 seconds break
after each bout of work « Plavers perform each role 3 tirnes, e 3 x
leading & 3 » fﬁlluwing

PROGRESSION: Get the lead playver to carry a ball
WHAT IT DEVELOPS: Agility & shadowing

HOW TO PLAY: Mark out a 10 x 20m rectangle with four
| cones « Create an Tisland” near each comer, Create a “ship™
near the centre « Diide plavers into “sharks™ and “sailars
= WWhen the "sailors™ hear “abandon ship” they run to an

island without getting “tagged™ by a shark » A tagged sailor
becomes a shark » Sailors sprint back to ship, aviiding
the sharks « Keep going until all the sailors have become

| =harks.

WHAT IT DEVELOPS: Specd and evasion
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HOW TO PLAY; Players space out at random i a grid « Coach
stands in front and signals with hands ie. if she points to his left all
the plavers move sideways to their right et « i he points forsward,
il mave back « Same a5 above but respond to audio commands ie
‘Right’, ‘Left’ ¢tc » Challenge them to move the opposite wiay (o the
way pointed ie. if the coach points béhind him all mawve forward etc,

PROGRESSION: Introduce the ball and perform the bouwnce after
each signal movemant,

WHAT IT DEVELOPS: Reactions & thinking on your feet

SnATCH THE PBACON

HOW TO PLAY: Two teams line up opposite to gach other « Each
player has a number » Coach calls number and bath players run to
get the ball and returns hand pass 1o coach

PROGRESSION: Person wha doas not get the ball must defend
plaver who got the ball and prevent him from returaing ball to
coach,

WHAT IT DEVELDPS: Speed & carmyng

HOW TO PLAY: Create a small grid approsamatety 15x15m « All of
the players should be inside the grid « The coach should designate
two plavers to be the “snakes” by lying on thesr stomachs « Each

of the players begin with one of their hands on the snakes in the
grass = When the coach yells "SNAKE IN THE GRASS® the mon-
snake players attempt to avoid the snakes as the snakes attempt to
shthir around on their stomach and touch a non-snake player « AS
a player is touched, that plaver too becores a snake » The activity
cantinues until averyane is a sniake

WHAT IT DEVELOPS: Evasion




HOW TO PLAY: Stuck in the mud is a classic game and is a great
pulse raiser for any age » Two people are ‘on’ [that is depending on
the size of the group - [my example is for 8 group of 15-23 players)
» Thay have to chase the paople that are not “on’ and tag them

« Whan they hawve tagged anothar plaver wha wag act on. that
person is ‘stuck in the mud” » They stand with legs and arms out
and they cannct move » The only way to release them s if another
person who s not stuck goes uncer the plaver that Is stuck 1o frea
thern « They can go throwgh the person's legs, or under thair arms »
This continues for about 5- 10 minutes or until everybody s siuck

PROGRESSION: To smcrease the diffic ulty levgl, use more catchers
WHAT IT DEVELOPS: Evasion and agility

e

HOW TO PLAY: The main object of the game is that the runners
will try o go from one end of the zone to the other end without
being touched by the submarines’ or the mines [participants who
gof tagged laying on the flogr on their stomach) = 3 hula haops
are placed in centre of play area — § caplain in each submarine
ihula hoop) each with 2 balls - at the signal, runners must try to
00 3Cross 2one withaut being touched by ball {even if it touched
the ground first]: if they get touched, they become mines and Ly
on the floor on their stemach & The only way they can move is by
pivoung on their stomach « They try (o a5sist the submarines by
touching the passing participants either with thedr feet or hands - the last 3 to survive become the submarines — the
SUDManmes’ captains must be in thew submarme while throwing and can run to fetch their balls but must eome back
i Subs to throwr QG = Remember that with the ‘g0’ signal, everyone i o play until thiny reach - a safe rone

at the other end aof gyem

WHAT IT DEVELOPS: Evasion & agility

ot B
=g ”

HOW TO PLAY: Zplit into two teams, one team chasing
another WEam running away « The [eam ruenning must have
& ball and the chasing tearm must tackle the ball out of the
plavers hand in order to catch theam

WHAT IT DEVELOPS: Disciplined tackling & evasion




34

HOW TO PLAY: Mark cut gnds 7m = 7m [Largar 20m = 30m for
kicking or striking) = 34 People in gach grid « Make guick passes
to wour partners in the grid by sending the ball in @ statc posbon
» After passing the ball player moves Lo find best possible free
space « How many successful passes in a set time or 10 passes
campéeted first

PROGRESSIOMN: Mumber plavers 1 to 4. Start by Mol passing to
Na.2 and 5000

WHAT IT DEVELOPS: Fassing & looking for space

o gee———

HOW TO PLAY: Create a rone with cones and divide the pliyérs
into twio teams « Team 1 wearing the tags are " and are timed
to see how long it takes them o tag all other players  When
tagged children are out « Repeat until every plives has had a
Tuirm.

WHAT IT DEVELOPS: Agiity and evasion

o ge—

HOW TO PLAY: kark out a starting lime at one end of the
playing area » Kids lingé up across the starting line with & ball
each » Put another cone out at the ather end 15-20m and
choose 1 kid 1o stand there without a ball, 1o be the iceman =
The Iceman stands with his back to the other kids, facing the
gther way » Your aim is 1o solo the ball to the other Side a8
quickly as possible - the first person to touch the cone next
to the itgrman wing » Howeyer, if the iceman turng arsend 1o
face you, you must stop soloing and freeze with your ball » H
thi icerman sees you soloing your ball when b turns around, he points to you and you must take 3 steps back » The
icBman tums around again 10 have his back to the class. and he turns back when he wants to after at least 5 seconds
& Whoever ouches the cone behind the iceman first, wins, and becomés the fRew ICeman.

WHAT IT DEVELDPS: This game develops awareness and guick reacbons,




HOW TO PLAY: Mark out a grid 15m x 15m = Six players attemp
to sobo across the gnd » Two plavers act as defenders and attempt
to tag the soloing players » Once a player has been lagged they
must legve the Game s The soloey players continue over arg back
umtil all have been tagged » Rotate the defanders and repeat the
gams

PROGRESSION: increase the width of the grid to reduce the
difficulty for the soloing plavers and vice versa

WHAT IT DEVELOPS: Carrying the ball & evasion

HOW TO PLAY: Assign a few players as catchers s The rast BFE
| turtles that are trying to avoid being caught » Once caughl, players
| @et down on their backs and pretend to be a turtle that has been
| flipped on its back « They can be freed by being flipped back up the
nght way by thair team-mates,

WHAT IT DEVELOPS: Evasion & vision oeking for unturmind
| plavers)




Targel Games

The simplest form of game which challenges players 10 USE actcuraly and control to aim into or at a targot
Plavers score when thiy successtully throw or strike an abject closer to a target than thew OpPoNENES

Plavers have lots of time to perform the task withaut any distraction from other players

Aiming Location Releasing

Trajectory Velocity



=

HOW TO PLAY: 3 teams 3 footballs = § team attacking. 1 team
defending. 1 team retrieving the footballs = 2 teams play ingide tha
grid » The asm of the garmie 15 1o work the apportunity to be able
attempt to knock cver the opponents cones with a kick-pass of
hand-pass with the footballs avaitable in the centre of the sguare
* Each team is given 2 minutes to deo this « The defending team
attempts to put off the attacking team in their attempts to score =
After 2 minutes all the teams rotate » Game is finished when &ich
team has had 2 go's at each rolg

PROGRESSIOM: Lise bean bags target instead of 7 cones Hand pass anly
WHAT IT DEVELOPS: Passing, creating space. acturate kickshand passes

Kick pass anly
ot the target & defending

HOW TO PLAY: Area approx size of basketball caurt Players
attempt to knock dawn their oppenents cones and attempt to
protect their own cones = Players positioned in each half of the
Court, My move ansund more freely, but not outsice their court «
Players are not pecmitted in the five foot ares containing the anpsts
* Game commences with one playver rolling the ball at the oppesing
team’s cones » The winnes i the team that first knock dawn all the
cones af the other team

PROGRESSION: Hand-passing or kicking the balls
WHAT IT DEVELOPS:; Accurate kicks & blocking shaots

HOW TO PLAY: Salit the gym or playing ares into two hakegs «
Create two teams » Each team is on their o hatf & Each tearm i
split into twio along both side-lines, with 3 cones between thiem »
On thee 3 cones are balanced 3 footballs as targets = Grve all playvers
thir caaen ball « On the signal, plavers attempt to hand pass their
footballs back-and-forth at the balanced balis 1o knock them off of
thl& tones « Fir o1 team (o knock over ail j. Esalls wwirs thi round = !_-3,..|
back up and repeat

PROGRESSION: Lse weaker hand
WHAT IT DEVELOPS: Accurate hand passing




cATcH AND KICK | YOU cAN

HOW TO PLAY: Split group into pairs » Player 1 in each of the
pairs has possession of the ball « He attempts to run diowen Thi lane
and kick through the goals » Player 2 attempts to chase him and
stop him from doing 5o (token opposition) » Seoring: 1 paint if you
put it through the goals » 1 point if the chaser puls the kicker off

PROGRESSIOMN: Have two players chase the kicker.
WHAT IT DEVELOPS: Accurate shooting an the run & shadowing

HOW TO PLAY: Layout as displayed = Man in the middle
atternpls 1o strikefscare through the 5 goals « 5 players outside
the circles attempt to block the middle man's scoring attempts «
Change Player in the Middle after 1 minute » Encourage ground
block position

PROGRESSION: Players on the outside 1 at a time strike the
ball Into the middle. Man in the middie attempts to block and
stop all attempls.

WHAT IT DEVELOPS: Fast accurate shooting & blocking

cLEAR THE circlE

HOW TO PLAY: Mark out circle dm radius wiith comes as shonan &
Mark out 4 other circles 4m radius with domes as shown « Liniven
tearns 6w 3 & Team of § ase outside the circle, ather 3 pliyers are
incicie circle » Players inside circle, chear the cincle by using the hook
kick at targets » Qutside players must retrigve palls and roll them
back into circle « Reverse the roles after a set time

PROGRESSION: \ary different types of kicks used Punt Kick! Hiook
btk

WHAT IT DEVELOPS: Accurate hook kicking 1o different tangets




HOW TO PLAY: 3 Teams = 3/4/5 aside » Mo. Teams 110 3 « Large
rectanghe with 5 zones: &€ - 10 = Sm BDL0m = Am; C 10m x

3m = Place 10/15 cones in micdle zone C for players @ two owter
Zones A& E to aim at « Leave next 2 zones B & - as Mo Man's Land
» Tearms Nos. 1 & 2 go to outer zanes A & C with 5 balls each =
Team 3 remains outside the middle 2ong C to count and replace the
knocked down cones « Change rodes after 1 min. e Team 1 go to
middle zome C. while Team 3 go to cuter 2one E et Score - 1 paint
is scored for egch cone knocked down in a set time Winngr - Team
with most points after 3 goes

PROGRESSION: Weak faat anly
WHAT IT DEVELOPS: Accurate and dpprophate shot selection

HOW TO PLAY: Twa players are given six cones and their own
football for hurls) and get to set up their cwn playing area » One
cone is selected as the “Start” location, and the other Cones are
numbered one to five » Players decide who will start the gamu
by playving “rock-paper-scissors” » The first player then begins
the game by standing at the “Start™ location and kecking their

ball in an attempt to hit cone #1 « Player's alternate turne kicking
their ball « The goal of the game is to hit 3 of the COnEs in order
before your opponent

PROGRESSION: The start cone can be placed further away from the target cones. Playvers muwst use their weaker
foot.

WHAT IT DEVELOPS; Accurate kick PAsSIng

HOW TO PLAY: In this garme, two teams
will compete in an attempl to waork the ball
from one and of the pitch to the other end
usmng kick passes  The attacking team have
Tour attempts to play a kick pass which ig
caughi cleanly in the chest without touching
the ground = If & clean catch the nurmber of
Mtempts taken is reset to zero and they have
four more attempts to work the ball to their zone « If the attacking team fail to make a foot pass in four attemats then
the defending team will take the ball themsalves and iy o work the ball up to their gnd zone = If the delending team
intercept the ball then they will start again themsehes under the sanme rufes,

PROGRESSION: increase number of paises needed to score,
WHAT IT DEVELOPS: Transition from defencn to attack using kick passes




FALLING ASTEROIDS

HOW TO PLAY: Divide your growp inta two teams and set up an
area that is 20m in length and 10m m width « Mark out with 2 line
of cones a half way point in the area. Instruct one of the teams 10
line up across ane end of the grid « Un the other half of the area,
rrark cut three different zones with cones andior hoaps » Allacate
diffarent paints rewards to the three zenes « The players must
attempt to kick or hand pass their ball into ane of the zones in the
other half of the area « I the ball lands in one of the zones, that
team will et points according o whatever points tally you hanee attributed to the zone « Each person on thie team
will get three attempts each and the team's points will be tallied up » Followang on fraem this, the oppositian team will
play to see if they can beat that score

PROGRESSION: To progress this game, the coach can make the zones smaller or make the distance required

to reach the zanes longer, The coach can also inStruct two of the opposition players to attempt to stop the

faatbalils landing in the 2onas. 1 — — -| e
WHAT IT DEVELOPS: This game develops accurate kicking and A= | | #TI = l'.‘l'-“:‘
hand passing. | b | B _L‘F U=

FIND THE GOALS

HOW TO PLAY: 10 players in pairs » Each pair 5815 oul two Cones
1m apari and atlempis o punt kick tha ball to each other, wsing
the cones as goal-cones » Pairs then move and repaat this working
their way around the five sets of goals » The course is complels
when a goal has been scored through each set of goaks

PROGRESSION; Increase distance, Increase the width. Use weak
foot.

WHAT IT DEVELOPS: Accurate shooting/passing

FREE/SIDELINE TAKING DUEL

HOW TO PLAY: Free taking Duel: Arrange 8 cones at
random between 2 1m and 55m lines with pairs waiting
behind goals to strike balls out nto field o Playgrgin
pairs take two frees at each cone, starting closest 1o
goals = Keep your scorg = Cidaline Cut Dual: Cones
along both sidefines from 1.3m 1o AEm lines = Players in
pairs take two sideling cuts from each cone

WHAT IT DEVELOPS: Accurate free taking & sidehine
cuts




HOW TO PLAY: Set up a square with four gates inzide, split
players into two teams « The abjective is to run, kick paE5s OF
hand pass through any of the four gates « The coach should
encourdge the plvers to look up and be aware af space

throughout the grid in eeder to exploit the least protected gate

PROGRESSION: Remove one gate. Encourage one plaver to

WHAT IT DEVELOPS: This creates the hakit of switching
thit play in players which is essential in breaking down mass
gefences in the modern game

GOING FOR DISTANCE

HOW TO PLAY: In this game, the coach will position the playvers

on one end of the fald » Every plaver will then attempt to strike the
siotar or kick the ball the length of the fisld in a5 few stnkasfkicks a5
possibie

PROGRESSIOM: Lengthen the plaving anes, Plavers have to use
weaker sidefoaor,

WHAT IT DEVELOPS: Thiz game will efmphasise the imporance
of the practising long kicking and siriking to the players.

HOW TO PLAY: Players are in pairs « Mark out 10
hiles » One players dribbles the sliotar through the
10 hales » Skotar must stay 6n the ground » The
other player counts the number of strikes |t takes to
romplete the course » Players then swap redes

PROGRESSION: Use weak side anly
WHAT IT DEVELOPS: Dribbling & close contral




GUARD THE YARD

HOW TO PLAY: Mark out a large circles of canes about 8- 10m
wide = Put the balls around the outside of the circles » Put the
targets in the middle of the circle which can b knocked down
— . tall corves, pins « Have everyone stard around the outsida
of the circle « Choose 5-6 players 10 stand in the middle of the
circle around the targets as defenders » When the ¢oach blows
the whistle, the players on the outside of the circle mustiny and
kick the balls and knock over the different targets inside the circle
« The players inside the circle can try and block the balis ard
prevent the targets from being hit « Al of kickere rmust be outside of the circle before taking their shot « The game
keeps going until all the targets have been knocked over = Play multiple rounds, swapping defenders in the middle n
thi process.

PROGRESSION; Playvers mush use their wieaker foote. Incraase the number of defenders inside the circle.
WHAT IT DEVELOPS: This game develops accurate kick passang. MTa Il « I & | " _| [~
g
had|

HOW TO PLAY: Players are paired aff about 20 metres apart « In
between each pair is a polel cone or 3 pole with 3 comie on top of
it = Every time a pole/oone is hit or a cone i knockad off a pole the
player who kicked the ball gets & point » The pair with the most
points wing

PROGRESSION: ‘Weak side only. Increase distance from Coneipobe
WHAT IT DEVELOPS: Accurate kicking

HOW TO PLAY: This gami invohees three players in a group
a Players stand 20/30 yards from one angther Playier 1
kicks the ball to player 2 and immedsately foflows the pass to
try and tackle the plaver recening the ball « The player who
receties the ball will then look to try and pass 10 the third
member af the group before being blocked » A5 SDon 5

the passer gives the ball, they become the tackler « Playes 3
shipuld be looking to kick for & point

PROGRESSION: Flayers can only kick with their weeaker
fioeort

WHAT IT DEVELOPS: This game develops accurale kick passing and disciplined tackling.




kept off the greund = 1 score

other foar

HOW TO PLAY: 3 groups in grids 15-20m apart = Plavers kick ball
W partner in next grid = 3 partners-3 kicke completid and the ball ig

PROGRESSION: Grids Further apart Use smaller balls tennis ball)
Turm on call, receive the ball. Tima limited for the game. Lise the

WHAT IT DEVELOPS: Accyraie dirgct kick passes

varas outside of these rectangies « In the recta
thred attackers’ vs two defendars = I sy mest
ke first rectanale to the third one by passing t

HOW TO PLAY: Divide a square area into threw equal rectangles
= Either side of these rectangles, set up a small square about 20

fighes, therg will be
wiork the ball from
hrough the middle

rectangfe = In each of the rectangles ane pass must b made

before moving on to the nest rectangle « Once the attackers have
completed the final pass they must then look 1o complete a kick
P55 10 one of their teammates but the caveat is that the recaivar of
this ksck pass inside thi small fquare oulside the rectangles.

PROGRESSION: The kick Pass ghatn mMust be with weaker foot.
WHAT IT DEVELOPS: Timing of runs and the weight of the pass

LOw BALL INTO THE
CORNER FORWARD

HOW TO PLAY: In this game, vou will set L bwen sl
squares dither side of the goalpasts from the end i to the
Larm fing = The attacking tearm can only score after they hawve
plaved & ball into one of their full forward ling and the forward
has taken the ball inside the designated small SOuares « After
that the attacking team are free to play the ball as they wanted
» Howewver, the coach sheuld emphasise the impartance of
runmung off the shoutder to create 3 Q0B SCoring opportunity
after the cormer forward has received the ball

area smaller for the corner farward to run inta
WHAT IT DEVELOPS: Early delivery to farwards and off the shaulder FLARing.

PROGRESSION: The coach can et a & second limit on the ball being delivered to the carner forward or make the




MAK.E THE MOST OF THE

EXTRA MAN

HOW TO PLAY: In this game, the players will split inta
groups of three « One player will act as a defender and
another a5 the ‘receiver’ « The third player willl beegin 30
metres from goal and will play the ball 1o the ‘recaier

« Tha receiver will then hawve the choice between taking
a ¢hot on goal himsedl or passing it to the on fushing
passer who has joined the attack since passing the ball =
Al players should rotate and run threusgh one play each
phay in each of the roles,

PROGRESSION: This game can be extended 1o have 3v2. dvd etc.
WHAT IT DEVELOPS: This game develops good decision raking in Altacking SCENangs.

HONSTER BALL

HOW TO PLAY: The groug is divided inta two teams = Each
teaim Sets up on one side forming a large square = The yoga
ball is placed in the middie and the footballs are distributed
equally between the bwo teams = On thie signal the players
will try to move the yoga ball towards another teamn's side
only by kicking the footbalis at it = Plavers may only kick the
foothalls wher they are standing on their side-lne « Players
rmay leave that line to pick up foothalts but thisy must bang
them back to their kne before kicking the balis.

PROGRESSION: Lise weaker foot
WHAT IT DEVELOPS: Accurate kick pEsEIng

HOW TO PLAY: Create two lines of four, facing each other « The
first person in one lire, attempls to kick trve ball throwgh @ set of
poles « After a player makes a pass, hefshe runs to the back of
thie aither tearm's Bne s The player who receives the pass may only
teuch the ball two tmes [ie., control then pass] = After evernyona
has switched sides, move the poles closer together « Continue wntil
the poles are barely the width of the ball » Challenge teams 1o See
how guickly they can complate the task togetis

PROGRESSION: Lse woaker side,
WHAT IT DEVELOPS; Eall control, firet touch & accurate passing

=
=
e I




HOW TO PLAY: In pairs one player stands in frant
of the other player « Channels are marked out using
cones = The goalkeeper throws the sBotar through the
legs of the player standing in front of him out in front
of him = The striker sprints out and try's to strike for a
goal bihind him = Players cant stop the ball to take the
shot « 1 point awarded if your score & goal « 2 points
awarded if score using your non-dominant side

WHAT IT DEVELOPS: Feactions, striking on the move
& goalkesper saving low shots

<ERVE UP THE ICE-CREAM

HOW TO PLAY: Get your players into pairs « Each pasr will need
a tennic ball and a tall triangular cone » The players will stand
face to face about 2-3m apart, standing at a cone each » 1 player
has a ball and the ather has the triangular cone = The player

with the ball will attempt 1o hand pass the tennis ball into their
teammates cone and the catcher wall attempt to catch the tannis
ball in their cone = After ten throws, sweatch rales = Each pair wall
get 1 paint every time they successfully catch the balt in their
[ne p o]

PROGRESSIOMN: Lise weaker handg when hand passng
WHAT IT DEVELOPS: Accurate hand passing & reactions

HOW TO PLAY: Two players face each other with a set of cones
in betweeen « Players stand a designated distance back and try 1o
knock the cones with the ballsliotar « Swvard one point if skittle
ig hit, 2 i it is moved and 3 if it is knocked dowmn = Players must
replace skifthe if it's knocked ower

PROGRESSION: Increase the distance. Reduce the number of
cones. Add a defender to guard the skittles.

WHAT IT DEVELDPS: fccurate kicking/striking & shot sebection




TARGET nAN

HOW TO PLAY: Sat up a pitch with thres
different zones » Two of the zones will be
fram the endline to the 2 1m line on either
end of the pitch » This will be called the
Target fone « The middie pana will run ;
from the 21m ling of one end of the pitch 1o " Ty foew d il |
the 21m line of the other pitch, In each of
the "Target Zones” will be one attacker and
a defender accompanying them + The rest of the plivers will have o waork the ball in their zome and try to deliver fast
early ball into the targat man in the Target Zone’ and then from thare try to waork @ score.

PROGRESSION: Make the zones for comer forwards smaller andior anby give 5 seconds for ball to be played into

Zane once play has bagun.
‘cr:f-1|| ffﬁ_!| =

WHAT IT DEVELOPS: Early ball and running off the shoulder

THROVGH THE LEGS

HOW TO PLAY: In groups of 3 « One ball starts at the end of the
line » Meddie player stands with legs apart » End players attempt
b strike the sliotar through the legs of the middle plaver = If the
sliotars passes throwgh the legs the middle plaver swaps positions
with the playver whio struck the shotar

PROGRESSION: Increase the distance between players.,

WHAT IT DEVELDPS: Accurale passing

TOWER PALL

HOW TO PLAY: 4 chjects are set up as targets within a cincle »
Players are not allowed to enter the circle « One team defends the
targets whale the attacking team tries 1o knock down the targets
using kicking skills {more then one ball is being used at a time] =
Dnce all the objects are knocked down the team switch rales

PROGRESSION: Reduce tha size andior number of targets.
WHAT IT DEVELOPS: Accurate kicking & blocking kicks




HOW TO PLAY: In this game, 4 teams will each récene
& corner phece [or quadrant) of the playing area and
guard their base [football on top of a cone, inside a hula
hoop) while at the same time trying 1o knock down the
ather teams = Lising footballs players wall g thair best
o tryvrg to hit the target using a hand pass —not tha
other plavers « Another game with lots of action and lots
of fun for any team

PROGRESSIOMN: The players mist use their wiiakes
hands when hand passing

WHAT IT DEVELOPS: Accurate hand passing




Couri Games

Opponents share the same space or are divided by @ net or defined area, this requires players to pass or
send the ball over an obstacle like a net or zone to the oppositions area, The level of decision making has
increased but is limited. The use of other skills essential for team work like communication, anticipation
and spatial awareness become more apparent.

Timing the shot Where to shoot

Shot Type Spatial awareness

Covering the angles Reaction



PE ON YOUR GUARD

HOW TO PLAY: 7 players in a group « 3 a#tackers in one area
# 1 defenders inone area » Both defenders & attatkers pass
sliotars to each-other in their areas & 1 goalkeeper. moving the
goalks » One attacker moves out of their area with a shiotar and
tries to score « The attacker must cross the white line before
shoating » One defender spots the danger and leaves the
fromt of their area to stop the attacker scaring « After 3 goals
defenders & attackers Swiap areas

PROGRESSION; Pragress to 2 w 2 situations,

WHAT IT DEVELOPS: Quick passing, accurate striking &
tackling

PRIDGE PALL

HOW TO PLAY: Divida the players into pairs, eng ball per pair »
The plaver without the ball finds space and stands still with thesr
legs wide apart « Their partner rolls the ball under their legs from
behind 2o that they must chase and lift it as it moves away
PROGRESSION: Parform the peck wup under prassure

WHAT IT DEVELOPS: Ficking the ball up while moving & finding
apace

CAPTAINS FALL

HOW TO PLAY: Two egual teams of 4 = Bumber the playirs from
1-4 = Position 1 player |:;_:||;':.1.=||n:| fram each BEarm nitd 8 SCOrng bt
# Lising a hand pass players attempt to get the ball to their captain
in the box = Rotateé the caplainey

PROGRESSIOM: Put an opponent beside the captain, Reduce the
size of the grid. Increase the size of the teams

WHAT IT DEVELOPS: Quick & accurate hand-passing




HOW TO PLAY: Mark out grid as displayed » 2 zones 20m x 30m
with a ‘River’ 5m in length in the middie » 10- 15 players on each
side » Each player has a ball » Each plaver must attempt to dodge
the cpponent’s ball and throw his own ball « Each plaver has & lives
& |f il s lase a life = Can't éross the river

PROGRESSION: Right hand only, Left hand only
WHAT IT DEVELOPS: Dodging, evasion & vision

CORNER FORWARD DODGEBALL

HOW TO PLAY: Comer Forward dodgeball starts with 4 teams
in their cormers » When players ang hit, they poin the tesm that
Rt them « If one team is left with no players, the space opens
up for another teéam, Lots of action, dodging and hand passing
= Divide the area into 4 playing areas using cones » Create 4
even teams » VWhenaver a player is hit, he joins the team who
hit birm {0 players are constantly changing tearms] = If one
space has no players keft in it, take the cones away 1o e up

3 igger space for a different team « Play until there's ondy 1
fearm beft!

PROGRESSION: Encourage players to hand pass with their
weeaker hands to make this game more diffscult!

WHAT IT DEVELOPS: Accurate hand passing and agility

CRAZY SLALOM

HOW TO PLAY: Divide playvers into pairs « One ball each s Start at
starting ing & on coaches whittle solo the ball around the track at
full speed = First player through the finish line wins » Players must
stay withan the cones and returm to the start if they go cutside =
Change opponents each time

PROGRESSION: Reverse /change direction. Attackers and
defenders rotated

WHAT IT DEVELOPS: Soloing at pace & turning with the ball




HOW TO PLAY: Mark ouf a grid as shown [Bm x
Bm) o 7 players act as strikers and 2 players act &%
defenders « The strikers attempt to pass 1o each other
a5 many times as possible atross the grid evading the
nterception attempts of the 2 defenders « The defenders
allernatively attempt 1o intercept the pass by reading the
path of the pass and sliding in to intercept or block

PROGRESSION: Defonders move to the opposid side.
Lise tweo sliotars
WHAT IT DEVELOPS: Smart passing, timing & ble<king

& f]|®

PODGE THE GAUNTLET

HOW TO PLAY: Create a rectangutar plaving area and divide
it up inte four corners using cones = In addition, setup a
running channel straight through the maddie af the rectandghe

» Divide the players into four teams and place each team nto
one of the four comners » Using soft balss, a game of dodgeball
will start where the plavers will attemnpt to hand pass the

bad and hit the opposition players balow the waist « When a
player is hit, he must enter the running zone and successfully
run from one end back to the ether without getting hit. and
then he can re=jgin his team

PROGRESSION: Lse weaker hand 19 hand pass. Lengthen
running zone, Increase numoer of hand passers

WHAT IT DEVELOPS: Spead. agility, sccurate hand pass to moving player

PODGE THE HAND PASS

HOW TO PLAY: Plavers travel along the perimeter of the
gym, and are abhe Lo $lop at safe zomes N the ends to catch
their breath = Start with teid safie areas (mats wark well =
Those ane areas where players can’t get hit by a ball, but
ean only stay for a few seconds « All players except Tor the
hand passers will travel around the pefemeler in thie sarme
direction = Thie hand passers in the maddde wall try to-hit the
runners s When a runner is hit, e becomes a hand passer
in the middle « Hand passers can leave the middle cincle
only toget a ball & They must theow the balls from inside the
cirche

PROGRESSION: Maka the safe zones bigger 50 those who are hiand passing have 1o be quicker and
moee accurate with their attempts, Make the safe ronds smaller or remionde #niEend S0 Unners e 1o b

mode agile and aware
WHAT IT DEVELOPS: Agility, Speed, Accurate hand passing 4 [@, @




POwWN AND PACK

HOW TO PLAY: Mark cut @ 20m x 20m grid » Players are spiit into
b groups ¢ Each player has a ball = On the coaches call plavers
carry the ball to the far side of the grid and back to their starting
position as guick ag pozaibio « Plavers should svoid colfsions with
each other and maintain contrel of the ball while moving at speed

PROGRESSION: increase the number of players moving in each
direction

WHAT IT DEVELOPS: Carrying the ball at pace & peripheral vision

TSCAPE THE PRISON

HOW TO PLAY: Divide your toam into two groups « Mark
oul & court with cones » Place 2 cones on one half of the area
abaut 3 metres from the centre line » Organise ane team
(kickers) to line up on one end of the area with a ball each »
The other group (Catchers] start spread out on the other side
and aré in "prison’ « The players with the ball one at a time
kick their ball into the other side » The catchers an the other
side of the ball atternpt to catch the ball as it comes over the
nat = if vour ball is caught, you jain the other side and go to ‘prison’ » If a plaver catches a bl they are free from
prisan and can join the other side and join the kickers « If you kick your ball over successfully witheut it being caught
You can Colect you ball and join the line » Keep going wntil there is @ winner. thatis 1 person left and everyone else in
prison

PROGRESSION: Players will kick with their weaker foot. Coach can lengthen the distance required to seach the

oihEr Sids

WHAT IT DEVELOPS: Accurate kick passing and catching ability

HOW TO PLAY: Players with the ball turn and face the opposite
way « The other playvers stand and wait for the ball 1o be thrown
into the square « The ball is thrown wndes-hand into the SERLUArE a5
high as possibde » Awaiting players mave and catch the ball « IF o
drog the ball you lose a life change each tima

PROGRESSIOM: 3 throwers and 4 catchers,
WHAT IT DEVELOPS: High catching & reactions




HOW TO PLAY: Set up grid a5 (s showen » The central
Zzorse [in riéd) is the fire zone = Split plavers up Inte evan
teams githar side of the fire zone = 4-6 players each

s:0ae ] team on one side of the grid is in possession of

a sliatar per plaver » The aim of the game i that both
teams advance mto the "Fire Zone” » The attacking team

i possesson of the shotars attempt to strike (he bal

and sceeg throwgh the goal at the back of the grid » The
delfending team without the sliotars attemat to block these
attempted scores with a frontal block 3 goals

PROGRESSIOM: Each playver with a ball, Uss two balls eack
WHAT IT DEVELOPS: Siriking on the move under pressure & blocking shats

HOW TO PLAY; Dvaw two parallel lines of 4 metres distancs two
players facing each other on the parallel Bnes » Put a ball in the middle
[/ metres distarsi@) » Execution’ the waniner is the plaver who flicks the
Dall away first » Each flick seward 5 1 point = Set plaver 1o execyte
from ready position to fiick action, wusing your thumb and finger as a
SOnNg

PROGRESSIOM: Move to differen positions. Change pariners
WHAT IT DEVELOPS: Flick g the shiotar quinckiy

TOUR BALL BATTLE

HOW TO PLAY: Divide players into 2 teams, each team with two
feothalts » Each team must attemp? to kick ball into the apponens
gria = if all foetballs are in one gnd, the team with no footbalis gets
1pd

PROGRESSION: Award 2pts for high catch and 1 pt for body
catch. Weak foot anly, Place goal in opponents square to shoat inte

WHAT IT DEVELOPS: Quick kicking, catching & handling




FOUR SQUARED HURLING

HOW TO PLAY: in this game a Z20m x 10m square playing area 1=
spiit into 4 sguares using a ret or cones = There are 4 pairsteams
playing at the same time « Teams enter the game from the number 4
square and aim to make it to square numbser 1 » The team in squaré 1
flsck @ tennis into another sguare to begin the game « Teams can fick
the ball into any of the epposing team's SOwirés « if the tennis hits

the ground the point is over and the iosing team moves to Square 4 «
The other tearmns move up & square & The painteam have to keep the
kall frem hitting the ball the greund inside their square and must make
one pass to their teammate before ficking it to another square

PROGRESSION: To progress this drill, players take turns being the active plaver on the court, Fartners wadt outside
the playing area untd their partner has sent the ball away. A5 soon as that happens, partners exchange roles The
partrer coming onto the cowrt must quickly position themeales in the middie of their playing aned,

WHAT IT DEVELOPS: This game promates good first touch and spatisl awareness in

ws :
order o best exploit gaps in other team's squares. d_ %% i

TRO2EN PALL

HOW TO PLAY: Skill: Catching. Half or full basketball court size =
A passing or catching gama for 10- 15 players in which the object
i to Inze as few bhees as possible « Game continues wuntd ore player
vas iost all three lives « Plavers ane either numbsered in sequence
or their names are used » Game starts when a player in the centre
kicks of theows the ball in the alr and calls & number of @ name -
Player named runs to gather the ball, remainder scatter » Player
hodds ball above histher head and calls FREEZE = All players must
stop immiediately and stand still » Ball is hand-passed at nearest player « A hit means target plaver loses a life, a miss
means thrower loses = The target plavers my not move their feet, but may attempt to catchy the ball o Theowier loses

a life if the ball is caught « The player wio loses a Bfe restans play in the centre
|| 8| E® w

WHAT IT DEVELOPS; Catching, accurate hand passing & decision maksng

FROZEN WALL FALL

HOW TO PLAY: Two teams of B aside « &l other players linad up
along autskde of wall' Zv2 in middle trying to get the Badl 1 and
plenser o score a goal = Players may use outsidge ‘weall' players ko
assist in moving ball - [Wall plavers may not move] = Hand passing
only no tackling (Intercept anly)

PROGRESSHIN: W all players may move along the straight bne,
WHAT IT DEVELOPS: Hanwd passing, vision & decigion making




HOW TO PLAY: Mark out & gnid appros 40=20m usSing Cones
Diividie the grid into 4 sections = Divide the plavers into 2 teams of 4
fane player per section) = The players attempl to retain possession
by kicking the ball from saction to secishn = Tihe opposing teirm
attemnpt to block the kick attempts = i the kick is successtul, that
team must be allowed to ratain possess:on « Continue thie game fos
a set penod of me

PROGRESSION: Initially alow the players 10 pass either in a
clockwise or and anti-clockowise fashion: as the play prograsses, allow the ball to be played in any directon

WHAT IT DEVELOPS: Accurate kack passing. catching & blacking

HOW TO PLAY: Mark out a grid for 2 teams of 4 with & “road”
soparatineg 1he Péwd gsles = Mark out 4 circles [targets; on each siche
s Teams aim 1o kick pass the ball inte one of the appositbon’s circles
in Groer o score s The defending team must try (o catch the ball
befare it bounces in orne of their circles inorder 10 prevent a score

PROGRESSIOM: Increase the width af the road. Reduce the sizg of
the circles

WHAT IT DEVELOPS: Accurate kicking, k<k selectson, high catch
& vigion

HOW TO PLAY: Place bwo teams of four 16 S5 playersin a specific
area {e.g. badminton cowrt) = Place hoops at both ends of the
playing hréa = Oime plaver from each team (the hoopster] stanos
inside a hoop = Players advance the ball by passing (o each other «
Players must pass within five seconds and can take a maximurm of
theee staps with the ball = Players previoushy decide wihal type of
thaow will e used for the final pass to the hoopster (&g, underhand
pass) » Switch hoopsters after each point i scored « Uise basketball
siyle defence

PROGRESSIOMN: Increase number of haops
WHAT IT DEVELDPS: Hand passing & creating space

EiERBEE




HOT sHOT (TENNIS HURLING

HOW TO PLAY: Two teams of 5 plavers » Game is plaved all on
the ground = Mo goals required « Each side tries to keep the ball
mrAng ovar the border fine « Players may not cross the border =
D points. are awarded if Ball goes out of the grid ot the back or i
the opposition play the ball more than bwice « Bonus points are
swarded if you hit the shotar through the tyres

PROGRESSION: Onby allow one touch per team, Use bwo balls
Strike the ball out of the hands

WHAT IT DEVELOPS: Striking first time & accurate sirikes

HOW TO PLAY: 4 Squares, each is numbered = Each playver is
designated his or her own square » The goal of the game is to be in
the no.l grid + In order to da this you must knock owt the opponents
who are in higher squares « Player in grid no. 1 begins the gama

by serving the ball {the hot sun| into any other square wsing a hand
pass » The plaver's square that the hot sun lands in must then
return thee hot sun to any other player’s square without dropping the
ball # If the ball is dropped vou are knocked out and vou move to
the grid marked number 4

PROGRESSION: Lise two balis,
WHAT IT DEVELOPS: Hand passing & catching

HOW TO PLAY: Davde your team into two teams, one team
each side of a 30mx15m marked out area » Instruct the playvers
o spread out in their half and sit down = Instruct ane playver
from each team standing at the opposite sides’ and ling with
fve balis « The aim is to "save’ all of your team first by kicking
them the ball to catch the ball « On the whistle, the starting
kickars try to kick their footballs to their teammates who ane
sitting on the ather side of the court = if ane of the plavers
sithing down catches the ball, they stand up and joins the other
side to become anather kicker » Continue until you have saved all of your playvers on the other side » The frst team
plays for 4-5 mins and count wp the score totals from both tearns

PROGRESSION: Use woaker foot andlor lengthen the plaving area
WHAT IT DEVELOPS: Kick passing with accuracy and catching

e IZMO]




knOCkOUT PBALL

HOW TO PLAY: Ten players in a giid = Players have a ball gach
s Playvers dribile ball arownd a grid at random wiile attempting to
kricck out another playver's ball « | youwr ball is knocked ouf you must
Sit dowm « Lasi péaver [efl 15 the winmer

PROGRESSIOM: Cne hand onby

WHAT IT DEVELOPS: Soloing under pressure, periphéral vision &
near-hand tackhng

[ 1
A

HOW TO PLAY: Two teams start in rlddle of sguare
= A5 many balls as possible to be moved with hurley
an the ground to hula hoops at edge of square without
hitting ary chstaches » The group with the most shotars
in iheir hoops are the winners

FROGRESSION: Add in defenders to guard hoame Biass
WHAT IT DEVELOPS: Face. control & dribisling

HOW TO PLAY: Set out grid and everyone spraad ol
inssde the cones « &Y sliotars are pul in &nd players must
keap the balls mowing a1 all imes « Grownd hurling onby
PROGRESSION: Bigger Court Wiak Side anky

WHAT IT DEVELDPS: Dribtling, evasion, penphésal wision
& fnding space




OVER THE PAR

HOW TO PLAY; Two teams » One team either side of the
goals « Kick the ball over bar and if it bounces, kicker gets a
point = If playeris) behind goal catches the ball, then they get
a pamnt

PROGRESSION: Mark out a sguare and if ball goes out of the
souare then your tearm lIoseEs 3l their poimis

WHAT IT DEVELOPS: Accurate shooting & high catching

OVER THE PORDER

HOW TO PLAY: Teams of equal numbers « Games played
on thie ground « No goals required » Each side tries to keap
the ball moving ower the border kne « Players may not cross
thi border « Each tirme the team is allowed to touch the ball
twwioe DUt ondy ance per playver = Polnts are awarded if ball
goes out of the grid or if the apposition play mone than bwice

PROGRESSIOM: Increase number of touches. Decrease
mumber of touches.

WHAT IT DEVELOPS: Striking first time & accurate strikos

&lle|s|e

OVER THE RIVER

HOW TO PLAY: Flayers are spilt into 2 teams » They must punt
kick “ower the rivar” inlo the opposition's area » The team rECEvIg
the punt keck are aiming to complete a clean catch = Implement a
scoring system for catches Le. 2 points far everhead catch, 1 peint
for standard catch, 1 point for & ball that hits the ground

PROGRESSION: Increase the size of the playing area inchuding the
river, Llse more than cne ball

WHAT IT DEVELOPS: Accurate kicking, high catching & vision




PASS THE GUARDS

HOW TO PLAY: Mark out a grad 10m x 20 » Divide players into
three teams » The first plaver begins by striking the shiotar towards
the central player & The central player, without stopping the bafl
st stiikee it g towards the third plaver = The third plaver strikes

it brack 10 the central player again and so the game continues «
EF'-Cl:ll.."ilgE the central player to play the ball an whatieser side it
spproaches » The first team to move the ball up and down the line &
set number of times wing

PROGRESSICMN: Teams A and C attempt 1o strike the ba¥l past the
guards from either end of the gricl. Line point 5 sconed each time a ball passes tha guards Each team has a turm im
the centra

WHAT IT DEVELOPS: Striking a moving ball & striking on both sides

| &]@|9)

PRISONER PoALL

HOW TO PLAY: 2 teama - Mo mans land an middle meaning
ball camnal Wt that area & Kick the ball to other side & I it hits the
roand you I._'.'-E"r a scode » if somecne on the sther eam catches
WOl G0 10 prsan an the opposite. side « Haleased from prison f vou
catch the ball kicked from ofher team = Beturn to team

PROGRESSION: Make the whalo grea smaller, Introduce 2
footballs at a tima

WHAT IT DEVELOPS: Accurate kicking, catching & vision

PROTECT THE PALL PARTNER WORIC

HOW TO PLAY: Mark out a grid wsing cones = Divide the players
into pairs,one sliatar per pair « One plaver attempts 10 keep
possession by dribblang and using their Body 1o shield the ball =
The second playver tries to push or flick the ball away = After 3 sat
time, or after a DISPOSSEEEMN MEAEreE I roles

PROGRESSIOM: A large sliotar makes the technigue easier to
partorm, a smaller shotar makes i1 mone difheull. To meduce the
chpllegnge tho tackiing players provide onby token opposition

WHAT IT DEVELOPRS: Dribbling, clase control & flickng the

ClHOLar ahway




HOW TO PLAY: Set up an area of 30m by 1Sm and layout lotg
of colowred cones and hoops « Devede the team into two teams
& Ok tearm i spread arsund on the half with all the cones and
hoops - [Defending team) = The other team is on the ofbe
half wath & ball rock’) each — (Attacking team) » The aim is for
the attackers to hit as may towers [Cones arnd hoops) as thay
can bBefore time s up (4-5 mnutes) « Defenders try to stop the
balis from hittingfnocking over the targets (Towers)

PROGRESSIOM: Attackers mal wee thedr weak foot andfor
wiaak hand to hit the targets, Increasae the number of defenders.

WHAT IT DEVELOPS: Accurate kicking and hand passing to different targets,

TOP OF TE POLE

HOW TO PLAY: Split the players into twa teams = Position 4 poles
inside the playing area = To score playvers must towch the pole when
iN PASSESSIoN They cannal soore ot the same pole twice in & rone
PROGRESSIOM: Assign each team 1o two poles. They can onby
score at thase two poles.

WHAT IT DEVELOPS: Carrying the ball under pressure, vision,
passing & tackiing

[ &S

HOW TO PLAY: 4 seis of pairs « Each paer has a badl « Pairs work
iogether passing » Can score in any goals but you must scoee in the
opposite goats next time & Kick to scone « Mo Goalkes « Aim-avoid
traffic, mowve and pass and work together

PROGRESSIOMN: Introduce some goalies.

WHAT IT DEVELOPS:; Sccurate passing & wsion




HOW TO PLAY: Step off a grid approximately 30=30m « Randomby
place ta¥ cones and training pokes: [Aags will wiork as will} n the middie
of the grid « Split the group into 4 @wen bekits whio SLart on the corness
of the grid with 1 ball per group « On the cosch's cormmand, the first
plaver from @ach ling swall race through the “Traffic lam” (training sticks
and cone=) in Gthempt 1o not bt a stick, Cone, Or anoihser DHaver « Cnoe
the player makes [t through the traffic jam instrect tham to hog and
sojo waith speed to the line they are fating and pass the Dall 1o the st
player in ime & That plaver should immiediately Read 1owards the traffec
jam at spead in an attempt o get through the trafhc jam Arst « At st
dan't kbmep soong, simphy bel the pligers enjoy the close calls before playing the game

PROGRESSION: After B- 10 minutes, combine the two teams that are facing each other into one team. Mext, have the
plavers race throwgh the traffic jam to the cone on the opposite s of the gnd, around that cone and back through the
fraffic jam As each player fimsshes the race they must sit down 1o Signify 1o the group that they have completied the race.

The team that has al players sitting donean Rirst wires the game

K i
WHAT IT DEVELOPS: Carrying the bal at pace, vision & evasion - qup-l &llel|le
mand passing il

TwO cOVET PODGE PALL

HOW TO PLAY: Two teams, G- 10 membaers, seattered on cour, as
per diagrarm = Start with one player (the thrower) behind each ling
# The object is 1o be the last team oul of The game = One team is
calacted to hawve first throw « Play commences when ball 15 thrown
at an opponent (below thi knee), in the opposite court = I hit he
goes 1o the cpposite backline and Decomes a throwwir andy « Hils
are made frorm the front and Behind the teams = Teams alternate in
turns at throwing the ball « The vanner |15 e team to be Tt out =
The ball is "dead’ once a player is hit o if it s caught on the full, or goes over the sideling » To score the “hit', the ball
miust be thrown either by a ‘throsengr ondy Behind the backline or members of the team stilf in, from withan their own
ciort « For the thrower only’ o hawve a valid throw, they must recene 8 pass on the full Trom one of their team mates
inside thewr court » Passes may be intercepted by the opponents « A 'hat’ can be cancelled if @ player can gather the

ball ckeanly, not necessarily on the Tl
&||e|®

WHAT IT DEVELQPS: Vision, sviasion & catching

UP NORTH / POwN SOUTH

HOW TO PLAY: Tweo teams of 6 a side = Mark cut a pitich about
F0m & 20m = Within the teams get plingers (o par up = The &
paérs all have a Ball « On the whistie the pairs try and male passes,
maving atross the pitch when they et 10 the other sioe (Up Miorth,
Down South) they shoot for a score « There is no 1ackling, onby
avalding the other pariier Mmowing across the pitch « Cmce thay
hawve scored the retrieve a ball and head @ther up narth or doswn
south » Game contimues for tewo minutes

PROGRESSION: introduce defendars. Limid the number of passes bafore shooting
WHAT IT DEVELOPS: Decision making., vision, shadowing, carmying the ball & shooting




HOW TO PLAY: Both teams play into a moving goal that is marked
by two players one from each team = Each holds 1 pole each to
form the posts » This Living goal’ must move in such a way that as
fewr goals a5 possible are scored = Goals/points cen be scored from
both sides = One team stars in possession «0nce a score is kicked
planseriioam in possession continues until ball is lost or goes out of
bounds « The Liang Gaoal' 2 replaced meary 2 minutes

PROGRESSION: Increasa number of maowving goals
WHAT IT DEVELOPS: Decision making, hand passing, vision & tackling

WORKING AFTER THE PASS

HOW TO PLAY: Possession game with players in a team having to
ke d PG SEs 10 soore & Howeser, on passing 1o a team-rmate, the
player giwing the pass must run around one of the cones used o
mark out the grid before he comes back into play « On making four
consecutive passes, ball is set dowsn for mext team to start » Gamse
to tast 60-7Bsecs = very intense once plavers get the hang of it » To
focus the mind of the passer = no admiring the pass « On passing
vou don't stand st vou must work hard to get back into the game
by rounding a cone « While the passer is rounding the cone the game becomes 2 or 3 v 4 » Therefore, person on the
ball mawist remain composed while under greater pressure, while third player must work hard to get free = Less time
it is 3 v 4 the better for the team in possession s Tendency will be far player on the ball to stand looking for the otk
team-mate — plaver on the ball must leaen to break tacklels), pick aut his team-mate while under pressure and then
wiork for team after making the pass to get back into the game

PROGRESSION: Increase or decrease the number of passes to make a score. Put in a roving player whao plays for

tne team N possession — this makes it 3 v 3 when the passer i werking 1o get

back into the game. Thraw i o tackle bags instead of defenders, i g @ @

WHAT IT DEVELOPS: To focus the mind of the passer. hand passing & tackling

YOUR NUMBER'S UP

HOW TO PLAY: 2 Sets of bibs = Cones to mark out grids 30m x
20m = 2 Teams of 10, split into 2 Teams of &« Mumber them 1 & 2
Yollow & 1 & 2 Blus « Mumber the Plavers in teams 1 ta 5 « When
@ playver's number is called e.g. 1's from both sets of teams play
andingt each other « To score you must make 4 passes

PROGRESSIONM: ¢ Numbers may be called at a tme. Lineven team
nurmbers could be called grven one team a numenc advantage eg
Yelliow 2.3, & 4" v 'Bloe 2 &5 atc

WHAT IT DEVELOPS: Feactions, hand passng & tackling




HOW TO PLAY: Create o senall grid approximately 20m x 20m
# From each of the four corners, place & pale about 7= L0m from
the cormer cone = Each player should have a badl inside the grid =
Instruct the players 1o hop and solo inside the grid using the entire
gnd « When the coach calls gut a player’s name, that player picks
which of the four flags they want to hop and solo around and
quickly kops and solos arcund that flag « The entire team must
also hop and salo with speed around the same pale a5 guickhy as
oSS bl

PROGRESSION: Assign the player's numbers and call out the player's number rather than their narme. Call out 2
players name or number and the leader should pick & flag to run around, the rest of the group should run areund the
diagonally opposite flag

WHAT IT DEVELOPS: Carrang the ball at pace, vision & reactions

[ o o]
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HOW TO PLAY: Put plavers in groups of 5 (1 defender & 4
attackers) ¢ Use grids (10m x 10m] » Attackers stay outside the
araa, defender stays inside « Attackers score 3 paint when they
rmake § successful pass to anather attacker « Defenders scam
two points for & bockfintercept » Change the defender every 30
Seconds

PROGRESSION: Increase the time. Increasefreduce the grid size

WHAT IT DEVELOPS: Accurate smart hand passing & timing to
intercept

HOW TO PLAY: Two teams of 6 aside = Plavers try and make
5 passes to their team mates before kicking over the river o
their spies on the ather side « The Spy tnes to stop the team in

pOsSsesgion making 5 passes
WHAT IT DEVELOPS: Hand-passing, anticipation & long kicking







HOW TO PLAY: Players work in pairs » 1 plaver is 3 batter
the other is 3 pitcher & Lge 3 large hoops as targets = Give
Each obp & $Coing value « The pitcher throws & balls

to the battar and he attermnpis 1o strike the balls towards
the targets « If a ball finishes inside one of the targets the
Batler recenses the correspondang score « Add up the total
score for the S baldls « Players then switch roles

PROGRESSIOM: Reduce the size of targets. Increase the
gistance to the targets

WHAT IT DEVELOPS: Keeping eye on the sliotar &
sinkang in the air

HOW TO PLAY: | “Batter” & &4 “Fielders™ « For begirners,
the batter throws up the ball and strikes » To progress

the game, hawe one of the “Fielders” throw the ball to the
"Batter” to strike = After the ball is struck, the “Batter” runs
out & back beteeren the cones as many Umes 2t possible
bBefare the fielder retrieves the ball

PROGRESSION: Fielder muust strike the ball back to the
batter.
WHAT IT DEVELOPS: Striking & Catching

HOW TO PLAY: Set up a plaving zone with 4 cones a5 4 bases with
& team of batters and a team of heiders « The batter kicks or strikes
the ballfskotar into the eld of play and attempts mun arownd the
Dases as each base egual's one point but i the ball beats the batter
home, the fielders get a pomt « The batter is out if the ball kicked

ks caught or if the ball beats him home = The fielders becomes the
batters when they have caught or tagaed the batters three times

WHAT IT DEVELOPS: Scanning and directing the ball, fielding and
rafreving




[

HOW TO PLAY: Sal up & playing zone in the shape of a
gauare with 4 cones and place a bucket in the middle of the
rane « Lise the cones a5 a home base and 3 bases = Fick oné
player from the group to b thae asE runner while the other
plavers become flielders « The base runner throws thres balls
into the field and attempts to run arownd the 4 markers before
the figlders place all the balls in the bucket and call "STOP" »
The base runner runs o the first base as soon a5 the thind ball
5 {hrowwn and contimues to the mext base untl a helder colis
“STOP" & Each base eguals 1 peent and the player who finishes
with the most points wins « When "STOP™ is called, one fielder
switcheas with the rummer and & nesss runner starts at home
base,

WHAT IT DEVELOPS: Accuracy of the pass

HOW TO PLAY: One Team of hitters and one team of fielders
» First hitter must bt all 3 balls on the ground = Thay must then
run to the base as many s as possible wntil the fielders
return the balls back to the base » Fiebders can use thedr harley
to pick up the ball and stap it « However, it must stay in their
hands at all times

PROGRESSION: Lise waak side. Jab and Lift. Striking from
youe hamnd,

WHAT IT DEVELDPS: Striking on the ground, controling the
slictar & handling

HOW TO PLAY: Set up a playing sone o suit the numbsas
of players in the group « Each group starts with one hitter
while the rest spread out in the playing pone and become
Relders = The hiifter has 5 hits out the field and the felders
try to catch the shotar o refrstve the sleotar and bring it bacs
b thie Rrtting zone » The fielders get 1 point if thay retrneve
the sliotar before the other fielders and put it back. 2 points if
the sligtar bounces once and it's caught and 3 points if they
catch it before the sliotar hits the grownd = Once the hitter
has 5 hits, switch around with a fiolder » Evervone gets (o
bat § times and the fislder with the most points wins

WHAT IT DEVELOPS: Catching and retnaving the ball




HOW TO PLAY: One person an the bat ng team recerves theee balls « The
first batter kicks all threa halls dmsaneng into the plaving area « After all three
balls have been kicked, the antire Batting team ruens from home base to an
Cpposite pylon and back as many times a possible = While the batting team
i5 running, the fiekding team must try o rotrieve gl the objects and place them
into a hoop that is located 5m to the right af home bage = Fielding players are
not permitted to run with the objects » There are no "outs” = Switch batting
dnd fielding teams after each person on the batting team has had a chance
“at bat”

PROGRESSION: Use weak foot One plaver runs and sccomulates SCOMRS
WHAT IT DEVELOPS: Kicking 1o space, vision & reactions

HOW TO PLAY: ? players are assigned to the circle « Thesy
stay inside the circle for 1 minute and attempt to strike all of the
shotars outside the circle = The players outside the circle must
5100 the shiotars and dribble them back inta the circle far the
twd pliayers 1o strike again « Count number of sliotars struck in
1 minute

PROGRESSION: increase the number of plavers outside the
circle.

WHAT IT DEVELOPS: Anticipation, dribbling, ground striking
& ground eantrof

HOW TO PLAY: Get the playvers into pairs with a hurley and &
sliotar « Put out cones so plavers stand at @ cone facing theis
partner, about 3-4m apart ¢ 1 player has the hurley and the

other pliver has the sliotar » The player with the sliotar throws it
underarm far it ta bounce in frant of their partner « The hitter waits
for it (o bounce, then hits it back for thesr partner ta catch = Yaou
get 1 point every time you successfully cateh the ball » After 4-5
mimutes, have partness switch rolas,

WHAT IT DEVELOPS: Timing of the strike and Accuracy




HOW TO PLAY: 4 piayers per tearm = Team A [Meflow)|
fielders retrieve the ball, pass it to the bowler standing

in hoop » Team B, batter sends badl 1o a free space and
attempls to get round the green cones 10 SCoea fun &
1point is awarded for each cong, or 5 paints if they make
it all wiay round sguare without stopping « Players must
stop running when ball back to bowler = Each player gets
3 attermpts at sending before teams change roles if not oul

PROGRESSION: YWeak sideffoot. Change of dyection

WHAT IT DEVELOPS: Stniking, catching & anticipating
migwerment off the ball

HOW TO PLAY: Mark out a large grid with 4 polas and
mark a smaller grid inside this with cones « Each cone
ehould have a ball on top of it & & batter is assigned 10
gach cone « The balls are struck try the batlers as far as
possible « The batters then run as many times at possibila
out 16 a pole and back « The figlders retrigve the balks as
quickly as possibhe

PROGRESSION: Increase the number of retrigwvers,
increase the size of the large grid

WHAT IT DEVELOPS: Striking technique, catching &
n.gill'l'-.-'

HOW TO PLAY: Area is marked out in a Sgquare with four poles

w A smiall square is made in the meddle with four tees kned up
inside it « The four battess stand in the middle and hit four balls
into the surrsunding space = To score runs, each batler runs out
to a different corner of the big square and attempts to come Dack
» Every pole that is reached counts &5 one run making a collective
score » The fielders collect the balls and return them « If a player is
caught off base once the balls are returned their runs do not Counk
for that rownd

PROGRESSION: Give playvers a chowe of bats and balls to use ta hit pdake the filding space smallér so it takes less
runming Lo Cover

WHAT IT DEVELOPS: Striking & calching



HOW TO PLAY: 7 players ina group, 3 goalkeépers - ang in gach
goal » 3 attackers and 1 defender in the square = Attackers can
shoot at any goal » When a goal is scored the goalkegper hand
paszses the ball back inte the square and IT begins again « When 1
attacker has scored 3 goals, players rotate

PROGRESSION: Add more defenders. Reduce the goal size
WHAT IT DEVELOPS: Hand-passing, shooting, goakeeping

feIClons & Shol Sicppeng

HOW TO PLAY: Divide the group into two teams
patters and fielders « When a batier comes to
bat, they hit 4 balls, one after the other, into tha
playing space = When the last ball is hit, the batter
runs Beteseen the marker Cones as many tarsgEs as
possible = The fielders must return the ball to the
moma base - call 'Stop” whan the last Ball reaches
hiome base « Fielders cannot move untd last ball is
aireck & Faelders mest ke the Dall to the home Dasea
not throw « Batter must hit the ball forward of the
hattimg position

PROGRESSIOM: Devise sc oring zones - batters gain extra rung it the ball passes through the Zones

WHAT IT DEVELOPS: Striking, catchifg & anbicipaimg the movement af the
outfield players

HOW TO PLAY: Long ball is another kickball type actonty

[ar hurling activity if wou want 1o use a hurley and shiotard
tennes ball) that gets more players moweng more often, groups
welll it mone swaraly and actnes, with lots of lawghs and

fun = Some strategy is for sure important, but in the end it's
about hawird 8 good tmee 25 43 class or a3 group = Dhiwide all
the players into two teams and set up a playing zong with

4 cones that holds a fieldmg team « & small sguare shaped
rone shoold also be created at both ends of the playing 2one
which are used as the bases for the kicking team « A member of the felding team passes the ball to the ketking team
i waich they try 19 kecklstrke the ball se they can run 1o the base at the opposite end « When the kicker has ran (o
tha opposite base and back they recaive a point & The fedding feam mwest catch or tag the kbcker sith the ballislotar
theee times in order for them 1o Decome the Kickimg team

WHAT IT DEVELOPS: Long kicking and mowement aff e ball




HOW TO PLAY: Divide the players inta groups dependireg on

the nuemiber of players « Line out cones with a hurley and sliotar
across one end of the playing area « Out in the rest of the area, put
cut 3 limies of cones [3 different distances in front of the orginal
conesl. 1* line - Bm outd 2¥0ine- 12mout! 39 line - 15mout =
Choose ane player from @ach group 1o start as a hitter while the
rest of the group stand out amongst the cones as fiebders o [Line of
cones=Fences) Fiekders=Angry neighbours) + The hitters try to get
as many points as possible, by hitting the shotar as far as they can
= They get 1 poant for Ratting the sliofar past the 19 line, 2 points for
hatting the slictar past the 2™ cone, 3 points for hitting the slhiotar
past the 3™ cone « The fielders try 1o catch and s3op anmy of the
shotars going past, stopping the hitters from getting points « Omce you get the sliotar, quickly rum and put it back at
the ariginal cone where it came from = Each hitter has theee hits, then swaps with

a hedder whe hasn't had a turn hitting wet

WHAT IT DEVELOPS: Striking and anticpation

HOW TO PLAY: Set up a playing zone with 4 cones in
th2 shape of a rectangle and with another £ cones et

up a rectangular shaped area called the pit within the
middle of the playving zone going scross ways « Divide the
players into batters and flelders with each team on one
sida of the pit « A player on the batting team bounces a
sliotar to another member of the batting team who strikes
the ball over the pit and onto the fielder's side = The batter
iz-out if the ball does not Qo ower the pit or i the slotar g
caughit by the helder's « The batting team bats until thera
are 3 outs and then they swap roles foe the fielders foem

ko bat » Batters score a point if the sliotar goes over the pit and into the playing area without being caught = There
is also an extra poant for the batting team o the siotar crosses the pit and continues 1o run through or past tialders «
The sliotar must be below bead height akso.

WHAT IT DEVELOPS: Timing and direction of the striko

HOW TO PLAY: Set up cones 10m apart with a player standing

at each cone = Coach calls - left or right, red or white, Cronees or
Cranes. Stop or go » Middle player races o collect the ball » First to
reach the outside playver and sucoesafully pick ug ball wins « End
peayers hive o Dall ¢ach « Keap body low « Bend the knees « Have
two hands ready

PROGRESSION; Cne handed plck up
WHAT IT DEVELOPS: Pickup, reacton & agility




HOW TO PLAY: Set up a hoop and 3 cones as
showwn o 1 plaver is the batter, the other 4 are the
helders « Flelders have to retrieve 3 balls sent oy
catter back to hoop before player gets back « Batter
sends 3 balls to the free spaces, then runs out round
cone and gets back o the line = Purple cone = 1
Foint & Green cone = 3 Points » Blus cone = 5§ Faints
* Rotate the batter after each thrawkickStrike

PROGRESSION: Use Weak sidefoat

WHAT IT DEVELOPS: Striking, vision & decision
rriakinig

HOW TO PLAY: Poles are anmansed in a triangle with one paie at
each point and a central pole marked for the petchner « A ball 5 pitehed
to the batter who stands at any of the 3 points of the frizngle = The
batter hits the ball inte an open space = To seore the batber runs
around the triangle and keeps running untd the fislders have collacted
the ball and either touch a base ar tine plaver » The plaver g5 out if Lhiiy
are Btween bases when this oocurs, or if the ball is caught without 3
Bounce = The pole that the batter stOps runming at becomes the new
‘nome basa’ to be pitched to » Dne point is gained by the batter for
£3Ch new pylon that is run to « After an ‘out’ or after 5 pibches the plavers switch and have a new Batter and pitcher

PROGRESSION: Use weak sidefwveak foot. Increase the distance
WHAT IT DEVELOPS: \fision, kicking, catching & agality

HOW TO PLAY: Set up a playing zone with 6 hula hoops

which symbalise bazes 1-6 « Divide the players intd bwo groups
\Defenders / Kickers) & The kicker kicks the ball and attempats to
rum to base 1 without being tagged with the ball = The kicker FIcrey
DECOmES B runner and can stay 8t any base for anry amount of time
o continue 1o run to the next base in the arder of the Base numbers
= For example, the runners must run from base I 1o base 2 rather
than running from base 1 to base 3 « Runners can also lead off

of come back to the base they left « The defenders can get the
runners out by catching the ball kicked before it hits the grownd

o IF amy runneds get tagged or hit by the ball & Defenders are not
allrwad to black the direction of the funniers and the teams switch
roles when the defenders have knocked aut 3 rennees

WHAT IT DEVELOPS: Kicking, catching and anticipating of autfield plasers
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HOW TO PLAY: The Danish Long ball field is composed of one batting line
(marked by two cones), one base (marked by four canes), and ong running
corridar [the space between the batting line and the front of the base] » Divide
the class into two teams with one team starting at bat and one leam starfing in
the fiesd = The first plaver from the batting ling advances 1o the batting lne e Th
eecond player in line from the battirg team will act as the pitcher The batting
playes attempts 1o strike the ball into the plaving field {and in front of the batting
lime of alse it is a foul ball) = When the ball is struck, the batting piayer attempts
to run to the base and back to score a point for their team = The batting player

i5 out if: a) the ball is caught out of the arr, b the batting plaver is tagged by &
fielding player holding the ball while in the running corrdor [howeeer, fielding
players may not crowd the ranning carridor), af ¢} the batting player runs outside
of the running corridor « The batting player may choose to remiin in the bisa
and wait there until an opportunity 1o run back to the batting kne presents itoedf (Ehere 1S no MExImmEm
arnaunt of batting playvers allowed in the basel.Once 3l of the batling players have had & turm, any
remaining playvers on base ara out and the tearns swilch rales.

WHAT IT DEVELOPS: Kicking, catching and anticipating of outfield
plavyers
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HOW TO PLAY: Set up a whacky hurling plating area with 10+
hases = Divide the class into two teams: one batting team and
ane fielding team « The fielding team spreads out 10 cover as
much a5 the playing area a5 possible # The batting team places
thamsehees on the bases ({thay can be more than one per base|
with one player starting a home plate [Thiy will b the first at bat)
= The coach stands at a safe distance from the batting plaver and
will act as the pitcher » Once the batting player has successiully
ctruck the sliotar, ol plavers on the batting tearn Degim rnning
around the bases « The fielding team attempts to fielad the ball and
place it on top of a cone in the middle of the playing arda = Once
the ball is on the cone, or if the ball is cought dérectly out of the air,
the teacher says “Treeze” and all running players must return 1o
the last base they touched « The batting team eams a point each
tirme ane of their players makes it back to home plate » Oimncie all of
the plavers on tha batting team have had a turn at bat, the teams switch roles.

WHAT IT DEVELOPS: Striking, catching, vision and decision mizkireg




Pari invasion Games

Games require players to complete a task with limited direct oppesition. Such games encourage
awareness of time and space but also help develop characteristics of Team Play, e.g. support play and
communication. Part-invasion games allow players to develop positional sense, and limit the opposition
that players meet

Sending & Scoring Running off
Receiving the bali

Supporting Positioning Anticipation
Teammates

Defending Space Marking & Guarding
opponents



HOW TO PLAY: Wsing a grid 206 = 10m, the teams play = The
teams try anc move the ball by hand passing and travelling four
steps around the grid = To score you must band pass the ball ta
your team mates an the bench = Make a zone in front of the bench
of 2m « Thig i% a restricted area and ondy one player from each team
% allgwed in this area = Change players from the bench to the game | iy 7
gvery 1-2 minutes _.-E-:uf___.._..
PROGRESSIOMN: Mo baunding, 3 seconds rubs.

WHAT IT DEVELOPS: Accurate hand passing, maintainmg pessession & vision

F>ORDER RAIDERS

HOW TO PLAY: Teams of 4 — 3 Attackers (Raiders) & 1 Defender
Mumber Teams 1, 2 efc, and go to start area as shewn « Defenders
g to sde of mid feld « Defender from Team 1 goes to Zone |
while his her 3 Attacking team mates start behind end line « On
signal te Attackers atternpt 1o by pass the defender and move into
Lone 2, go around the cane and attack Zone 3 and 4 a8 showen o |If
the defender intorcopts shete returns the Ball and moves back to
defend Zone 2, Zone 3 etc, bafore returning to side line » If e fails
1o gain posseswon in Jone 1 he may move back 1o defend in Zone 2
21C » As 500N as Team 1 has rounded the cone, Team 2 begin with
the Defender fram Team 2 moving into Zone 1 etc « Scoring: Teams score 1 Point for successfully passing through
each of the zones Defenders may ks score 1 Point every time they intercept the ball in & rone

PROGRESSION: Place a defender in each 2ene
WHAT IT DEVELOPS: Accurate hand-passing. attacking as a team, tackling

& biocking “r.-":‘:' ‘-é? % @

HOW TO PLAY: 10 v 10 » Prich size B0m = 40m » Full Bules » A
sCore s registered when team gets the ball cleanty to player marked
= i th: box + Flayer inside bow anea cannot come outside the box
Brea and no one else can come in o= After a score that team will get
possession and can attack the opposite box

PROGRESSION: After a score when a team gets the ball to the
half way line they can decide to attack either box. Fist pass only
Reaction ball can be used. Apply 4 second rube. Foot pass to score

WHAT IT DEVELOPS: Passing under pressure, catching & tackfing




HOW TO PLAY: All players are inside the square & maving in
all dwections without touching off each other » 3 coaches stand
outsice the square holding bean-bags « They call players names &
threner 3 bean-bag 1o them to catch = Piayvers theow the bean b
back to the coach they got It from

PROGRESSION: Players must give the bean bag back to a different
coach than the one they get it frem. Introduce tenais Balls.

WHAT IT DEVELOPS: Catching, reactions & peripheral vision

HOW TO PLAY: 7 Attackers (Blue| on a signal aim to attack the
goats soloing through the vellow cones past the red defender » Bed
defender defends the middie set of vellow cones « The two red
defenders at the red cones, chase the 2 blug attackars as soom %
they set off from dotted e » Thie tevo red defenders at the red cones
Mg i 500N as the attackers pass the defender at the vellow cones
= All tackles must be made with the near hand on the ball » Change
roles after a set time i, the attackers move to the defending stations
A while the defenders move 1o the pttacking position on the dotte
fing = Attackers who break through shoot on goal » Have an extra aoali 1o ke over after 3 $a time

PROGRESSION: Allow the red defenders to move as soon a5 the attackers of Blue teasm move with the ball Place
exfra defenders at B to challenge as they break through, These act a2 ‘cover’ defenders

WHAT IT DEVELOPS: Carrying the ball under pressure. breaking tackies,

chasing down attackers & tackling 6] - g @ ::j
- I._,{: ;_,-_'l
S

HOW TO PLAY: Players are spilt Into 2 teams = Thay
TRLIST QirGund strike “across tha raad ™ into the oppastion’s
aria & One Player from each team goes to the opposite
court and scis as "Disrupter” 8, altempts to hook'block
and dispossess the oppasition « If they can get the ball
they attempt to score in Goal » Disrupter to be changed
after 1 minute « Scorng system for catches ie. 2 points
for overhead catch, 1 point for standard catch, -1 point
for a ball that hits the ground « 3 Baints if the scout
dispossesses and 5COMsS in goal

PROGRESSION: Two disfuptars, Air hur!-ng
WHAT IT DEVELOPS: Striking. high catching, hooking, blocking & vision




DENY POSSESSION

HOW TO PLAY: St up a grid as is displaved » Each forward
starts with @ ball (5 forwards = & ballg] » Each forwiard s to be
marked by a defender = The aim of the game is that the defendaer
is to dermy the forward possession of the ball from any one of the
9 players on the outside of the grid « However if the forward does
gain passession the defender must not allow him to make a pass
to another playver on the outsida of the grid = 1 point is gasned 100
aviEry pass a foreand successfully makes « 2 points are gained

for every dispossession a defender makes » Time duratean: ik
seconds - 1 minute

PROGRESSIIN: Increase time duratian. Inefeace numbers in grid
WHAT IT DEVELOPS: Passing, galning possession, tackling & makes players pliy with heads up

&l|lale|e

HOW TO PLAY: Two Teams of & - 1 goalkeeper, 1 midfield, 2
defenders and 2 attackers per team = Extra player (blug) = The
1Eam In possession soones by LINEING through the extra plaier
(blua) each time = Players miest remaln in oswn zones eocept the
Link player » Player must be used at least ance during the attack
Player plays for the team in possession but s’he cannat score » Put
a different coloured bt on player for recognition « Change the link
player frégquenthy

PROGRESSIOMN: Increase number of feams
WHAT IT DEVELOPS: Passing, shooting & wvision

TORWARY KICKING FORWARD THINKING

HOW TO PLAY: Divide piteh inta two halves using o flex lne
markers « Conditions: cannot solooor st pass over the ling « Bl
hag to be kicked » Coaches must insist that plavers do oot simply
work the ball elose 1o the line and tap a & metre kick across thi
line » The game forces forwards to make lateral and diagonal
rurs & 11 alen forcas @arhy ball into the (orward e

PROGRESSION: Weak foot anly,

WHAT IT DEVELDPS: Long kick pass, tackling, shooting &
defending




GOV (FOB)

HOW TO PLAY: 2 Teams = Each team of 4 Bas their own arsa in
which they keep possesson af the ball by passing It anound « The
ather team can send ona player across 10 ry and win the ball o
thair sicle = Chey el ng 0, rodeg revarse in the other teams gned
First team to put 10 passes togethar withouwt losing the ball = \With
beginners if 15 better that the player trying to win the ball Back has
no stick, and has to try and tag the player in possesson of the ball
» This grves the players In possession more time on th Ball = With
advanced plavers, aflow 2 players in g try and win the ball back
PROGRESSION: Use two balls. The team in opposite grid pass the ball ta each ather while their partner is trying 1o
‘rob’ the badl from the other group

WHAT IT DEVELOPS: Smart hand-passing, anticipation & tackling

>0 ®

HOW TO PLAY: Divide participants into four groups « Each LRSS
Qroup goas toa oormar of the Sdguare « in the centre of the playing
area there are four zones, each with a bin of balls and a hula

hoop = The first player runs Ieeands his dEE—lg"—irE*d bin = As s/
he cofects a ball, this player steps in the hedR, and attempts (o
redtuf i Ball to henhis cormer By hitting it with hisfher hand =
Team membars fiefd the ball and thaen paEss it to each other before
F:-l.ll,.l."-g 1an & hoop kcated o thelr Cofmear « The batter then runs
to the back of henhis lime and tags the next playear on the team o
a0 « Time each team how long it takes to put all the Dalls in the
hoop and encowrage them to beat thair time on consecutiee trials

PROGRESSION: Increase number of players
WHAT IT DEVELDPS:; Accurate passing, agiity & catching

HOW TO PLAY: Field is divided inito 3 sections = In tha
central section there are & playvers from each team « In the Bavo
putside sectans there are 2 players from each team = 1 team

is Gttacking ome set of goals the other tearn 50 attacking the
ot 51 « Game starts with & theow in« The team that gains
possession atlempts to make & passes without losing the bal

in order to get a free kick » The player on the bth pass takes the
free » He must B¢ patvent and waik 1or the min of his team mates
and then deliver the pass « Attacking players atternpt to gain possession ard beat their marker 1 score » If 8 score s
achieved then the ball returns to the centre section and the game résurmes = If the ball is intercepted by the defenders
the miust work it in to the centre section for them 1o make 5 passes « Then the game continues as before

PROGRESSION: Kick passing only, Weak hand pass only
WHAT IT DEVELOPS: Hand-passing, gaming possesson, smart rens &

accurate kick passeEs d:“'-j'-_': 1.,'%_,: @ @ 1




HOW TO PLAY: Twea teams of equal numbers eg. 5w &= Players

af Bath tegms are numbered 1-6 « Coach calls out @ nurmber
from 1-6 and the players wihe wire grven that number entor the
grid and play sgainst each other & The rest of the players on the
defending team stay on the goal Eae trang to prevent @ score =
Switch the teams 1o ensure both get a chance to attack & defend
» Make the goals wide enough that ewersane can stand shoulder
width apart

PROGRESSION: Coach calls out more than one number teading
b3 2 v or 3 v 3 situation.

WHAT IT DEVELOPS: Reactions. taking plavers on & fast man defending, tackling

i

HOW TO PLAY: This imvolves 18-30 players, 7 equal
Lizarms » The pitch is divided into 3 long channels
runmneng the full kength of the field « Players can't move
aut of their channel « The only thing that can changa
from channe! to channed is the ball = Plavers must Shay
widdis @ind provide supporting runs at the right time far
central players to wse if the central section can't be
penetrated and wice versa » Scoring: Goals afe set up ol
the end of each channel s Bail must be kicked through
e godals for a score « i kicked through 1 of the wide

channets = 1 point = If kicked throwgh the central channe! = 3 points

PROGRESSION: You must change channel after a pass,
WHAT IT DEVELOPS: Vision, intelligent runs & tackiing

L

HIDHELWD Bulb-uP

HOW TO PLAY: Mark out a large rectangle 50m x 20m with 5
separate zones each 10m long « Twmn sets of Mid Fielders contest
high balls played inta the middle zone by 2 plavers in thie outsidn
Zones & Scores ? pts. For 3 ‘clean’ catch and 1 pt for 3 'broken
ball » Play for a set time eg. 1min. and change roles « The twa
Mid Feelders must work as a unit e, decide which player goes for
the hegh catch and which player anticipates the “braken” ball
PROGRESSION: Flace 2 Plavers (1 planving for aither set of hid
Frelders) in Zones 2 & 4 wha move 1o compete fore the ‘Broken’
ball, Make plavers who win possession play into a goals at aither
arsd of the Foaes

WHAT IT DEVELOPS: High catch & winning breaking ball




NO MAN'S LAND ELIMINATION

HOW TO PLAY: 2 teams split into 2 groups team & (1+2) and
team B [ 1+2} « Team & has half (45 tearm an both sides of Mo Man's
Land [as does team B) » Plavers can pass ball to each other within
their side, opposeng team m same half can intercept the ball and
dispossess them » However to score the team in pOSSes5100 must
kick ball in to opposie side of o man's land « VWhoever is closest
1o ball ks eliminated « Team with most players left after a period of
timee WS

PROGRESSIONM: Points are scored if team mate passes ball
acourately over no man's lnd to a team-mate and haShe keeps possession

WHAT IT DEVELOPS: Accurate hand-passing, vision & catching

OVER THE RIVER PASS AND ATTACK

HOW TO PLAY! Players are spilt into 2 teams e They must pund
kick “over the rver” into the opposition’s area = 2 Players from each
side play on the opposition’s side of the rver and try compete fof
the ball « Score aarned |1 point) wien either one of these attackers
recEives a pass from across the noad and additional score [2 points)
iz earned if the attackers shoot the ball through the 2 sats of goals
o the back grid

PROGRESSION: Shoot for goals. Lise weaker oot oy,
WHAT IT DEVELOPS: Accurate kick passing & vision
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PiCic UP ANTD DROP £ PICK. IF YOU cAN

HOW TO PLAY: Mark out a large rectangle with & Zones =
Mark aut two Dens at opposite ends of the large grid « Pick and
Dirop: Tewo teams [Yellow and Blue) aim o run bo opponent’s ball
arid 1o pick up stationary balls and solo back 1o thes own den

as shonen & Opponents may challenge opposition from picking
halls o =« See which team can retriesse all the balls from their
oppanent's grad

PROGRESSION: ? Teams of Do a sido pdivy #0ainst esch other
in & large grid 15m x 15m, 6/8 balls are placed at random about the play area. On signal onhe team attempts to pick
ball up while the other prevent them, See which team can achiewe the most peck ups ina set time

Repeat abows Bul playvers most mark each other
WHAT IT DEVELOPS: Picking up ball in traff

SEE]




POSSESSION GAME

HOW TO PLAY: 3+ 3 In sarnilar gred lasting B0-90secs «
Possession game with team in possession nesding ko make four
clean hand-passes to score » On scorng the balfl is dropped for

tne other team 1o take possassion « Intense pressure on plaver

in possession « Making comect decigions in tight situations «
r-.-1|:|'.-'|l'|l:_: wour feet — gama will continually break down unless plager
in possession drives past his immediate opponent « Getting the
"haerley hand' off the top of the stick to make a hand-pass e
FASTER HAMNDS = The player who can anly pass with the ‘catching
hand' will struggle greathy hera

PROGRESSIOM: Increase o decrease the number of passes to make 3 seore, Turn into a fifting game where ball
starts on ground - B player lifting cannot be tackled until ball is in hand. Lifter then has to make 3 hand-pass but as
so0n as he has ball in hand he can be tackled. Person receiving pass then dregs ball on ground for third player be 1

and start the PrOCEns agdaen
% o @

WHAT IT DEVELOPS: Chuick passing, decision making, vision & tackling

POSSESSION STRIKING

HOW TO PLAY: ! teams. evenly split betwean 2 habves
= Keep passession « A hand pass has 19 be folowed up
with a strike into the opposite half « 3 successfid strike
Ino opposite half eams a point

PROGRESSION: Mo hand passing. Use 2 balls,
WHAT IT DEVELOPS: Hand-passing & accurate striking

PRESSURE PLAY

HOW TO PLAY: Mark out a playing area half the sire
af a narmal pitch =« Mark out a scanng 2one 30m deep
at either end of the playing area » Divide the players
inta teams of 8 « Play continues as normal « Scares ane
awanded when the ball 1s Plaved-esther hand, fist or Kick
pasgsed-mto the scoring zone = Epch plaver may onby
tackle ther direct opponent

WHAT IT DEVELOPS: Tackling, passing the ball under
pressure & vision




ROTATE THE DEFENDER

HOW TO PLAY: 4 attackers remain on putskde Enes of grid 7m
® 7m = They can move along their line to support the passer e
1 defendir on the inside and may move anywherg in tha gnd

= Attackers must look for passes and decide wha is in the best
posiaan 1o recense the ball « Change the defender avery 30 seconds
or on loss of possession » 5§ passes = 1 point » Defender gains 1
poant for evary interception

PROGRESSION: Add in an extra defender

WHAT IT DEVELOPS: Creating space to receive pass, anticipaton
for intercepton & vision
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HOW TO PLAY: Players are spilt into 2 teams
= They must punk kick “oner e rver iRt Ehe
Gpposition's area « One plaver from each team goes
to the opposite court and acts as 8 "Scout’ Le, your
feam attempds to pentfstrike the ball over to him/
her « Scoring system for catches e, 2 points for
overtiend catch, 1 poind far standard catch, - 1 point
for a ball that hits the ground « 3 Points if the soout
catches

PROGRESSION: Posnt for a block on the shat golmg
ok OwEr Thils Srver

WHAT IT DEVELQPS: Accurate punt kecks, high catches & tackling

SHORT PALL LONG PALL

HOW TO PLAY: Two equal teams bétwaeen 9 and 12 plavers
# [daa of the game is to keep possession of the ball @ Every
pass must change from akick-pass to a hand-pass = When
VOLUIF TEam wins possession they decsde which seguence it
starts in = If possession s lost then the ather 1eam starts their
sequenoe s The garmne only staps for a free kick or if the ball
goees gutside the boundary

PROGRESSION: Must keep the Ball for 30 seconds o score
a paint ball then goes to the other team. Every kick pass is
:augh! clean or after 1 bounce=1 poairt, Kasn ball wntil possession I5 losl

WHAT IT DEVELOPS: Accurate passing & decision making




SPACE TENNIS 30 POSSESSION

HOW TO PLAY: This gamg involves 16 players and ong
football = BwB = Teams are divided into groups of 4 inside half
of the ares marked out « Players can't cross over the halfeeay
line = Game is started with a kick-pass from one section to the
ather, the team that wins possession starts their 30 second
countdown & They muasst keep possession of the ball for the time
frame » Once tha time 2 up the ball i= kicked into the othes half
ard they atiempt 4o gain possassion « if possession is lost they
mush attempt (o keep ball for the semainders of the time

PROGRESSION: Game to last & mins, Scaring: every hand-pass =1 poink
Every foot-pass = 2 points Team with most points after S minules = winner,

WHAT IT DEVELOPS: Maintaining possession under pressure, hand-passing, kick-passing & decision making
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SPACE INVADERS

HOW TO PLAY: Thrae attackers and one defendar (3w 1)
start i zones as shown = Mark out 5 zones - Big zones
shculd be 15m x 10m and Small zones 15m = 2m (Use bigger
zomes for kicking/striking] = Attacking teams start at end Ene
and attempt (o mowve through the fones 0 scane « Defender
miust remain in 2one 2 and attempts to stop attackers mowving
thrawegh zone » Foints ane awarded (o passmg sutoessiully
throwugh each zone « You may score & bonus point by passing
ball to recaiver oeer gnd kne al opposite andg

PROGRESSIOM: Increase numbser of defendersfattackers.
WHAT IT DEVELOPS: Attacking as a team, defending & accurate passing

HOW TO PLAY: Large Gnd 15m = 15m = Each child has a ball = All
the players dnbble about a large gnid « A5 they drbble they attempt
to strike awray any balls close to them « Players try and protect
balls by using thelr bodies as sheelds to soreen the Dall = Give all
plavers b Points to begin « Thay lose a point every time they ane
dispassessed and gan ane every time they hit a ball seay = The
phaver with the most points at the end of a set ime e.g. 2 minutes
wins

PROGRESSION: Have 3 - 4 players withowt a ball who attempt
to gan possession. Players wha lose o ball must attermpt to gain possession of another ball, Which player can keep
possession the longest without bosing their ball?

WHAT IT DEVELOPS: Maintaming possession & flicking shotar avway
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HOW TO PLAY: Set up 374 small gredds 10m x 5mowith a 3m space between each
in front of goals «The lang thin grids allow the defenders a ¢ harce of chasing their
Oppanents to execute the N.HT. (Mear Hand Tackle) » Place a defender in each
grid » They must remaln in their own gricd = Have extra defenders ready ta came in
after & set number of attacks « 3/4 attackers @ach with & ball attempt to sola, ane
at a bme, thraugh the geids and finish with a shot on goal = The defenders start at
the front of the gridl and must wse a MHT. as they chase their oppongnt « Change
roles after a set time » Scoring: Defendars score 1 paint for ewery successful tackle
= Winner: Most points scored i 3 et time &g, 3 mins

PROGRESSION: Have two defenders in oach grid if attackers are wery skifled, All
ands ane empty as a defender chases an attacker throwah the grids 1o see which,
if any. grid e can make 3 MHT. She gains 3 Foints if the tackle is made in the
first grid ate,

WHAT IT DEVELOPS: Soloing under pressure, Lackling, going by defenders

& accurate shots on goal

ToM TIDDLER

HOW TO PLAY: & frve metre diameter eirche containing 10-20
footballs « Approx 105tk of the players are placed inside the circle »
The remaining plavers patral outside « The robbers mMiust attempl 1o
steal the taotbalis from the inside of the circle = Tha guards athemipt
o pratect the bals and tag as many robbers as possible » Ay
robbers caught remain and help ingide the Circig

PROGRESSION: Increase number inside cincle.

WHAT IT DEVELOPS: Decision making, reactions, carrying the
Dall & evasion

TRIPLE CIRCLE pAsSS

HOW TO PLAY: Make 3 circles with 3 radius af AWZOM0m
= Place one defender iBlack] inside smallest circle arrd 4

In qutsye circle « These plavers must remain in their own
circles » Place 4 attackers {red) around inside circle and the
same an the vy outside » The 4 ingide attackers rrust

51ay 0 their own circle while the 4 outside attackers st
rermain outside the outside circle » The aim is to playv the ball
cither past the inside defenders to anather attackar or to ane
of your attackers on the outsice by passing to the cutside
defenders

WHAT IT DEVELOPS: Smart passing & vision

PROGRESSION: Increase nurmber of players in each pone, Decreasefincrease diameter of souaraiincles

ERE




HOW TO PLAY: Using cones kayeut a 30 x 40 yard grid
Divide the grid into four Zones « On the top of the grid in 2one
4 place 4 players with a ball each on the ling « In zone 4 place
3 players (no ball) zone 3, 2 players (ne ball) zone 2, 2 players
ino ball) and place 1 plaver {no ball} in zone | = Flansers an he
top of zone 5 try to hop and solo the length af the geed without
lasing possession of their ball, all other players are defenders
& Defenders attempt to steal balls from the attackers whie
staying in their zone = Each player whao hops and solos the length of the grid without ko

PROGRESSION: increasefdecrzase size of the grd.
WHAT IT DEVELOPS: Carrying past defenders & tackling

sing possession scores 1
point: player with mast points after 5 rounds wins « Ensure that defenders anby defend in their zona

l=|[e]®

HOW TO PLAY: Set up the 2 grids as is shown e In this game i is every
man for himsedl = A point is awarded for every ball that you win » Then
they must retwm a high ball to the other side where the ball is ance again
competed for « The game continues fof a set period of Tme and thwie
persan with the mast paanis at thix @nd is the winner

PROGRESSION: Increase the duration of the drill. Incréase the riurmbser of
players in each grid

VWHAT IT DEVELOPS: High Catching. winning breaking bafl & accurate
kicking
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HOW TO PLAY: Regular rules apply except Each player
cannat leave heshis zone « Divide field into enough zones
so that each player can be assigned a zone to play in with
an opponent s After a score, have each player move 1o
different zone

PROGRESSION: Increase or decrease the number of zones
Add more than one ball. Change type of ball. Ball must go 1o
two ather zones before a team can scone

WHAT IT DEVELOPS: Decision making & discipline n
kEaping 10 your own position




HOW TO PLAY: Divide plavers into two teams » Spread out inta
&4 areas in grid a5 s shown = Cine person fnom each team in each
caction « To score viod miust pass ball fo tgam matas in other Zone
PROGRESSION: 4 peaple in each sguare 1o create a 2v2 situation

WHAT IT DEVELOPS: Accurate passing, vision & smart runs

HOW TO PLAY: & teamn of 4 stand inside the grnd and maks 3
hard-passes before first opponent comes in = Opponents enter
after 369,12 hand-passes « Aim to make as mdny hand-passes as
possible befora ball 15 intercepted or goes out of bounds
FROGRESSION: Increaseidecrease size of square, Incrgase number
of players

WHAT IT DEVELOPS: Chuick passimg & tackiing
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4 PASSES 10 kick

HOW TO PLAY: Group is split into 2 teams = Teams spiit into

4 different groups « Spread the 4 groups around 1he pach &5 68
displayed « Game $tarts with a high kick pass into 1 of the teams
& The team that wins the ball must make & passes before kKicking
it @ 10 thes nest group = Every ball must be a high ball to simulats
the t}reai:'ir:-} ball effect « Paints are gamed far win ning the
breaking ball and making the 4 passes

PROGRESSION: Increase time duratian al the game. Increase
the distance betwean each group.

WHAT IT DEVELDPS: High catchang, wining the breaking bal
hand-passing & tacklng




Full invasion Games

The core objective in invasion games is to move into an opponent's territory in order to score. To achieve
this objective, the players must maintain possession of the ball, create and use space and attack a ‘goal’
(Werner, Tharpe and Bunker, 1996), Key element with invasion games is the number of players involved
Player = space = time = skill should be adopted to create a leaming environment.

Attacking the goals Maintaining possession

- s
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Contesting possession Communication as a team



ALL UP AND ALL PACK

HOW TO PLAY: 2 Teams: 4 Attackers v 3 Defenders (nomimate extra player to
play for team in possession] « Mark out 2 grids 20m » 20m a3z shown = Aim al
game is for 1 team (black) 1o start at one end and attempt 1o get all its players
past the half way lEne and score theough a target » For @ score to count, the
entire team must be aver the half-way line and into coponents half when the
Sholscone 15 struck = If possession is lost, or after & scong, defending team then
have opportunity to attack = Change teams after a set time

PROGRESSION: Hawe the attacks timed
WHAT IT DEVELOPS: Quick aftacking & defending as a team
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PACK=FALL-F>ACIK

HOW TO PLAY: A 2 goal peteh, but with goals back-to-back
in the centre of the feld & This game can be plaved with target
goals and Goalkespers are opticnal = Each team can score in
aithezr goal. on the tummover of posses50n you can teiiak The
rstes to suit your players = Either; score straight aweay, have to
complete "x number of passes or have 10 dnbble 10 the edge
before they can attack

PROGRESSION: Dacrease sire of the goal, adding goalkeepars

WHAT IT DEVELOPS: Thes w5 a great game for switching play
and suppart {on, ancund or away| from the ball carmiar

PACKWARDS GAELIC

HOW TO PLAY: This is Gaslic football,
bt with evenything backwards = The nats
arg backeards, the rules are backwards,
and whatlever else you'd like to tum
bacikwands « Mo usang feet O Mdvanos [he
ball, planvers must use their hands to shoot
and pass = But goalies? Mo usaing hands
far them « Cuite @ mix-up from the regukar
game of Gaelic foctball, but worth trying out to add something new and exciting « Set-up the playing area similar to
a5 showry with nets backwards » Sdd in your balls, Plavers aco at it with all the backwands rules

PROGRESSIOM: Make this game even more challenging by anly allowing plavers use their weaker hands whean
hand passng

WHAT IT DEVELOPS: This game will help players develop creativity on the ball as they

will e {oreed to think &nd play différently i [ .
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=




BEAT THE nAN ToMMY

HOW TO PLAY: The attacker Fnes up at cone number 1
wihich = placed between the halfway e and the 45m Ene
e A second cone and a sliotar are placed on the 45m line

= On the edge of the O there are 2 poles placed o maks a
gate = & detender is placed in this gate « The purpose of
the game is that the attacker must sprint out and pick the
ball and travel through the gate evading the defender and
taking thair score

PROGRESSIOM: Place an extra defender behind the first
defender,

WHAT IT DEVELOPS: Pick up at pace, going by players & shaooting
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BEAT THE 2 cORNER MEN

HOW TO PLAY: Place 2 cones m the comer of the pitch
either sice of the goal » Place 2 more cones further oul on
the 21 slightly im from the sideline = Salit the team up nto
2 different groups of backs and forwands either side of the
goal = Backs and forwards pair off together = Aim of the
gatme i5 that the torward must Salo arcwend the cong on the
21 and beat the defender and score a goal

PROGRESSION: &dd in axtra defender

WHAT IT DEVELOPS: Carrying the shotar, shooting &
tackling

iu..
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HOW TO PLAY: Flace S fielders around the pitch an the 45
in a half circle set up « Place 3 attackers and 2 defenders
inside the 45 « The aim of the game iz for the fecder 1o make
the corredt decesion and pick out the free forward « The free
forward must carry the ball and create space for the ather

2 attackers and make the correct pass to avail of this space
and create a scofing opportumity

PROGRESSION: Add in another defender

WHAT IT DEVELDPS: Decisson making. wisson, creating
space, shooting & tackling




PREAKS WIN NATCHES

HOW TO PLAY: Set up players as s
showwm & This game works on the breaking
ball and long kick-passing and gecisicn
making = The ball is played long from
midfiald into the sguare « Backs and
faresards compete for the break « IF the
back wins it he plays it 1o e wang back.
wha serds it cross field to the middle
caction « B the forwand wins it they

turr and attempt o score = If they are
successful the back must retrieve e Dall and work 1L out

PROGRESSION: Increase numbsers in groups. Increass duraton of drill
WHAT IT DEVELOPS: Winning breaking bad, high-catching & accurate

long keck-passes I_:_Léu-| @ |

HOW TO PLAY: Attackers attempt to get oulsice the bosger lene
by evading the defenders’ efforts at tackling » Defenders must stay
within their zane « Defenders attempt to dispossess the attackers.
as they attempt to pass throwgh their zone - {normalnear hand
tackle} = 2 points are scored for every ‘Breakout” and 1 for every
dispossEEson

PROGRESSIOMN: Increase number of defenders

WHAT IT DEVELOFS: Breaking the tackle, carrying the ball undes
priessure & tackling

PA-PASS MIDHIELD

HOW TO PLAY: 3/4 Players attempt 16 pass the ball from
one End Zone to another by passing it around a middle 2one
212 defenders defend their play area « Start with 3 Teams

.2 at ane end and ancther team at the other end « The aim
is for the first team to use handffist passes and body catches
to miowe the ball from one End Fone ta the opposite « Thie
banll is ot allvwed to be passed through e micdle 2one =

if the defenders intercept the ball thay mmuast retum it o the
attacking team + When they get to the other end the resting
team start the sequence again » Teams have 213 minutés b6 $Cone B2 Many points % possible ie, a point s sconed for
successfully playing the ball from one zone to the other without losing pOSSEs5ION & Defenders gain points for every
interception which may be added on to their ogverall soore at the end etc

PROGRESSHIN: Challenge the attackers by having the same numbér of

detenders |
WHAT IT DEVELOPS: Hand-passing. carrying the ball & vision < e | ‘ @J




CONTINVOUS PLAY

HOW TO PLAY: Set out two teams as 15 shawn and with 6
Footbails » There are § designated positions for the Footballs

¢ Play begins with the referee calling a position [1-6) and the
nearest player to the ball gets the game going « When the

Ball goes out of play again the referee calls another number «
This game allows for B consecutive plays « It encourages quick
reactions and decision making for the plaver who receives the ball
= When all balls are used up the plavers must reset the balls

PROGRESSION: Use weaker foot. Increase the number of designated positions for footballs
WHAT IT DEVELOPS: Quick reactions, decision making & hand-passing

K
0
@

HOW TO FLAY: Basketball size court » 8- 15 plavers each
team-{wo plavers from each 1eam in cormer bowes = Tha
ohject is to pass the ball to the comer men who attempt to
catch it = All players rotate theough corner boxes in turn =
Game is started with @ toss up at the centre Between two
opposing pHavers « On gaining possession a team passes the
ball 50 that their cormer men catch it = VWhen the ball goes out
of bounds the nearest player passes it back into play

PROGRESSION: Ball may be hand-passed or kicked.
WHAT IT DEVELOPS: Hand -passing, catching, creating space & vision

CEAZY BALL HURLING

HOW TO PLAY: Great for any grade or age level,
Crazy Ball hurling is basically a huding game with a
litthe kit of attitude » Set-up a hurling game as normal
except that instesd of just using a skotar, add in
whatever craZy equapment vou might hawe to strike
araunc » Some tested equapment that works well in
this game are foarn footballs, large foam dice. or beach
Dalls — wie all of them at the same time and watch them
bounce all crazy-like around the field as the plavers try
o stnke them « Add inowhatewer rules desired when it
comes to goalies, points, etc. Set-up your hurling playing area. Add in crazy but safe equipment as the sliotars.

PROGRESSIOM: Increase the number of goals that ¢ach team needs to protect to make it mare difficult to defend.

WHAT IT DEVELOPS: This game develops awareness and concentration given the high
volurng of balls used
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DISTANT CIRCLE SCORE

HOW TO PLAY: Tweo egual teams of between 3 and 12
plavers » Portable goalposts are postioned safely in the
middle of the fiebd « A circle of multi markers is placed
argund the goalposts about 50 metres in diameter & Scores
can only be taken from outside these markers » Ball is
throswn up, the team that wins possession ines o set up a
score « The ball and players are allowed inside the markers
» Thie game is continuous and doesn't stop after a score,
players on the other side of the goal attempt 1o regain
nassession after a scare is kicked « Players can move ampwhere inside the boundary ng « The onby time the game
stops is if the ball goes outside the boundany line

PROGRESSION: 3 or more passes before a score can be executed, Shoot on sight with no limits on passes.
Midfielders and goalkespers must stay inside the arc of cones to practicg high

catches when ball comes from other side of posts after a score |
il
WHAT IT DEVELOPS: Shooting from distance, reactions & smart passing | o _é_, ‘ @ J| ‘

DOUBLE PACK

HOW TO PLAY: 1 goalkecper, 1 attacking player (&) in &nd
zone (Inside the black Enefdomes) « Goalkeeper must stay in
goal until & recemves the ball « A" cannot come oulside the
Black ling = 4 v 4 batersen the black lines « When A's receis
the ball, plavers in the middie zone support therm » Ball must
be plaved out again by A to support players for a score «
Could give extra points f score is taken with weaker foot

PROGRESSIOMN: Hall must be played inwaith first time pass
[This encourages players to look up and use the ‘early’ ball into their forwards), Have an extra defender marking e b
player and play high balls into them, The ball must be "broken’ out to the in rushing attackers.

WHAT IT DEVELOPS: Lang kick passing, accurate shoating for goal, tackiing & goatkeeping
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POUBLE HANDED TouCH

HOW TO PLAY: This game is plaved in a reclangular field with the
shiort ends of the field serving as the ‘touch’ lines « Based on the
rules of touch rughy = Mo kicking or tackling 15 permitted = The ball
miust be hand pased backwards and then carried forward = Play
sloms when an opponent touckes the ball-carmier with both hands =
If after five soguences of play a goal hasn't been scored, the ball is
tunned over = & goal ocours when the ball is towched on the ground
at the end aof the fisld « A number of balks are placed at each and of
the field so the opposing team can play on immadiately when a goal is scored, resuming from the defended touch hne
» The team with the highest score at the end of the game wins » This game can be played for longer periods of time
& Twe 15-minule halves are suitable » The ‘double hand” aspect of this game is important « IF onky e Rend is used
1o ‘stop’ 3 play, the game will not flome

PROGRESSION: 4 second rule in possession
WHAT IT DEVELOPS: Broaking tackles, supparting players from behind T | |
(5}
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DOUBLE OR QUITS

HOW TO PLAY: 5/ multl markers
scattered between 13m and 45m at both
ends af the pitch = Gama to be played
with normal rules until one Beam scores a
point or & goml « If s a point let thedr fres
laker choose a marker and take a free from
that spot » If the player scores, remowve
that marker and the team geis 2 pomts,
bt if the fres: is missed take away the original point and leave the marker 35 it was » If a team seores 3 goal then
the nominated player takes a penalty and if successful, the team gets Bpts but if unsuccesstul then the ariginal goal
doesn't stand » When kicking frees from markers, goalkeepers can be setting up next ball for kick-out 1o keep the
Carme rluwmg

PROGRESSION: Penalty kicks to be taken instead of frees
WHAT IT DEVELOPS: Attacking play, accurate passing & free taking wnder
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FEED THE FORWARD

HOW TO PLAY; This game involves B playvers in a 4
v 4 match at one end of the field with the two feeders
it the meddle of the field » Two plavers are positioned
batween the end ling and 2 1m line and two beteeen
the 2 1m and 45m line with each of them being
maried by 3 defender « The feedess take turmis to fead
i from opposite sides of the field = Balls should be fed
to the square to the fieet of the forwards « Whien the
ball s fed, pliny begins « All forwards react and play
wath the aim to get a score using the other forwards
also if needed « When play breaks down or ends,
reset the positons and switch wp the player’ roles
PROGRESSION: Add in another ball, Allow one of the feeders 1o join the attack after passny in order to makea
defending more challenging,

WHAT IT DEVELOPS: This game develops intelligent movement, shooting and o @
passing. o ‘:%-‘ %

&OALS =0ALS OALS

HOW TO PLAY: Twio teams play against cne another « Thare
are five amall goms [two poles) scattered in the area « One
team attemipls to maintain possession and score 3% many
poents as possible by passing the ball thraugh any of the goals
» The ball is enly turned ower if a team loses possession or the
ball goes out of play « Each team has to get to 50 many points
beforg the other team

PROGRESSION: Instead of passing through the goals, the
ball must be hopped and soloed through.

WHAT IT DEVELOPS: Maintaining possession, hand-passing, vision & decision making
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&0AL TO GOAL

HOW TO PLAY: 40m x 20m or 30m x 15m depending on age
of ability « 2 sets of goals [pobes] 2-3m wade at elther end »
Hand-pass onby « Sconi by camying through or hand-passing
throwgh goals (garmying is 2 points hand-pass is one) » Other
tearn then gets possession » Game lasts 60-30secs « itis
excallent for developing fitness with the skotar and decision
making » Game gives players a focus for attack rather than just
masntaining possession « Encourages players to use their 4 steps
and drive past opponents « Promotes passing and moving »
Much easser game when on the ball se it is excelient for making defenders work hard m order Lo Turm over passesson
PROGRESSION: Allow soloang 1o encourage going past players. Allow scorng team to keep possession and play
ifi opposite dinection — this is excellent for igams that have players who fad to track back. Play a ‘roaming midhelder
Wwho is always an the team in possession — this simulates the overlapping player from micifield or hatf-Dack

WHAT IT DEVELOPS: Fitness with the sliotar, hand-passing & l_l = " @| O
'.J —= I‘ 5 \

attacking the goal Ijj

&0 4 GOAL

HOW TO PLAY: Players in groups of thregmwo,
oni team defendsfattacks « Coach plays in ball to
forwards who attempt to work ball in to score go
ar take shot on goalie = Defenders atternpt 10 Work
any ball out to the coach = Play ends when Dall goes
dead « Defonders step off the field so attackers now
become defenders & mew group on are the forwards

WHAT IT DEVELOPS: Carrying the ball past
plavers & kagt men defending

HOW TO PLAY: Twao teams play against one another « There
are five small goals (hwo poles) scattered in the area = Cine team
attempts o Maintamn possession and soore s many painls a5
possible by passing the ball through any of the goals = The Bball

{5 only turned cver if a team loses possession or the ball goes out
af play = Each team has to get to $0 many painits beforg the ather
team

PROGRESSION: Instead of passing through the goals, the ball
st be hopped and soloed through

WHAT IT DEVELOPS: Maintaining possession, hand-passing, decision making £ wisinn
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HOW TO PLAY: Get the kids into pairs with ane ball B pair
and 2 hoaps about B- 10m apart » Play a mini game of baskethall
-1v1- to score you must try and bounce the Football inke the
other player's hoop = If you score. give the ball to vour opponent
wiho then has to try to score against you » If vou have the Ball,
you are the attacker and if vou don't have the ball wou are the
defender » Attackers try to get past the defenders by beurncing or
soloing the ball to the left or right of thie defender without losing
the ball » Defenders try to stop the attackers from scoring by
taking the ball (swiping, stealing) » Remember vou cannot touch the attacker, onby the baR

PROGRESSION: Use smaller haops in order to make fooring rmore difficult,
WHAT IT DEVELOPS: This game develops agiity, smart intefligent moverment and disciplined tackiing,
4w 2 in the square « The four move around attempting o keep

of«|e]e]®
passession  The two ‘chasers’ idefenders attempt to mitercept »

Team in possession score a point by makeng 38 succesaful hand-
passes « Chasersidefenders to be changed evany 2 mimutes
PROGRESSION: fncrease nurnber of attacker sidefenders
WHAT IT DEVELOPS: Hand-passing, creating space & tackling

&

KICk. FOR (0AL

HOW TO PLAY: Set up grid as shown with 2 Gaals 3t
efther end of a 20m »x 15m grid « Play 1 v 1 inikially then 2
v 2 with ng Goalies = Players aim to punt kick through their
opponents goal « Plavers may move anywhers and SoorE
from amywhers » 2 posnts for getting it between the poles
and 1 point for getting it between poles and cone
PROGRESSION: Make the grid bigger. Play with mone
plansers

WHAT IT DEVELOPS: Accurate punt passing & decision making

HOW TO PLAY: Set up-Saguare 10-15 metres apart » Z Teams-
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HOW TO PLAY: Create a mim-pitch [approx, 40m =
25m] = At one @énd ondy, set up Qoals wsireg cornds oF
nosts » Choose two teams of four players each « Start
oneteam in & line gcross an end-line « Give the ball
this other team and start them from the end-Ene that has
the set of goals, but with onby three of their players ined
across it e The fourth player does goals to aiow a3 v 4
cituatian 1o develop outfield » On the whistle, one of the
thiee kicks the ball hegh and long towands the appoasing
team of four » Both teams advance quickly to meet each other » The team of four should now beé in possession of the
Ball ® The faur must work the ball past the three to get in a shot for goal = A scora is anly awarded o the ball is kicked
low into the goal [on or close to the ground] » Should the three win the ball back, they simply wark it out to the far
end-line s After each play, the teams switch roles. rotate goalkeepers and start again

I
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WHAT IT DEVELOPS: Catching, working space & accurate shooting for goals
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LONG BANGE SHOOTING

HOW TO PLAY: The aim of this game is Lo
develop the long range kickingdstriking of players »
Sot up & normal pitch with twor goals at enher end
of the pdaying rone » Place comes 35m out from
each goal outlining an area in which the players
must strike or kick the ball frarm outside = Disndge
the players into two 1eams with one team scoring
in one goal and the other team scoring in the other
= When the whisile is biown, a normal gama

of hurling/gaekc beging with the exception that
soores inside the 35m zone do not count « This
farces the players to shoot from longer ranges and the team with the most peints at the end of the game wins.

PROGRESSION: Only aliow players 1o take the shot with their wiaker foot/side
WHAT IT DEVELOPS: Long range kckingdsinkang

HOW TO PLAY: Simulates those match situations wihen fonwards
have made good runs to gét a pass from midfield but the pass
ends up with the opposition goalkeeper « To properky Cooy this,
force forwards 1o stand at multi-markers at least frvg OF Six metres
away from any backs « The ball starts with the goalkesper * Hi
thiows it in the air and catches it to signal ‘game on’ « The forwards
immadiately try to stop the backs getting the ball out easily and
carrying it over the hatheay line « Do this over and over to ek (i
suppressing a forward’s Instinct b simply walch whide the tall goes and to improve his abadity 1o Chlose an opponent
diawwn

WHAT IT DEVELOPS: Defending from the front
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D FELD SET UP

HOW TO PLAY: 20m x 30m pitch « 5 players per team
2 Defonders v 3 Attackers in each grid « 4/8m wide raad -
bwio rows of cones across the middle = To pass ballsliotar 1o
michesd zone to attempt to set up attack for a shot on faal

= Allow @ minimum number of passes before ball reaches
midfield e.g. 5 attackers should always try and use their extra
plaver to create an overlap » The attacker with the ball soining
ento mdfield is the only plaver allowed in this zone = Searing:
A sat number of passes e.g. 5 or pass the ball through either
goais on end Line » Have goalkeepers 1o score against

WHAT IT DEVELOPS: Carrying the ball, creating space &
accurate passing

HOW TO PLAY: Mark cut a playing area from the end-line to the
4om line » Place 2 feeder players on the 45m lne, either side of
the goal » Place 2 defenders either side of the goal on the end-line
» Flace the full farward on the edge of the small rectangle = The
feeder kicks the ball into space

WHAT IT DEVELOPS: Accurate passes (o apace. ry nining at
attackers & closing space

NON-STOP HURLING

HOW TO PLAY: Can be played with teams of various
sizes provided pitch is adapted to suit eq. 9 v 9 from 20m
line te 20m line or 15 v 15 on a full pitch + Again based
on the principle of not stopping for every brask in play
keepers have plenty of Balls and puck oul immediately
after scores or wides « Balls are placed up and down

the side-line and if one team puts a ball over the fine the
other team [its the nearest ball and plavs on

PROGRESSION: Focusing on winning vour own ball -
balls into attack are plaved long and high to promote high

catching and winning dirty ball. Put & condition that every time a player gets on the ball he must try to drive past the
first player he comes into contact with. Goals anly. Quick side-lines - ball can't b set up and when ball goes ower ing

the nearest one must be hit - encoursges short side-kne balls and promotes maimtaining of possesson

WHAT IT DEVELOPS: Winning your own ball, attacking/ defending & continuous play = ]
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HOW TG PLAY: An exercise whete pairs of defenders and
attackers are matched and stood at cones spaced aut arsund the
edge of ond hall of the pitch « Each pair is given a mumber [usually
from 1-6 or 1-8] » The coach calls a combination of numbsers

[eq. 1,2, 5 B] and this is the signal for those pairs to race onto
the playing area and compsrie « The coach plavs the ball to an
attacker « Attackers try 10 score points while defenders attempt

ta win the ball and work it aver the hialf &y line = Once the Ball
Qoes wide oF over the bar, the pairs jog back to the edge of the
piten and the coach calls the next combination [exg. 32 and 7)

WHAT IT DEVELOPS: Reactions, accurate shooting. beating the defender. tackling & last man defending

NUMBERS {HURLING GAME

HOW TO PLAY: Mark out a hurling field with 2 goals at opposite
ends of the playong area « Put out 5 hurdeyvs at each ond in front
of i goals & Divide the plavess inko two teams, and have them
stand at opposite sides of the fald (IF available, ghve plavers
coloured bits) » Give each plaver in the team a number from 1.
to howeever many players there are. For examiple, & playvers in the
team = each kid will have a number 81, 82, #3, #4, 85 56 » The
weacher calls out a few numbers and if your number s called, vou
run out, pick wp a hurley and play » The teams play hurling against
each other until a goal i scored. or after 1-2 minutes — ¥You then
put your hurleys back down onoyour side, and return to your beam
on the side line = The manager can proceed to call out different
combinations of nurmbers

PROGRESSION: Ls= two balls instead of ane
WHAT IT DEVELOPS: Communication and shooting,

HOW TO PLAY: Crganise players in groups of 3,1
teeder, 1 defender and 1 attacker « The feeder plavs
the ball from the halfeeay line into the attacker = Tha
attacker perfocms a high catch unconiested initially and
Fen attempts 0o put e Ball osar the bar
PROGRESSION: Advances with a fully contested high

catch between defender and attacker. Switch roles
EVEDY 2 unutes

WHAT IT DEVELOPS: [High catch, accurate powit
taking & blocking




OPPOSITE CORNERS

HOW TO PLAY: 2 teams of 3 » 4 goals [red and blue)
# Teamn A plays towards one goal while tearm B play
towards the other « Scong in aither of oppositions 2 goals,
1 peanit for each goal scored & IF ball goes out s1art wath
sideline ball « After scone olher TEam Qe poSSession
from the back = No Goalkeapers » Ball behird each goal

PROGRESSION: Add in & thard team

WHAT IT DEVELOPS: Hand-passing, creating space &
decialan making

&
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PATIENT SHOOTING

HOW TO PLAY: A grid showld b &% 0ul as 5
displayed = There should be two even numbser teams
in the grid. &7 per tearm « Tha (823 0 POSSES5000
must make a minimum of three passas inside the gnd
befiore transferring the ball outside of the grd to shoot
for a score = Ball is retrieved on far side of the goal and
the game continwes

PROGRESSIOM: & second smaller grid from which
you must hand pass ower thia Bar

WHAT IT DEVELOPS: Close quarter hand-passing.
creating space & first ime shooting frodm distance

PAY “THE PRICE

HOW TO PLAY: Set up a large circha [diameter 40m] = Play backs v
forsards to the halfway or far 45m Ene « The goalkeepar plays for
the defenders » Start each play with a keck-out » Let the forwards
take possession and attack = Only points count « Showtd e
attackers shoot and score from outsice the cncle, they are awarded
1 paoint & & scoee from inside the zone earns 2 points « & 'fres’
geored from inside the zone earns 3 points « Defenders must work
to koep the scorgs [0-a minimum, so they must maka sure they do
nat commit fouls inside the zone and that they mark tghtly enough
to keep down the number of 2 point scores « Defenders can earn scores for themsebes, by winning the ball and
wiorking it up the pitch 1o cross the halfway line or far 45m Ene whild stll m pOSSassion

WHAT IT DEVELOPS: Working the ball into shooting zones & clean tackling
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HOAW TO PLAY: The pitch i dhided into zones » Players are split
into two teams « Two plavers from oppasing teams are assigned to
gach zone = Mormal rules apply but players cannot leave their rong
= After 3 score, each plaver moves 1o a different zone

PROGRESSION: Add more game conditions ie, a dropped ball
MEENS @ LAmover in posSeEssion

WHAT IT DEVELDPS: Sticking to your pasition, accuralé passemg,
tackling & blocking shaots

QUADRANTS

HOW TO PLAY: Dimensions - end ling to 45m lirne
didded imto 4 ewien sized sguares & 4 small ssded games
3v A ordv 4 = Each game lasts 3 minutes with each
pitch having a coach as refaree with plenty of footballs
far re starting the game & One inner pitch goes for goals
only while the ather 3 go for points only « Rotate onto

3 different pitch after 3 minutes with a 1-mimite break
ensuring 12 rminutes’ work and 4 minwtes’ rest

PROGRESSION: Make gne poich and over load game
- B3 ordv 2 Finishwith one game but playess can’l
feave thelr zone,

WHAT IT DEVELOPS: Decision making under pressure and defending and accurate finsshing in tight confined

&le]l®

REACTOR AME

HOW TO PLAY: I players move through the poles as fast as
thiy can » 2 defenders e on their backs and wait for the coach
tocall » The coach calls & colour, the attacker that is nearest to
tiwe eone of that colour picks up the ball & the 3 attackers try to
soare # Defenders must react & stop the attackers « Player that
shoots moves to the back of the group « The other two attackers
become defenders

PROGRESSION: Attackers must pass oncg bedore shooting

WHAT IT DEVELOPS: Reactions, attacking as a team & tackhng
a man minmng akt vou
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BOLLING ATTACK

HOW TO PLAY: This may be set up and plaved as part of a
backs v forwards exercise or in a full game « 4n attacking ploy
wherg the six forwarnds wait for the opposition goalkeeper to
keck the ball out: As the ball is in flight, they rotate ane position
cleckwise and play from their new positions + This tends to
mamentaridy upset the defence, with backs wondering should
they follew or should they stay in position = B the ball is won at
midfield. the attacking options are greathy enhanced

PROGRESSION: Raotate anti clockwise on the coaches call
WHAT IT DEVELOPS: Gamne plan & creating space

HOW TO PLAY: 10 poles forming & 40m wide chanrel
= Each pole 10m wide apart « At each end of the
channel put up 3 et of goals s A1 the mid-pole on sack
side start 4 plavers » Two are attackess (red) and teo
are defenders [green| » The reds an the right side of the
channel haree the ball « On the whistle, the reds speint
with the ball to the nearest pole and turn into the chamnel
to attack = A8 the same time the greens on the same side do exacthy the same and turn into the channe! to defend =
On the other side the 2 reds and greens sprint to the ‘end pole’ and tum into the channel to back up their team-mates
and form a second wave of defenders and attackers « This leads to o 4 v 4 situation, with reds attemplireg B wark
the ball into a goal scofing situation and greens trying te work the ball back and score into the other goals

WHAT IT DEVELOPS: Spranting with the ball, support play, wearking ball 1o scoring situation, man marking & tackling

=EHOE

Bun THE RAPIDS

HOW TO PLAY: 3 players start the drill by meving forward while
passing a ball « & players with tackle bags assigned to 6 cones of 3
different codours » Coach calls a colour & the players at that colous
must react and enter the: grid to make a hit on any one player »
Players with the ball must maintsin control of i and reach the end
of the grid

PROGRESSIOM; Coach calls mare than 1 cotour

WHAT IT DEVELOPS: Maintaining ball under pressure, offinading
through tackle & taking a hit
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SHOOT ON SIGHT

HOW TO PLAY: Lise a small pitch with the small portable goais
e.g 45m x 40m = 2 unéven teams ¢.g9 6w 2/3: B players with
coloured tops play against an unggual numb-r for 3 sat ime Le 3
mins # This makes it easier for one team to get planty of shooting
action & Have a good supply of balls behird either goais » L s b
choot as soon as vou have possession or ong hand pass onby 1o gt
the scofer inta a favourable position & Less skilked players may be
perrnitted one solo or bounce befare shooting « Have exira balls at
the sick of the goals to keep the game in action « Allow the other
pearn am even number after a set time Le 3 ming

PROGRESSION: The ball must be played inside a specific ine e.g
15/20m from goals and then played back out again Befare a shot on goal may be attempted

WHAT IT DEVELOPS: Taking the first option, quick shooting & blocking

HOW TO PLAY: Siart the game wou want o play, be it a
emall-ssded ar full-sided one, on a shortenad pitch ar not
» Let thie gasme run for a few minutes toget the Tiow going
and than Introduce a single rule « MO SPEECH ON THE
PFITCHI That includes...na calling for passes. no remndng
team-mates to mark opponants, no speaking to the referee,
no issuing instructions of any kind « Should any player break
the 'no speech’ rule, award & 'free’ 10 the oppositicn This
game forges players 1o look up when passing and 1o m e
themsetves available for that pass

PROGRESSION: Alternite with nonmal gamee.
WHAT IT DEVELOPS: JQuicker movements & makes players nlay with their heads up

HOW TO PLAY: In a full practice gamae, set flexi-markers
srross the hathway ling and add one rule; when a team is in
possession and on the attack [l.e. one of its players has the
ball in the opposition half]. all supporting players im that hakl
of the pitch must move constanthy and at pace! = MNO player
may stand, jog, walk etc e Movernent may be for a pass, on
a cheCoy run of in support = as long as the ball stays alive,
the attackers must da Kkewise « If a player breaks the rule,
the penalty must be a ‘free” against the team » On average.
the ball stavs afve for 6-10 seconds before it is lost je.g widae, seore, sidaling or dispossessicn)

WHAT IT DEVELOPS: Fitness in match situations, quick passing & supporting and making telling runs




HOW TO PLAY: Football rules apply but there is no kicking the
Dall » Players can run, tackle and handpass as often as they like
# One point is scored every time the ball iz kand passed to a
tedm-mate » Six paints are soored if the team with possession
of the ball can swap the ball in play for & ball which is placed
randgomby on the field by the coach « This ‘swap’ ball is onby
placed on the field three to four times per half and is only en
avaitable for 30-45 seconds « Only the team with possession
of the ball can swap the ball » The ball in play must be placed
next to the swap ball before the new ball can be brought into piay = The team with the highiest soora at the end af the
game wins

PROGRESSION: Because of tha high intensity of this game, 5 - 7 minute hahves are recommended. Ensure the
‘umpire’ keeps the game flowing as much a5 possible 5o there are no throve ups.

WHAT IT DEVELOPS: Quick passing, vision, creating space & tackfing -
Yo | e | O

HOW TO PLAY: Pitch is dived into 3 g lanes
marked out with mudti-markers » Plaver cannaot pass
the ball to someone in the same lane « If plaver passes
hall to someone (0 the same lane 3 penalty frie will

be awarded for the opposition « Always encourage
cizgonal runs and better passing

PROGRESSION: Must pass 1o a player in each lane
barfore a scove.,

WHAT IT DEVELOPS: Speed of thaught, diagonal
running & accurate long passing

TANDEM DEFENCE

HOW TO PLAY: Three players stand in line Sm agart each facing
across the field « The attacker is the man in the middie = One
defender has a ball » He kicks a bad pass and it goes straight 1o
the attacker who turns and tries to beat the defender behind him e
The: man who kicked the poor pass runs around behind his fefigw
defender (he doesn't attempt to tackie from behind and concode

a free kick} and acts as a cover in case the first line of defence is
breached « The attacker must attempt to take the ball fudly across
the field

PROGRESSION: Use 5 or 7 players
WHAT IT DEVELOPS: Individual and group defence, tackling & defenders covering space
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HOW TO PLAY: & simple game to make passes more
teiling and players mane econgmical in their play when in the
oppoasition half of the field & Once a team takes possession
of the ball inside the oppasition halfof the pitch, the bal

miay only be passed bebween players a maximum of two
timas before a shot is taken = 2 passes max & [his doss ot
mrigan that the players MUST take two passes [perhaps one
pass may get tharm into & scorng position = &.g. if ey take
possession deep into the oppanents’ half]

PROGRESSION: The cosch may change the rule to suit the Skill level - would three passes be better for younger
teame? Waold a smaller pitch ba morg affectne?

WHAT IT DEVELOFPS: Clinical passing & smart runs to get inld sconing positons

THREE SECOND HUVRLING

HOW TO PLAY: Full rules S v 9 except plawers can anly

bsee oy the ball for 3 seconds « Coach counts out lowd 1,23
imitially « Defenders and attackers are to be m thesr own

half for all puck-outs « If 8 defenderfattacker are on the ball
they can cross into the other half, their marker may follow
but they must retieat on delwvering the ball « This promoles
mawving the ball quickly and encourages players to scan the
pitch before wsing the badl « It mproves decision making on
the ball and encourages players to go looking to take tha ball
of a tearm mate » Again it meolves continuous play with quick puck-outs, side-hnes etc

PROGRESSION: Piayers are onhy alknwed 3 seconds so those defending are sware ball must be plaved-awand a paint

for execution of the frantal block. After a few minutes coach begins to count into himself-the onus is now on the players

iy bver ansvare of mawing the ball quickly, There ane always players who will call for evenything, whether they are in the night
podition or nod pot ina MO TALKING condetion, Reduce time on the ball to £ seconds 5

|
WHAT IT DEVELOPS: Moving the ball quickly, vision, decision making & supporting the ﬂ:}_'j | %% | {m} |

rean in Rl sessin

I |

HOW TO PLAY: Split playvers mnto 2 teams & begin in
zane 1 & Mormal rules apphy. except the team that wins
possession must make & conseculive passes 1o soong in
that rone = Once a team has scored they move into the
next zone and try to complete & passes again » The first
team to complete 6 consecutive passes in all 3 zones wins

PROGRESSIOM: Incresse the number of passes needed (o
geore, Mo hop'solo

WHAT IT DEVELOPS: Maintaining possession, creating
space, accurate hand-passes & last dich defending 1o turn
OWEr pOSSEESION




HOW TO PLAY: Set up 5 gates between the bwa 21m
lizs @ The centra gate measures appeoe 20m while the
other & measure approx 25m + Aim: to scofe 4 kick pass
through the gate to a team mate running on to the ball

* Encourages long passing, diagonal movement and
forwards to attack the ball

PROGRESSION: Hand-pass through the gate 1o a team
misla b encourage ower-lap running

WHAT IT DEVELOPS: Accurate kick-passing, smart
diagonal runs & winnirg possession to score
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TOTAL FOOTBALL

HOW TO PLAY: 4 sets of goals « Dimension: Half pitch
» Soore by kicking for goals « Team that scores keeps
possesaon and attacks another set of goals « Any one
bizam cannct score Into ihe same goals in succession =
Apply 4 second rule » Supply of balls at each goal

PROGRESSIOMN: Use four goalkeepers,

WHAT IT DEVELOPS: Decision malking. reactions for
defenders, shooting lor goals & creating space

TRIANGULAR 0ALS

HOW TO PLAY: & game plaved on a reduced pitch [S0m «
50m is best] with tearms of 5 and 1 goalkeeper who plays for
neither tram « The goalkesper [vellow] is the focus of this game
» Haishe must defend three different goals [set together in the
meddie of the pitch, as a nangbe of posts or cones] » Outfield
Players work to score into any of the three goals, farcing the
aoalkesper o reposition every few saconds « A team may
attack one goal and suddenly switch the point of attack to

shoot at another goal = The shooting rule is that players may
oty score with shots that are struck low and hard along the ground « Coach decides if a goal is scored the ball is stil
In pay and may be picked up by any player from either team =« The ball is anly out of play when it crasses a touchline

PROGRESSION: Add in a second goalkesper,
WHAT IT DEVELOPS: Goalkesper reactions, vision, attacking play & tackling
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TURNOVERS cOUNT

HOW TO PLAY: Spiit team up so its 7 versus 7« Place 1 team
an the end-ling, the other team on the 45 « Place 2 gates on
tha 45, one on either side of the pitch « The team on the end-
liFs starts with the ball and has to get out through the gates
and then score » The ather team attempts 16 tuon over thi ball
and also get through the gates and score the mselves

PROGRESSION: Increase numbers &g 93

WHAT IT DEVELOPS: Attacking as a team, smart passing to
cregte space, Supporting the plaver in possession, tackling &
shoolang

3
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TwO PALL GAME

HOW TO PLAY: The game can be played with GvE
By or 15 w15 the goalkeeper will take the restart and
imimediately after will release a second ball Hurling/
Gaslic « It's essentially a big Hurling/Gachc game with
the added bonus of 1 more footballskotar » 5€1 up &
bypical plaving 2ane with two t2ams and let the game
begin ¢ Great game to play especially with large groups
af players » The added footballiskotar atso give plavess
mare opportunities on the ball than they would uswally ge1 with one footballfsbatar which makes it mare fun and
interesting for evenyons

PROGRESSION: Add in the principle of "ShorfLong’ wherne the first pass after gaining possesgion must be a shaort
ame and the next one must be long and 5000

WHAT IT DEVELOPS: This garni develops good team communication, Fwareness and

breeds high concentration levels - | @
|| 8 || @
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Two waAY MIDRIELWD

HOW TO PLAY: & game where hwo baams afe
chosen and lined out with only OME midfialder
Between them [not one each, but one ta play for both
teams] » The midfedder is then gren a neutral biby to
identify hirn = His job is to play for whichever team

& i possession » &t no stage does he tackle; he
simphy plays Dot ways = This gives the player more
appartunities to practise how best 1o support forwards and how 1odo the Same for defenders » Rotate who plays
this role a1 least every five minutes during the play

PROGRESSION: Lise bwo midfieiders
WHAT IT DEVELOPS: Midfield supporting forwards & using an overiag
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WHEN YOUR NUMBER IS CALLED

HOW TO PLAY: The coach callz 7.3.4.5 atc » Plavers set off
from esther side of the pitch » Defenders have the ball and
pass 1o each-other » Attackers just run out to 45 » Defenders
once they have reached the end-line turm and kick the hall
gut to the field to the afltackers « Attackers collect the balt
and head for goals » Defenders take up postions in the
sconmg zone {Insice the D} « Only once the attackers have
enterad the rone can they shoot for 3 scane

PROGRESSION: Lise mare than ane ball
WHAT IT DEVELOPS: Defenders meeting attackers as there running at them & waorking ball to SCOrng Tones

HOW TO PLAY: Two teams of 6-8 autfisld players line out

in ane half of the pitch » One goalkeeper stands ready to play

far whichewver team is defending » The coach starts the game

by lobibing a ball into the playing area = The team that wins
possession must work the ball out ever the hatfway fing, Eeoping
pOssession & Once across the [ne, this team turms with the ball
Lo attack Ihe goals » The other team dfends and tries to win the
ball back » If the ball goes dead [score, wids, sidaling] the coach
lobs the next ball in « Should one team dispossess the other
during open play, that team must wark the ball ot in the same
fashion « In short, no attack may be mounted withaut the ball first being taken over the hatfway line

PROGRESSION: After a Score the defending team must work ball out over half way line
WHAT IT DEVELOPS: Switching batween affense & defence guickhy,

shooting. tackling & winning possession e -
|8 || @

WHO'S ATTACKING WHO'S DEFENDING

HOW TO PLAY: 2 Teams play against each ather b

= The defending team (Blue) with an extra player aim to scone |
by hand/fist passing and then soboing the ball through either
goals formed by two sets of cones as shown 20/30m from

the and kine « if successful the extra player, waaiting behind the
Goals. plays for the attackers and attacks the defender's qgoal
wha must retreat immiediately afier sconing = |f either team lose
POSsE550n on thi way out of in they change roles

PROGRESSIOM: Add in extra attacker.

WHAT IT DEVELOPS: Working the ball from defence.
defending on the back foot & continuously ready for the ball
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HOW TO PLAY: Playess are keener to defenc,
to find space, 1o shoot sooner and 1 turm the ball
aver s Bules; Choose two teams [e.g. T up 1o
15v15], bib them and adapt the size of the pitch to
suit » The game is narmal with one twist » Ta win
the game, & team must scone 3 times consecutively
{weithowt their scores Being interrupted by an
opposition score] « Should the opgositson scome
befare 3 consecutive Scores are taken, amy scores samed are wiped out and the SppoSiton are Now desmed 1o be
winnming 1-0 e.g. Team A scores a polnt and then a goal « They are now winning 2-0in scores taken = Team B soores
a point + Team &' two scores are wiped out and Team B leads 1-0

PROGRESSION: A game to try a% part of 3 series, Lelay the w pe-gut’ element uniil a certain number of scores has
peen reached. Play to 5pts but goals count a5 3 or Zpts

WHAT IT DEVELOPS: Taking scorés when the opportunity arises & focuses

ks
plavers to a higher degree of intensity n?' @ | ‘
]
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HOW TO PLAY: Area from one end line to the B5m or far 45m
fine & Tearmns ling out in backs v forwards style goalkeeper s1arts
with all the balls » As soon &5 the ball goas dead 2. wide or
score the keeper starts again « The scoring s as follows » The
attackers get 1pt for a peent and 2pts fior 3 goal » The defenders
get 1pt for playing the ball throwgh either set of poles and 2pts
if then can carny thie ball through either poles = Don't el your
playiers any tactics just the rules at the beginning » Let tham
waark it out

PROGRESSION: To improve the length of the Goaltkeepers
Puck aut / Kick Owt, have a Spt bonus if they £an hit it through the poles.

WHAT IT DEVELOPS: Defenders working the ball out & forwards defending and trying to win the ball back
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HOW T PLAY: Mark out a grid with 3 zones as shown » Flace
4 grnall scoring areas in the corners = Select 3 Teams - red, blue
& white # Tw teams [blue and wihite] play 3 a-side against each
ather while red defends the middle zone » Hlue play one way
and white the other into appasing grids « When white crosses
the middle rone they play 3w 3 on the blue » Each member of
the tEam in possession must oo three times befare they pass

* Thare aim is to soho through the middie zone and score in the
end zones (comers] = & goal is scored by a plaver solong into
their scoring grid — they retreat to their owmn half « The other team then take possession and start a néw attack in the
opposite dinection » Play each game for 3 minutes and then change roles « Which team can score the maost goaks?

PROGRESSION: Allow one mamber of the team in the meddie to defend from amashere. Dnly tved attacking. players
are alhowed to pass the middbe zone

WHAT IT DEVELOPS: Breaking tackles, maintaining possession & hand-passing el .
<|8|lD




HOW TO PLAY: A simple backs v forwards series of games = Far the
purposes of this game, the backs may onby defend the lead and try to
clear the ball out over the far 45m line « A number of balls are st out
alang that far 45m line « The game starts with the defenders 1 point
shead and an attacker Bfting a ball from the far 45m line  The atiackers
have two minutes on the clock to draw of win the game « Should a

ball go out of play as a ‘wide’, a 'score’, a ‘65’ or a defensive dearance
over the far 45m line. the game always restarts with an attacker lfting
amother ball from that far lime

PROGRESSION: & win for either team earns 2 points - o draw eams 1
point. Give one-minute rest between games, keep switching the teams
and play 4 or & games to see which team earns most points. Play on from Sidelines and frees.

WHAT IT DEVELOPS: Oefending a lead & smart attacking to work 3 simple score

HOW TO PLAY: 3 attackers start in possession of a
shotar on the 45m fine « 7 defenders start on the end-ling
either sice of the goal » The attackers must pass the ball
a milnirmim af 3 tmaes and must carry the shotar, beat the
defenders and work & goal

PROGRESSHIN: Increase number of attackersidefendors

WHAT IT DEVELOPS: Carrying sliotar, hand-passing,
beating a defender with the sliotar & shooting for goal

EREE

33, ROAD TO SAM

HOW TO PLAY: Set up 3 minid pltches: Becommend at

Ieast 30m by 50m « Each garme Last 3min « These are no
goadkeapers a5 goals are quite small around 10m wide and
either use poles or 127 cones » Team must play the ball out
after a score or wide, cannot solo ball sut » How the movernent
wiorks — If you win you move closer to Sam e If you lose you
mowd further away

PROGRESSION: Ball must be under the height of the cone
i soore. If a foul oocurs the team committing the foul have 1o

restart form their goals and the epposition are awarded 1pt. 2 passes before o cam shoot o only allowed 3 seconds
an thie ball.

WHAT IT DEVELOPS: Smart hand-passing, vision, creating space & working ball as a team from one goal
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4 20Nt PALL

HOW TO PLAY: Tweo teams play in a0 ares a5 is desplaped
= (kne teams begins with the ball and attempis to scode
poants by havad one TEam member catch the Ball in ane

af the goal zones outhined by the markess = The attacking
team cannot run with the ball and have 5 seconds (o pass
the ball to & team mate once in possession = Attacking
playars cannot stand in the goal zones, but must enter the
2on@ pust bafore recenving the pass to score a point « Once
a point Is scored the same team continues with the bad and
miust attack another zone

WHAT IT DEVELOPS: Quick passing, smart runs, visson & supporting plaver i possession

HOW TO PLAY: Full Bules » Six footballs set at half way line
& Sox scaning opportunities « One ferward picks up a ball and
alang with hies team-mate attempt 1o set up 3 scone « If the ball

is intercepted or the defenders wain back possession then that
Bitacking opporiunity 5 gong = The foresards must then go back
to the halheeay ling, retrieve another ball and set up another attack
= How many soofes do the forwards get from & attacks = Rotate
defenders with attackers after B attacks

PROGRESSIOM: apply 4 second rule Seores for goalapmnts
onihy,

WHAT IT DEVELOPS: Attacking as a team, creating sooring opportunities, tackling & decision making

& SQUARE MEN

HOW TO PLAY: A psich is divided into the sections as
i& shown s Tha players aim 1 criate space for either
themselves or for team-mates « The plaver In possession
Mgy Mot move [rom theér $guané b & Learm-rmdleé uilEss e s
an Ris own ina sguare « Teams can make as many passes as
thesy wash in the same sguane » Playvers should make durmmmy
funs to drag opponents away and create space « i the ball is
turned ower it must be worked ot B the middle and then the game resiarts again

PROGRESSION: The ball may only enter each square twice in one play,
WHAT IT DEVELOPS: Creating space, decision making & visian




10 sgC TOUCHDOWN

HOW TO PLAY: A game playved across the pitch [from sideling
to sideling] and in an area 30m wide = Bast run with & players;
w3 = Each team starts on its own end bne; one team has the
ball and a limited time 1o work the ball across the pitch and over
the apposition line [Le the cowntdawn from 10 10 0 called out By
the coach)] = The team without the ball drops one player off for
this play, leaving tes to defend agamist three; 3vE « Rotate roles
and repeat

PROGRESSIOM: Add maore playess ar redwce tme, Make Weam

even e Iv3
WHAT IT DEVELDOPS: Attacking at pace, tackling & carrying the ball

10-7-5 SECOND GAME

HOW TOQ PLAY: Mark out & large zane B0m = 20m wath 3 agueal
zones = Two teams 3 v 3 aim to solo the ball past thesr opposite
ard g & The beam in possession must keep possession of the ball
for 10 seconds in their defending zone, 7 seconds in their middle
zong and & seconds in their attacking rong bafore crassing their
end ling for a score « If 3 team regains possassion of the ball in thedr
attacking or rriddle zang they must first solo back to their defending
zone before they may start the gama

PROGRESSION: When a team gets to their attacking zone theay
may go for a score after a set number of passes, This gama
encourages plavers to play "Keep Ball in their defending zone, 'Set
Up Ball' in thesr middie zone and "Score Ball' i thelr attacking zone

WHAT IT DEVELOPS: Maintaining possession & hand-passing

30 METRE PASS = _

HOW TO PLAY: Two teams of 10 v 10 = Playing area .I __...'
maked out BOm x B0m « 1 ball = Full rules apply = Score e
awarded for 30 metre pass « After a score the plaver who
receives the ball places it an the ground for the apposition »
First team to 5 scores wins

PROGRESSIOM: Play wath twn extra defendors,

WHAT IT DEVELOPS: Accurate long kick-passmg, vision
B decision making




50/50 POSSESSION

HOW TO PLAY: Keeper kicks out & S0/50 ball to start « The
team that wins the ball has to work it out pazt the bowndary
line before the ball becomes live to seoars & Whan 3 team
SLores ihen ihe goalkeeper wall try and find that team an the
kick-out « If the ball went wide then the goalkeepar will try
andd find the other with the kick-out « If the ball had drop e
short he would have also passed it to the other team « If the
team that is defending turns the ball over then they work
the ball out past the line before they can set up to score

PROGRESSION: Reverse rofes to add emphasis,
WHAT IT DEVELOPS: Goalkespers kick-nuts, working the badl from defarsce, vision & decision making

EHEE
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Give us a game book returns bigger and better than ever! Engage
your players and make each practice more challenging, productive,
and fun with over 270 games!

Mow in a fully revised and updated second edition, Give us a game presents the best games
for developing technigue, fitness, team play and decision making in players. In this second
edition, you'll find more games in each category

# Chasing and Fleeing games
. Target games

. Court games

. Field games

o Inwvashkon games

Each game maximises player involvement, learning and contains at least one major objective
related to player or team development, A new chapter in this edition presents the definition
and clarification of the principles you are developing within each category of the game.These
are presented and illustrated in a really fun and humorous way.

Best of all, each game can be adapted to accommodate players of various ages and abilities

Designed for child, youth and adult players, Give us a Game provides you with the most effective
and fun way to learn and teach the game. This is one book you'll refer to again and again

Give us a Game has seven chapters. The first chapter contains the categorisation and definition
of the five main game groups. The game groups are: Chasing, Target, Court, Field and Invasion
Games. Each category is illustrated showing the variows concepts and tactical dimensions
that each game presents. The game finder is a quick guide to help you locate the appropriate
garne for your training session. Keep in mind that although a game might not appear in the
category of football or hurling, you may be able to modify it for the game you want to play.

What they say. ‘ ‘

“ “Give us a Game" is an

This coaching book absolutely brilliant book for
contains some of the any coach, well illustrated
best games that | have and easy to follow.

ever come across, It's a Something for every coach.
must for an y coach. lim Gavin, Former Dublin Senior

Paul Earley, Fermer Roscommon Football Manager

Footballer
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