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TEACHTAIREACHT AN UACHTARAIN

Is chuis mhér athais dom cupla focail a scriobh ar fhoilsit an leabhair
thabhachtaigh seo.

The GAA Fun Do Learning Resource Pack is the product of an enormous
amount of research and preparation and | want to extend my thanks to all
those who have had an input into this vital resource. It is designed to promote
participation for all, and to present Gaelic games as a fun recreation for our
youth as they learn the skills and techniques of Gaelic games in a healthy,

structured and relaxed environment.

The programme is intended to address the social, physical and psychological
needs of young players and as such is an exciting and progressive development
for the Association. It aims to cater for different levels of development, for
differing abilities and needs and to develop a sense of fair play with an overall
purpose of encouraging children to reach their full potential.

The GAA has a proud history of innovation in the area of Games Development.
| extend my thanks to the countless thousands of coaches, teachers and
parents who have been proactive in this area over the years. Their

contribution is a large part of the reason that the GAA continues

to thrive and develop across the country. This latest initiative has

the potential to make an enormous difference to the lives of young

people who are attracted to our games and for this reason everyone

involved with Fun Do should be extremely proud.

Rath Dé oraibh ao léir.

%ﬁw

Nioclas O Braonain

Uachtarain
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COACHING AND
GAMES DEVELOPMENT

INTRODUCTION

The Grassroots to National Programme (GNP) is the GAA's strategic programme for Games
Development. It aims to maximise participation and optimise playing standards in Gaelic games.

The programme is underpinned by the OTu Games Development Model which consists of three
strands; the Pathway to Elite Performance (PEP), the Skill Through Effort Project (STEP) and the
Coach, Administrator and Referee Education Programme (CARE for ALL).

Each strand refers to a key area of development:

1. GAMES

PATHWAY TO ELITE PERFORMANCE

Key Stage 1 of the Grassroots to National Programme

To ensure that Players — be they Kids, Youths or Adults — are provided with a balanced and coordinated
programme of Games — appropriate to their needs and level of ability — as set out in the Pathway to Elite
Performance.

2. SKILL DEVELOPMENT

S|T]E|P|

STEP THROUGH EDUCATION PROGI

Key Stage 1 of the Grassroots to National Programme

To compliment the Games with an incremental series of Skill Development activities - delivered in Clubs and
Schools - as part of an integrated Skill Through Effort Project.
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@ COACHING AND GAMES DEVELOPMENT

3. EDUCATION

S|T]E|P|

STEP THROUGH EDUCATION PROGI

Key Stage 1 of the Grassroots to National Programme

To underpin the Games and Skill Development activities with an integrated programme of Coach,
Administrator and Referee Education, within which provision is made for Applied Lifelong Learning (ALL).

The integrated implementation of activities from each of the three strands provides the optimal
means for achieving the aims of the GNP, and ensuring that people ‘Play and Stay with the GAA'.
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PATHWAY TO ELITE PERFORMANCE

The Pathway to Elite Performance is a Gaelic Games specific player development pathway which
outlines the key playing opportunities available to players as they progress through their playing
careers. The opportunities are appropriate to their needs and abilities as they mature.

The model is comprised of four key stages:
@ Fun Do (Recreation)

® Can Do (Talent Identification)

® Want To (Talent Transfer) Recreation ale Talent Elite
- i - oS Transfer =9 Performance
FUN DO D WANT TO WILL DO

® Will Do (Elite Performance)

The model is comprised of four key stages: Fun Do (Recreation), Can Do (Talent Identification), Want To
(Talent Transfer) and Will Do (Elite Performance). These stages are spanned by three phases - Play to Learn
(Kids), Learn to Compete (Youths) and Compete to Win (Adults) - which reflect the focus of participation as
players develop.

The Recreation (Fun Do) Stage is structured so that young participants can ‘Play to Learn’, i.e. develop the
underlying techniques of Hurling and Gaelic Football through activities that are ‘Fun to Do’. The acquisition
of technical proficiency during the ‘Fun Do’ Stage will enable young players to progress to the Talent
Identification (Can Do) Stage with a sense of belief in their own ability i.e. where they feel they ‘Can Do’
what's required of them as they ‘Learn to Compete’. By the time individuals reach the Talent Transfer (Want
To) Stage, they will have decided whether they "Want To’ commit the time and make the effort required to
participate at a higher level of competition. At the Elite Performance (Will Do) Stage, players will be expected
to display the mental toughness and focus required so that they ‘Will Do’ justice to themselves as they
‘Compete to Win'.
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@ COACHING AND GAMES DEVELOPMENT

The core construct on which the Pathway is based is the fact that participation in games enables players to
meet a host of needs, e.g. social (make & be with friends), physical (be active/keep fit) and psychological
(experience a sense of enjoyment and achievement), appropriate to each stage of development. The Pathway
identifies the opportunities that meet these needs, and when the needs of the player are met they are more
likely to ‘Play and Stay with the GAA'.

When players, — for whatever reason — are denied participation, it will inevitably result in dropout. When

the focus of participation is too intensive from too young an age, be it through over-emphasis on formal
competition or winning or regimental training, players may also choose to dropout or may suffer burnout.
Similarly, when young players are required to sustain focus for too long a period, or feel under pressure to
deliver because not enough provision for fun or recreational inputs have been made by the Coach, they may
choose to stop participating or will at least will not derive a sense of satisfaction that well organised and
appropriate participation should provide. The Pathway to Elite Performance helps guide us as we aim to avoid
improper focuses of participation and to provide appropriate opportunities.

( )
In summary the Pathway to Elite Performance is designed to provide regular games which:

® Cater for differing levels of development and varying competitive abilities/needs
® Guarantee full participation, fair play and frequent prospects of success

@ Encourage players to deliver on their true potential, i.e. make the effort required to improve
individual and team performance.
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THE OTU COACHING MODEL

Quality coaching is one of the key requirements to ensuring that

participation is maximised and playing standards are optimised as
players progress through the Pathway to Elite Performance.

To support quality coaching the GAA have devised the OTu
Coaching Model.

The OTu Coaching Model is a blueprint which provides the basis for organising Training Programmes which
enable players to deliver on their True Potential and achieve Total Performance.

The term OTU - the O as in oxygen, and Tu

- Irish for 'you’ - has its origins in the fact that
the desire/motivation/urge to excel is driven
from within.

The model operates on the principle that
players will excel when the 3 T's - Technical
Proficiency, Tactical Awareness and Team Play

- and the 3 P’s - Physical Fitness, Performance
Analysis, and Psychological Focus - are
integrated and developed in a manner which
has regard for Best Coaching Practice (the 3 C's

Capesio®

— Communication Inputs, Coaching Inputs and
Cohesion).

The more that Coaches and players succeed in getting the balance right, the more the players and team will
maintain a consistent level of performance excellence. The OTU Coaching Model outlines the knowledge
required to achieve this level of excellence.

The 3 T’s and the 3 P’s

When the 3 T's and the 3 P’s are integrated and developed in @ manner which involves quality Coaching and
Communication inputs from the Coach, players will excel and a Cohesive Team unit will emerge.

T1 - Technical Proficiency (Know How)
The ability to perform the underlying techniques accurately, consistently and at
match tempo.
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@ COACHING AND GAMES DEVELOPMENT

T2 - Tactical Prowess (Know What and When)

The ability to weigh up match situations and decide on what option to take and when to take
it, e.g. shoot for a score, carry the ball, pass it on or play it into space when in attack or place
the opposition under maximum pressure when defending.

T3 - Team-Play/Tactical Ploys (Know Who and Where)

The ability to anticipate movements and synchronise who should go where during play or
set-piece situations, e.g. in order to score or convert possession into scores when in attack or
minimise the amount of clean possession and time and space available to opponents to make
clear use of the ball, when defending.

P1 - Physical Fitness
The ability to perform the basic techniques, engage in physical contests and respond to signs,
sounds and signals experienced during the game with the least possible expenditure of energy.

P2 - Playing Facts
The ability to identify playing strengths and areas where improvements are required and to
accept why changes in training, tactics, team line out etc., may be necessary.

P3 - Psychological Focus
The ability to maintain attention on the here and now and switch concentration as the need
arises.

When the 3 T's and the 3 P’s are integrated and developed in a manner which involves quality Coaching and
Communication inputs from the Coach, players will excel and a Cohesive Team unit will emerge.
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THE CHILD PLAYER

WHY CHILDREN PLAY SPORT

There are many reasons why you as a Teacher, Parent or Coach should encourage children to
participate in sport.

( )

@ Increased confidence
playing sport will provide each participant with the opportunity to build confidence and
allow them to develop a real sense of achievement.

@ Becoming part of a team
children like to feel as though they are part of a team or group. Participation
challenges them to work as part of a group, to think of others and develop
interpersonal and team skills.

@ Improved physical and motor skills
participating in sport helps children develop a range of skills including agility, balance
and coordination.

@ Children that participate in sports are less likely to be overweight and suffer health
problems.

However, it is not as simple as just providing an opportunity to participate
in sport. It is essential to be aware that the quality of the sporting
experience is more important for the child player than for any other

playing group.

Games and participation opportunities that are inappropriate to the needs
and abilities of the child player, or poor quality coaching, can lead to dropout,
burnout, injury or simply to unsatisfactory experiences and the failure to achieve
ones True Potential.
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@ THE CHILD PLAYER

Here are some important issues which we need to appreciate when we organise and provide
sporting experiences for child players:

e )
® Children are not miniature versions of adults
@ Positive sporting experiences at an early age are key building blocks to lifelong

participation

@ The correct balance between competition, training and rest are essential to appropriate
development — for children the focus should be on playing and fun

@ It is estimated that it takes approximately 10 years (or the equivalent of 10,000
hours) to develop top class players; development of physical literacy, i.e. fundamental
movement and basic motor skills, at an early age, and followed quickly by development
of the sport specific skills are key goals in the child player’s development and ensure
the foundation is in place for optimum development later on.

These and many other topics are addressed throughout the Coaching Information section.
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THE CHARACTERISTICS OF CHILDREN

Children are physically developing from early childhood to late adolescence. This means they
have different capabilities for exercise and exercise affects them in different ways. For this reason
training programmes for children should not be simply scaled down versions of adult training
programmes.

4 )
There are many ways in which children differ from adults:

@ Technical
o Children have limited agility, balance and coordination

® Tactical
® Children have poor positional awareness (e.g. ‘beehive’ play, or
following the ball, is very prominent in underage games)

@ Team Play
e Children play for themselves

@ Children have limited communication skills

@ Physical
@ Strength - children have limited strength
® Stamina — children have lots of energy but need frequent breaks
@ Speed — children have good reactive speed and have a particular ‘window of opportunity’
to develop speed during the early stages of development
@ Children respond poorly to heat and cold

® Psychological

Children can lack confidence

Children can be emotionally immature — moody/lose self control

Children can be very choosy about friends and who they play with

Children tend to lose concentration quickly or be easily led by others

Children’s decision making ability is poor and slow

Children may not know how to react to the different personalities they might face in a group

Children will try to emulate what they see from sports stars

However, most importantly, all children are individuals and the rate at which each child develops in
each of these areas will be different.

. .

COACH INFO / COACHING £ GAMES DEVELOPMENT / THE OTU COACHING MODEL @



@ THE CHILD PLAYER

When providing sporting experiences for children, emphasis should be put on each child’s own progress, and
not on comparing their achievements with those of others.

This means that where possible individual instruction and challenges should be provided and a broad range
of activities should be planned and presented. Activities should develop to be of an increasingly complex
nature and be challenging but ‘doable’.
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CREATING A POSITIVE
¢ FUN ENVIRONMENT

INTRODUCTION

The philosophy and approach you bring to coaching has a
direct affect on whether or not the environment you create
will be positive and fun. This aspect of coaching is dealt with
in the section ‘Being a Coach’.

The emphasis or focus that you as a Coach put on Play, Learning,
Competition or Winning will also have a direct affect.

When coaching children, putting competition and winning into
perspective are key elements of achieving the appropriate focus.
Competition and winning generally reflect the emphasis of adult
sport and adult ambition and when introduced too early can
distort children’s approach to participation and expose them to
undue levels of physical, mental and emotional stress. Competition

and winning are a more appropriate focus for players who have
achieved competence at performing the underlying techniques and
are in a position to apply them in full sided, competitive games.

However, there are a large number of underage competitions, and participating in them can be a positive
experience too. The important thing is to focus on the effort to win, as opposed to winning in itself.
Competition will always be enjoyable provided winning is seen in its proper perspective

©0© ©00000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000,

The needs of the player first!
Winning second!

® 000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000 ¢°

Focussing on play and learning place the needs of the child player first and will help create an experience
where children are having fun, in an environment that assists and challenges them to achieve their True
Potential.

0 ® ©00000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000,

REMEMBER!
‘Children don’t always remember what you tell them...hut they always
remember the way you make them feel” JoHN MORRISSON

© 000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000 o°
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@ CREATING A POSITIVE £ FUN ENVIRONMENT

PLAYING TO LEARN

The Play, Learning, Competition and Winning aspects of participation are reflected in the three

phases that span the Pathway to Elite Performance (PEP). Again, they are Play to Learn (Kids),

Learn to Compete (Youths) and Compete to Win (Adults).

The Recreation (Fun Do) Stage of the Pathway is structured so that young participants can ‘Play to Learn’, i.e.

develop the underlying techniques of Hurling and Gaelic Football through activities that are ‘Fun to Do'.

Full Participation, Fair Play and Achievement are key elements of the ‘Fun Do’ Stage that promote play and

learning.

@ Full Participation

Competitive games, by their make up, often result in the ‘best’ players playing and the rest looking on
from the substitutes bench. Full Participation promotes the involvement of all players, whether it be in
games, activities or drills in a coaching session.

Fair Play

Priority should not be given to the ‘best’ players to the exclusion of others. Build participation around

equal opportunities for all players, whether through rotating positions during games or providing each
player with the opportunity to ‘have a go’. Fair Play should also be emphasised in terms of promoting
sportsmanship, respect for Match Officials and ensuring the Playing Rules are adhered to at all times.

Achievement

As new or relatively new participants to a sport children need to develop confidence and a perception of
competence in their ability. Essential to this is organising activities that are appropriate - challenging but
‘doable’.

PJE]P]

PATHWAY TO ELITE PERFORMANCE
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POINTERS FOR POSITIVITY

( )
Here are a number of tips to help you ensure that children enjoy themselves while playing:

@ Vary activities regularly
make sessions fun by constantly keeping the children active, not spending too long on any one
activity to prevent boredom and quickly changing over between activities.

@ Activities should be challenging but doable, so that they maintain the children’s interest. If a child
feels that they cannot perform a task they will not enjoy themselves. However, if a child experiences
success they will develop a perception of competence, self-esteem and enjoy participation.

@ Sessions should be set up to allow the child to learn and develop their skills. Try to establish a
positive environment where children are not afraid to make mistakes.

@ Children see participation as an opportunity to socialise with their friends. Organise events within the
Club or School that allow the children to get to know each other.

@ Make the session exciting
Use Fun Games that apply the skills the children are learning but challenge them in a new way, e.g.
target games to challenge striking or kicking accuracy.

@ Children want to play games. Use modified or conditioned games appropriate to the players’
abilities. Set the tone by defining winning as playing well, not just beating others. Praise effort,
performance of the skills and sportsmanship.
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DEVELOPING THE SKILLS

OF GAELIC GAMES

INTRODUCTION

Gaelic Games have a vast range of skills that must be mastered to
successfully participate in games.

As such the ability to facilitate the development of the skills of the game
is key to successful coaching.

To perform skills competently in game situations players must develop the ability to perform the underlying
techniques accurately, consistently and at match tempo (T1 — Technical Proficieny), the ability to select the
appropriate skill, and the appropriate time to use it in a game situation (T2 — Tactical Prowess), and the ability
to use their skills to play together as part of an effective unit (T3 — Team Play/Tactical Ploys).

Technical, Tactical and Team Play skills should be developed in an integrated and balanced manner along
with Physical Fitness (P1), a knowledge and acceptance of the Playing Facts (P2), and Psychological Focus
(P3).

Young or new players cannot simply learn all of these aspects of play simultaneously. As they are are
introduced to and practice the skills players will develop at a rate particular to themselves and gradually
extend their abilities.

( )
Effective coaching requires the Coach to organise activities appropriate to the abilities of the
players in order to help them develop. To do so requires the abiltiy to:

@ identify the level at which your players are performing, and

@ iidentify an appropriate activity to gradually challenge that level.

. J

However, these are not simple tasks for even the most experienced Coach.

In this knowledge - and to support Coaches - a Skill Development Model has been designed which outlines a
progressive series of exercises, drills and activities to develop Technical Proficiency, Tactical Prowess and Team
Play in an ordered and structured manner.
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@ DEVELOPING THE SKILLS OF GAELIC GAMES

THE SKILLS DEVELOPMENT MODEL

aY Mo | e
W o e (W
i 4

The model outlines six main categories of activity that

The Skill Development Model is a
blueprint which outlines a progressive
series of exercises, drills and activities to
develop Technical Proficiency, Tactical
Prowess and Team Play in Gaelic Games.

B, Here the Model is represented in graphic
form.

focus on specific areas of development as follows:

4 )
Activity Category Development Focus
1. ABC/ Have-a-Ball Nursery Programme Physical Literacy
2. Wall Ball/Individual Practice Technical Proficiency
3. Technical Drills Technical Proficiency
4. Fun Games Technical Proficiency/Tactical Prowess
5. Game Play Dirills Tactical Prowess/Team Play
6. Games Team Play
. J

Each successive category is a progression on the previous category.
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There is also a progression within each category over the range of activities included, as represented in the

folllowing graphic.

Modificd Conditioned  Full Sided

Part Invasive Invasive

MNondrnvasive

Fun Games Target Court |Field
—_——

fechrucal Drlls Hasic Intermediate Advanced
L] \

Wall Ball Indiviclual Practice %, Group Practice
L] .

Mursery Progs AR

As a result there are activites in each category that are suitable to all levels of players. However young and
developing players should be exposed more readily to the earlier categories of activity while being provided
with opportunities to participate and practice the easier activities in the latter categories (as represented by
those activities to the left of the orange curved line). Experienced and developed players, having mastered
the underlying techniques, should be exposed to a greater degree to the latter categories and to the more
complex activities in the earlier categories (as represented by those activities to the left of the orange curved
line).

In the following sections we will address each of these categories and the range of activites included.

e® ®cc0cccccce eeccccccccccccccce eecccccccccccccccce eeccccccccccccccce eecccccccccccccccse eecccccccccccccccce eecccoce,

REMEMBER

Continually assess the specific development of individual players to
ensure they are being challenged appropriately for their needs and
abilities.

eccccccce,

e®0ccccccce
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@ DEVELOPING THE SKILLS OF GAELIC GAMES

ABC/HAVE-A-BALL NURSERY PROGRAMMES

To develop Technical Proficiency, it is necessary that players master the basic physical skills of
movement. These skills incorporate Locomotor, Manipulative and Stability skills, including the
ABCs (Agility, Balance, Coordination) and RJTs (Running, Jumping, Throwing) of athleticism, and
Basic Motor Skills known as the CPKS (Catching & Passing, Kicking and Striking) of Gaelic Games.

These skills are essential both to an individual’'s development of effective motor skills and form
some of the fundamental components of most skills used in sports and physical activity. The level
of competency with which one can perform these skills is refered as their level of Physical Literacy.

In terms of the Skill Development Model these skills are developed using exercises from the ABC and
Have-a-Ball Nursery Programmes.

The ABC Nursery Programme consists of exercises to develop
Fundamental Movement Skills for children aged 4 to 8 years old.

Fundamental Movement Skills include the Agility, Balance,
Coordination, Running and Jumping skills.
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3 Ball

The Have-a-Ball Nursery Programme consists of exercises to develop Basic
Motor Skills and as the name suggests focus on the players ability to play
with and manipulate a ball. These include the Throwing, Catching & Passing
and Striking or Kicking skills which form the fundamental components of
many of the sport specific skills in Hurling, Gaelic Football and other sports.

A progressive introduction to these skills will aid the optimum development
of more advanced and sport specific skills later on.

Fundamental Movement and Basic Motor Skills should be developed in

the early years of physical development to form the basis for all further
movement and motor development. However, they should also be practiced
throughout the career development of a player, and are typically utilised as
elements of warm-up activities for developing and elite players.
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@ DEVELOPING THE SKILLS OF GAELIC GAMES

WALL BALL/ INDIVIDUAL PRACTICE

A (hurling) wall, handball alley or basic wall can provide for a range
of different activities that a player can perform individually or in
groups, often outside of structured coaching sessions. These activities
develop Technical Proficiency by maximising the amount of Ball
Contacts in a training period, and as the only equipment or facilties
required are a (hurley), ball and wall they can be practiced in many
places and at almost any time.

® &

Wall Ball activities cater for all types of striking and kicking skills, hand/fist passing and all types of
catching. Developing ability on the left and right sides is also catered for.

See the Wall Ball/Individual Practice link in the Resources section for specific activities that can be used by
Coaches and players to develop technique using just a ball and a wall.
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TECHNICAL DRILLS

Technical Drills are the method used to focus learning on performance of the underlying
techniques of the game.

There are three types of drill

@ Basic Drills

@ Intermediate Drills

@ Advanced Drills - which require the players to practice the techniques in progressively more challenging
situations.

Here is a breakdown of each type of drill:

( BASIC DRILLS

Basic Drills should be used to introduce
young or new players to a technigue or
skill.

Key Points

® Players are stationary or performing at a walking or
j0gging pace.

@ Emphasis on the ball doing the work.

How Basic Drills Work
Basic Drills aim to allow the player to focus solely on

the specific technique at hand. To do so all other
demands on the players’ attention are excluded, where possible. This means that movement is excluded
or reduced to the minimum required to perform the technique. All further demands like speed, pressure,
opposition etc are not relevant at this stage. If a player must contend with further demands on their
attention, e.g. to run or turn while practicing the new skill, then they will not be able to fully focus on
performing the technique to a competent level and performance will suffer. The rationale for Basic Drills is
based in the knowledge we have on how new skills are learned.

There are three phases to learning a new skill, as follows:
® The Cognitive Phase - Identification and development of the component parts of the skill
® The Associative Phase - Linking the component parts into a smooth action

® The Autonomous Phase - Developing the learned skill so that it becomes automatic
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@ DEVELOPING THE SKILLS OF GAELIC GAMES

Players should be able to perform the technique to an autonomous level in a stationary position or with
limited movement before progressing to performing it in a more challenging situation.

For more information on learning a new skill, see Phases of Learning in the Coaching the Skills section.

( )
Basic drills are usually set out as below, with players forming lines, circles, squares or triangles, and

operating in small groups. The ball is played from player to player. This type of organisation can be
used to develop a vast range of skills, from striking on the ground in Hurling, to the punt kick in Gaelic
Football.

. J

INTERMEDIATE DRILLS )

Intermediate Drills introduce movement
and require the players to have a significant
degree of competency in the underlying
technique to complete the drill.

Key Points

® One or other players must move .

® Emphasis on the ball and the players doing the
work.

How Intermediate Drills Work
In this type of drill, the player learns to perform the skill with movement involved, with the pace of the
movement gradually progressing - from walking, to jogging, to running — as the player’s proficiency
increases.

Intermediate Drills typically challenge players to perform the skill through the following
progression of movement situations.

e Stationary to Moving - Performing the skill from a stationary position, playing the ball to a moving partner.
® Moving to Stationary - Performing the skill while moving, playing the ball to a stationary partner.

® Moving to Moving - Performing the skill while moving, playing the ball to a moving partner.
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Intermediate Drills can be set up as below, with players forming lines, circles, squares or triangles. As
players develop vary the type of movement and speed of movement required to complete the drill.

EEEREEEND

~

( ADVANCED DRILLS

the intensity required to perform in a game situation.

Key Points
® Pressure is increased by speeding the drill up

Advanced Drills challenge the players to
perform the technigue while exposed to a
greater number of demands, approaching

progressively towards match tempo, and by
reducing the space and time the players have to
perform the skill

@ Reaction responses, multiple techniques or physical contact may be introduced but the drill should

remain a defined pattern of movement.

How Advanced Drills Work

As the players’ proficieny increases, drills must progress towards game intensity to further challenge the
players. By introducing greater pace, reduced space or time, other techniques, decision making or an
opponent the drill becomes more and more like a game situation.

Opposed Drills are a the most challenging version of Advanced Drills. Opposition should be introduced
gradually, initially as ‘token’ before progressing to full opposition as the players develop. Opposition will
increase the pressure on the player performing the technique, and introduces decision making by requiring
them to decide about when to perform the technique. Opposed drills can be very productive with
proficient players, but introducing opposition against a player who is not proficient at performing a skill
can result in their performance - and consequently the drill - quickly breaking down.

The most important element in developing Technical Proficiency is that players have the ability to perform

the skills of the game in game like situations. While drills provide an organised structure for gradually
developing technique, fun games and modified games should be organised in tandem with drills.

Practice like you Play, and you are more likely to Play like you Practice
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Fun Games are activities which
further help to develop Technical
Proficiency while exposing players to

limited decision making (Tactical Prowess).

As drills are mostly organised in lines, lanes, circles,
squares or triangles, and result in linear movement,
players only attend to what is happening in a limited
area of their vision. Fun Games and Grid Games
generally take place in a defined space but allow
random movement within that space, e.g. a grid,

court, or a field.

To develop peripheral vision and awareness of team-mates and opponents, Fun Games (for younger players)
or Grid Games (for more technically advanced players) are used to introduce non-linear movement and
prepare players for the type of movement that takes place during games.

From a Technical Proficiency point of view Fun Games provide an alternative focus for the outcome of
the technique or skill being developed, challenging the players to use the skill to particpate in a variety of
situations.

~ )
The ‘Family of Games’ identifies 4 main types of game, which are progressively more
challenging, as follows:

@ Target Games
Roll, throw, kick or strike an object at a target

@ Court Games
Opponents share the same space or are divided by a net

® Field Games
Opposing teams take turns to bat and field

@ Invasion Games
Progressively invading the opposition’s territory (from no invasion to full invasion) to attack a goal
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TARGET GAMES
Target Games are the simplest form of Fun Games and challenge players to use their technique to hit a

target. Starting in 1's or 2's build the numbers to involve unstructured group work. Progress from playing in
a cooperative to a competitive manner.

COURT GAMES

require players to pass the ball over an obstacle like a net or zone to a receiver (problem solving). They
require only limited decision making skills but do require communication, spatial awareness and match-
related running.

FIELD GAMES

Field Games are those games that are based on alternating the player striking/kicking the ball and fielders.
They require greater decision making and spatial awareness in relation to where, when and how to move or
play the ball.

INVASION GAMES

Invasion Games gradually require players to work as a team to invade opposition territory. Games progress
from non-invasion (e.g. where players must complete a task without any direct opposition), to part-invasion
(e.g. a possession game between two teams in a grid or a game where certain players are limited to a zone),
to full-invasion (e.g. invading opposition territory to attack a goal).

As part of the range of Fun Games, invasive skills are introduced through mainly non-invasive and part-
invasive games.

These games allow players to develop positional sense, but limit the type of opposition that players
encounter as they continue to develop.

Players must make decisions on where and when to move as in a real ‘game’ situation, and are encouraged
to develop an awareness of time and space. These games also help develop characteristics of Team Play, e.g.
support play and communication.

LET THE KIDS DECIDE!

As Coach you should also allow Players to develop their own games on
occasion. This gives them the opportunity to interact with the elements
of play on a different level, using intiative and problem solving to bring
order and enjoyment to their own creation.

()
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GAME PLAY DRILLS

As outlined earlier, the critical element in performance is that players have the ability to perform
the skills of the game in game like situations — Practice like you Play, and you are more likely to
Play like you Practice.

In order to perform the skills of the game in game situations, however, it requires more than mastery of the
underlying techniques. The key stepping stone between mastery of the skills and performing them in a game
is Tactical Prowess (T2).

In other words, a player must have the ability to choose:
@ What technigue to use,

® When to use it, and

@ How to use it

The activities used to further develop Tactical Prowess are known as Game Play Drills.

GAME PLAY DRILLS )

Game Play Drills involve placing players in
situations where they are forced to weigh
up the choice of which skill to perform,
when to perform it, and how to perform it in order
to complete the drill. Game Play Drills are sometimes
referred to as Match Running Drills or Informal Drills.

Key Points q..----.!itnnotth

® Players are not limited to moving in a specific
manner between set points or cones; Players must
make decisions about where and when to move

P}I--IO-.'

® Players must choose which skill to perform or when

and how to perform the skill; the technique of the
skill may need to be adapted to successfully complete the drill
® Small numbers of players are involved; typically 1v1,2v 1,3v2

How Game Play Drills Work
From the perspective of increasing the challenge to a player’s abilities there is a vast difference between
Advanced Drills and Game Play Drills. Game Play Drills train improvements in adapting technical
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proficiency to counteract opposition, and improvements in decision-making which are vital elements in the

development of competency in a game situation.

The player must adapt to the situation presented by being aware of their options, choosing the correct
option, and being technically proficient enough and physically fit enough to execute the option and recover
in time for the next situation. An excellent example of a simple Game Play Drill is requiring an attacker to
take on a defender in a channel with the objective of reaching the other end with the ball.

Game Play Drills may be Invasive or Part- Invasive. Part-Invasive drills restrict the

movement of players to pre-defined channels, areas, or zones. This allows the player to focus attention on
information that is relevant to that particular situation or position, before advancing onto Invasive drills,
which remove the restrictions and force the player to be aware of all options on the field of play.

Game Play Drills are the essential link between the development of Technical Proficiency and being
prepared to play in full game situations.

( )
Assessing the balance between Technical Proficiency and Tactical Prowess

To assess the developemnt of Technical Proficiency and Tactical Prowess, the following questions may
be asked in a game situation:
@ Did the player choose the correct technique to perform?

@ Did the player perform the technique correctly?

If the player chose to perform the correct technique but performed the technique incorrectly there
may be a problem with that players Technical Proficiency. If the player chose to perform an incorrect
technique for the specific situation or chose to perform the technique at the wrong time (but
performed the technique correctly) the player needs to develop their Tactical Prowess.
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The last of the 3 T's that players must develop to perform competently in a game
situation is Team Play (T3).

Team Play is an extension of Tactical Prowess, with the two sets of skills connected and
intertwined. Whereas Tactical Prowess refers to the abiltiy to read a game and decide on
which action to take, Team Play is the ability to anticipate the actions of the other players on
the field, and mould one’s own play with those actions into cohesive team play.

Whereas Tactical Prowess can be developed using Game Play Drills - small numbers of players,
and restricted space and options - to develop Team Play, games of varying difficulty are used.

In a game each Player must adapt to the specific situation by anticipating the movement of

the ball, team-mates and opponents, communicating effectively with team-mates and providing support to
team-mates in possession. It is through the combination of each of these techniques that a team develops

cohesive team play.

Games can be classified as Modified, Conditioned or Full-Sided, with a multitude of variations in between.

MODIFIED GAMES )

Modified Games are versions of Hurling
or Gaelic Football devised to suit the
particular needs and abilities of specific

playing groups, e.g. Go Games (for Under-8's, Under-
10’s, Under-12’s), Super Touch Games (for Post-Primary
age Players) etc. These games are modified by a set of
conditions to the equipment, playing area, playing rules
and/or scoring system.

Modified Games also include games devised to focus

on specific aspects of team play, e.g. a possession
game of 4 v 3 in a grid. Similarly they can be used to
develop the abiltiy to create or reduce space (3 v 2 etc) or to develop contact or reaction skills. Modified
scoring systems (e.g. target scores or time limits) and modified playing rules (e.g. no solo, one bounce, fist
pass only) can be used to focus on particular techniques or aspects of decision making.

Modified Games apply the learned skills to team situations. Players must make decisions on where and when
to move to combine as an effective unit as in a real ‘game’ situation. Such games encourage awareness
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of time and space but also help develop specific characteristics of Team Play, e.g. support play and

communication. By not limiting players to particular positions the coach allows each player to develop greater
decision making skills and tactical appreciation for different aspects of play.

(CONDITIONED GAMES

Conditioned Games are based on the standard version of Hurling/Gaelic Football, but conditioned by a
limitation to the playing area, playing rules or scoring system. Conditioned Games include Modified Games
but more specifically refer to games that are smaller or limited versions of full-sided games. As such, small-
sided games, backs and forwards, or limited rules games are typical examples of Conditioned Games.

Small-Sided games use reduced numbers of players to ensure plenty of ball contact for all involved. Positions
may be used but it is advisable to allow individual players to play in as many different positions as possible
over time, developing the players’ ability to adapt to different positions. Tactical Prowess and Team Play

are further developed but with more specific relevance to full-sided games as the movement and open play
mimic aspects of full Hurling and Gaelic Football. Games such as 7/9/11/13-a-side games provide players with
the opportunity to encounter challenges similar to those found in full-sided games, but due to the smaller
numbers and/or restricted playing area, the number of times a player can be in possession, or contesting
possession with an opponent is increased.

Games such as Backs and Forwards provide players with experience of playing in position, with the ball being
played into these positions regularly and frequently (and from positions further out the field where the ball
would usually come from) in order that the players can develop their position specific awareness and skill.

(FI.II.I.-SIDED GAMES

As players progress and develop through the Play to Learn phase and into the Learn to Compete phase of
the Pathway to Elite Performance they should be gradually introduced to playing full-sided games.
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VARYING ACTIVITIES — STEP

The progressions outlined in the Skill Development Model are relevant to players of all ages and

stages of development.

In order to maximise the effectiveness of training sessions for any player group, a combination of drills and

games should be used. For example, young players who are only in the process of learning the underlying

techniques of the game should be given the opportunity to play fun games and modifed games. Similarly

older or developed players should continue to revert to simpler drills to focus on technique, and use fun

games to vary warm-ups and more rigid training sessions.

The over-riding principal is that players are set achievable but challenging tasks in order that they remain

interested, excited and motivated to play.

THE STEP METHOD

The STEP method is a simple way to vary an exercise, drill, activity or game.

r

@ Space

® Task

@ Equipment

@ Players

This is how it works:

Changing the amount of space available may reduce or increase the difficulty. More
space means less pressure, but more running! Use zones, or restricted areas, to
prevent all the players chasing the ball (beehive play) or to encourage width or to aid
the defensive or attacking players.

Change the task that the players are required to perform, e.g. choosing a more
difficult technique to perform, or increasing the pace from a walk to a jog, or
changing the target from a fixed to a moving target, or varying the playing or scoring
rules for all or selected players.

Change the equipment used, e.g. from using a big ball to a smaller ball, or from
using a wall to a partner, or a bat to a hurley. Note: Small balls are easier to throw
but harder to catch, whereas big balls are easier to catch and harder to throw.
Similarly longer implements or implements with smaller heads are harder to use than
shorter implements with larger heads.

Introduce opposition, firstly in token form, before progressing gradually to full
opposition (where the possession is contested in a game like manner). Change the
number of players to give an advantage to the attacking or defending players.
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COACHING THE SKILLS

When coaching a technique or skill to players there are 4 essential steps:

These steps are often identified by the
acronym I.D.E.A.. Each step is best carried
out using either Verbal Instruction or Visual
Instruction or a combination of both.

Introduce the skill

Demonstrate and Explain the skill

Practice the skill

Provide feedback/correct errors

The following table provides a synopsis of each step.

r

Step

How to Communicate

Introduce the Skill

Demonstrate

Explain

Attend

Verbally introduce the skill, providing a brief description. Outline the Key
Teaching Points.

Demonstrate the skill; perform it in full a number of times.

Then break the skill down, making a point of noting the position of the Head,
Hands, (Hurley) and Feet for each distinct component.

Repeat the skill in full again.

Verbally and Visually explain how you want the skill practiced, i.e. the
organisation of the drill or activity.

Observe the players performing the skill a number of times. Provide feedback
on how to correct any errors.
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@ COACHING THE SKILLS

Here we look at each step in more detail:

INTRODUCE THE SKILL )

When introducing a skill to a player or group of players, it is important that you explain the importance of
the skill, how it is used during the game and how the skill relates to other skills that are used in the game, in
words that the players can understand — the younger the player, the simpler the language used should be.

If you are coaching a group of players it is crucial that you have their full attention and that they can all see
and hear you - gaining control of the group is very important. Cutting down distractions (loose sliotars or
footballs for example), facing the players away from the sun, arranging them in a semi-circle, and separating
disruptive players etc. can all help in securing their attention.

DEMONSTRATE THE SKILL )

A good demonstration and clear explanation of how to perform a skill is central to the ability of a player to
learn a technique. Using the Whole-Part-Whole method of teaching, begin by demonstrating the skill in full a
number of times, at normal speed and in slow motion. (Remember, to be a successful Coach it is not always
necessary that you be able to demonstrate all the skills that you teach.

You can have another person, or a player who is proficient at the skill perform the technique. Remember
also, it might be necessary to demonstrate the technique for players who are left sided or who are left
footed.) Having demonstrated the skill in full, break the skill down into each of its distinct component parts
emphasising the Key Teaching Points for each.

Finally demonstrate the entire skill again, emphasising the flow from one component of the technique to the
next. In this way the player builds a cognitive picture of the technique that reflects both the technique as a
whole and the various components that must be learned to perform it.

EXPLAIN THE PRACTICE )

Verbally and visually explain the organisation of the drill, activity or game set up to practice the skill. (Again
the coach does not have to demonstrate the practice — a player or players who are proficient at the skill and
know the practice can be used.) Before letting players practice the skill, it is important that you check that
they understand what they are being asked to do by inviting or asking questions.
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( ATTEND

Practice alone will not lead to players learning
the correct techniques. For practice to be
productive, players require feedback about how
their performance compares with the desired
performance and information on how to correct
the errors that they make. To achieve this, the
Coach must be able to observe and evaluate
the performance to determine the cause of their

errors.

This is perhaps the biggest challenge in coaching
— identifying the cause of poor performance. It

is important that you do not rush into providing
feedback — if you are uncertain about either the cause of the problem or how to correct it, continue to observe
or ask another Coach for their feedback. Any player can perform a technique incorrectly when they know that
they are being watched by the Coach; instead wait until you have observed the error a number of times before
trying to correct it.

When providing feedback it is key to use a positive approach, especially when dealing with younger players. If
one player is having difficulty with a skill, you can provide correction on a one-to-one basis as the player will
be more receptive if they are not being corrected in front of a crowd. If you notice the same error in a number
of players, it may be wise to re-demonstrate the skill, as they may not have picked up on the key points that
you outlined.

While players will largely adhere to the principles which underpin proper technique, they will almost
inevitably modify their style to suit their biomechanical make-up. This explains why there are an almost
infinite number of possible variations of each technique.

For this reason, it is important for Coaches to determine whether any particular variation is basically sound
or inherently weak as distinct from labelling anything as right or wrong or attempting to get every player to
adhere to the “perfect” technique, when their particular variation may be working effectively.
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VARYING ACTIVITIES — STEP

Three distinct phases of learning a new skill have been identified, and these are:

1. The Cognitive Phase:
Identification and development of the component parts of the skill - involves formation of a mental picture
of the skill

2. The Associative Phase:
Combining each of the component parts into a smooth action - involves practicing the skill and using
feedback to perfect the skill

3. The Autonomous Phase:
Developing the learned skill so that it becomes automatic - involves little or no conscious thought or

attention whilst performing the skill

Here we look at each phase individually and how this knowledge is reflected in the Skill Development Model.

THE COGINITIVE PHASE )

The Cognitive Phase is vital to the development
of good technique. The task for the player is
to understand what is required to perform the
technique. The player can accomplish this by
watching the technique being demonstrated,
and having a number of attempts at performing
the skill. It is vital that the player pays attention
to each part of the skill.

The rate of development during this phase is
directly related to the quality with which the
skill is taught. The coach should use as many

methods of teaching the skill as necessary
(Verbal, Demonstration, Video, Diagrams etc) - ensuring that the visual demonstration is of a very high standard
is of utmost importance. Once the component parts of the skill have been clearly identified further practice helps
assemble them, bit by bit, into the overall skill.
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(THE ASSOCIATIVE PHASE

Players in the Associative Phase of skill acquisition use feedback, from themselves (i.e. how the skill feels and if
the outcome is successful), and from the Coach (identifying where the player is making an error and providing
positive corrective feedback) to shape and polish the individual component parts into a smooth action.
Rehearsal of the skill must be done regularly and correctly.

REMEMBER
Practice makes Permanent, but only Perfect Practice makes Perfect!

(THE AUTONOMOUS PHASE

With further practice the skill may become automatic, i.e. the player can perform the skill without consciously
focusing on the whole skill or how it is made up of its component parts. This phase is identified by automatic
and consistently correct performance of the skill.

Players should be able to perform the skill to an autonomous level in a stationary position or with limited
movement - i.e. in a Basic Drill situation - before progressing to performing it in a more challenging situation,

e..g while moving - as in an Intermediate Drill - or with futher external demands - as in an Advanced Drill.

For more information on Basic, Intermediate and Advanced Dirills see Technical Drills in the Developing the Skills
of Gaelic Games section.
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SETTING THE APPROPRIATE CHALLENGE

Coaches should attempt to identify the level of ability of the group and individual players before deciding
what tasks are generally appropriate. To do this organise a number of tasks of varying difficulty and observe
the players’ responses to assess if they find the task too easy or too difficult. Once the general level of ability
of the group has been identified, tasks that provide the appropriate challenge can be organised.

However, there may be a wide range of ability within the group, and as such, emphasis should be put on each
child’s own progress, and not on comparing their achievements with those of others. This means that where
possible individual instruction and challenges should be provided and a broad range of activities should be
planned and presented. Activities should develop to be of an increasingly complex nature and be challenging
but ‘doable’.

Where possible children of approximately the same skill levels should be grouped together for coaching. Also
take care to note which children work well together, as disruptive children can make organising a coaching
session very difficult.

REMEMBER!
A good coach can take players out of their comfort zone without taking
them out of their depth!
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ENSURING FOCUS IN TRAINING

( MOTIVATION

The ability to concentrate, or maintain focus on
the task in hand, is vital if training is to achieve
the best outcome for each individual player
and the group as a whole. Players who aren’t
focussed cause disruption, and can affect the
training session to the detriment of all.

When players are focused it is generally because
they are engaged by what they are doing and
the challenge of the task at hand has been set
at the appropriate level. When players loose
focus it may be because they find the task too

easy or too difficult.

Equally players may have a perception that they have or do not have the competency to participate or
successfully perform the task. If they have low levels of perceived competence they will also loose focus.
Motivation may also be a major factor affecting the player’s focus. Motivating factors may be intrinsic or
extrinsic.

Intrinsic Motivation is evident when the players engage in an activity for its own sake, without some obvious
external incentive present.

Extrinsic Motivation is evident when the desire/drive to perform is based on the achievement of external
gratification and reward, e.g., be picked on the team, win, rise in the estimation of significant others, exert
control or power, or receive acclaim or financial gain etc. Extrinsic motivation may have an adverse affect on
the level of enjoyment achieved from participation.

Motivation that stimulates and instills in the player the desire to perform to their True Potential is typically
intrinsic, where players play for the thrill of participation, or the feeling that they get from performing.
Players who are intrinsically motivated will be focused, whereas those that are extrinsically motivated are
more susceptible to distraction.
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GOAL SETTING

The Coach can help ensure players are focused during training by using a technique called goal setting. Goal
setting may also, if effectively used, help develop a more intrinsically motivated group of players over time,
and is a good method of helping to develop their self-esteem.

Goal setting is the process of outlining targets or objectives. It can be a particularly powerful
motivating tool for children as goals:

® Focus attention on a target
® Increase the effort and intensity
® Encourage persistence and practice over time

® Promote the development of problem solving skills

The Coach can play an important role in setting goals for an individual player or a team. By helping the
player or team set goals there is a commitment from both sides towards realising the goal. By writing
down the goals and placing them in a prominent place (e.g. posting them on the dressing room wall), the
Coach can help reinforce the commitment entered into when the goals are set down.

The Coach should recognise that the targets should be challenging and achievable but also flexible, as the
aim is to challenge the player to achieve the goal, not provide an impossible task. By providing regular
feedback, the Coach can further challenge the players to achieve their goals. Shorter-term goals are better
for children as often they will not be able to appreciate how they are progressing towards a long-term goal.
This can result in a loss of focus and reduced motivation.

When outlining goals, coaches should remember the SMARTER principle - Goals should be:
@ Specific - clearly define what you want to achieve

@ Measurable - choose a goal with measurable progress so that you can see the changes that occur
@ Agreed - the goal must be agreed upon by the player and the Coach

@ Realistic - goals should be challenging, but ‘doable’

@ Time Limited - putting an end point on the goal ensures that the player has a clear target to
achieve for

@ Exciting - players should be enthusiastic about achieving the goal

@ Recorded - keep a record of all of the goals. This also serves to allow the Coach and player review

any goals - whether they be achieved or not.
\ y,

COACH INFO /COMMUNICATING WITH YOUNG PLAYERS / DISCIPLINE PROBLEMS




BEING A COACH

THE ROLE OF THE COACH

The roles that a Coach undertakes are many and varied. In many ways it is much more than just
teaching the techniques and tactics associated with Gaelic games. Throughout the sporting year a
Coach may be called upon to be an advisor, assessor, chauffeur, demonstrator, friend, fact finder,
fountain of knowledge, mentor, motivator, organiser, planner and supporter.

( )
Here is a brief summary of some of the roles a Coach may undertake:

@ Analyser and Advisor - Analysing a player’s performance in training and games and advising on the
needs to improve an area of their game, providing appropriate drills and games.

@ Chauffeur - Transporting them to training or games if parents or family are unavailable

@ Demonstrator — The ability to demonstrate the skill that you want the players to perform is not
always necessary. You do not need to have played Gaelic games to become a Coach. Good Coaches
have the ability to communicate to players how to perform the skill

@ Friend - Over the years of working with a team and individual players a personal relationship is built
up where as well as providing coaching advice you also become someone who they can discuss
their problems or share their success with. The Coach must keep personal information confidential
otherwise the respect the player had for you as a friend and Coach will be lost.

@ Fact finder - Gathering information on your own players and opponents and to keep up to date
with current training techniques.

@ Fountain of Knowledge — A Coach will often be asked questions on diet, different types of
training, sports injuries and topics often unrelated to Gaelic games.

@ Leader — Have a vision of what needs to be done, in each session, and throughout the year. The
good Coach is firm, fair and flexible, and prepared to learn as well as coach.

@ Mentor — Any players attending training sessions are under your care, with responsibility to their
parents and family for ensuring that they are safe and secure. It is important to get prior information
on any health issues they may have, and ensure that the training/playing area is as safe as possible. A
good Coach should also support players should they have any problems or sustain any injuries.

@ Motivator - Maintain the motivation of individuals and of the team during the year.

@ Organiser and planner - Preparation of training plans for each player, developing team play and
outlining tactics. This role incorporates the ability to organise training and games to suit players,
other Coaches and the Club/School as a whole.

@ Supporter - Competition can be a nerve-racking experience for some players, especially the young

player. Often they like the Coach to be around to help support them through the pressures.
\_ J
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THE 3 MAIN PRIORITIES WHEN COACHING CHILDREN ARE:
o Ensure all the participants have Fun

e Develop the hasic skills

o Safety

DEVELOPING A COACHING STYLE

SUCCESS AS A COACH )

Winning is part and parcel of being a successful
Coach, but successful coaching is more than
simply beating opponents. Successful Coaches
help players to master new skills, enjoy
competing with others and develop self-esteem.

Your success as a Coach will be impacted by
your coaching philosophy more than any other
factor. Your coaching philosophy is the set of
beliefs or principles that you bring to coaching
that guide you in the decisions that you need to
make.

In developing your coaching philosophy it is necessary to decide what you want to accomplish as a Coach
and how you will deal with the diverse range of people — players, match officials, administrators and parents
- that you will encounter. Your philosophy will be developed through asking questions of yourself and
considering issues that may occur during your coaching career.

Your coaching philosophy will be greatly determined by your belief of what defines success as a Coach, and
the goals that you set for yourself and your team, e.qg.:

® To have a winning team
@ To help young players to have fun

® To help young players to develop technically, tactically, physically, psychologically and socially

Often the definition of success will be influenced by whether the goals are short-term (winning the next
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game), or long-term (developing a players competency). Winning the next game is the objective of every team

- winning within the rules of the game should be the main objective of every player and Coach. These two
objectives are actually intertwined — by helping to develop a players’ technical ability, tactical prowess, physical
fitness, psychological focus and social skills, any team can strive to win an upcoming game.

A Coach’s philosophy is not necessarily a rigid set of rules. Just as a player develops throughout the sporting
year, a successful Coach also develops based on events during the year. A Coach will deal with each event
based on their individual philosophy. The consequences of how the Coach handles each situation will either
cause them to adjust or solidify their beliefs and principles.

As a Coach you should provide your players with clear guidelines for trust and cooperation, and an
understanding of what you expect of them with regard to discipline, teamwork and communication between
each other and their Coaches.

( COACHING STYLE

Your coaching style will determine how you prepare for coaching sessions, how you decide what skills and
strategies to teach, what methods you choose to discipline players and what role you allow players in any
decision making.

4 )
There are essentially three coaching styles that a Coach will lean towards:

@ The Command Style (The Dictator):
The Coach makes all the decisions. Players listen and comply with the Coach’s instructions. The
Coach feels it is their role to tell the player what to do. This style is effective if winning is the main
goal of the Coach. Unfortunately this style can lead to players being motivated to play through fear
of the Coach.

@ The Submissive Style (The Baby-Sitter):
The Coach makes as few decisions as possible, gives little instruction and provides minimal guidance
in organising activities. Many of these Coaches adopt a “throw out the ball and have a good time”
approach.

@ The Cooperative Style (The Teacher):
The Coach shares the decision making with the players. The cooperative Coach provides the
structure and environment for players to set their own goals and assume responsibility for their
actions. Players recognise the Coach as the leader who guides them towards achieving their own
goals.
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@ BEING A COACH

QUALITIES OF A GOOD COACH

As well as adopti