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FIRST YEAR ACADEMY
10 tips for coaches

1. Make the training session FUN.
2. The session should be 45 minutes.
3. 290-gram ball per child.
4. No long queues!! Keep the children moving.
5. Drills should be demonstrated the following way:
Introduce the drill
Demonstrate it to the children
Explain it
Action, let them play
Look on and help 
6. The exercise should be completed without the ball first (or ball in hand), so the children understand the motor skill required.
7. The majority of drills should be dribbling skills. Scoring goals and goalkeeping should also be built-in to the session. The idea is to get the child comfortable with the football so they become masters of the ball.
8. Drills can also include multi-directional movement, speed, skipping, jumping and combinations.
9. Encourage communication from the children, get them involved in picking aspects of the drill (e.g. naming places).
10. Plenty of water breaks to check in with parent/guardian.
https://www.fai.ie/domestic/coach-education/latest#
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Game Tifle: Cars [ Game Theme: [ Pixar Movie

Leaming Ovicome(s): | Develop abbling Gnd runming with fhe bal

Organizaton:

1. 2020 yord area set up as shown
2.1 ball per player

3. Cones forcities

4 oibsforlakes

Story/Descriphion:

1
2
B

4

At each comer of the country (area) there is & major city (cones n the comer)
There is Dubin. Galway, Cork and Belfast

When the coach calls ol city he players must stortther cars (ball and diive o quickly as fhey can
o that city
Watch out for the lakes n fhe middle, i you diive your carn there t may sink!

Coaching Points:

1
2
5.
i

8ig touches when you dive on the highway
Keep your head up

Change of drecion

Change of speed

Developments:

1
2

P~ Call out a city and then quickly change this 5o that players have o furm around their cars
R-Nobalks
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Cureulum - Academy

Game Titie: Mario Cart [ Game Theme: | Compuer Games

Leaming Ovlcome(s}. | Develop physcal iferacy and ball control

‘Organization:

1. Race fracksef up randomly
2. 1 ball per player

Story/Description:

1. The Red Bul Cup s the biggest race of all fime.

2. Eachracer [player) has fo be @ character from the game Mario Cart and diive their cart (ool cround
he frack

3. if he diiver goes off the side of the rack hen they have fo run round thefr bal twice before camying

4. Bananas (yellow cones), water (blue cones) and shells [parents passing G ball back and forth) are all
part of the hazords
Coaching Points:

1. Stay in control of your cart
2. Keep your head up fo wach out for hazords

Developments:

1. P~ Bowser (coach) joins the race and i able fo ram ofher cars off the frack.
2. P~If you hear ‘Magic Bullef' you must drive your Cart exira quick
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Cureulum - Academy

Game Tifle: Pirales of ihe Coribbeon | Game Theme: | Disney Movie_

Leaming Ovicome(s}. | Develop physcal iferacy and ball confrol

‘Organization:

2020 yord area sef up as shown
8 players set up as shown
&bals.

Story/Description:

Each pirate (player) has a ship (bal)

‘Their tosk s 1 s around as many different islands (cones) as they can in order to get gold coins
Pirates have 30 second fo get as many coins as they can

aship gets stuck on an isiand (ball ifling a cone), they must callfor the captain (coach) fo come.
and fx her ship

If another pirate ship comes close, they can fire the cannons on fhem (Kick fhe ofher players ball
away)

Coaching Points:

1. Keep your snip ciose 10 you
2. Watch out for ofher ships and ilands.
3. Sollas fost os you can

Developments:

P~ If captain yels *Scrub the deck” all pitates must use the sole of heir oo 10 scrub the deck [ball)

P~ the capain (coach yels "hoist e sai” all piates must fhrow the sal (ball in he aif and caich it
P Sharks (coach] also e in the ocaan and can attack at any fime. Al pirates must get back 1o the
dockif there s a shark affack.

P~ The iskands have now fumed info reasure and fhe pirafes have fo sall out 1o get . The pirafes ke fo.
wear the reasure s bangles, earings and crowns.
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Cureulum - Academy

Game Title: Pond Game. [ Game Theme: [ Animals

Learing Ovicome(s). _| Running, $doping. JUmping ond hopeing

Organizaton:

1. 2020 yord orea with smaller area set
Up around the area, sef up as shown
2. 1ol per player

Story/Description:
1
2
B
i

‘Coaching Points:

The areas a pond and fhe cones are the ly pads

Players must move from fly pad oy pad hopping ke a flog
Then flying ke G huming bid
Then swim between the lly pads as a tadpole (aribbing a footbal)

1. Frogs - Make sure fo hop with both lags
2. Humrming - Flop your wings (orms] really quickly
3. Tadpoles swimin squigaly ines (moving inlofs of different directions)

Developments:
1. Players get 1o choose how they move.

2. The coach becomes  crocodile players must now look out for the crocodile and jump onfo a il pad
toksepsate
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Cureulum - Academy

Game Titie: Simon 5o [ Game Theme: [ Movements

Leaming Oulcome(s. | improve abilfy o follow inshuctions and coordinafion

Organisaton:

1. 2020 yord e, sof up as shown
2 1ol por payer

3 Dacconer

4 Talcone:

Story/Description:

1. The coach piays the role of Simon

2. Wnen Simon gives o command fhe players have fo react - “Simon Says put your foot on the ball”

3. i Simon does say then the players must stand as sl as fhey can

4. Simon ies fo catch the players out by getiing them fo move without his say sol

5. Start without he balland concentrate o movements - unning. jumping, skipping, balancing [stand
ononeleg)

Coaching Points:

1. Lsten fo Simon carefuly.

2. Keep your head up 5o that you don't bumpinfo other players

3. Encourage a change of speed and direction

Davelopmants:

1. Be creative with your commands - Smon Says move fike @ snake, Simon Says move fke @ frog

2. Addihe bal
3. Have players cribbie around o disc cone or knock over a fall cone.

-3
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Game Tifle: Thomos the Tank Engine | Game Theme: | Movements.

Leaming Ovicome(s. | Speed. balance and coornation

Organizaton:

1. 2020 yord area with four 55 yord
areas n each comer (each a dierent

olor). set up as shown.

Tall cones

Disc cones

Bibs

Lofsof footbals

Story/Description:

1.The coach s The Fat Controller and fhe players are the frains - Tnomas, Percy, James or Emiy.

2. The frains must follow The Fat Controller around the area sfaying on fhe frack

3. The frains vist each of the four stafions fo famiarize fhemselves wih route

4.The frains move fhough the forest (cones), around fhe lake (blue bibs) and over the mountains (tol
cones)

Coaching Points:

1. Siow down as you approach the sfation

2. Speed up on the straight pars of e frack 1o go realy st

3. Legs aren't allowed 10 cross when gaing fhrough mountains or you might deral infroduce side
shufing]!

Developments:

Players stort off as a long frain following and miicking the coach's movements
Ployers then break off o go on ther own

Players have to identity the different color safions 10 9o 1o (no ball

Players then hove to pick up a ball from one stafion and fransfer it fo another (nands only fo start with)

Now players have fo fransfer the bal from stafion fo stafion using only theirfee!
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Game Tifle: Traffic Lights [ Game Theme: [ Cars

Leaming Ovicome(s). _| Develop physcal lleracy and ball confrol

Organizaton:

20x20 yord res sl up s shown
12 playersset up as shown
1 ball per player

Story/Description:

1. Before driving a car (bal), o iivers [players) must pass el fest. The coach asks the diivers what fo do
ifthey see ared light, @ yelow ight o G green fight. Coach then gives each drver fheiricense fo putin
theirsock.

2. Wnen the coach yels “Green light” il divers diive fheir car around the parking lot. When the coach
yels “yellow ight” all the diiver have 1o go slow and when fhe coach yells “red ight” ol the divers
have fostop

3. Drivers should always be on the look outfor the poiice [coach) who could come af anyfime making a
sen sound.

4 Any citars that cre cought. get o ficket

Coaching Points:
1. Make sure you stay in conirol of your car

2. Watch outfor ofher cars on the road

3. Don't go thiough any red ihts because the police might see you
Developments:

1. P-"Super Green = Super Fast"

2. P- Divers have fo reverse out of the parking spof
3. P Divors have fo put gasin fhr car by putting on foof on fho ball han he ofher os fast as fhoy can
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Game Titie: Uefa Shoot Out [ Game Theme: | Champions League Final

Leaming Ovicome(s): _| Develop siiking ond conrol fechriaue

Organisaton:

1. 2020 yord area set up as shown
2. 12players set up as shown

3. Supply of bals by fhe coach

4. Bibs fled 1o each goal fo mark them

Story/Description:

4
5.

The coach spifs he group info fwo feams and asks fhem fo come up with theirfeam name for the
Champions League Shoot Out

Each feam makes a ine ready for heir fum

The coach ihen calls out the number of players that go out and piay from each feam (1=fist playerin
fine 2=fst and second player in ine)

The game s over when  goal i scored or the ballleaves fhe area

Players then retum to their feam and the coach calls out @ new number

Coaching Points:

1
2
B

8 quick fo the bol
1fyou don't ge there fist, dsfend the goal by getting your body between the player and the goal
When your player has he ball move away from hem info space.

Developments:

1
2

P~ Players now run around  comer marker before they are alowed fo ener fhe game
R~ Call numbers in order so fha piayers understand when o enter the game, feed a new ballnsde
he area for players fo continue playing f the ball goes out alot in the early siages
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Cureulum - Academy

Game Tifie: _Airports [ Game Theme: [ Movements

Leaning Ovicome(s): | Shor ferm mermory Gnd improvernent of mofor sl

Organizaton:

1. 2020 yord area with four 5 5 yord
reas n each comer, set Up as shown

1 ball per player

Disc cones

Toll cones

Bibs

Story /Description:

1. s fime 1o go on vacation but where shall we go? The players get fo st where fhey would ke 10 9o on
vacation

It will be their b fo fly here with their plane (ball]

The coach names the four aifports and becomes o fraffic confrol by feling the planes where fo fly fo

Make sure that you Iand on fhe run way (disc cones) and avoid crashing nfo each ofher

Coaching P
1. Wnenlancingyou hav 1 make s he whesk come down op he balland bl i e
2. Whan oking ot recly ek, when ancing make e fo dow down

Devlopment:

1. Add mountains (fall cones] and oceans (blue bib] for he planes fo fly around.
2. Watch out for the weather as you may need fo change aitports Quicky f we ge a thunder stomi
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Cureulum - Academy

Game Title: Bulldogs Chorge. [ Game Theme: [ Dribbing.

Learning Ovicome(s): | Develop he abify 1o GBS fhe bol

Organizaton:
1. 2020 yord area set up as shown
2 1opiayers

3 1bal per player

Story/Description:

1
2
B
i
s.

Somebody has lef il the buldogs [players) out
Itis the Dog Catcher's (coach] fask fo cateh (tag) ol he buldogs

1fthe Dog Catcher catches you. you become a Dog Catcher oo

Bulidogs must iibble fheir soccer balk rom one safe zone (end fne) fo the ofher
The game storts each fime by the Dog Cateher asking "Wholef fhe dogs oute”

Coaching Points:
1. Keep the ball close.

2. Head up to dbserver where the Dog Catcheris
3. Head down when drisbing your ball
Developments:

1. P Stort with mulfple Dog Catchors
2. R-The Dog Catcher can only caich you by tagging your bal
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