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WELCOME TO BRIGHTON BULLDOGS! 

The following coach’s pack contains important information related 
to coaching kids within the 6-11year-old age group. This pack 
includes information on: 

• Help! Who do I contact? 
• Where do I get stuff? 
• How do I coach kids? What do I do? 
• Developmental considerations (age and skill)  
• The 4 key skill areas 
• Insight and Decision-making  
• Setting expectations (parents and kids) 
• Coaching resources  
• Brighton Bulldog Playing Philosophy 

Help! Who do I contact? 
We’re here to help. We are all volunteers so we may not be able to 
get back to you straight away due to the everyday realities of life, 
however we will do our best to get back to you as soon as 
possible. Your first point of call should be your Age Group 
Coordinator (where available). If you can’t contact them, then 
contact your MiniRoos Coordinator. Please contact them for 
anything related to training, games, resources or team issues.  

MiniRoos Coordinator: 
• Tim Austin, 0415 596 362, timaustin73@ozemail.com.au  

Where do I get stuff? 
As a new coach (or an old hand) you should get all the resources 
you need for your team for the season. However, some things may 
not always go to plan. Your contacts above should be the first 
people to contact if you need extra resources. We are here to help 
as much as possible.  

How do I coach kids?  
Coaching this age group can be a fun and rewarding experience. A 
little preparation, patience and persistence will enable kids to enjoy 
their football.  

Coaching is not just about setting out a few drills and letting the 
kids go for it. Kids need to feel they are gaining competence, have 
some sense of autonomy over the activities they do, and are 
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having fun with their friends. They also need praise for effort (not talent), and help when they are 
struggling.   

Coaching sessions can feel overwhelming and hectic at first. But as you go through the season they will 
become much easier, and you will see progress in the children over time. Here are some tips to help 
your sessions run smoothly.  

• Plan the session. Having a plan in place is essential for a smooth training session. Do this the 
day before your training session. Make sure you have all the resources ready (cones, balls, bibs) 
and get there 15-30mins before training starts. You should split your activities up into 3 or 4 
parts: warm up, skill introduction, skill training, and skill game for the U8-U11, and 3 parts 
for U6/7 – warm up, skill session and game.. To keep consistency, choose one skill to work on 
for the whole session and incorporate that in each activity. Repetition is essential for learning 
and reinforcing skills. Same sessions can be rotated every 3-4 weeks to increase repetition.  

• Expect the unexpected. So, you’ve got 10 in the team but only 7 turn up. At times, you won’t 
have a full team at each training session. Expect this, and have contingencies in place. Design 
activities that can be run with even or odd numbers. Odd numbers can be an advantage as you 
can practice overloads in defence or attack situations. At the start of session, design warm ups 
that allow for adding of players as they turn up to training (more on that below).  

• Start with clear instructions, ask questions, avoid cues, end with a review. Talking in clear 
and short sentences is the way to go with children. Keep it simple. Start the session as quickly 
as possible. Keep communication through the activity short. Praise and correct where necessary. 
Rather than directing when something goes wrong, ask children questions to reinforce learning. 
Avoid cues over 2-3 kids at one time. Younger kids in particularly get bored quickly if they have 
to wait around for ‘their turn’. Finish of the training session with a review and a few key points. 
Ask them to do some homework on the skill you’ve shown them. Check in the next week.  

• Keep parents in the loop. Communication to parents is key. Set clear expectations when you 
first begin, including training times, game times, when you expect kids to turn up, and how they 
can help. Keep them in the loop on how their child is progressing and what they may need work 
on at home 

Developmental Considerations  
Children have different mental and physical abilities dependent on their age, however it’s never too early 
to have them start learning the critical skills needed to succeed at football. The below is a guide and tips 
on what to focus on at what age. The overall aim throughout all the ages is to develop players who are 
comfortable with the ball at their feet, have mastery over the ball, and most importantly, love to play 
football.  

2-6 year olds (Formative Stage): While traditional football development models ignore this age group, 
2-5 year olds possess an enormous ability to grasp basic ball mastery skills, albeit with inconsistent 
execution. This is a critical age where children can be taught skills to set them up for organised games. 
Parents are the key at this age, so creating a home environment where they can practice with a ball (no 



bigger than size 2) regularly is important for developing a child’s basic ball mastery skills. Skills to focus 
on at this age include: 

• Protecting the ball. Parents (and coaches) should focus on games where their children are 
forced to protect the ball from their parent (e.g., 1v1). The child should be encouraged to place 
themselves between the ball and the parent, and move the ball at 90 degree angles using inside, 
outside and soles of their feet to avoid being dispossessed.  

• Change of direction. Children in this age group should also be encouraged to manipulate the 
ball with both feet (using inside and outside of feet) by constantly changing direction and cutting 
back the ball (using the sole of the foot). Confine a child to a rug or small area and make sure 
they keep the ball moving within that area using the above moves.  

• Dribble and cut/pull back. Encourage the child to dribble straight (using the laces if possible) 
then cut or pull back the ball (using sole/inside/outside of foot). Practice change directions often 
using these moves. Ensure they use both feet. 

• Avoid kick and run. Despite football being a game where kicking the ball is required, children at 
in this age group should be discouraged to just kick the ball endlessly. Practicing passing and 
goal shooting is a great skill to master, but the emphasis should be on the previous points 
(protecting the ball, changing direction, dribbling and cut/pull back) to ensure children feel 
comfortable with the ball, before they enter organised games.  
 

6-9 year olds (Discovery Stage) 
Many kids entering this age group will have developed basic ball mastery skills in the formative stage. 
However, children may enter in this stage without requisite skills to perform at their best in game 
scenarios. In this case, skills taught in the formative stage should be reinforced early on and developed 
throughout the season. Setting homework for children will also accelerate their skill development, 
preparing them for more pressured situations such as training and match day games.  
In general, this age group still has a limited attention span, are quite self-focused, and often play with 
short bursts of energy.  

Considerations for this age group in terms of skill development do not vary greatly from the younger 
group, however they will be expected to execute skills in a team environment. Focus should therefore 
be on: 

• An emphasis on mastering basic football technical functions – running with the ball, passing and 
1v1’s  

• Control of the ball 
• The ball is the most important obstacle, not other players 
• Maximise the amount of touches each player gets in each session 
• Small side games should be used to develop players technical ability, with later age groups 

understanding basic attack and defence  
 

10-12  year olds (Skills Acquisition Phase) 



By the time players reach 10 years old, gross motor skills and physical strength start to develop at a 
more rapid pace. In this age group, their gross motor skills allow them to perform technical functions 
more consistently (running with the ball, passing, first touch. and 1v1). This phase sees the acceleration 
of technical skills that will give them the tools to play the game at higher levels, dependent on the 
player’s individual ability and dedication to practice.  Children in this age group develop football insight 
and communication skills critical in game situations where they are required to make decisions. 
Positional and tactical play becomes more important at this age group, but not at the expense of 
accelerating the development of fundamental technical skills. Small sided games and functional practice 
sessions (e.g., practicing a game-like scenario such as playing out from the back or attacking in the final 
third), allow practice and execution of a combination or technical skills, insight and communication.  

Given the importance of developing these skills in this age group, the following areas should be of main 
focus: 

• Development of the four main technical skills (running with the ball, first touch, striking the ball 
and 1v1s). These should be developed under conditions of no pressure, limited pressure and 
game-like situations. 

• Moves to beat opponents should also be practiced (as a part of 1v1), which include feints, 
changes of direction, step overs.  

• Linkage of technical skills to insight into the game (when to dribble, when to pass?)  
• Use of skills practice sessions to develop technical skills and decision-making opportunities  
• Use of functional practice to help develop technical skills and decision-making in game-like 

situations (e.g., playing in the final third, playing out from the back) 

The four key technical skills 
 Success in football requires a lot of different attributes. However, kids need a sound technical 
foundation to play the game well and enjoy their football. Kids that don’t build this base often find it 
difficult once the hit the older MiniRoos age groups, with many leaving the sport around 10-12 years of 
age. Competence builds self-belief, which results in more enjoyment and greater success. Therefore, 
sound technical skills taught at an early age can set a child up on a pathway to fun and success as they 
move through the Miniroo years.  

The four key technical components of a football that is recognised by the FFA are: 

• First touch 
• Running with the ball 
• Striking the ball 
• 1 v 1  

An example of 1v1 coaching (attack and defence) 



 

90% of football on the field involves these skills. It is expected that MiniRoos in the 9-12-year-old age 
group focus heavily on developing these skill areas in their training sessions. This age group is typically 
characterised by rapidly developing gross motor skills which facilitates development of these core skills. 
However, younger kids are encouraged to develop these skills, particularly striking the ball, 1v1 moves, 
and running with the ball.  

Developing Insight and Decision-making  
Insight into the game (or football intelligence) are necessary for children to understand what actions are 
appropriate (or not appropriate) in any given situation. Insight, or football intelligence is largely gained 
through experience and exposure to games and game-like training, and thus can be developed as 
children progress through the football phases. While helpful at all phases, insight is more critical in the 
Skills Acquisition Phase (U10-U12), where exposure to small side games and functional practice can 
enhance decision-making.  

Developing effective habits 
Ron Smith (former AIS Head Coach, Socceroos assistant) believes developing habits at young ages is 
critical for players if they are going to succeed in later years. After extensive research, Ron has 
identified 7 effective habits of great football players, 4 with the ball, 3 without the ball. 

With the ball: 

• Receive the ball with the inside of the foot (more than the outside), and keep body shape 
‘open’ to the field and direction of play 

• Keep the ball moving (and out of tackling range) 
• When under pressure, run with the ball towards a team mate or touch line 
• Keep square on to opponents in 1v1 situations while keeping the ball central to body position 

 
 
 



Without the ball: 
• Get where you can see your opponent and the ball 
• Get level and outside with your immediate opponent 
• If you can’t get beyond your immediate opponent, come back level with the ball  

 
It’s never too early (or late!) to learn these habits. Teaching children one at a time is the best method, 
along with their key technical skills.  

Setting Expectations 
Setting expectations of both players and parents is essential to ensure both know what is expected of 
them at training and on game days. Setting and communicating expectations before or on the first 
training day sets the tone and boundaries of what behaviour is expected (and what is not tolerated!). 
Some tips on setting expectations include: 

• Set them early (first training session of beforehand) 
• Set expectations around: 

o Appropriate kit (boots, shin pads (must be worn) 
o Water bottle – always bring to training (place in a triangle of cones) and always to games 

(on the sidelines) 
o Punctuality – must be on time (send out frequent reminders), at least 10mins before 

training, 20mins before games.  
o Parental behaviour - about what you expect from them on game days and training 

(keeping it positive, no belittling of players etc) 
• Politely, let them know that you don’t expect them to coach the children on game days as this 

confuses them from your coaching. You are the coach and know the system you need to play, not 
the parents (despite their experience).  

• If parents are keen to get involved, ask them to help out in training sessions, or help out with 
logistics on game day (organising kids jerseys, helping out with warm ups) 

Brighton Bulldogs have a player, parent and coach code of conduct which can be distributed to parents 
or children at the first training session (these can be obtained from the club house).  

Coaching Resources 
Resources are available to help you ensure your sessions run smoothly and the children have fun. 
Although there are many resources on the internet available, we recommend the following resources so 
the children have a consistent learning experience through the MiniRoos age groups.  

• FFA Coaching resource (http://www.ffacoachingresource.com.au). This has been developed 
as a coaching resource consistent with requirements of the national curriculum. This resource 
focuses on the four key skills that are important for football success (Free resource). FFA age 
appropriate resources can also be found in this appendix. 

• Soccer-Play.com. As an excellent resource for individual exercises and training sessions, 
Soccer-Play.com has been developed straight from the training sessions by Ajax FC Youth 
Technical Director, Patrick Ladru (Paid subscription required). 



• The Football Centre (http://www.thefootballcentre.com.au). Run by Ron Smith, (former Perth 
Glory head coach, head coach at the Australian Institute of Sport, assistant coach for the 
Socceroos and Brisbane Roar). The Football Centre contains useful information on tactical and 
technical development for coaches and players. Subscription to the site is only $25 per year. 
Additionally, there is an app with drills and activities that covers many different scenarios and 
team numbers for $1.49. This is aimed at upper MiniRoos age groups.  

Contact the MiniRoos Coordinator for questions regarding coaching resources.  

Brighton Bulldogs Coaching Philosophy  
The aim for Brighton Bulldogs coaches should be to help develop players who are comfortable on the 
ball, who are attack-minded, yet cover for one another, use space well, and understand all positions on 
the field 

. By age 12, children should have the required technical skills that allow them to: 

• Combine ball control and speed in complicated situations where there is an element of resistance 
• Use both feet to side foot and semi-side foot the ball and kick it with the instep, both along the 

ground and through the air over short distances 
• Cushion the ball with all parts of the body 
• Juggle the ball with every part of the body except the arms 
• Pass accurately from a standing position and while on the move 
• Accurate shooting at goal 
• Make an accurate cross 
• Learn basic heading technique 
• Use body feints and changes of direction in 1 v 1 situations 
• Learn to shield the ball  
• Throw the ball in 
• Take a penalty  

As far as tactics are concerned, the following principles apply to the younger groups (8-12).  

• Running into space to receive the ball 
• Positions in the length and breadth of the field  
• Linking up and linking back 
• Taking up position to receive the ball 
• Playing from your own position 
• Taking over the position of another player 
• Looking beyond the ball  
• Deciding the moment of choice between passing and making an individual run 
• Learning to shield the ball when dribbling and passing 
• Covering on the inside 
• Covering the most dangerous opponent  



Additionally, coaches should aim to develop players who can play in a variety of positions on the field. It 
is not advantageous for long term development to pigeonhole players at an early age in one position, 
rather players must be flexible in where they play. Players must develop an understanding of the roles 
they need to play on the pitch. While developing player’s technical skills is paramount, 10-12yo’s must 
start to develop a tactical sense of how to play every position on the park including forward, midfield and 
defensive play.  

Suggested Formations   
The following are suggested formations based on an attacking style of play that aims to utilise space 
and pressure opponents high up the park and win the ball back as quickly as possible  

      

        4-a-side                     7-a-side                               9-a-side                  

                                                     

Alternate 9-a-side 

 



Discovery Phase Model Sessions5.
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Model Sessions

Here are some useful tips to help you perform the important role of ‘kids coach’: 

F�Two weekly training sessions of 45 minutes and one game during the weekend 
is a maximum safe workload for U/6’s and U/7’s

F�For U/8’s and U/9’s the length of the sessions can be increased to 60 minutes

F�Plan your sessions in advance

F�Arrive early and set up the area

F�Give clear, short instructions

F��9ACBGHF5H9�EI=7?@M�5B8�9:U7=9BH@M

F�&99D�H<9�G9GG=CB�VCK=B;

F�Vary the activities but keep it simple

F�Be enthusiastic and give lots of praise

F�Encourage after mistakes

F�Be patient

F�Have fun (both the kids and you!)

F�Keep everyone active, avoid having kids standing around

Session planning

A training session for kids this age consists of 3 components: The Beginning, 
The Middle and The End.

The purpose of The Beginning (better known as the warm-up) is to get the kids 
in the right frame of mind and activate their bodies. It’s unnecessary to run laps 
5FCIB8�H<9�U9@8�5B8�8C�GHF9H7<9G�HC�57<=9J9�H<5H��5@@�GCFHG�C:�F9@5MG�5B8�H5;;=B;�
;5A9G�K=H<�5B8�K=H<CIH�H<9�65@@�5F9�AI7<�69HH9F��ACF9�GD97=U7	�ACF9�:IB��5B8�
also help develop the children’s basic coordination.

The Middle is the section of the training session where we conduct fun football 
exercises such as dribbling, passing, shooting, etc.

The last part (The End) is allocated for playing all sorts of Small-Sided Games 

This leads to the following session timeline:

1 Welcome (5 minutes)

2 The Beginning (10 minutes)

3 The Middle (15 minutes)

4 The End (20 minutes)

5 Wrap up (5 minutes)

The Discovery Phase3.
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Cycle Planning

$B�H<=G�G97H=CB�MCI�K=@@�UB8�5B�9L5AD@9�C:�5���K99?�7M7@9�5B8����(C89@�.9GG=CBG�
for the Discovery Phase. This 6 week cycle is based on the assumption that the 
weekly training sessions are on Tuesdays and Thursdays with the weekly game on 
Saturday. 

Discovery 
Phase

CYCLE 1
Tuesday Thursday Saturday

WEEK 1 MODEL SESSION 1 MODEL SESSION 2 GAME

WEEK 2 MODEL SESSION 3 MODEL SESSION 4 GAME

WEEK 3 MODEL SESSION 5 MODEL SESSION 6 GAME

WEEK 4 MODEL SESSION 7 MODEL SESSION 8 GAME

WEEK 5 MODEL SESSION 9 MODEL SESSION 10 GAME

WEEK 6 MODEL SESSION 11 MODEL SESSION 12 GAME

If your team trains only once a week, or on different days, you can of course adjust 
this schedule accordingly. 

For the next 6 week cycle(s) the coach can:

F�Repeat the sessions in the same order 1-12

F�Repeat them in a random order

F�Combine the various session components of the 12 Model Sessions differently 
(i.e. The Beginning of session 1; The Middle of session 2 and The End of 
session 3; etc.)

F�Attend the �����>.??>;;@?��;;@/.88��2>@6J0.@2�0;A>?2, and use the 
accompanying resource ‘Football for Kids’ to gain more ideas for session content 

 



Discovery Phase Model Sessions5.

Model Session 1

Beginning: Relays 
Explanation for relays

F�Each player starts with a ball, dribbles around the marker (as shown in diagrams 
1 and 2) and returns to the start

F�Upon returning to the starting point, the next player starts the same pattern with 
their own ball

Guidelines for relays

F�Avoid long queues

F�Keep players as active as possible (don’t keep them waiting in line for too long)

F�Give the group a quick break for a drink when necessary

F�All relays in this section can be performed with and without the ball 
�H<9�DF9:9F9B79�=G�HC�5@K5MG�IG9�H<9�65@@	�6IH�=H�=G�UB9�HC�H5?9�H<9�65@@�CIH�C: 
the relays early in the session)

F�The more skill your players acquire, the more the ball should be used and the 
greater the challenges can be

F� If there are more than six players, make another lane of cones and keep it to two 
players in a line (this avoids long queues)

Diagram 1
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Diagram 2



Discovery Phase Model Sessions5.

Middle: Feather the Nest

Mark out a triangle with sides 10m–12m long. Three teams of two players are 
positioned at each corner with a cluster of balls in the middle of the triangle. 
The object of the game is to gather as many balls as possible for the corner or 
‘nest’ within a set time period.

One player from each team runs to the middle of the triangle to get a ball and 
dribbles it to their corner, or nest, and leaves it there. Their team-mate then does 
the same. When all the balls in the middle of the triangle are gone, players can 
take them from someone else’s nest.

Players are NOT allowed to stop others from taking balls from their nest 
– no blocking, defending, tackling, etc. No hands! Feet only.
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End: 3 v 3 (or 4 v 4, 5 v 5) Training Game

Length: 20m–25m 
Width: 14m–18m 
Goal: 2m–3m

F�“Just let them play”

F�4CI�75B�D@5M�K=H<�CF�K=H<CIH�;C5@?99D9FG

F�Short games - 3 to 5 mins in length (with regular drink breaks)



Discovery Phase Model Sessions5.

Model Session 2

Beginning: Stuck-in-the-mud

Mark out a 10m × 14m area. Five players try to avoid one player who carries 
a ball in their hands.

The ball-carrier attempts to tag the runners by touching them with the ball (make 
sure the ball is not thrown and that players aim for the trunk). If a player is tagged, 
they are ‘stuck in the mud’, and stand with their legs wide apart until a team-mate 
frees them by crawling through their legs.

Each ball-carrier has 30 seconds to tag as many players as possible. 
After 30 seconds, change the ball-carrier.

Progression:

F��5@@
75FF=9F�8F=66@9G�H<9�65@@�5FCIB8�H<9�U9@8�5B8�H5;G�H<9�D@5M9FG�K=H<�H<9=F�<5B8	�
K<=@9�?99D=B;�H<9�65@@�7@CG9�HC�H<9A��=:�H<=G�DFC;F9GG=CB�DFCJ9G�8=:U7I@H�:CF�H<9A	�
A5?9�H<9�U9@8�GA5@@9F�

Tagged
Player Ball-carrier
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Thief Collector

C

C

C C

Middle: Robin Hood

Two teams of three split up as shown in the diagram opposite. Each team starts 
with an equal number of balls in their ‘safe’. When the game begins, each team 
can start stealing balls from their opponent’s ‘safe’ – there is one ‘thief’ who 
H5?9G�5�65@@�5B8�D5GG9G�=H�57FCGG�H<9�UFGH�SAC5HT�HC�H<9=F�H95A
A5H9��H<9M�H<9B 
pass it across the second ‘moat’, to their team’s ‘collector’, who puts it in the 
team’s ‘safe’.

Meanwhile, their opponents are doing the same with their balls! After a set time 
period (e.g. two minutes), see which team has the most balls in their ‘safe’. The 
team that passes and controls the balls best will have the most balls in their ‘safe’ 
and will therefore be the winners.

-;A�0.:I@�A?2�E;A>�5.:1?�G�322@�;:8E�
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End: Pass to score

Length: 15m–20m 
Width: 15m 
Goal: none (make 4 or 5 gates of 1m–2m width inside the area)

F�To score a goal, pass the ball through any of the gates to a team-mate

F�This game encourages passing
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Model Session 3

Beginning: Relay

Explanation for relay

F� 57<�D@5M9F�GH5FHG�K=H<�5�65@@	�5B8�8F=66@9G�5FCIB8�H<9�UFGH�A5F?9F�=B�5�:I@@�7=F7@9�
(as shown in diagram) then dribbles around the second marker, and then returns 
to the start

F�Upon returning to the starting point, the next player starts the same pattern with 
their own ball



Discovery Phase Model Sessions5.

Middle: Empty it! Fill it!

Mark out a 14m × 14m square.

Players in two teams dribble balls inside the square. Outside the square, each 
team has two lines marked: one for their balls and one for themselves. On the call 
S9ADHM�=H�T�H<9�H95AG�7CAD9H9�HC�69�H<9�UFGH�HC�9ADHM�H<9�GEI5F9�

*B�H<9�75@@�SU@@�=H�T�H<9�H95AG�7CAD9H9�HC�69�H<9�UFGH�HC�;9H�5@@�H<9=F�65@@G�5B8�
themselves back in the square.

Players go here

Balls go here

Ba
lls

 g
o 

he
re

Players go here
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End: 4-Goal football

Length: 20m 
Width: 15m 
Goal: 2 goals (2m wide) on each end-line

F�There are no goalkeepers

F�Goals can be scored in either of your opponents goals

F�This game encourages shooting and scoring



Discovery Phase Model Sessions5.

Model Session 4

Beginning: Me and my shadow

Players get into pairs; one is designated as ‘leader’ and the other as ‘follower’.

/<9�S@9589FT�ACJ9G�5FCIB8�H<9�U9@8	�7<5B;=B;�GD998�5B8�8=F97H=CB�:F9EI9BH@M	�5B8�
perhaps adding a variation here and there, such as a jump or a ground touch.

The ‘follower’ then copies everything the ‘leader’ does.

Change roles regularly and also change partners regularly.

Progression:

F�The leader (only) has a ball

F�The leader and the follower both have balls

F�/<9�:C@@CK9F�<5G�5�65@@��H<=G�=G�5�8=:U7I@H�DFC;F9GG=CB�GC�=BGHFI7H�S@9589FT�HC�>C;�5H�
medium speed around the area, with occasional random changes of direction)

Follower Leader
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Middle: 1 v 1 Mini Games

Make three small areas about 10m × 7m.

+@5M9FG�D@5M���J���CB�957<�A=B=
U9@8�5B8�G7CF9�6M�8F=66@=B;�H<9�65@@�CJ9F�H<9�
opponents’ line.

Think of safety when setting up; avoid scenarios where players could dribble into 
each other by allowing buffer zones.

Keep rotating so opponents are changed regularly. Rotation also allows a period 
of rest, so control how long rotation takes depending on how fatigued the players 
G99A��4CI�7CI@8�5@GC�;=J9�GCA9�6F=9:�<=BHG�HC�H<9�K<C@9�;FCID�=B�CF89F�HC�;=J9�
them a rest.

Games should be no longer than 1 minute maximum.

If enough cones are available, progress to a small goal on each end-line for players 
to score in.

You will also need a good supply of spare balls, as they tend to go 
everywhere when shooting is introduced.



Discovery Phase Model Sessions5.

End: Line football 3 v 3 (or 4 v 4, 5 v 5)

Length: 20m 
Width: 15m 
Goal: none

F�Usual rules, but method of scoring is to dribble the ball across the opponents’ 
end line

F�This game encourages dribbling and 1 v 1 skills
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1

3

2

1

3

2
Model Session 5

Beginning: Relay

Explanation for relay

F�Each player starts with a ball, and 
8F=66@9G�5FCIB8�H<9�UFGH�A5F?9F�5B8�
then cuts the ball, changing direction to 
the left (as shown in diagram 1). Then 
dribbles around the second marker, and 
repeats the same pattern (but cuts right 
this time) on the way back

F�Upon returning to the starting point, 
the next player starts the same pattern 
with their own ball

F�Variation - instead of all players 
beginning at the one point, they could 
be split up at either end 

F�+@5M9F���BCK�8F=66@9G�5FCIB8�H<9�UFGH�
marker and then passes the ball to 
player 2 (as shown in diagram 2), 
who repeats the same movement 
and passes to player 3

Diagram 1 Diagram 2



Discovery Phase Model Sessions5.

Middle: Round em’ up

Five players dribble their balls inside a 10m × 14m area. On your call ‘round ’em 
ID�T�H<9�G=LH<�D@5M9F�HF=9G�HC�SFCIB8�IDT�5@@�UJ9�65@@G	�6M�?=7?=B;�H<9A�CIH�C:�H<9�
square.

Allow 30 seconds for players to ‘round up’ as many balls as possible.

Take turns so each player has a go at rounding up the balls.
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End: 3 v 3 (or 4 v 4, 5 v 5) Training Game

Length: 20m 
Width: 15m 
Gate: 2m–3m

F� In this game players can score by passing/shooting the ball through either side 
of the gate, from in front or behind

F�“Just let them play”

F�4CI�75B�D@5M�K=H<�CF�K=H<CIH�;C5@?99D9FG

F�Short games - 3 to 5 mins in length (with regular drink breaks)



Discovery Phase Model Sessions5.

Model Session 6

Beginning: Double Trouble

Two players without a ball link hands and move around the area trying to kick 
other players’ balls out.

The other players dribble their balls around the area, trying to avoid having their 
ball kicked out.

There are two options for this game:

F�Change the chasing pair when everyone is out (when a player’s ball is kicked 
out, they fetch it then remain outside until that game is over)

F�Change the chasing pair after a set time period by setting the challenge: 
‘How many balls can you kick out in 30 seconds?’ (When a player’s ball is 
kicked out, they fetch it and come back into the area as soon as possible, 
continuing to dribble and to avoid losing their ball)
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Middle: Pairs through the gates

Mark out an area about 7m × 10m and set up four small gates – two cones about 
two metres apart.

The players run around the area in pairs with a ball between them and pass it 
through the gates to each other until they have performed a successful pass 
through each gate.

/<9�K=BB=B;�D5=F�=G�H<9�UFGH�HC�D5GG�H<FCI;<�9J9FM�;5H9�5B8�K5=H�CIHG=89�H<9�5F95�

Before moving to the next activity, have a competition to see which pair 
(one at a time) can pass through the most gates in 20 seconds.



Discovery Phase Model Sessions5.

End: Short and wide

Length: 15m 
Width: 25m 
Goal: 2 goals (2m wide) on each end-line

F�This game develops awareness of space
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Model Session 7

Beginning: Figure 8 Relay

Explanation for relay

F� 57<�D@5M9F�GH5FHG�K=H<�5�65@@	�5B8�8F=66@9G�5FCIB8�H<9�UFGH�A5F?9F�5B8�H<9B�H<9�
G97CB8�A5F?9F�=B�5�U;IF9���HMD9�8=F97H=CB��5G�G<CKB�=B�H<9�8=5;F5A�

F�Upon returning to the starting point, the next player starts the same pattern with 
their own ball

F�Progressions

- Players to use their right foot only

- Players to use their left foot only

- Players to use the inside of their foot only

- Players to use the outside of their foot only

- Each group to use one ball only, where the ball is exchanged at each end upon 
��7CAD@9H=B;�H<9�U;IF9��



Discovery Phase Model Sessions5.

Middle: Colour code

This activity should be arranged in a square 15m x 15m and requires at least three 
cones of two or more colours placed randomly inside the square.

Players dribble their balls round the outside perimeter of the area.

Call out a colour and the kids must dribble into the square, around the cone of 
H<5H�7C@CIF	�5B8�657?�CIHG=89�H<9�GEI5F9��/<9�K=BB9F�=G�H<9�UFGH�CB9�657?�CIHG=89�
with their foot on their ball.

Remind players to keep their heads up and watch out for possible collisions.

Variations:

F�Round all cones of that colour

F�Players to use their right foot only

F�Players to use their left foot only

F�Players to use the inside of their foot only

F�Players to use the outside of their foot only

There are more possible variations, limited only by the number and colour 
of your cones, and your imagination!
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End: Dribble to score 3 v 3 (or 4 v 4, 5 v 5)

Length: 15m–20m 
Width: 15m 
Goal: none (make 4 or 5 gates of 1m–2m width inside the area)

F�To score a goal, dribble the ball through any one of the gates

F�This game encourages dribbling

F�Players cannot score in the same gate consecutively



Discovery Phase Model Sessions5.

Model Session 8

Beginning: Dribblers and Collectors

Two players without a ball link hands and move around the area trying to kick 
other players’ balls out. They are the ‘collectors’.

When a player’s ball is kicked out, they immediately join the ‘collectors’, so that 
there are now three players with hands linked chasing the others (then four and 
UJ9��IBH=@�9J9FMCB9�=G�CIH��/<9B�HKC�B9K�S7C@@97HCFGT�GH5FH�7<5G=B;��
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Middle: 1 v 1 Mini Games

(5?9�H<F99�GA5@@�5F95G�56CIH��A�K=89�W��A
�A�@CB;��U9@8�=G�G<CFH�5B8�K=89��

Two gates 2m wide placed on each byline, approximately 1m away from each 
corner marker.

+@5M9FG�D@5M���J���CB�957<�A=B=
U9@8�5B8�G7CF9�6M�8F=66@=B;�H<9�65@@�H<FCI;<�CB9�C:�
the gates.

Think of safety when setting up; avoid scenarios where players could dribble into 
each other by allowing buffer zones.

Keep rotating so opponents are changed regularly. Rotation also allows a period 
of rest, so control how long rotation takes depending on how fatigued the players 
G99A��4CI�7CI@8�5@GC�;=J9�GCA9�6F=9:�<=BHG�HC�H<9�K<C@9�;FCID�=B�CF89F�HC�;=J9�
them a rest.



Discovery Phase Model Sessions5.

End: Line football 3 v 3 (or 4 v 4, 5 v 5)

F�Field dimension is short and wide

Length:15m -20m 
Width: 20m - 25m 
Goal: none

F�Usual rules, but method of scoring is to dribble the ball across the opponents’ 
end line

F�This game encourages dribbling and 1 v 1 skills

F�Progression: 

- Add 2 scoring zones behind each byline (as shown in the diagram)

- To score, players must dribble the ball over the byline, but also stop the ball in 
   the scoring zone
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Model Session 9

Beginning: Relay

Explanation for relay

F�Each group starts with 1 ball

F�Player 1 dribbles the ball to marker 1, and leaves it there. 
Then runs around the marker and tags player 2 at the starting point

F�Player 2 runs to the ball, collects it from marker 1, dribbles it to marker 2 and 
leaves it there, then runs around the marker and tags player 3 at the starting 
point

F�Player 3 runs to the ball, collects it from marker 2, dribbles with it around marker 
3 and brings it back to the starting point

F�Change the player numbers regularly

F�Progressions

- Players to use their right foot only

- Players to use their left foot only
1 2 3 1 2 31 2 3

1

2

3



Discovery Phase Model Sessions5.

Middle: Beehive

Six players with a ball each dribble around an area about 7m × 10m.

They attempt to kick the other players’ balls out of the area while keeping their 
own ball under control. The players must be careful – while they are kicking 
someone’s ball out, someone else might kick theirs out!

If their ball is kicked out, the player must leave the area immediately without 
kicking any other balls out. The player can fetch their own ball and wait until there 
is a winner and the game starts again.
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End: 3 v 3 (or 4 v 4, 5 v 5) Training Game - focus on shooting

F�Field dimension is short and wide

Length: 15m 
Width: 15m - 20m 
Goal: 3 goals on each byline (as shown in diagram)

F�This game encourages shooting as often as possible



Discovery Phase Model Sessions5.

Model Session 10

Beginning: Catch the Tails

One or more players are ‘hunters’. They chase the other players and try to remove 
their ‘tails’. If a player’s ‘tail’ is taken, they become a ‘hunter’. 
(Bibs tucked into shorts can function as ‘tails’).

Progression:

F�The ‘hunter’ dribbles their ball while trying to remove the ‘tails’

F�Players with ‘tails’ dribble their balls while trying to avoid the ‘hunter’
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Middle: Simon Says

Players dribble freely around the area with a ball each. Give the kids various tasks 
5B8�7<5@@9B;9G	�K<=7<�H<9M�AIGH�8C�*)'4�=:�MCI�G5M�S.=ACB�G5MGT�5H�H<9�GH5FH�C:�
the sentence. Therefore, sometimes you use ‘Simon says’ and sometimes you 
don’t – see who’s listening!

The players must avoid touching anyone else’s ball, and must not let anyone else 
touch their own ball.

Possible tasks:

F�STOP! (Means stop dead with your foot on your ball)

F�TURN! (Quickly go the other way with your ball)

F�OUT! (Run outside the square and put your foot on your ball)

F��#�)" ���'95J9�MCIF�65@@�5B8�UB8�5BCH<9F�CB9�HC�8F=66@9��K<C�=G�H<9�@5GH�CB9�
dribbling a new ball?)

F�LEFT! (Dribble around the area touching the ball only with your left foot)

F�RIGHT! (Dribble around the area touching the ball only with your right foot)

F�Use your imagination!

*?2�6:?@>A0@6;:?�8672�H(69;:�?.E?�?6@�:2D@�@;�E;A>�/.88I�;>�H(69;:�?.E?�42@ 
.�1>6:7�3>;9�E;A>�/.4I��@;�46B2�@52�<8.E2>?�.�>2?@�C52:�:22121	



Discovery Phase Model Sessions5.

End: 2 v 2 (or 3 v 3, 4 v 4) end zone football

Length: 20m 
Width: 15m 
Goal: create an end zone (a square 2m x 2m) behind the centre of each byline

F�To score the players must pass the ball to their own player in the end zone who 
must stop/control the ball in the area

F�There are no goalkeepers

F�Rotate players in the end zone every 1-2 minutes
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Model Session 11

Beginning: Relay

Explanation for relay

F�Each player starts with a ball. Player 1 dribbles their ball through the middle gate 
and then around the far cone and back through the middle gate again on the 
way back

F�Upon returning to the starting point, player 2 commences the same pattern

F�Twelve cones are required

F�15FM�H<9�K=8H<�C:�H<9�;5H9G�HC�=B7F95G9�897F95G9�8=:U7I@HM



Discovery Phase Model Sessions5.

Middle: Pass and Move

This activity requires two players with a ball and four players without.

The players with the balls start by dribbling, while the other players move freely 
around the area. When the ball carriers see another player ready to receive the 
ball, they pass to them, then move to another part of the area. When a player 
receives the ball, they dribble until they can see another player who is ready to 
receive the ball. They then pass the ball to that player and move. Players are 
constantly moving, either looking to receive one of the two balls, or looking to pass 
to one of the players without a ball.

Progression:

F�Three players with a ball and three without

This activity helps develop vision and communication and introduces the concept 
C:�D5GG=B;�H<9�65@@�HC�5�H95A
A5H9	�K<=7<�=G�C:H9B�8=:U7I@H�HC�;F5GD�:CF�5�B5HIF5@@M�
self-centred under-seven!

Passing will begin to be more evident from under-eights upwards.
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End: 4 sided football 3 v 3 (or 4 v 4, 5 v 5)

Length: 20m 
Width: 20m 
Gates: 4 gates of 1m–2m wide inside the area (as shown in the diagram)

F�Players can score by passing the ball through any one of the 4 gates (and from 
either side) to one of their team-mates

F�This game encourages passing and supporting



Discovery Phase Model Sessions5.

Model Session 12

Beginning: Dribble Tag

In an area about 10m × 14m, players dribble their balls around.

A ‘chaser’ is nominated and they try to tag the other players while keeping 
control of their own ball. The other players avoid him or her while keeping control 
of their balls.

If you are the tagger you must carry a bib so everyone knows who the chaser is.

Chaser
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Middle: Hit the target

Make three small areas about 10m × 7m.

To score, players must hit the target to get points.

Targets may include 3 tall cones, water bottles, balls, empty plastic bottles etc.

Players will receive 1 point for every target which is knocked over or hit (like ten 
pin bowling).



Discovery Phase Model Sessions5.

End: Triangular goal football 3 v 3 (or 4 v 4, 5 v 5)

Length: 20m 
Width: 15m 
"C5@��HF=5B;I@5F�;C5@	��A
�A�D9F�G=89	��A
�A�=BG=89�H<9�U9@8

F�To score players must shoot or pass through any one of the 3 sides of the 
triangle of their designated goal

F�This game encourages passing and shooting from different angles
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National Playing Formats and Rules 

 

 
 

ALDI MiniRoos Club Football 
 
 
 
 

Playing Formats 

 
Offside 

 
 

There is no offside rule in ALDI MiniRoos Under 6 & 7. 

Game Leaders should strongly discourage children from permanently 
standing in blatant offside positions. 

 
Fouls and misconduct 

 
 

Indirect free kicks are awarded for all acts of handball or fouls and 

   misconduct. Opponents must be at least 5m away from the ball 
The table below summarises the national playing formats for boys 
and girls aged Under 6 & 7: 

 

The number of players 4-a-side with no goalkeeper 
Maximum of three substitutes 

The field of play 30m x 20m 

Goal size 2m wide x 1m high 

Ball size Size 3 

Duration of the game 15 min halves 
Minimum 5 min half-time break 

Penalty area No penalty area required 
 

Goal type 
 

 

It is preferable that pop-up style portable goals are used where possible 
however, the use of poles or markers as goals is also suitable. 

To comply with Australian Safety Standards, portable goals must be 
anchored securely to the ground. The use of sandbags or pegs is 
recommended when using pop-up style portable goals. 

For more information on Australian Safety Standards please visit the 
Product Safety Australia website: www.productsafety.gov.au. 

 
Goalkeeper 

 
 

There are no goalkeepers in ALDI MiniRoos Under 6 & 7. 

It is the responsibility of the Game Leader to discourage children 
from permanently standing in front of the goal. 

 
Ball crossing the touch line 

 
 

There is no throw in. 

A player from the opposing team to the player that touched the ball 
last before crossing the touch line will place the ball on the touch line 
and pass or dribble the ball into play. Opponents must be at least 5m 
away from the ball until it is in play. The ball must touch a team mate 
before a goal can be scored. 

 
Ball crossing the goal line 

 
 

There is no corner kick. 

Regardless of which team touched the ball last, a player from the team 
whose goal line the ball has crossed will place the ball anywhere along 
the goal line and pass or dribble the ball into play. Opponents must 
retreat to the half way line and can move once the ball is in play. The 
ball must touch a team mate before a goal can be scored. 

when the indirect free kick is taken.  (An indirect free kick is where a 
goal can be scored only if the ball subsequently touches another 
player before it enters the goal). 

Most acts of handball or fouls and misconduct at this level are 
caused by a lack of coordination, with no intent. In this case try and 
give the advantage to the attacking team and continue play. If you 
decide a deliberate or serious act of handball, foul or   misconduct 
has occurred, explain to the child they have done the wrong thing 
and that they should not do this again. Free kicks should be awarded 
as appropriate. 

 
Match results and points tables 

 
 

The recording of match results should be conducted for the purpose 
of assigning teams to appropriate leagues, ensuring the most 
enjoyable experience for all players. 

Under no circumstances will match results be published publically by 
Member Federations, Local Associations or local clubs. 

Points tables are not applicable in Under 6 & 7 football and do not 
exist. 

 
 

UNDER 6 & 7 

http://www.productsafety.gov.au/


National Playing Formats and Rules 

 

 
 
ALDI MiniRoos Club Football 

 

 

 
Playing Formats 

 
 

The table below summarises the national playing formats for boys 
and girls aged Under 8 & 9: 

 

The number of players 7-a-side including a goalkeeper 
Maximum of four substitutes 

The field of play Minimum: 40m long x 30m wide 
Best Practise: 45m long x 35m wide 
Maximum: 50m long x 40m wide 

Goal size 3m wide x 2m high 

Ball size Size 3 

Duration of the game 20 min halves 
Minimum 5 min half time break 

Penalty area 5m deep x 12m wide 
 
 

Goal type 
 

 

It is preferable that portable goals are used where possible however, 
the use of poles or markers as goals is also suitable. 

To comply with Australian Safety Standards, portable goals must be 
anchored securely to the ground. The use of sandbags or pegs is 
recommended when using portable goals. 

For more information on Australian Safety Standards please visit the 
Product Safety Australia website: www.productsafety.gov.au. 

 
Offside 

 
 

There is no offside rule in ALDI MiniRoos Under 8 & 9. 

Game Leaders should strongly discourage children from permanently 
standing in blatant offside positions. 

 
Goalkeeper 

 
 

The goalkeeper is allowed to handle the ball anywhere in the penalty 
area. To restart play after a save or gathering the ball with their 
hands, the ball must be thrown or rolled from the hands or played 
from the ground with their feet, within 6 seconds. 

The goalkeeper is not allowed to kick or drop kick the ball directly 
from their hands. Opponents must be at least 5 metres outside the 
penalty area and cannot move inside the penalty area until the ball is 
in play. The ball is in play once it moves out of the penalty area. 

An indirect free kick is awarded if the goalkeeper touches the ball with 
their hands after it has been deliberately kicked to them by a team mate. 

 
Ball crossing the touch line 

 
 

Throw in. 

Player faces the field of play, has part of each foot on the ground 
either on or behind the touch line, uses both hands and delivers the 
ball from behind and over his or her head. The thrower must not 
touch the ball again until it has touched another player.  Opponents 

must be at least 5 metres away from the ball until it is in play. 
The ball is in play once it enters the field of play. 

A goal cannot be scored directly from a throw in. 
 

Ball crossing the goal line after touching the 
defending team last 

 
 

Corner kick. 

A player from the attacking team places the ball inside the corner arc 
nearest to the point where the ball crossed the line. Opponents must 
be at least 5 metres away from the ball until it is in play. The ball is in 
play when it is kicked and moves. 

A goal may be scored directly from a corner kick. 
 

Ball crossing the goal line after touching the 
attacking team last 

 
 

Goal kick from anywhere within the penalty area. Under 8 & Under 9 
, opponents must remain behind the halfway line ( This change is 
under the NSFA regulations) 

 
Fouls and misconduct 

 
 

Indirect free kicks are awarded for all acts of handball or fouls and 
misconduct. Opponents must be at least 5 metres away from   the 
ball when the indirect free kick is taken. An indirect free kick is where 
a goal can be scored only if the ball subsequently touches another 
player before it enters the goal. 

For deliberate or serious acts of handball or fouls and misconduct in the 
penalty area, a penalty kick is awarded from an 8 metre penalty mark 
with only a goalkeeper in position. All other players must be outside the 
penalty area and be at least 5 metres behind the penalty mark. 

Fouls and misconduct are: 

• kicks or attempts to kick an opponent; 

• trips or attempts to trip an opponent; 

• jumps at an opponent; 

• charges at an opponent; 

• strikes or attempts to strike an opponent; 

• pushes an opponent; 

• tackles an opponent from behind to gain possession of the ball; 

• makes contact with the opponent before touching the ball; 

• holds an opponent; 

• spits at an opponent; 

• handles the ball deliberately; 

• plays in a dangerous manner; and 

• impedes the progress of a player. 
 

Match results and points tables 
 

 

The recording of match results should be conducted for the purpose 
of assigning teams to appropriate leagues, ensuring the most 
enjoyable experience for all players. 

Under no circumstances will match results be published publically by 
Member Federations, Local Associations or local clubs. 

Points tables are not applicable in Under 8 & 9 football and do not exist. 

UNDER 8 & 9 

http://www.productsafety.gov.au/


National Playing Formats and Rules 

 

 
 

ALDI MiniRoos Club Football 
 

 

 
Playing Formats 

 
 

The table below summarises the national playing formats for boys 
and girls aged Under 10 & 11: 

 

The number of players 9-a-side including a goalkeeper 
Maximum of five substitutes 

The field of play Maximum: 70m long x 50m wide 
Best Practise: 65m long x 45m wide 
Minimum: 60m long x 40m wide 

Goal size Maximum: 5m wide x 2m high 

Ball size Size 4 

Duration of the game 25 min halves 
Minimum 5 min half time break 

Penalty area 5m deep x 12m wide 
 

Goal type 
 

 

It is preferable that portable goals are used where possible however, 
the use of poles or markers as goals is also suitable. 

To comply with Australian Safety Standards, portable goals must be 
anchored securely to the ground. The use of sandbags or pegs is 
recommended when using portable goals. 

For more information on Australian Safety Standards please visit the 
Product Safety Australia website: www.productsafety.gov.au. 

 
Goalkeeper 

 
 

The goalkeeper is allowed to handle the ball anywhere in the penalty 
area. To restart play after a save or gathering the ball with their 
hands, the ball must be thrown or rolled from the hands or played 
from the ground with their feet, within 6 seconds. The goalkeeper 
is not allowed to kick or drop kick the ball directly from their hands. 
Opponents must be at least 5 metres outside the penalty area and 
cannot move inside the penalty area until the ball is in play.  The 
ball is in play once it moves out of the penalty area or when the 
goalkeeper places the ball on the ground. 

An indirect free kick is awarded if the goalkeeper touches the ball with 
their hands after it has been deliberately kicked to them by a team mate. 

 
Ball crossing the touch line 

 
 

Throw in. 

Player faces the field of play, has part of each foot on the ground 
either on or behind the touch line, uses both hands and delivers the 
ball from behind and over their head. The thrower must not touch the 
ball again until it has touched another player. Opponents must be at 
least 5 metres away from the ball until it is in play. The ball is in play 
once it enters the field of play. 

A goal cannot be scored directly from a throw in. 

 
Ball crossing the goal line after touching the 
defending team last 

 
 

Corner kick. 

A player from the attacking team places the ball inside the corner arc 
nearest to the point where the ball crossed the line. Opponents must 
be at least 5 metres away from the ball until it is in play. The ball is in 
play when it is kicked and moves. 

A goal may be scored directly from a corner kick. 
 

Ball crossing the goal line after touching the 
attacking team last 

 
 

Goal kick from anywhere within the penalty area. Under 10 & Under 
11, opponents must remain 15 metres from the penalty area (This is 
an NSFA rule as per the Regulations) 

 
Offside 

 
 

The official offside rule (Law 11, FIFA Laws of the Game) does not 
apply to ALDI MiniRoos Under 10 & 11. Goals can be scored from 
the offside position. 

Game Leaders should direct players permanently standing in blatant 
offside positions to move into onside positions. 

Children should be made aware of the official offside rule during training 
and be encouraged to adopt this philosophy during the game at all times. 

 
Fouls and misconduct 

 
 

Indirect free kicks are awarded for all acts of handball or fouls and 
misconduct. Opponents must be at least 5 metres away from the ball 
when the indirect free kick is taken. (An indirect free kick is where 
a goal can be scored only if the ball subsequently touches another 
player before it enters the goal). 

For deliberate or serious acts of handball or fouls and misconduct in the 
penalty area, a penalty kick is awarded from an 8 metre penalty mark 
with only a goalkeeper in position. All other players must be outside 
the penalty area and be at least 5 metres behind the penalty mark. 

Fouls and misconduct are: 
• kicks or attempts to kick an opponent; 
• trips or attempts to trip an opponent; 
• jumps at an opponent; 
• charges at an opponent; 
• strikes or attempts to strike an opponent; 
• pushes an opponent; 
• tackles an opponent from behind to gain possession of the ball; 
• makes contact with the opponent before touching the ball; 
• holds an opponent; 
• spits at an opponent; 
• handles the ball deliberately; 
• plays in a dangerous manner; and 
• impedes the progress of a player. 

 
Match results and points tables 

 
 

The recording of match results should be conducted for the purpose 
of assigning teams to appropriate leagues, ensuring the most 
enjoyable experience for all players. 

Under no circumstances will match results be published publically by 
Member Federations, Local Associations or local clubs. 

Points tables are not applicable in Under 10 & 11 football and do not exist. 

 

http://www.productsafety.gov.au/


National Playing Formats and Rules 

 

 
 

Effective from 1 January 2015 
 

 

 
The following aspects of ALDI MiniRoos Club Football are common 
across all age groups from Under 6 to Under 11. 

 
Field Layouts 

 
 

ALDI MiniRoos fields are easy to set-up and only take a few minutes. 
 

The below diagrams outline how ALDI MiniRoos pitches should look 
when set-up on a full-size football field: 

Under 6 & 7 
Up to 8 pitches on a full-size football pitch 

 

 

 
 
 

Under 8 & 9 
Up to 4 pitches on a full-size football pitch 

 
 

Under 10 & 11 
Maximum of 2 pitches on a full-size football pitch. Alternatively, 1 
pitch can be set-up penalty box to penalty box. 

 

 

 
 

 

 
 

Field Markings 
 

 

Cones, markers or painted line markings are suitable. Club 
Coordinators can order FREE ALDI MiniRoos cones via the website: 
www.miniroos.com.au. 

This includes the penalty areas in the U8 – U11 age categories. 
 

Equipment 
 

 

Appropriate branded equipment can be purchased via the ALDI 
MiniRoos on-line store located at www.miniroos.com.au. 

 
Start of play and re-start after a goal 

 
 

Pass forward to a team mate from the middle of the half way line. All 
players must be in their own half of the field of play. Opponents must 
be at least 5 metres away from the ball until it is in play.  The ball 
must touch a team mate before a goal can be scored. 

 
Ball in and out of play 

 
 

The ball is out of play when it has wholly crossed the goal line or the 
touch line on the ground or in the air, or when play has been stopped 
by the Game Leader. 

 

http://www.miniroos.com.au/
http://www.miniroos.com.au/


National Playing Formats and Rules 

 

 
 

Method of scoring 
 

 

A goal is scored when the whole of the ball passes over the goal line, 
between the goalposts and under the crossbar. When goal posts are 
not available and cones are used for goals, a goal is scored when the 
ball passes between the cones without touching them, below 
shoulder height of the player. 

 
Shin guards 

 
 

Shin guards must be worn by all players without exception. 
 

Concussion 
 

 

Any player suspected of suffering from concussion should be 
examined by a medial practitioner before returning to play. As a 
general rule; “If in doubt, sit it out”. 

 
Substitutes 

 
 

Substitutes may rotate during the entire game.  The coach or parent 
is allowed to make the substitutions while the ball is in play, but must 
wait until the substituted player has left the field. 

Substitute players are to wear ALDI MiniRoos bibs provided free 
of charge by FFA. Club Coordinators can order these bibs via the 
website: www.miniroos.com.au. 

Every effort should be made to ensure all players, regardless of age, 
gender, and ability, are given equal playing time. 

 
Game Leaders 

 
 

Each game is to be controlled by one Game Leader. 

 
The Game Leader can be a club official, parent, older child/ 
player or beginner referee and should always be enthusiastic and 
approachable. Most importantly, remember the children are learning 
the game – be flexible and patient. 

The Game Leader should: 

• Encourage all children to have fun and different children to take re-starts; 

• Ensure the correct number of players are on the field; 

• Discourage players from permanently over-guarding the goal; 

• Check all players are wearing shin guards; 

• Use a “Ready, Set, Go” prompt to encourage quick decisions when 
restarting play; 

• Encourage children to dribble or pass ball to team mates rather 
than kick the ball long; 

• Ensure the opposing team is at least 5 metres outside the penalty 
area for all goal line restarts; 

• Ensure team officials and parents create a safe, enjoyable and 
positive playing environment for the children; 

• Encourage children to be involved in all aspects of the game, 
attacking and defending; 

• Award free kicks as appropriate to help children learn the rules and 
consequences of committing fouls; 

• Explain the rules to players and why a free kick has been awarded; 

• Let the game flow and give instruction to all players on the run 
where you can; 

 The main role of the Game Leader is to keep the game moving 
fluently, limit stoppages and assist players with all match re- 
starts. Most importantly, they must make every effort to create  an 
environment that ensures that all players have fun, are learning the
game and have maximum involvement. 

Praise and encourage both teams; and 

Be enthusiastic and approachable. 

Game Leaders are encouraged to undertake a free FFA Grassroots
Coaching Course prior to start of the season. 

http://www.miniroos.com.au/
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