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SESSION TWO.
Suggested equipment list:  
12 cones, 8 balls, 4 mini goals (can be replaced by cones) and 4 sets of bibs (alternatively separate based 
on shirt colour)

PSYCHOLOGICAL DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Engagement and enjoyment Foster an environment full of positive emotions and 
experiences

Confidence Praise effort, not ability

Motivation Create a FUN and stimulating environment

Self-Perception Encourage each individual to reach their potential

Self-Regulation Entice players to support one another

	■ Set up an area 20m x 15m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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■ Split players into two teams and have three balls placed on cones at each end as shown
■ Teams attempt to knock balls off cones on the opponents’ line with a pass
■ Team who knocks all three balls off cones first wins the game and then repeat sequence
■ CHANGE IT: Increase or decrease the size of the field
■ YOUR ROLE: Praise and encourage desired actions (e.g. running with ball at speed) without stopping

the game

SESSION THREE.
 FUN FOOTBALL GAME: KNOCK IT OFF 

■ Set up an area 15m x 25m and place one mini-goal on each end line as shown
■ Normal game, 1 point for a goal
■ VARIATION: A goal is worth 3 points if a different player scores the next goal for their team
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE:  Encourage all children to get on the ball. Praise desired actions (e.g. scoring a goal,

running with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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	■ Create a small area with players on the outside who attempt to strike the ball and knock over balls 
placed on top of cones in as little attempts as possible

	■ Record the number of attempts it takes group to knock over all the balls that are on top of cones and 
attempt to lower score on next attempt.

	■ CHANGE IT: Increase or decrease distance from cones that players are striking the ball
	■ YOUR ROLE: Get involved! Praise and encourage desired actions (e.g. striking the ball with accuracy)

SESSION THREE.
 PHYSICAL LITERACY GAME: HIT IT 

	■ Set up an area 15m x 25m and place one mini-goal on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION FOUR.
Suggested equipment list:  
12 cones, 8 balls, 4 mini goals (can be replaced by cones) and 2 sets of bibs (alternatively separate based 
on shirt colour)

COGNITIVE DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Content Knowledge Emphasise scoring objective for each team

Rules Encourage children to recite basic game rules

Reasoning Facilitate an environment that encourages applying logical 
thinking

Strategy and Planning Encourage children to plan how to achieve success

Tactics Praise planned actions to pursue goals

Perceptual Awareness Compliment good decision-making

	■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 



18
KICK-OFF SESSION GUIDE

	■ Attackers have a ball each and attempt to run from one end-zone to reach the opposite end-zone
	■ Defenders try to win the ball off attackers and score in the goal at the end attackers have run from. If 

successful, they switch with the player they won the ball off to become an attacker
	■ Once all attackers have reached the opposite end-zone, players run with the ball the other way
	■ CHANGE IT: Make it multi-directional (e.g. players run with the ball in both directions)

SESSION FOUR.
 FUN FOOTBALL GAME: FOOTBALL RUSH 

	■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ VARIATION: A goal is worth 3 points if team scores in other goal (e.g. first scores in right goal then left)
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Encourage children to look for width and create space. Praise desired actions (e.g. scoring 

a goal, running with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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■ Split players into two teams where each player has a ball and will run with the ball in the centre zone
■ The facilitator will call our either “GREEN” or “BLUE” which signals the players of that respective team

to breakaway into their end zones to score in any mini goal
■ The team not called leave their balls and attempt to stop players of other team scoring. Repeat sequence
■ CHANGE IT: Make scoring zone closer or further away
■ YOUR ROLE: Get involved! Praise and encourage desired actions (e.g. keeping the ball under control)

SESSION FOUR.
 PHYSICAL LITERACY GAME: BREAKAWAY 

■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION FIVE.
Suggested equipment list:  
Dependent on activities chosen

Small-sided Game

FUN Football 
Game:

CHOOSE YOUR 

OWN

Small-sided Game
(with variation)

Physical Literacy 
Game:

CHOOSE YOUR 

OWN

Small-sided Game

5-10 mins 5-10 mins 5-10 mins 5-10 mins 5-10 mins

 CHOOSE YOUR OWN 

In this fifth session, we encourage facilitators to choose their own games based on the experience and 
success of the previous four weeks. Questions to ask when choosing the games to play may consider the 
following aspects:

■ Which games have been the most FUN and engaging for the players?
■ What games are easy for you as a facilitator to organise?
■ What set-up for the small-sided games do you feel best allows children to freely express themselves?

 KEY POINTS 

Small-Sided Game

■ A FUN way to commence a practical session
■ Resembles street football in a safe and supervised environment

FUN Football Game

■ Child friendly games that are related to the game of football
■ Games need to enable all children to experience success

Small-Sided Game (with variation)

■ Return to the original small-sided game with a slight variation
■ Introduce scoring system as an incentive to encourage certain actions but does not restrict players

from freedom of expression

Physical Literacy Game

■ All children have the potential to be competent and confident
■ Show your sense of humour and get involved yourself!

Small-Sided Game

■ Let them play!
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SESSION SIX.
Suggested equipment list:  
12 cones, 8 balls, 4 mini goals (can be replaced by cones) and 2 sets of bibs (alternatively separate based 
on shirt colour)

COGNITIVE DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Content Knowledge Emphasise scoring objective for each team

Rules Encourage children to recite basic game rules

Reasoning Facilitate an environment that encourages applying logical 
thinking

Strategy and Planning Encourage children to plan how to achieve success

Tactics Praise planned actions to pursue goals

Perceptual Awareness Compliment good decision-making

■ Set up an area 20m x 15m and place one mini-goal on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 



22
KICK-OFF SESSION GUIDE

■ Create two teams and position four balls inside each ‘end zone’ as shown for each team
■ On facilitator’s command, players must run into opponent’s ‘end zone’ and steal a ball (one at a time)
■ As a team, they are to bring it back to their ‘end zone’
■ Team with most balls after 7 minutes wins the game
■ CHANGE IT: Make ‘end zones’ closer or further away
■ YOUR ROLE: Praise and encourage players to run with the ball at speed. Encourage players to

communicate with each other

SESSION SIX.
 FUN FOOTBALL GAME: SNATCH AND GRAB 

■ Set up an area 20m x 15m and place one mini-goal on each end line as shown
■ Normal game, 1 point for a goal
■ VARIATION: A goal is worth 3 points if a player beats an opponent before they score
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Encourage children to be positive in 1v1 situations. Praise desired actions (e.g. scoring a

goal, running with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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■ Each player to dribble with the ball inside the area
■ Facilitator will call out a command after “Simon says”
■ For example, “Simon says spell your name”
■ All players will have to dribble the ball following the command of the facilitator
■ Players perform toe-taps or another ‘ball feeling’ activity if facilitator does not say “Simon says”
■ CHANGE IT: Have a player call out the command
■ YOUR ROLE: Encourage children to use different surface areas of the feet and experiment with the ball

SESSION SIX.
 PHYSICAL LITERACY GAME: SIMON SAYS 

■ Set up an area 20m x 15m and place one mini-goal on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION SEVEN.
Suggested equipment list:  
12 cones, 8 balls, 4 mini goals (can be replaced by cones) and 2 sets of bibs (alternatively separate based 
on shirt colour) 

PHYSICAL DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Movement skills Expose children to different movement patterns (e.g. turning)

Moving with equipment Encourage children to use both feet

Object manipulation Praise sharp turns with the ball

Coordination Encourage children to move in different directions

Stability/balance Praise children for staying on their feet

Agility Encourage changes of direction

Reaction time Praise children that quickly respond to a stimulus

Speed Encourage children to perform actions at high-speed

■ Set up an area 20m x 15m and place two mini-goals on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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	■ Attackers (positioned on wide cones) will run with the ball and attempt to score in goal opposite them 
to receive 1 point for their team

	■ Defenders (positioned on middle cones) will run and attempt to stop attacker from scoring. If they win 
the ball, they can score in goal attacker ran from to receive 2 points for their team

	■ Players rotate roles in clockwise-direction around area
	■ CHANGE IT: Delay start of the defender
	■ YOUR ROLE: Praise and encourage desired actions (e.g. running with ball at speed) without stopping 

the game

SESSION SEVEN.
 FUN FOOTBALL GAME: RUN WITH IT 

	■ Set up an area 20m x 15m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ VARIATION: A goal is worth 3 points if team scores in other goal (e.g. first scores in right goal then left)
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Encourage children to look for width and create space. Praise desired actions (e.g. scoring 

a goal, running with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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	■ Six players have a ball and are classified as ‘rabbits’
	■ Two players don’t have a ball and are called ‘dingoes’
	■ ‘Dingoes’ try capture the rabbits by tagging them
	■ When captured, a ‘rabbit’ must stop still, pick their ball up with their hands and open their legs wide
	■ Another ‘rabbit’ must kick the ball through their legs to give the captured ‘rabbit’ freedom
	■ CHANGE IT: Every 2 minutes the ‘dingoes’ change
	■ YOUR ROLE: Excite and energise the players!

SESSION SEVEN.
 PHYSICAL LITERACY GAME: DINGOES AND RABBITS 

	■ Set up an area 20m x 15m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION EIGHT.
Suggested equipment list:  
12 cones, 8 balls, 2 mini goals (can be replaced by cones) and 4 sets of bibs (alternatively separate based 
on shirt colour)

PSYCHOLOGICAL DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Engagement and enjoyment Foster an environment full of positive emotions and 
experiences

Confidence Praise effort, not ability

Motivation Create a FUN and stimulating environment

Self-Perception Encourage each individual to reach their potential

Self-Regulation Entice players to support one another

	■ Set up an area 15m x 25m and place one mini-goal on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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	■ Split players into two equal teams and number off
	■ When the facilitator calls out a number, for example number 2, the players battle for the ball in front 

of them
	■ Player that gets the ball runs back to score in goal to receive 1 point for their team
	■ First team to 10 points wins
	■ CHANGE IT: Call out 2 numbers at a time and/or change the distances between players and the ball
	■ YOUR ROLE: Stimulate competition and winning mentality

SESSION EIGHT.
 FUN FOOTBALL GAME: GET IT BACK 

	■ Set up an area 15m x 25m and place one mini-goal on each end line as shown
	■ Normal game, 1 point for a goal
	■ VARIATION: A goal is worth 3 points if a different player scores the next goal for their team
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Encourage all children to get on the ball. Praise desired actions (e.g. scoring a goal, running 

with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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■ Pair players together with one having a ball at their feet and one without
■ The player without the ball will be the “tagger” and will attempt to tag their partner who is running

with the ball
■ If successful, the players switch roles and the previous “tagger” is now running with the ball. Repeat

sequence.
■ CHANGE IT: Rotate partners every 2 minutes. Try to pair players based on their ability.
■ YOUR ROLE: Praise and encourage desired actions (e.g. running with the ball at speed)

SESSION EIGHT.
 PHYSICAL LITERACY GAME: PARTNER TAG 

■ Set up an area 15m x 25m and place one mini-goal on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION NINE.
Suggested equipment list:  
12 cones, 8 balls, 4 mini goals (can be replaced by cones) and 4 sets of bibs (alternatively separate based 
on shirt colour)

SOCIAL DOMAIN
DEVELOPING PHYSICAL LITERACY FACILITATOR TIPS

Relationships Build and maintain positive team environment

Collaboration Encourage children to communicate and cooperate

Ethics Develop culture of fairness, inclusion, respect and equity

Society and Culture Promote cultural values that exist within the group

	■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
	■ Normal game, 1 point for a goal
	■ All players involved to encourage more touches on the ball
	■ CHANGE IT: Create one or two games depending on size of group
	■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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■ Set up two areas 15m x 12.5m and place mini goals at either end as shown
■ Split players into four teams with two on each field
■ Teams will face off against each other and try to score as many times as possible into mini goals
■ CHANGE IT: Rotate teams every 3 minutes to face off against a different team
■ YOUR ROLE: Praise and encourage desired actions (e.g. running with the ball at speed & scoring a goal)

SESSION NINE.
 FUN FOOTBALL GAME: WORLD CUP 

■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
■ Normal game, 1 point for a goal
■ VARIATION: A goal is worth 3 points if team scores in other goal (e.g. first scores in right goal then left)
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Encourage children to look for width and create space. Praise desired actions (e.g. scoring

a goal, running with the ball) without stopping the game

 SMALL-SIDED GAME (WITH VARIATION) 
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■ All players have a ball and run with ball from starting line and attempt to score a goal at opposite end
■ The facilitator will call out either “green light” which signals that the players can run or “red light” which

signals that the players must stop.
■ If the facilitator calls out “red light” and spots any of the players still running with the ball, they must

return to the starting line and repeat their attempt to score
■ If a player scores a goal, they receive 1 point and return to the starting line for another attempt to score
■ CHANGE IT: Vary time between calling out “red light”

SESSION NINE.
 PHYSICAL LITERACY GAME: TRAFFIC LIGHTS 

■ Set up an area 15m x 25m and place two mini-goals on each end line as shown
■ Normal game, 1 point for a goal
■ All players involved to encourage more touches on the ball
■ CHANGE IT: Create one or two games depending on size of group
■ YOUR ROLE: Let them play!

 SMALL-SIDED GAME 
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SESSION TEN.
Suggested equipment list:  
Dependent on activities chosen

Small-sided Game

FUN Football 
Game:

CHOOSE YOUR 

OWN

Small-sided Game
(with variation)

Physical Literacy 
Game:

CHOOSE YOUR 

OWN

Small-sided Game

5-10 mins 5-10 mins 5-10 mins 5-10 mins 5-10 mins

 CHOOSE YOUR OWN 

In this tenth session, we encourage facilitators to choose their own games based on the experience and 
success of the previous four weeks. Questions to ask when choosing the games to play may consider the 
following aspects:

■ Which games have been the most FUN and engaging for the players?
■ What games are easy for you as a facilitator to organise?
■ What set-up for the small-sided games do you feel best allows children to freely express themselves?

 KEY POINTS 

Small-Sided Game

■ A FUN way to commence a practical session
■ Resembles street football in a safe and supervised environment

FUN Football Game

■ Child friendly games that are related to the game of football
■ Games need to enable all children to experience success

Small-Sided Game (with variation)

■ Return to the original small-sided game with a slight variation
■ Introduce scoring system as an incentive to encourage certain actions but does not restrict players

from freedom of expression

Physical Literacy Game

■ All children have the potential to be competent and confident
■ Show your sense of humour and get involved yourself!

Small-Sided Game

■ Let them play!
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THE CIRCUIT METHOD.
As a facilitator, you may opt to deliver your own full MiniRoos Kick-off session from start to finish with 
your players. Alternatively, you can combine with other facilitators to deliver a session using the ‘circuit 
method.’

Benefits of using the ‘circuit method’:

■ exposes players to a range of activities in one session
■ each facilitator responsible for one activity during the session
■ maximises playing time by moving quickly between activities
■ Equal exposure to every activity within the session

PITCH A
Small-Sided

Games

PITCH C
Small-Sided

Games

PITCH B
FUN Football

Game

PITCH D
Physical Literacy

Game

Using the ‘circuit method’ with 6 different teams:

ROUND PITCH A PITCH B PITCH C PITCH D

1 1 v 2 3 4 v 5 6

2 6 v 1 2 3 v 4 5

3 5 v 6 1 2 v 3 4

4 4 v 5 6 1 v 2 3

5 3 v 4 5 6 v 1 2

6 2 v 3 4 5 v 6 1

The Small-Sided-Games and mini-training sessions (FUN Football Game & Physical Literacy Game) take 
place on pitches A, B, C and D. There are two teams for each Small-Sided-Game and one team per FUN 
Football Game and Physical Literacy Game.
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NOTES.

For more information head to MiniRoos.com.au or email the team at miniroos@footballaustralia.com.au

http://MiniRoos.com.au
mailto:miniroos%40footballaustralia.com.au?subject=MiniRoos


Kevin Grima & Matt Rootsey
Football Australia Technical Department


