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Lesson 5

Visual resources available

Learning football

The visual resource available to teachers for this lesson is:
• Video 1.1 - This is football (optional).

Lesson venue
School gym, outdoor playing area or football pitch

Lesson duration
60 minutes

WALT - We are learning to...
Build our football playing knowledge so that we can teach
others.

WILF - What I’m looking for...

• I can understand football fun card instructions
and use them to set up and run a football
activity.
• I can use the instructions to assess the activity.
• I can self-correct, correct others and accept
correction by my peers when fulfilling my
activity role.
• I have learnt the basics about football that I
will show others.

Lesson delivery
The following provides you with a suggested plan on how
to deliver this lesson. You are encouraged to take a flexible
approach and modify this lesson and its timings to suit the
needs and abilities of your students.
1. Introduction (5 minutes)
In this lesson students will learn a football activity and then
share their knowledge with other groups in the class. As
a culmination to the lesson they will create their own AIA
Vitality MiniRoos Fun Card which will form part of their
group’s playbook.
2. Teacher information - AIA Vitality MiniRoos Fun Cards
The AIA Vitality MiniRoos Fun Cards provided in this unit
outline enjoyable football activities that everyone can take
part in. You should consider the abilities of your students
and familiarity with football when deciding which activities
student groups can select from.
It is advised that you enlist the support of senior students or
adults to assist with the set up and running of each activity.
Distribute AIA Vitality MiniRoos Fun Cards - an activity card
per group. You may distribute these cards at random or by
student choice.
Each card provides basic instructions on how to run a
football activity.

TIB - This is because...
It will help us to become familiar with a football activity so
that we can teach others in the next lesson.

Lesson preparation
Prior to the lesson teachers should organise the following:
•A
 IA Vitality MiniRoos Fun Cards - copied and available for
selection by student groups
• football playing equipment - footballs and cones per group
as required for football activity
• digital camera(s)
• s enior students or adults to assist with football activities
(optional)
• whistles - one per group (optional).
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teaching and learning plan
3. Active assessment within groups (40 minutes)
Distribute football equipment as required to each group. It is
the task of each group to become familiar with the activity
so they can show others in the next lesson.

COACHES

During this activity every student should be given an
opportunity to participate. As part of the familiarisation
process groups should take time to discuss the instructions
on their card.
Those students observing in each group should use their
AIA Vitality MiniRoos Fun Cards to actively assess how the
activity is running. Self correction and (or) correction by
peers is encouraged in this activity.

It is recommended that there is at
least 2 coaches per group.

MEDIA

In the next lesson student teams will be presenting to the
class. Before they share their knowledge, each team should
assign roles for their presentation.

EQUIPMENT
COORDINATOR

STUDENT
ROLES

DESCRIPTION

PRESENTER

The Presenter is the spokesperson for
the group. They welcome groups who
are attending their presentation and
commentate on the football activity as
it is being demonstrated.
The Presenter also ensures that the
information and images that their
group requires for their playbook are
also sourced.

The Media person is responsible for
capturing photos of their coaches
demonstrating their activity.
The photos should show the activity
in action. They should also make sure
they take a team shot of their group.
These photos will form part of their
group’s football skill card that will be
developed in the next lesson.

4. Preparing to show others (15 minutes)

Suggested roles are:

The Coaches demonstrate and
model the football activity at their
group’s presentation. They also take
responsibility for coaching students
from other groups.

The Equipment coordinator is
responsible for the equipment such
as, balls, cones, whistles and digital
cameras that are distributed to their
group.

Students should plan to rotate roles for every activity
presentation that their group makes.
To ensure that students are coordinated and organised
encourage groups to take time to rehearse their
presentations before the next lesson.
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AIA Vitality MiniRoos
Fun Cards
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Dribblers and Robbers
Players (dribblers) with a football move around the area. One or two players are robbers and attempt to intercept dribblers’
balls without making body contact.

EQUIPMENT
• Marker cones to define playing area, 1 football per player

WHAT TO DO

Setting Up
• One or two players are robbers and start without a ball. All other players (dribblers) spread
out in the playing area with a ball each.
• Program Leader can start as robber to ensure game success.
Playing
• On your signal, robbers attempt to win possession of a player’s ball;
• When a robber wins possession of a ball, they score a point and give the ball back to the
dribbler;
• Robbers cannot steal the ball from the same dribbler twice in a row;
• Play continues until you call ‘Time!’;
• Robbers count total score at the end of the game.

WHAT TO LOOK FOR

• Are players keeping control of the ball?
• Is it too easy for the robbers?

SUGGESTED CHANGES

• Increase/decrease the number of robbers;
• Change the size of the area to create more space for dribblers.

Object

Running ive:
w
ball, Ball ith the
control
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Rob the Nest
Players work in small groups. One player from each group runs to a central point to collect one ball at a time and dribbles
the ball back to their team-mates at their base and then tags the next player. The aim is to collect the most number of balls.

EQUIPMENT
• Marker cones to define playing area, as many footballs as possible (10+)

WHAT TO DO

Setting Up
• Form 4 equal groups, positioning 1 group on each corner of the playing field;
• Place a pile of footballs in the centre of the playing area.
Playing
• On the starting whistle, one player at a time from each group runs out and collects a ball and
dribbles it back to their group;
• Once a player has returned with a ball, the next player may run out and collect another ball.
Keep playing until all balls are gone;
• The group with the most balls at the end is the winner;
• As a progression, allow players to steal from other groups once all the balls in the middle
are gone.

WHAT TO LOOK FOR

• Are players dribbling with their heads up?
• Are all players engaged?

SUGGESTED CHANGES

Objective

• Increase the size of the area;

:

Running
with the
ball

• Players can pass to their corner after a short dribble.
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Chase the Dribbler
Players in pairs pass a ball back and forth in the centre of a playing field. When the Program Leader calls ‘Ball!’ the player who
is receiving the pass must turn and dribble the ball to the goal behind them and shoot before being caught by their opponent.

EQUIPMENT
• Marker cones to define playing area, 1 ball per pair, goals (markers) behind each line.

WHAT TO DO

Setting Up
• Organise players into pairs with one ball per pair;
• Pairs line up facing and two metres apart in the centre of the playing field and pass the ball
back and forth to each other.
Playing
• When you call ‘Ball’, the player with the ball (or about to receive the ball) must dribble it to
the goal behind them and try and score;
• The player who does not have the ball is to chase the player with the ball and try to stop
them from scoring;
• Defenders are not allowed to tackle attackers from side on or behind.

WHAT TO LOOK FOR

• Are players passing the ball quickly?
• Is everyone involved?

SUGGESTED CHANGES

• Swap partners after a few turns;
• Start without chasing defenders;
• Move goals further away from shooting line.

Objective

:

Gross moto
r skill deve
lopment,
Ball maste

ry
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Pairs Passing
On the Program Leader’s signal, players in pairs pass a football to each other three times between a gate, then move to
other gates to repeat the activity — continue for 30 seconds. Pairs score a point for each gate they pass a ball through.

EQUIPMENT
• 1 football per pair; 1 set of marker cones (30); 1 stopwatch or clock

WHAT TO DO

Setting Up
• Players set up a gate within the playing area and face each other with a ball.
Playing
• On your signal, pairs pass a ball three times to each other, then run with the ball to a free
gate and repeat the activity;
• Continue for 30 seconds until you call ‘Stop!’
• Pairs score one point for each gate they pass the ball through three times;
• Repeat the activity with pairs trying to beat their own score.

WHAT TO LOOK FOR

• Where can they stand to make the passes easier/harder
• Are they improving after each round?

SUGGESTED CHANGES

• Make the gates smaller to improve accuracy;
• After 5 passes, the player with the ball remains at the gate whilst the other player finds a
new partner.

Objectiv

Pass the e:
ba
First touc ll,
h
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Boundary Pass
In pairs, players try to make as many passes to each other as they can in 60 seconds. To add a challenge, every pass has to
be across a different boundary line.

EQUIPMENT
• 1 football per pair; 1 set of marker cones (30)

WHAT TO DO

Setting Up
• Pairs start within the marked area near the centre.
Playing
• On your signal, pairs move in the same direction and pass the ball to each other across the
boundary lines;
• Pairs score one point for each pass they make within the time limit;
• The activity can be repeated with pairs attempting to beat their score while running in the
opposite direction.

WHAT TO LOOK FOR

• Are all players engaged?
• How can you increase or decrease the challenge?

SUGGESTED CHANGES

• Introduce a defender to try and intercept passes;
• Bonus points for one-touch passing.

Objective

:
Pass the
b
a
ll
,
Run with
the ball
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Octopus Football
Players with a football each attempt to run over the opposite goal line. An ‘octopus’ stands in the centre of the pitch and
attempts to tag players as they cross. When tagged, players must freeze on the spot and attempt to tag other players
running with a ball.

EQUIPMENT
• 1 football per player; 1 set of marker cones (30)

WHAT TO DO

Setting Up
• One player starts as the octopus;
• All other players start with a ball behind the goal line.
Playing
• On the octopus’s signal, players attempt to cross the pitch by running with their ball and
avoid being tagged by the octopus;
• Tagged players must freeze on the spot and hold their ball under their foot; however they can
tag other players that run past;
• The last player to successfully cross the pitch without being tagged wins.

WHAT TO LOOK FOR

• Are players keeping the ball under control?
• Are all players achieving success?

SUGGESTED CHANGES

• Add an extra octopus to increase challenge;
• Add bonus points for tricks and turns.

Objective

:
Running
with
the ball, 1
v1
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Back to Back
On ‘Go!’ players standing back to back run around a marker on their goal line then attempt to run the football over their
opponent’s goal line to score a point. Play in groups of 2 to 4.

EQUIPMENT
• 1 football per pair, a set of marker cones

WHAT TO DO

Setting Up
• Pairs with a ball collect four marker cones to create their goal lines (Program Leader will
need to help set this up for younger groups);
• A ball is placed on a goal line at one end of the pitch;
• Pairs start back to back in the middle of their pitch.
Playing
• When the player facing the ball calls out ‘Go!’ both players run to opposite ends of their pitch
and around a marker cone;
• The player who was facing the ball collects it and attempts to run with the ball over their
opponent’s goal line to score a point;
• Players take turns facing the ball and calling ‘Go!’

WHAT TO LOOK FOR

• Do attackers have control of the ball when they score?
• Is it too hard for the attacker to pass the defender?

SUGGESTED CHANGES

• Defenders can only move laterally;
• Attackers must stop the ball on the line to score;
• After a few turns, have players change partners.
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Program Leader Says
The Program Leader calls out commands for players to perform various ball mastery skills.

EQUIPMENT
• 1 football per player

WHAT TO DO

Playing
• Call out various actions for the players to demonstrate. For example:
- ‘Leader says drop the ball onto your thigh and catch it’;
- ‘Leader says juggle the football from foot to foot’;
- ‘Leader says balance the football on one foot;
• Players who do not freeze are not eliminated. They can perform five toe taps on the spot to
rejoin the game.

WHAT TO LOOK FOR

• Are players achieving success?
• Is it too hard or too easy?

SUGGESTED CHANGES

• Players to attempt to kick the ball no higher than eye level;
• Players to drop the ball straight onto their foot;
• Try and use both feet.

Objectiv

Ball mast e:
er
Ball cont y,
rol
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