DRILL DEVELOP INDIVI B-UNIT SKILLS FOR
TOUCH

1. List & describe the factors that you think make for a successful coaching session.
How do you know that it has been successful?

What factors lead to a poor coaching session? Explain.
A. ‘There are many factors that contribute to a successful coaching session.

Preparation: This covers a very broad specttum of the way the coach prepares for
the session that they ate about to undertake. The coach must atrive at the session
knowing what they intend to achieve & how they are going to achieve it. They must
arrive with the correct equipment prior to the playet’s arrival to set up drills, so that
there is no time wasted.

Flexibility: The coach must be prepared to listen to the concerns of the players.
There is no point in pushing the team beyond its capabilities if they have had a hard
game, so the input of the players is vital. Also with your flexibility you must be
willing to swing to the needs of the individuals within the team to cater for personal
circumstances, injury & skills.

Variation: Itis imperative that you as a coach are prepared to innovate & constantly
change your sessions. This ability ensures that you keep the players interest as well
as challenging them at all times with grids & drills that they have not attempted on

numerous 0ccasions.

Routine: In direct contrast to the previous point the coach must establish areas
within the training session that the team are aware of such as the start & finish time
of each session. The coach must realise the dedication that the playet’s have just to
be there & cater to their needs by fitting in as much quality as possible in a set time
allocated. A coach may also set up a set warm up that they are comfortable with &
run this format in each session.

Demanding: In order to challenge your players to improve you must ensure that
every session challenges their performance, be it skill wise or fitness orientated.

Technical Aspects: Along with your ability to innovate you must be able to
incorporate the latest technical information & thoughts into your practices. This will
enable your team to perform at a higher level.

Fun: Above all be prepared to not take everything so seriously, everyone can relax
once in a while. Players will appreciate the different angles you take if there 1s an
element of fun or comedy sometimes. It is amazing what some players will consider
fun; even incorporating ball work into their fitness component is a good start.



How do you know it has been successful? Well I would think the most obvious way would
be that during your post training discussion you ask. Encourage the players to be open &
honest because it will effect the way training is structured in the future. The other ways
would be to look at the goals or points that you consider being important in a training
session & asking yourself “ did I achieve that”’ Was the session demanding, challenge the
player’s, fun, was I flexible to the player’s needs? The other aspect would be picking up on
the feel of the player’s throughout the session.

The main way of knowing whether or not you had a good session would be if you did not
try to achieve what you think makes up a good session. If you as a coach do not put in the
effort to achieve the standard you have set for your self, then how can you expect your
players to strive for a better performance?

2. Using diagrams, design & create 3 of your own drills for one individual skill of
your own choice. The drills should go from the simple to the complex. You
should set the scene (eg drills that could be used for a junior representative mixed
team). Use the format of the ATA Technical publications & be prepared to
present them at the course(Time limit 20 min).
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3. Using diagrams, design & create 3 of your own drills for one Sub-unit skill
(attacking) of your own choice. The drills should go from the simple to the
complex. Again you should set the scene & use the format of the ATA Technical
publications & be prepared to present them at the course(Time limit 20 min).
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4. Using diagrams, design & create 3 of your own drills for one Sub-unit skill
(defence) of your own choice. The drills should go from the simple to the
complex. Again you should set the scene & use the format of the ATA Technical
publications & be prepared to present them at the course(Time limit 20 min).
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TEAMPLAY

1. Deciding where to hand over the ball on the sixth touch & maintaining
possession are 2 examples of using the touch count. List 2 others.

A. Use of pattems & set plays
Rucking the ball for certain amounts of touches
Speed of the play
Awareness of the touch count for transition to defence

2. In going forward is one of the basic principles of the game of Touch, list 5
common faults which do not allow a team to achieve this:

A. Pressure from the defence
Player’s being unaware of pattemns
Lack of communication between players
Poor ball control on the changeover
To much sideways movement
Lack of urgency
Player’s fitness at the changeover
Playet’s staying on to long & not having the energy
Slow rollball & over running the mark

3. Give an example of when you might not coach your team to go forward in attack.

A. If the set play requires sideways movement in order to drag a player across in order
to set up for the next phase which may be a sweeper back to the hole that has been
created.

When within 5-10 metres of the defending sides scoreline in order to bring them off
the line.

4. If causing confusion is an important principle of attack, What coaching drill
would you use to minimise the effect of this principle?

A. I would use a basic line attack/line defence drill with the players working on their
communication & understanding of our defensive policy. In order to emphasise the drill I
would make the 3 defenders on the left side wear bibs so as to emphasise the chase out

policy

5. What do you consider to be the major component in applying pressure when in
possession? Why?

A. Obviously there are various factors that need to be taken into consideration such as
the speed of play, going forward & creating confusion which are all important. However I



believe the most important factor is the use of the Touch count. A team that is fully aware

of the touch count & sets its patterns & plays around this will be able to use each phase of

play to their advantage. This will result in having the defence where you actually want them.

6. Give an example of how you would use a change in the speed of play as an
attacking play.

A. You may set the team up by primarily shaping to run a dummy switch at a slow pace
which will relax the defender on the first switch but then after the 1% player has past
the ball carrier may increase his running speed, committing the defender to chase
hard & over commit at which you perform a second switch (2 D).

7. Give an example of a drill you would use to improve defensive communication
within your team. Describe 2 other drills you would use to improve your
defensive pattern & be prepared to present them at the course. (time 20 min)
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