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Coach Development

* Coach Development Model
— Formal qualification
- CPD
— Support in Club
— Support through Pathway

— Scholarship, Regional

(e ’

RUGBY LEAGUE. It's a whole different baligame®




No of Current

players 2959 5532 8650 2744 1 500 9 500
Game Stage Mini/Mod/Trans 13-A-Side(International Rules)
No of Coaches 315 614 942 190 150 950
Name Young Children Talent Youth/ Academy/ Open age
Children Academy Professional amateur
Age 5-9 10-12 13-16 17-18 19+ 19+
L4
L3
L2

Version 4 bdlh April 11



CPD Rugby Specific

« Game Sense Coaching
 Winning The Ruck

* Positional Specific

 The Defensive Cycle

 The Role Of The Dummy Half
* Kicking Strategies

« Becoming CAYPABLE
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CPD General

* Equity In Your Coaching
* Positive Behaviour Management
« Safequarding

» Coaching The Young Developing
Performer

« Coaching Children and Young People

* Introduction To the Fundamentals of
Movement

(/@ RFL
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Support In The Club

 Clubmark clubs

« Target Clubs
— Club Coach Co-ordinators
— Club Coaching Development Managers
— Support coaches/ mentors

O rrL ’
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Support in The Pathway

* Mentor/ Support Coach
» Talent Coaches
* Regional and Service Area specific CPD

RUGBY LEAGUE. It's a whole different baligame®




Rugby Football League

Level 1
Becoming CAYPABLE:

Developmentally appropriate practices for

Coaching Children and Young People

RUGBY LEAGUE. It's a whole different ballgame®
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The process of Becoming CAYPABLE

Diagnostic
analysis

CAYPABLE
development

CAYPABLE
Implementation

RUGBY LEAGUE. It's a whole different ballgame®




Phase 1 Objectives

« Conduct a diagnostic assessment of existing
practices and resources (U13)

« Design a skills matrix clearly demonstrating
the synergy between existing RFL practices
and a motor developmental model (Gallahue
& Ozmun, 2006)

* In light of any findings from the matrix
analysis, make recommendations, where
necessary, to support the future development
of resources and coaching practices.
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Considerations

* Today’s skill demands for today’s game-
skill demands for the next generation of
players, ‘Flexibility and versatility...’

 Fundamental movement skills,
Irrespective of RFL

* Progression influenced by
* Environment
e Task
* Individual

r'/ @RFL |
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Process

* Re-grouped existing skills into skills
matrix

* Matched existing skills into motor
development model

* Re-grouped early, middle, later- added
elite category. Create matrix.

» Deficiency analysis- additional matrix

(/@ RFL
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Who is intended to
benefit from this
intervention?
Will they

What iz the
potential cost and
sustainability of
the intervention in
practice setftings?

Is the intervention
feasible to implement

and can it be
consistently







Constraints

e Culture
Defying sport-specific traditions of youth development

 Confidence

In believing that multi-skills offers an athlete-centred
approach to development

« Competence

In adopting a multi-skills ‘fit for purpose’ approach
« Clarity

In what multi-skills actually means
« Consistency

In all agencies following a common form of delivery- ,
across all environments | reL |
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Phase 2- CAYPABLE design

« Create a developmental ‘fit for purpose’
approach for CAYP on participation routes
and performance pathways

« Upskill coaches in understanding
developmentally appropriate practices

* Provide resources clearly demonstrating
suitable practices for the different age ranges

« Extol the virtue of a developmental, multi-
skills, approach in enhancing the link
between participation and performance

9 rrL
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Who are we coaching?

Children And Young

People
[Needs & Abilities]




& CAYP's developmental needs-
positive beginnings

* Desire to play- not watch others play
* Achieve their own goals- not being mini-adults

* Less emphasis on winning- more freedom to

have fun
* More variety- less specialisation

* Less pressure- more support

RUGBY LEAGUE. It's a whole different ballgame ®




Advanced

Intermediate
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Fundamental

Beginner
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Complex
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Reflexive and rudimentary movement skills

2
P

Rudimentary movement phase
Voluntary movements for survival
Stability
control of head, neck and trunk
Obiject control
reaching, grasping and releasing
Locomotor

creeping, crawling, walkin
( ‘(O reL

<
- e
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Reflexive movement phase
Information gathering
Grasping, righting and

propping

RUGBY LEAGUE. It's a whole different baligame® """'*m
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Fundamental movement skills
Beginner stage

Beam/line walk Throwing Running

d

One-foot balance Catching Jumping O rrL
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Complex movement skills
Intermediate stage
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Example: Evading a player, then passing

Side-step Carrying, grip, Running, zig- ( ‘ O rrL

throwing on the zagging

RUGBY | run )
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Functional movement skills

Advanced stage
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Example: Tackling

Before and during: Wrap the ball:
engagement: Gripping,
Twisting, turning, controlling
bending, crouching

RUGBY |

Positioning:
Running forwards,
sideways,
backwards,
diagonally L& i ’
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"~ PMD and learning a language

Fundamental = Complex = Functional

Words m) Sentences ™ Paragraphs
Chapters

Story

RUGBY LEAGUE. It's a whole different ballgame®




Using BIA to describe CAYP

Levels and stages of learning a new Children And Young People

movement skill Player’s thinking... Individual

Player tries to form a conscious mental

BEGINNING / NOVICE LEVEL
plan of the movement task

Wants to know how the body should
Awareness stage move
v

Knows what to do, but unable to do it
Exploratory stage : :
with consistency

: Forms a conscious mental plan for
Discovery stage .
performing the task

Player has a good general
INTERMEDIATE / PRACTICE LEVEL :
understanding of the movement task

- Puts skills together with less conscious
Combination stage i ;
attention to their elements

Application stage Makes effort to refine skill

Player has a complete understanding
ADVANCED / FINE TUNING LEVEL
of the movement task

Gives little or no conscious attention
Performance stage
to the elements of the task

.. . Fine-tunes performance based on
Individualized stage

personal attributes and limitation



Who are we coaching?

Children And Young

People
[Needs & Abilities]

/

What are we coaching?

Activity Base
[sport specific skills, movement
specific skills]




The Activity Base

Movement

D
Core skills ACtIVity
Base

e
skills



An Activity Base example

Jumping

carry ,grip

Running
Side-

stepping

- Avoiding
vasion .

Grip, carry belng

tackled

Penetrating
a defence



" Linking Game, Core and SOL
skitls

Attacking a Evasion Running, side-
defence stepping, twisting,
bending, carrying

RUGBY LEAGUE. It's a whole different baligame ®
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PMD: 'How’ movement is

1

Control
Precision

Movement

competency

J
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Unit Plan
Beginner

| LEVELR
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COACH
ASSOCIATION

Cavpable

Adtivity Based
ILeamning Environment

a

[ It
Children And
Young Players

Players needs today
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Suggested Session Structure

Cravalo prmasntal STaoa i =4 Int=rmiadiats

L e

Beginner Session 1 — Ball Famiiliarisation

Crontin o s ek Fi=id the h=ses EamEncing. Sripping. Side—=stb=ppira
L = s twwistireg. tuning C:E‘l’l"!,riri;l .
e k=g st=ndinrg. =toppira
==mbed, Ao Ity voutbe=s, oo
Toub==. g=tting
=rourd us

Fusion exxb=rn=sion

Boeginner Session 2 — Passing ., Catching and vl owving with the Bal

E Ty ind, Tunning EamEncing. Sripping. Weslking., striding.
wu ith the= b=ll, pivoting bounc=ing, Tunnirg . gaElkopirg.,
p===ira, —=t=hirg Fhysic=al =up port, droppirg =kippirg
Ll = L= = Fhy=ic=l =upport, Fo ko the= le=mck=r
=t=ppirrg =to == G ow T b=El=Enee=
Oes =ion miaking A=, S gt e
Ip===ing, c=Eanryireg) [=1g=11 =Tglm =4

Fusion exxb=rn=sion
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:n:reate development iEEEn

CORE - Gripping and carrying

SKILLS

EQUIPMENT

« {ine ok ar throw-ciown
markar par player

o Anecual nuimbser of sliffarent
airlure aondes partean

& Rugby ball.

SET-UP

» Split the group ints teame of
i e than five, Mo teams
with fewer pasple works better
Tie g teams of fiva rather than
five tearns of six).

* Placa the cones/markars ciown
% a3 x5 qrid

s Inciiviciuaks move up the
right-hang sise of thair ling of
G and traval bask soewn
the other ica.

« RULE QINE: 5350 DN RED
b Greate distance
brrtwiesen runrees,

o

Fun up therightand side of the
coines 3 nun back down e
Fight-rand side. Stertniining when
the peisoin i font reaches thered
oo, Keep g

& RULE TWO: MO SONTAGT
i& maryone's reponsibility -
azpacially thosa
Iaking forwands.

& The gréup may nesd minding
to change apprapriataly an the
raturn jeurnay.

 The rmathad of trava lling can
b coach-ciectas, keft o the
graup tachaose ar a
combinatien of the tw.

& The aim is te promota quality
of movament net competitien!

i

Wheave i aid out of the coines up the
line Betn staight back down e
ighit-haind side of the coies,

Fesmeim ber to 'go on ned'.

cavpable &9 Rt

A

Wikzave 'in aind oot nd 'up aind
down' the line of cones. Those
travelling down the line hawe to
avoid conBct with those tavelling
up tre line.

Total \Warm-

7

ot 1o weave up 2ind down the
livz bt keep icnasing the pace. Still
‘goonied' but everoing s respons ible
for avoiding contct.

Lise d iffenest wearys of tawelling
sidaways:

* High ke lift

» Cyoss-step

* Juamping.

Changestyie ateach cone.

Fon backamids — but onby batuwesn the
ed aind blue cones and when taveling
up te line

= White to ied - zig z=8g

» Fied to gresn - backasids
» Green o bloe —foands

s Bloeto yellw - sideways
» el 1o bloe - Wrining

s Blue to grzsn — sidauays
* Creen ooved - fowards

* Fed to wiite - backiards
Canako dhangestyle

1. Continuous Relay

A

Use differant ways of tavelling
foramrds:

* High knes lift

* Skipping

= Juvping.

Change styleat ead cone.

As Stage T but redoce thenumber of
steps bietuwesn the cones to inoease
e pivating action. SEy o

Ty to fcrease speed, Try notto
look behind!overr shoulder, Tiy to
use fiecoes to idetify position
in tre line. Forwmid nuniers Swoid
thoss nEnibg bachsmids,

Using the previous vways of
travelling, perim thiee
corsectiveielys changing
divection each time:

» Foiumids

* Eackuwards

= Bidesimys .

Travel sidewsays up therightmind
side of all e cores and back down
te ather side. Tavel low {shidig up
e live 3s in baskettall 2nd high
skippig) dowan the line as indaince.

Wieawe i and outof cones tavelling
sidenmys. Change e kad footat
emci coie. Still 'go anired' and
Fvoid contact.

Use differesnt ways of vaveling
bachaeids, eq:

= High ke lift

= Gida

s .

=9

L coloured cones to figger difienst
ways of travellivg whilst holding 2
ughy ball:

= White — high knees

* Fad —hopping

* Gremin— stepping

* Ble - umpimg

» iallow — sliding.
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Game Card

BECOMING
caypa

e Cavpable € RFL

e

1. Raid the Bases

X O

O =y —

Player
Marker Team A Team B Bal  Ball Travel Di:ecyt?on No-go

Player  Player

of Travel araa

Beanbag

Heep

Beginner

Aim

Players to be able to celkect 3¢ many beanbags
as possibke in 30 secends.
COnganisation

10% 10 grict

Heop or circle in the mickk
Twe egual teams
Equipment

Tones, heops, beanbags
Care Skills

Gripping and carrying

Explanation

Teams must colkct as many beanbags as possible and
retumn them te their base. Only ene persen frem each
team can go at a time.

Variations

Scone differently for different coleured beanbags - red three
points for balancing on foat; blue two points for balancing
an head; yelkaw ena paint for balancing on shoukier

LCoaching Points
Grip - twie-hanced
Barry - centre of body

Raid the Bases

Intermediate

Aim

Players to ba able to colkeat 25 many
baanbags/balls a5 possible in 30 seconds.
Extra prrifits awarckee for running ta the aone
ang passing toa plaverin the baga.
Onganisation

10% 10 grict

Hoopor circle in the micke

Tiznas 1m away from the base

Twitz zual tearms

Equipment

Tianes, haaps, baanbags and balks

Core Skills

Bripping and Sarrging

Explanatfion

Teames must collect 3 many beanbags as possible and
return therm b their base, Only ane pasan from eash
team can go at 4 time andg anly ane beanbag can

b colkectas, Extra points awardec far running te the cone
A paEssing t A pler in the hiap.

Teams must aollect 3 many bean bagsballs &5 passible
and retumn tham to their bage, Dnby ane persen from each
taarm can ge at a time. Dbjects can ba collected from tha
cantral hoop or rmides from anst har team's base

Advanced

Aim

Players to ba able to colkeat 26 many balks 25
passibie in 30 seconds. Extra points awarkd
for passing toa plaver befor the gate.
Organisation

05 10 aricd ar Arger

Heop or cirla in tha mickik

Sates 1m away from the base

Twizaual teams

Equipment

Tianas, haeps, rugby balks

Lore Skills

Hripping and carnying

Explanation

Tearms must sallect 3 many balk a¢ possibke and retum
tham to their basa, Players work in pairs o collect 2 ball
ang praerm tei passes befer wnning throwgh a gate
andd placing the ballin their team's heop,

Variafions

Make the pitch bigger te make playes wark harsr
Display a ena-handes qrip, camy and pass

Variations

Acjust the cones to vary the distance of the pass

Ui awariety of passes

Laaching Points

Grip - bwa-haried, sentre of ball, thumb and index fingers
qraatar than 307

Diarry - cantra of body, albows out

di——

Ceaching Foints

Grip - twe-hanmies, centre of ball, thumb and index fingars
greater than 90°

Grip - ane-handes Gantre of the ball, thurmb and index
fingar graater than 907, fingers spread, squesze the ball
with fingers

Diarry - st of by, @lbdwis oot

Padss — wiist an hanos, shouloers otated, pass war

the sorect foot, pass ball &t @ o'check falkew thraugh

with arrmes




Ball Femilizrisation

Figurz 1 Figuea
v B still-
10 secoinds

= EStared still-
A0 secoinds

v MWinisgEtas

Figa 3

» Etand atill with eves
closed -0 seconds

oA sEts LS

v Akl etsrsions 15

:(reate developmert s

prem
TS iy

Figwe 4
Fickup cones Same heind)
At 12,3, Gand & o'clock
5 Foue 3 with 2ves closed
Ais abowe o
e Surface

Figaea

= 1 ard, 2 et down, floor contact

1 foot, & rands
1 foot, 1 Fand
1 foot o 1 Fand

o bands or fest - 10 secoinds

Figwxe o

ith hainds and st off flooy,

kreas bant:

»  Pick up 3 coie'beanbag one
side, 2amp hainds 3ind pass to

ot side

Object Control

Figua b
* Pickup and phce down cones

v with fie smne band
v Disn svape i seconds

Figurad

v Reach for cone am-distaice
ARy, pASS ower nd SeRp hends

v A abowe with samelone hend

= st for | O seconds

TAKE GIANT STRIDES

Faca o parter in e inge positionwith
oppos be feat et toeadh offer. The parson
fackg forwmids passes 2 ball siound both legs
A te bath iavel oot by taking agiit
stide | fowwd, 1 back) before repaating the
pattes. ColEhoste aid regotiate as yau fied
ways to go BsEr o coop e againat athers.
Mo rave oine parscindoallte callig, diecting
2 ogEnis g e mowenents, Changsoles on
the way back.

GET CAUGHT BEHIND

Wibik i pais tosee if one of you cin feowa ball
o the top of e others ead so that they can
oatch it bedind them without tmig arourd

v late cunaind ofas' stengts sd

Ea ke 5=, bvestigae how By anay ol
ahould stand, which is the best type of tiow,
i atwiat heigit aind sngle you should thiou
fecognise ®od apply appropimte skills).

G0 ARTGUND (M CIRCLES

Facing a paitrer, fid 3 in0e of soltiois to
seid te ball b a kg civcke over the tops of your
hadsand back tiough both of your l=gs,
coiiib hing skils and developing 3. sequence.

Stability

MIRROR IMAGE

Whork it a paiiner, coopeats and Bhe s to
lead 3nd b2 o ke 0 produce 3 repestable
sequence of thies moveents — taking Fandis)
Andioi kgiE) off the floor, Tall each ot youe
s listeniog cavefily to each other |s it
paossible tomovean object g3 bembag)as
p=t of tre sequancet

Object Control

STEPPING STONES
Half the group ply sEpping stones usig s pats
Andhoops. Jump 2ind Bind with two feat b e
hoopsand cne foot on the spots (Bftand iight
fiet) (==t s klks). Use your aumisness of space
toavad i ping into the ssime s pothoopas
otiers. The othe balf ob ssive with guidancs fom
the coadh to 5ee how iy difesnt types of
Jump teycain descrbe and thencopy.
bdividmlly, tryto come up with 3t keast o
differant jum ps that woik in 2 sequence e o
ovderfagenc.

00

:(rcatc developmet s

vt it s s Dabpaty
Ereta ey

PHYSICAL SUPPURT

Epp ot = elp your peitner attsmpt moie
difficutt challenges oy difierent ways to
baficeandmowe the ball, by halding tham o
allvwving 1 o EBnon o, Letyolr paidner
decide how rioch suppot they want, (510
capEhlly e dem mind coopaate vty each ot
Take 1ris athaviog A gomind 3t suppoting sch
ot

0 o]

Locomotion

1% 1 BALANCE BAME

Wik i goups of fiee, with two of you standing
opposie sch ather ona ke, each pioectig a
swall goal By selecting diffssnt skl ol trow,
bl ), tyto send A ball past yowr
opponEntwiho cain catdh'siop e ball butist
R febiee. Thethid parsonactsas a
‘fizkde! it iving the balland with the job of
obszving Ad desibing wiy balincetas

b kst

A%

COUPERATIVE CHALLENGES

Foim acicle of upto flue peoplenum beed 1-8.
Take s i e midd B, teow 3 ballup s0d call
Fnotner b Lis e cansfullyas tenumbe
calkd bas o rect and catch e bal. bivoducea,
poiits Systei §o bodce catchi= A poits; 1
bogwe =2 points; £ bogvcas =1 point). Py
coopaativel witha patoer inasrellareaad a
ball sch, Thiow the balls sivutneoushy and
thencacheach others ballafer one bosnce Be
Ptk s oter wihan things goweng.

-3*0—:’.3?
o

FOLLOW THE LEADER

Py folkow the leade' with 2 paitoer and ooy
thei footwer k pattesrs . PRy in 3 grid with
sewsal otier pais, using yor Suenaness of
space to both avaid each other aind to spot the
wisLAlsigal to chainge the keader. Ty with e
leaderimaving backsmrds aind the followsr
copying thel mowsments moving fonamrds.
Desmribe the differances betwesn imoving
bachimids and fonmids.

he]
o




Who are we coaching?
Children And Young

People
[Needs & Abilities]

My/Rersonal Beliefs

How are we

Learning Znvironment

[sport specific skills;xnovement [Activity stfucture & coaching
specific skills] behaviour]



/Using BIA to understand the Learning Environment

Levels and stages of learning a new Learning Environment

movement skill Role of the coach Coaching Strategies

Coach supports player with the general
BEGINNING / NOVICE LEVEL PP piay 8 Coach should provide

framework of the movement task

- demonstrations and offer simple

Help the player get the general idea of the . .

Awareness stage task explanations to introduce and
as

- explain activities. Feedback should
Help the player explore and self-discover N . .
Exploratory stage be positive, simple and provide

how to perform the task

- information about the whole
. Help the player gain greater movement
Discovery stage L movement.
control and motor coordination

Coach helps the learner focus on Coach provides more delayed
INTERMEDIATE / PRACTICE LEVEL . . . . . .
combining and refining skills positive, specific and corrective
L Help the learner integrate and use skill feedback, and greater emphasis is
Combination stage o ) .
combinations placed on using open questions to

! .. |encourage C&YP to analyse their
o Help the learner refine and apply the skills ] )
Application stage . . own performance and identify areas

into game scenarios .
for improvement.

Coach focuses on skill maintenance and Young People (YP) need to become

ADVANCED / FINE TUNING LEVEL

refinement less reliant on feedback from the
Help the player achieve increased coach, coach should maximise the
Performance stage . .
precision of movement opportunities for YP to take
responsibility evaluating
. . Help the learner personalise the performance and setting new
Individualized stage [~
movement task personally relevant targets a
goals RFL

RUGBY LEAGUE. It's a whole different ballgame®
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Core Skills, SOL and Coaching Points on Developing Skills

Balancing,
twisting, turning

Giipping, caning,
=topping

Running,
side-stepping

Gripping

Coaching Points

Ealancing,
twisting, tuning

Gripping, canrying,
=topping

Funning,
zide-stepping

Centie of hody

Balancing, pivoting

Gripping, bounzing,
dopping

Walking, striding,
Tunning, gallaping,
zkipping

Zhoulders wotated, hand= out

Ealanzing, pivoting

Gripping, bou nzing,
diopping

Walking, stiding,
Tunning, galioping,
=kipping

‘Wist and hards, shoulders wotated

Fushing, biocking,
stances, wolling

Carrying, passing

Funning,
side-stepping

Phaying the ball

Fiegain feet, plce ball onground, wll ok
with foot

Stooping, bending,
twisting

O lecting, sccoping,
QNipRing, cETying,
stopping, passing

Running, zkipping,
hopping

Picking up =
stationany ball

Eyes on bmll, stmddle ball, pick upwith
two hands

Stopping, stepping

Trarsking,
depping, striking

‘Walking, running,
stepping

Punt kick

Guide ball to foot, follow through with foot
towerds tEget

Stopping, stepping

Trarsfizrring,
diopping, shiking

‘Walking, running,
stepping

Grubber kick

Slight lemn forward, guide b=l o foot, kick
ball into gvound

Pushing, blacking,
stEnces, wolling

Cainying, passing

Running,
zide-stepping

Secure ball in two hands, chin to chest, then
fall{front and sids)

Jurnping frzrticzally
ard hovzontaly)

Hopping, skipping,

gzl ping

‘Wizight on front of feet, head up, footwork
pattzin - sidestep

Ezlanzing, phvoting

Griipping, bounzing,
diopping

‘Walking, =tiding,
Tunning, galioping,
=kipping

Durrny- b f pess.

Fiont footalongzide ball, i, pass ball
frorn giound

Stooping, bending,
twisting

Ohsarve others,
denelop
combirations

Oolecting, scooping,
gipping, camying,
=topping, pazsing
Tirning throwg b

oo paration

Copy your partren

Funning, skipping,
hopping

Link =kilks, gr=nd
prix qualifing

Tiy scoing

Flace the ballonthe ground with teo hands

Step 1: Intreduce and explain

= Wlake suve wou have the plyers’ attention
= When introducing esch skill or sctivity, eplein how it ektes to the come kil of the game
= Azkquestions to erewe that plyers undevstand the goal of the sctivity {s=e questioning balw)

= Whilst an act ity many i maohes co mbining several movement skills, coaches shoud enzwe that plEywers understand the mrireny goal
of the sctivity — whather this iz 3 padiculer moverent 2kill jedeve loping kizking techniqus) or = particular cutco me wsing = mowement
=kill{ie the nurber oftimes you can kick 3 ball into =2 rmavked Ses)

Step 2: Prepractice instruction and demonstration

= Oiect the attention of plEwers to the key 2=pectofthe demonshation

= Focis on one o teo key points vekted tothe goal of the skill or sctivity — any rore will overoad players

= Piovide 3 demorstation to belp plyvers buid = mental pictuie of the skill or activity they resd to lesm

= Die monstrate the whole skill or acthity and explain how it would be wsad ina game situstion, and 2=k plewers for a description of what
they s=w

= == plyers to dernonstrate the encowmgement of sef and pesr cosching and mowvide an example that = closs to theivability

= Uz quiding questions o follbw up on = 2pecific spact of the skill or activiby {ie 'that's inteiesting, uto rmatically be moved his fest
forrward, why do you think he did that?)

= |fveq uired, dero netrate ssverml times, 2howing how to perfor mthe kil from diffevent =ngles snd for both left=nd vig H- handed playeis

= |f the =kill ovactivity i cormples, demonstate the major parts separste by

= If the skill ovactivity i periormed quickly, demonstate it st 3 skower speed so plywers can see the sequence of movements chearhy

= Pl frorn de o nstration to the activity 2= s0on == possible

Step 3: Observe players playing and practising and provide praise
and encouragement

= Let plyers playand mactios

= Frovide plentyofencoumgement and praise for plyers atthis stage of their dewelopment, paitic ular bewbhen trying new skills or activities.
{ie 'F'm lowing that, that's qreat, | can see your Bt moving, you'e reslby on wour tossF)

= Dot over instroct - keep it shortand simple $053) - use pompts such 2= 'oreste space’, ‘support wouw tearmmate’, 'movide an ootlet’,
'protect your space’

= Jhsanie playeis’ e ngagernent in the tesk and mEy particulr attention to the sspects that=ie riost impotantto the goal of the sothiiby

= Aliow players several o pportunities to practise the skill or play the game —wemember, good coaching may imole saying nothing if the
players mveactively engaging in the activity, practising diferent skills and exploting rew stategiss to schisgve the goal




Phase 3 implementation

Challenges Benefits
* It's not Rugby League < Coaching Cards
+ Not enough Technical ~ Provide the content
e Does not cover the  Leads to children
rules of the mini/mod specific activity
game * Less paperwork in
« Cultural Change qualification
required * Less planning
+ Not enough time to do  required from
what we want beginner coaches

l'/. & RFL |
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Coach development

Problem

Coaches involved in the pilot are failing to
see the place of the new approach in the
wider development of children in Rugby

Solution

Ensure that the progressions between
fundamental, complex and functional skills

are more explicit

l'/ 9 rrL
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How will we progress

* Further develop pathway for coaches of
children.
— CPD
— Qualification

* Develop support for players
— Player Development Framework
— Player and Parent cards

— Movement development component in service
area and regional programmes [ @ re |

RUGBY LEAGUE. It's a whole different ballgame® m




