GAA Fun Do

GO GAMES
RESOURCE

A GAA Games
Development
Fun Do Initiative

Promoting the GAA
Code of Best Practice
for Youth Sport

Media Partners

THE IRISH TIMES

Part of the GAA Grassroots
to National programme
(GNP) supported by the
Irish Sports Council (ISC)

ACKNOWLEDGEMENTS
Credits

Terms of Use

Underlying concept and constructs devised by

The information in this resource is intended for

Pat Daly (GAA Director of Games)

educational purposes only. All coaching sessions

Project Manager
Jimmy D’Arcy (GAA National Coaching Coordinator)

or training programmes should be devised and
supervised by qualified personnel.
The information herein should not be used to

Assistant Project Manager

replace medical advice. Users should consult with a

Peter Horgan (GAA Grassroots to National

physician on matters relating to their fitness level

Programme Coordinator)

and/or health related issues.

This resource has been developed under the remit of
the GAA National Games Development Committee.

Images and video footage of all young people
have been used with the permission of parents or
guardians.

Programme Development and Technical
Contributions
Pat Daly, John Tobin, Ger O’Connor, Shane Flanagan,
Noel Delaney, Lester Ryan, Joey Carton, Pat O’Shea,
Terence McWilliams, Paudie Butler, Jimmy D’Arcy,
Peter Horgan, Tony Watene, Niamh Spratt.
Professor Niall Moyna, School of Health and Human
Performance, DCU

Thanks to:
RTÉ, and the RTÉ Sports Library for their support.
Emma Tormey, Regina Gorman and Aisling Foley for
their assistance. Sean Ryan and Ollie McElvaney for
their participation.
Aurion Learning.
Comhairle Uladh CLG, Cumann Peile Gael na mBan

Video Production

and Cumann Camogaíochta na nGael for their support.

Producer – Cora Robinson

The Games Development Administrators, Games

Director – Jimmy D’Arcy

Promotion Officers and Coaches, in particular Mark

Editor – Nicky Dunne

King and Colm Burtchill, for their cooperation and
assistance.

Design, Artwork & Photography
Sportsbrand Media, The Digital Depot,

A particular thanks to the Inter-County Players who

Roe Lane, Thomas Street, Dublin 8

participated:

Printed by

Hurling

Wood Printcraft, Greencastle Parade

Davy Fitzgerald (An Clár), Eoin Kelly, Paul Kelly

Malahide Industrial Park, Dublin 17

(Tiobraid Árann), Kevin Broderick, Joe Canning
(Gaillimh), Karl McKeegan (Aontroim), Richie Power,

Copyright

Tommy Walsh (Cill Chainnigh)

© GAA 2007.

Football

All rights reserved.

Aaron Kernan (Ard Mhacha), Alan Brogan,

The copyright of all materials in this resource, except

John McCaffrey (Áth Cliath), Conor Mortimer

where otherwise stated, remains the property of the

(Maigh Eo), James Masters (Corcaigh), Mickey

GAA.

McVeigh (An Dún), Stephen O’Neill (Tír Eoghain).

No part of this resource can be reproduced, stored in
a retrieval system, or transmitted in any form or by
any means without the prior permission of the GAA.
The GAA reserves the right to change, without notice

Finally a special thanks to all the young players who
participated and to the schools, teachers and parents
for their cooperation.

at any time, the specification of this resource.
OTú and Fun Do are registered trademarks.

© GAA 2007

CONTENTS

INTRODUCTION TO GO GAMES
The benefit of small-sided games for young GAA Players

5
5

Go Games give practical expression to the GAA Code of Best
Practice for Youth Sport

7

Go Games make a valuable contribution to the development
of young players

PLAYING GO GAMES

10

GO HURLING

13

First Touch

14

Quick Touch

16

Smart Touch

18

Go Hurling Summary

20

GO GAELIC

21

First Touch

22

Quick Touch

24

Smart Touch

26

Go Gaelic Summary

28

REFEREEING GO GAMES

GO GAMES / CONTENTS

8

29



Teachtaireacht an Uachtaráin

Is cúis mhór áthais dom cúpla focail a scríobh ar fhoilsiú an leabhair
thábhachtaigh seo.

The GAA Fun Do Learning Resource Pack is the product of an enormous
amount of research and preparation and I want to extend my thanks to all
those who have had an input into this vital resource. It is designed to promote
participation for all, and to present Gaelic games as a fun recreation for our
youth as they learn the skills and techniques of Gaelic games in a healthy,
structured and relaxed environment.

The programme is intended to address the social, physical and psychological
needs of young players and as such is an exciting and progressive development
for the Association. It aims to cater for different levels of development, for
differing abilities and needs and to develop a sense of fair play with an overall
purpose of encouraging children to reach their full potential.

The GAA has a proud history of innovation in the area of Games Development.
I extend my thanks to the countless thousands of coaches, teachers and
parents who have been proactive in this area over the years. Their contribution
is a large part of the reason that the GAA continues to thrive and develop
across the country. This latest initiative has the potential to make an enormous
difference to the lives of young people who are attracted to our games and for
this reason everyone involved with Fun Do should be extremely proud.

Ráth Dé oraibh go léir,

Nioclás Ó Braonáin
Uachtarán
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GO GAMES
INTRODUCTION

The benefit of small-sided games for young
GAA Players
Professor Niall Moyna,
Head of School of Health & Human Performance at Dublin City University (DCU)
For too long the practice in sport has been to
identify and cultivate talented players and elite
teams at younger and younger ages. There is
a tendency to nurture the perceived best and
neglect the rest. This has contributed to adult
training and playing conditions being imposed
on young players. Training and competition is
geared for outcome and not for the process of
development. For juvenile games, coaches must
reassess the balance between the need to win
games and cups versus the need to develop
players and recognise the importance of fair play i.e. provide full participation within an environment
where participants are encouraged to achieve their full potential.
Children participate in Gaelic games for a number of reasons – to have fun, to play with friends, parental
encouragement, etc. Lack of fun, lack of perceived competence and an over-emphasis on competitive
outcomes (which usually come from coaches and parents) are major reasons for dropout.
Players can usually learn the basic skills of Football and Hurling easily. The better players who practise
more often, come on faster than those who only participate in collective coaching sessions. However,
players find it more difficult to develop the ability to make the right decisions – when to pass, whom to
pass to, where to run, etc – in full-sided games. Through small-sided games the aim is to optimise their
decision-making and at the same time enhance their technical development.
Recent research conducted at DCU sheds light on the error of imposing traditional competitive models on
young players who, during their formative years, are particularly susceptible to dropout. The study looked
at the activity patterns and responses of children when playing small-sided games and 15-a-side games.
The study found that when participating in small-sided games the children worked harder (as measured
by heart rate), had more touches on the ball (catches, passes, lifts and scoring attempts), and expressed a
greater level of enjoyment and perceived competence as compared with participation in 15-a-side games.

GO GAMES / INTRODUCTION



GO GAMES INTRODUCTION
The GAA Games Development Committee is to be commended for introducing a series of small-sided
conditioned games specifically for children known as Go Games which is structured to cater for the needs
and abilities of those who participate.
Research undertaken by the Dublin County Board’s Games Development Department found that,
when questioned, children who participated in Go Games gave the games a rating of 9.3 out of 10
for fun. 97% of children said they would like to play the games again while over 80% of children who
participated in Go Games felt they got involved in the play.
The results suggest that, both in terms of technical, tactical and physical development, improvements
will be greater when participating in small-sided games, while greater levels of activity, enjoyment and
satisfaction clearly provide a counterpoint to the main reason for dropout among children; not having fun
or not experiencing a sense of involvement and achievement!
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Go Games give practical expression to the GAA Code
of Best Practice for Youth Sport
Overview by Pat Daly, GAA Director of Games

What are Go Games?
The term Go Games has its origins in children’s sport. Keen observers will recognise that
when children play games amongst themselves, everyone will get a “Go” and will do so
for the entire “Game”. Hence the term Go Games is used in Gaelic games to identify
small-sided hurling and football games called Go Hurling and Go Gaelic respectively.
Go Hurling and Go Gaelic games can be defined as small-sided skill development games
– individually known as First Touch (U-8), Quick Touch (U-10) and Smart Touch (U-12)
– where the playing rules and equipment are modified to ensure that participants develop
the basic skills of the game and derive maximum fun and enjoyment while doing so.

Why are they so important?
The games are the first – and most important – stepping-stone in the Pathway to Elite Performance (PEP).
The Pathway has been designed to ensure that all participants Play to Learn, Learn to Compete and, in the
fullness of time, Compete to Win as they progress through its four stages: the Recreation Stage (Fun Do);
the Talent Identification Stage (Can Do); the Talent Transfer Stage (Want To) and the Elite Performance
Stage (Will Do). The more confidence that players have in their own ability and the greater the level of
enjoyment that they derive from developing and expressing this, the more likely they are to maintain a
lifelong involvement in Gaelic games.

GO GAMES / INTRODUCTION



GO GAMES INTRODUCTION
Go Games make a valuable contribution to the
development of young players because they:
1

Promote Full Participation
Go Games provide playing opportunities for all children by ensuring everyone gets to play in the
game and that nobody remains a substitute.

2

Propagate the Principles of Fair Play
Go Games promote Fair Play and sportsmanship by ensuring that all participants endeavour to play
by the rules and give due respect to the opposition, the match officials and the game.

3

Cater for the Developmental needs of ALL young players
Go Games involve the use of modified playing rules and equipment that is appropriate to the age
group and the ability level of participants. Players are also afforded the opportunity to play in a
range of positions, ensuring they are not ‘pigeon-holed’ while still in the formative stages of their
technical, tactical and team-play development.

4

Ensure that ALL participants derive maximum Benefit and Enjoyment from their
involvement
Go Games endeavour to ensure that ALL children have fun, make friends, keep fit and experience
a sense of achievement in an environment that aids affective, cognitive and psychomotor
development.

5

Implement the GAA’s Code of Best Practice for Youth Sport
Go Games give practical expression to the GAA’s Code of Best Practice for Youth Sport by invoking
the principles of the Code at the basic level of participation.

6

Promote a culture of Participation and Play
Go Games endeavour to eliminate the likelihood of players succumbing to the anxieties and fears
that arise when they feel they “have to win”. Such fears generally emanate from a fear of losing.
Go Games help players develop an understanding of the inevitability of success and failure in an
environment where playing, not winning, is the name of the game.



GO GAMES / INTRODUCTION

7

Promote the Process of Development
Go Games minimise the likelihood of outcomes, such as winning, taking precedence over the
process of development. Players are at all times encouraged to learn from their mistakes and strive
to achieve their full potential.

8

Provide for the selection of teams in a variety of innovative ways
As Go Games are about play and not winning, teams can be selected based on age, physical size,
school, locality or street, or many other innovative criteria.

9

Cultivate a culture of Skill Development
The Ú-Can Awards Passport to Success scheme has been developed to dovetail with Go Games
and ensure that all young players develop the prerequisite technical skills as part of an ongoing
process of development. This will serve as a platform for players to go on and develop the tactical
and team-play elements of performance.

10

Encourage Parental Involvement
Parents/guardians are encouraged to take an active involvement as either mentors or supportive
spectators. Positive and supportive involvement are vital elements in creating an environment
where participants are encouraged to achieve their full potential.

11

Assist with the development of Life Skills
As participants grow in maturity they are encouraged to take individual responsibility, learn to
deal with adversity and develop an appreciation of the need for discipline, commitment and team
cohesion.

12

Provide a basis for developing social skills and maintaining links with other units of the
Association
Go Games blitzes provide the ideal vehicle for developing and fostering links between GAA clubs
on a county and cross-county basis.

GO GAMES / INTRODUCTION



PLAYING GO GAMES
FOCUS ON PHILOSOPHY
The playing rules, as set out in the following pages, are not set in stone. There is no reason why
they cannot be modified to meet the varying needs and abilities of those involved. However,
the small-sided modified rules format of Go Games is central to their success, as is the principle
of ensuring that each player gets a full game. These are the key elements of the philosophy
which underpins the Go Games initiative.

ENSURE BEST PRACTICE
Implement the principles of the GAA’s Code of Best Practice for Youth Sport by ensuring that:
There is at least 1 coach/ mentor for every 10 players
Fair Play is promoted in terms of Full Participation
Fair Play is propagated in terms of invoking a Spirit of Sportsmanship
Development and Enjoyment are prioritised by promoting a culture of Participation, Play and
Achievement
Every child is encouraged to reach their Full Potential by providing an environment where learning
from mistakes is supported by positive feedback and individual attention

SAFETY GUIDELINES
Ensure portable goalposts are well secured
Provide an adequate perimeter around all Playing Areas i.e. 5m

10

PLAYING GO GAMES

FULL PARTICiPATION AND ROTATION
Go Games afford opportunities for all players to play in different positions as they mature and develop. To
achieve this, players should rotate positions at each interval.
The following rotation system is recommended for First Touch games in
Go Hurling and Go Gaelic.

First Quarter Positions

Second Quarter Positions

7

5
6

4

5

3
4

2

3

1
1

6

2

Third Quarter Positions

7

Fourth Quarter Positions

3

1
2

7

1

6
7

6

4
4

PLAYING GO GAMES

5

5

2

3
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PLAYING GO GAMES
FULL PARTICiPATION AND ROTATION
The following rotation system is recommended for Quick Touch games in
Go Hurling and Go Gaelic.

First Quarter Positions

9

Second Quarter Positions

8

7

6

7

5

6

4
5

4

3
2

3
1

8

2

Third Quarter Positions

5

1
9

Fourth Quarter Positions

4

3

2

3

1

2

9
1

9

8
6

8
7

7

6
4

5

The coach should rotate players between goalkeeper, defence, midfield and attack at halftime in Smart Touch games in Go Hurling and Go Gaelic.
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PLAYING GO GAMES

LEVEL 1

K TOUCH
FIRST TOUCH / QUIC

/ SMART TOUCH

FIRST TOUCH AGES 7-8
AIMS
To develop the basic technical skills of hurling (grip,
ground strike and stop) in a controlled competitive
environment.

PLAYING RULES
Play commences with a puck out from the hand.
The side-to-side (shoulder) charge is not allowed but incidental contact is
permitted.
Outfield players must play the sliotar on the ground at all times.
The goalkeeper is permitted to catch or lift the sliotar into the hand, take four steps
and strike it from the hand but is not permitted to solo run with the sliotar on the hurley.
All frees to be taken from the ground. The player who is fouled takes the free.
When a free is awarded, the sliotar to be given, on the full, to the player taking the free puck. If this does
not happen the ball is advanced 5m.
When a player fouls the sliotar e.g. catches the ball, the opponent nearest to
the sliotar takes the free puck.
When a team plays the sliotar over the sideline, the opponent nearest to
where the sliotar crosses the line takes the sideline puck from the ground.
When a team plays the sliotar over its own endline, the other team are
awarded a free puck (off the ground) from the 20m line opposite where the
sliotar crossed the endline.
Opposing players to be at least 10m from the player taking a free puck,
sideline puck or puck out. Free pucks should be no closer than 10m from
the opposing endline.
Players are not permitted to kick the sliotar but if the ball strikes the foot or
leg of a player this does not constitute a foul.

EQUIPMENT
Well secured portable goal posts (10’ x 6’ or 3m x 1.8m) /Training poles or
flags may be used
Bibs and Cones
Modified (rubber bas) hurleys are the preferred option
Three First Touch (Size 1) sliotars – one placed behind each goal and one in play
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GO HURLING / FIRST TOUCH

SCORING SYSTEM
1 point when the sliotar
is played between the
outer (side) posts
2 points when the
sliotar is played over the
crossbar
3 points when the
sliotar is played under
the crossbar

PLAYING THE GAME
7v7
Playing Area 45m X 40m (4 Playing Areas fit on 1 standard pitch)
1 goalkeeper, 2 defenders, 2 midfielders and 2 attackers
Three zones: 20m, 5m and 20m. Players to remain within the zone to which
they are assigned – midfielders can enter other zones but must return to the
centre zone for any free puck, sideline puck or puck out.
All players rotate positions after each quarter (see rotation
systems on page 11). Teams change sides at half-time. No
formal team talks at 1st and 3rd quarter intervals.
Cones/flags to be placed 2m either side of each goalpost to
provide an additional outer scoring area i.e. side posts.
All players must wear a helmet with full facial protection.

TIME DURATION
4 Quarters
7 minutes per quarter

PLAYING RULE MODIFICATIONS
The playing rules are not set in stone.
There is no reason why they cannot be
modified to meet the varying needs and
abilities of those involved.
The Quick Touch sliotar may be used
in this game as players become more
technically proficient.
Skill Points may be
awarded, e.g. one
point for doubling
on the ball on the
ground.

RECOMMENDED PLAYING AREA
playing
area

Main Pitch
ZONE
ZONE
ZONE

The main pitch is
divided into 4 Playing Areas.
Each Playing Area is divided
into 3 zones.

GO HURLING / FIRST TOUCH

1
20m

2
5m

3
20m

40m
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QUICK TOUCH AGES 9-10
AIMS
To consolidate the basic technical skills of hurling in
an environment where players are also encouraged to
strike from the hand and to develop tactical awareness/
prowess, i.e. decide on the best options in terms of
making use of and creating time and space.

PLAYING RULES
Play commences with a puck out from the hand.
The side-to-side (shoulder) charge is permitted.
Players may play the sliotar on the ground, catch it and take four steps before
striking from the hand.
During the 2nd and 4th quarters players are also permitted to lift the sliotar into
the hand with the hurley.
Solo running with the sliotar on the hurley is not permitted.
The goalkeeper is permitted to catch or lift the sliotar into the hand with the hurley and take four steps
before striking it.
Free pucks may be taken from the hand or off the ground. The player who is fouled takes the free.
When a player fouls the sliotar e.g. overcarries it, the opponent nearest to the sliotar takes the free puck.
When a free is awarded, the sliotar to be given, on the full, to the player taking the free puck. If this does
not happen the ball is advanced 5m.
When a team plays the sliotar over the sideline, the opponent nearest to
where the sliotar crosses the line takes the sideline puck from the ground.

SCORING SYSTEM

When a team plays the sliotar over its own endline, the other team are
awarded a free puck (from the hand) on the 30m line opposite where the
sliotar crossed the endline.

1 point when the sliotar
is played over the
crossbar

Opposing players to be at least 10m away from the player taking a free
puck, sideline puck or puck out. Free pucks should be no closer than 20m
from the opposing endline.

3 points when the
sliotar is played under
the crossbar

Players are not permitted to kick the sliotar but if the ball strikes the foot or
leg of a player this does not constitute a foul.

EQUIPMENT
Well secured portable goal posts (10’ x 6’ or 3m x 1.8m) /Training poles or
flags may be used
Bibs and cones
Modified (rubber bas) or standard hurleys may be used
Three Quick Touch (Size 2) sliotars – one placed behind each goal and one in play
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GO HURLING / QUICK TOUCH

PLAYING THE GAME
9v9
Playing Area 65m X 40m (4 Playing Areas fit on 1 standard pitch) 1
goalkeeper, 3 defenders, 2 midfielders and 3 attackers
Three zones: 30m, 5m and 30m. Players to remain within the zone to which
they are assigned – midfielders can enter other zones but must return to the
centre zone for any free puck, sideline puck or puck out.
All players rotate positions after each quarter (see rotation
systems on page 12). Teams change sides at half-time.
No formal team talks at 1st and 3rd quarter intervals
All players must wear a helmet with full facial protection.

TIME DURATION
4 Quarters
8 minutes per quarter

PLAYING RULE MODIFICATIONS
The playing rules are not set in stone.
There is no reason why they cannot be
modified to meet the varying needs and
abilities of those involved.
Players are
permitted to lift
the sliotar into the
hand and strike it
in all quarters.
Skill Points may be
awarded e.g.one
point for an
overhead catch.

RECOMMENDED PLAYING AREA
playing
area

Main Pitch
ZONE
ZONE
ZONE

The main pitch is
divided into 4 Playing Areas.
Each Playing Area is divided
into 3 zones.

GO HURLING / QUICK TOUCH

1
30m

2
5m

3
30m

40m
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SMART TOUCH AGES 11-12
AIMS
To enable players to perform the underlying technical
skills of hurling accurately and consistently in an
open, competitive environment and assist with the
development of team play.

PLAYING RULES
Play commences with a throw-in between two players from each team in the
middle of the field.
The side-to-side (shoulder) charge is permitted.
Players may play the sliotar on the ground, may lift and strike the sliotar (without
taking it into the hand) or may strike it from the hand after a ‘clean’ catch.
A player who catches the sliotar may take four steps with it in his/her hand before
playing it away.
Solo running with the sliotar on the hurley is not permitted.
The player who is fouled takes the free by lifting and striking the ball – without taking it in the hand – or
by striking it on the ground.
When a player fouls the sliotar e.g. overcarries it, the opponent nearest to the sliotar takes the free puck.
When a free is awarded, the sliotar is to be given, on the full, to the player taking the free puck. If this
does not happen the ball is advanced 5m.
When a team plays the sliotar over the sideline, the opponent nearest to
where the sliotar crosses the line takes the sideline puck from the ground.
When a team plays the sliotar over its own endline, the other team are
awarded a free puck from the centre of the field opposite where the
sliotar crossed the endline.
Opposing players to be at least 10m from the player taking the free puck,
sideline puck or puck out. Free pucks should be no closer than 20m from
the opposing endline.
Players are not permitted to kick the sliotar but if the ball strikes the foot
or leg of a player this does not constitute a foul.

EQUIPMENT
Well secured portable goal posts (15’ x 7’ or 4.5m x 2.2m) /Training poles or
flags may be used
Bibs and cones
Three Smart Touch (Size 3) sliotars – one placed behind each goal and one in
play.
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GO HURLING / SMART TOUCH

SCORING SYSTEM
1 point when the sliotar
is played over the
crossbar
3 points when the
sliotar is played under
the crossbar

PLAYING THE GAME
11 v 11
Playing Area 90m x 40-50m (2 Playing Areas fit on 1 standard pitch)
1 goalkeeper, 4 defenders, 2 midfielders and 4 attackers
No zones – free movement permitted
Players rotate positions between goalkeeper, defence, midfield and attack at
half-time. Teams change sides at half-time.
All players must wear a helmet with full facial protection.

PLAYING RULE MODIFICATIONS
The playing rules are not set in stone. There is no reason why they cannot be modified to meet the varying
needs and abilities of those involved.
Players are permitted to lift the sliotar into the hand
Players are permitted to solo run with the sliotar on the hurley for up to 10m
Skill Points may be awarded e.g. one point for a successful block or hook

TIME DURATION
4 Quarters
7 minutes per quarter

RECOMMENDED PLAYING AREA
The main pitch is
divided into 2 Playing
Areas. Playing across the
pitch may be preferable
to allow more width in
each Playing Area.

playing
area

Main Pitch

90m

40-50m

GO HURLING / SMART TOUCH
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GO HURLING A SUMMARY

Age

Under-8

Under-10

Under-12

Players

7-a-Side

9-a-Side

11-a-Side

Aim

Develop Basic
Technical Skills

Consolidate Basic
Technical Skills

Develop Advanced
Technical Skills

Controlled Competitive
Environment

Encourage Striking
from the Hand

Open Competitive
Environment

Develop Tactical Prowess

Develop Team Play

Game Type

Part Invasion

Part Invasion

Invasion

Pitch Dimensions

45m x 40m

65m x 40m

90m x 40-50m

Zones

3 Zones

3 Zones

No Zones

Duration

4 x 7 mins

4 x 8 mins

2 x 20 mins

Goalposts

10ft x 6ft
+ Outer Cones at 2m

10ft x 6ft

15ft x 7ft

Sliotar

Size 1

Size 2

Size 3

Hurleys

Rubber Bas

Rubber Bas/Standard

Standard

Lineout

1-2-2-2

1-3-2-3

1-4-2-4

Commence

With Puck Out

With Puck Out

With Throw-In

Outfield Play

All on the Ground
No Soloing
No Kicking

On the Ground + Catch
& Strike / Lift, Catch &
Strike
No Soloing
No Kicking

Catch and Strike
Lift and Strike
No Soloing
No Kicking

Goalkeeper

+ Catch, Lift into the
Hand and Strike

+ Catch, Lift into the
Hand and Strike

+ Catch, Lift into the
Hand and Strike

Frees

Off Ground

From the Hand /
Off Ground

As Standard

‘65s’

Off Ground – 20m

From the Hand – 30m

As Standard – Centre

Scoring

1pt Outside
2pts Over
3pts Goal

As Standard

As Standard
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GO HURLING / A SUMMARY

LEVEL 1

K
FIRST TOUCH / QUIC

UCH

TOUCH / SMART TO

FIRST TOUCH AGES 7-8
AIMS
To develop the basic technical skills of football
(catching and kicking) in a controlled competitive
environment.

PLAYING RULES
Play commences with a kick out from the hands.
The goalkeeper may advance 10m for a kick out.
The side-to-side (shoulder) charge is not allowed but incidental contact is permitted.
The ball may be caught in the hands and played away by kicking it.
The ball may be carried for four steps and players are restricted to one bounce per possession before
playing the ball away.
The ball may be lifted off the ground with the hands, provided the player involved is on his/her feet.
The player who is fouled takes the free from the hands and when an opponent fouls the ball e.g. overcarries
it, the player nearest to the ball takes the free.
When a free is awarded, the ball is to be given, on the full, to the player
taking the free kick. If this does not happen the ball is advanced 5m.

SCORING SYSTEM

When a team plays the ball over the sideline, the opponent nearest to where

3 points when the

the ball crosses the line, takes the sideline kick from the hands.

ball is played over the

When a defender plays the ball over his own endline, the other team are
awarded a free kick from the 20m line.
Opposing players to be at least 5m from the player taking a free kick, sideline
kick, 20m kick or kick out. Free kicks should be no closer than 10m from the
opposing endline.

EQUIPMENT
Well secured portable goal posts (10’ x 6’ or 3m x 1.8m) /Training poles or
flags may be used
Bibs
Cones
Three First Touch (Size 1) footballs – one placed behind each goal and one in play
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GO GAELIC / FIRST TOUCH

crossbar
3 points when the ball
is played under the
crossbar

PLAYING THE GAME
7v7
Playing Area 45m x 40m (4 Playing Areas fit on 1 standard pitch)
1 goalkeeper, 2 defenders, 2 midfielders and 2 attackers
Three zones: 20m, 5m and 20m. Players to remain within the zone to which
they are assigned – midfielders can enter other zones but
must return to the centre zone for any free kick, sideline
kick or kick out.
All players rotate positions after each quarter (see rotation
systems on page 11). Teams change sides at half-time.
No formal team talks at 1st and 3rd quarter intervals.

TIME DURATION
4 Quarters
7 minutes per quarter

PLAYING RULE MODIFICATIONS
The playing rules are not set in stone.
There is no reason why they cannot be
modified to meet the varying needs and
abilities of those involved.
The hand or fist pass may also be used
to play away the ball. No more than one
consecutive hand or fist pass is permitted.
6 V 6, last player back to act as goalkeeper.
Award 3 points when the ball is played
over the crossbar and one point when the
ball is played under the crossbar.
Skill Points may be awarded e.g. one point
for a successful block or open hand tackle.

RECOMMENDED PLAYING AREA
playing
area

Main Pitch
ZONE
ZONE
ZONE

The main pitch is
divided into 4 Playing Areas.
Each Playing Area is divided
into 3 zones.

GO GAELIC / FIRST TOUCH

1
20m

2
5m

3
20m

40m
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QUICK TOUCH AGES 9-10
AIMS
To consolidate the basic technical skills of football in an
environment where players are also encouraged to use
their non-dominant side and develop tactical awareness/
prowess i.e. decide on the best options in terms of
making use of and creating time and space.

PLAYING RULES
Play commences with a kick out from the hands.
The goalkeeper may advance 20m for a kick out.
The side-to-side (shoulder) charge is permitted.
The ball may be caught in the hands and played away by kicking it or striking it
with the fist.
During the 2nd and 4th quarters players to play the ball away by kicking it with the non-dominant
foot or striking it with the non-dominant fist. A free is awarded to the opposition when the dominant foot/
fist is used.
The ball may be carried for four steps before bouncing or toe tapping it – players are restricted to one bounce
and one toe tap per possession.
The ball may be lifted off the ground with the hands, provided the player involved is on his/her feet.
The player who is fouled takes the free and when an oppnent fouls the ball e.g. overcarries it, the player
nearest to the ball takes the free.
When a free is awarded the ball is to be given, on the full, to the player taking
the free kick. If this does not happen the ball is advanced 5m.

SCORING SYSTEM

The opponent nearest to where the ball crosses the sideline, takes the sideline
kick from the hands.

2 points when the
ball is played over the
crossbar

When a defender plays the ball over his own endline, the other team are
awarded a free kick from the 30m line.

3 points when the ball
is played under the

Opposing players to be at least 5m from the player taking a free kick, sideline
kick, 30m kick or kick out. Free kicks should be no closer than 13m from the
opposing endline.

crossbar

EQUIPMENT
Well secured portable goal posts (10’ x 6’ or 3m x 1.8m)/ Training poles or
flags may be used
Bibs and cones
Velcro bands or a different coloured sock to identify non-dominant leg
Three Quick Touch (Size 2) footballs – one placed behind each goal and one in
play
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GO GAELIC / QUICK TOUCH

PLAYING THE GAME
9v9
Playing Area 65m X 40m (4 Playing Areas fit on 1 standard pitch)
1 goalkeeper, 3 defenders, 2 midfielders and 3 attackers
Three zones: 30m, 5m and 30m. Players to remain within the zone to which
they are assigned – midfielders can enter other zones but
must return to the centre zone for any free kick, sideline
PLAYING RULE MODIFICATIONS
kick or kick out.
The playing rules are not set in stone.
All players rotate positions after each quarter (see rotation
There is no reason why they cannot be
systems on page 12). Teams change sides at half-time. No
modified to meet the varying needs and
formal team talks at 1st and 3rd quarter intervals.
abilities of those involved.
The ball to be lifted off the ground using
the foot

TIME DURATION
4 Quarters
8 minutes per quarter

Players are awarded
double points for
scores with nondominant foot / fist
Skill points may be
awarded e.g one
point for a successful
high catch

RECOMMENDED PLAYING AREA
playing
area

Main Pitch
ZONE
ZONE
ZONE

The main pitch is
divided into 4 Playing Areas.
Each Playing Area is divided
into 3 zones.

GO GAELIC / QUICK TOUCH

1
30m

2
5m

3
30m

40m
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SMART TOUCH AGES 11-12
AIMS
To enable players to perform the underlying technical
skills of football accurately and consistently in an
open, competitive environment and assist with the
development of team play.

PLAYING RULES
Play commences with a throw-in between two players from each team in the
middle of the field.
The goalkeeper may advance 20m for a kick out.
The side-to-side (shoulder) charge is permitted.
The ball may be caught in the hands and played away by kicking it or striking it
with the fist.
The ball may be carried for four steps before bouncing or toe tapping it – players are restricted to
one bounce and one toe tap per possession.
The ball may be lifted off the ground with the hands, provided the player involved is on his/her feet.
Free kicks may be taken from the hand or from the ground.
The player who is fouled takes the free and when an opponent fouls the ball e.g. overcarries it, the player
nearest to the ball takes the free.
When a free is awarded the ball must be given, on the full, to the player taking the free kick.
If this does not happen the ball is advanced 5m.
The opponent nearest to where the ball crosses the sideline, takes the
sideline kick from the hands.

SCORING SYSTEM

When a defender plays the ball over his/her own endline, the other team
are awarded a free kick from the centre of the field opposite where the ball
crossed the endline.
Opposing players to be at least 5m from the player taking a free kick,
sideline kick or kick out. Free kicks should be no closer than 13m from the
opposing endline.

EQUIPMENT
Well secured portable goal posts (15’ x 7’ or 4.5m x 2.2m) /Training poles
or flags may be used
Bibs
Cones
Three Smart Touch (Size 3) footballs – one placed behind each goal and one in play.
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GO GAELIC / SMART TOUCH

1 point when the ball is
played over the crossbar
3 points when the ball
is played under the
crossbar

PLAYING THE GAME
11 v 11
Playing Area 90m x 40-50m (2 Playing Areas fit on 1 standard pitch)
1 goalkeeper, 4 defenders, 2 midfielders and 4 attackers
No zones – free movement permitted.
Players rotate positions between goalkeeper, defence, midfield and attack at
half-time. Teams change sides at half-time.

PLAYING RULE MODIFICATIONS
The playing rules are not set in stone. There is no reason why they cannot be
modified to meet the varying needs and abilities of those involved.
Kick outs must be taken from the ground
Skill Points may be awarded e.g. 1 point for a successful kick pass of 30m or more

TIME DURATION
4 Quarters
7 minutes per quarter

RECOMMENDED PLAYING AREA
playing
area

Main Pitch

90m

The main pitch is
divided into 2 Playing Areas.
Playing across the pitch may
be preferable to allow more
width in each Playing Area.

GO GAELIC / SMART TOUCH

40-50m
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GO GAELIC A SUMMARY

Age

Under-8

Under-10

Under-12

Players

7-a-Side

9-a-Side

11-a-Side

Aim

Develop Basic
Technical Skills

Consolidate Basic
Technical Skills

Develop Advanced
Technical Skills

Controlled Competitive
Environment

Develop Tactical
Prowess

Open Competitive
Environment
Develop Team Play

Game Type

Part Invasion

Part Invasion

Invasion

Pitch Dimensions

45m x 40m

65m x 40m

90m x 40-50m

Zones

3 Zones

3 Zones

No Zones

Duration

4 x 7 mins

4 x 8 mins

2 x 20 mins

Goalpost

10ft x 6ft

10ft x 6ft

15ft x 7ft

football

Size 1

Size 2

Size 3

Lineout

1-2-2-2

1-3-2-3

1-4-2-4

Commence

With Kick Out

With Kick Out

With Throw-In

Outfield Play

Normal Rules

Normal Rules

Normal Rules

No Soloing

Limited Solo

Limited Solo

No Fist/Hand Passing

Pick up allowed

Pick up allowed

Pick up allowed

Non-Dominant Qrts 2, 4

Goalkeeper

Restart play with kick
out from the hands
from 10m line

Restart play with kick
out from the hands
from 20m line

Restart play with kick
out from the hands
from 20m line

Frees

From the Hand

From the Hand

As Standard

‘45s’

From the Hand – 20m

From the Hand – 30m

As Standard – Centre

Scoring

3pts Over

2pts Over

As Standard

3pts Goal

3pts Goal
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GO GAELIC / A SUMMARY

GO GAMES

REFEREEING GO GAMES

propogate the principles of fair play
Refereeing Go Games involves propagating the Principles of Fair Play. This is achieved through application
of the rules and, in particular, those that relate to sportsmanship and respect for the opposition, the match
officials and the game. These are exemplified by the rule that the player returns the ball to the opposition
‘on the full’ after committing an offence.
Officiating Go Games also involves guiding and coaching the players through each game by highlighting
good example and promoting respect for all involved.

an introduction to refereeing
As a Participation and Play initiative, Go Games provide an ideal opportunity to introduce young volunteers
to Refereeing in a gradual and progressive manner.
To this end, Go Games can be refereed by Under-12 Referees who have completed the Go Games Young
Whistler course. The course aims to provide participants with knowledge of the rules of Go Games and an
understanding of the Principles of Fair Play and the Role of the Referee. Every participant receives a whistle
and a Go Games Young Whistler uniform.
Where necessary, the Under-12 Go Games Referee should be guided and advised through each game with
supportive and positive mentoring.
Further details are available through your local
Games Development personnel.

GO GAMES / REFEREEING GO GAMES
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OTHER Fun Do RESOURCES
GAA Fun Do HURLING RESOURCE
The GAA Fun Do Learning Resource Pack for Hurling incorporates a number of elements
which enable Coaches to assist and challenge players to develop their full playing potential
in a fun-filled environment. These elements are as follows:
Lift and Strike Coaching Classes

Wall Ball

Sample Sessions

U Can Awards

Skill Star Challenge

GAA Fun Do Football Resource
The GAA Fun Do Learning Resource Pack for Gaelic Football incorporates a number of
elements which enable Coaches to assist and challenge players to develop their full playing
potential in a fun-filled environment. These elements are as follows:
Catch and Kick Coaching Classes

Sample Sessions

U Can Awards

Skill Star Challenge

ABC/Have a Ball nursery programme resource
The ABC/Have a Ball Nursery Programme is a series of fun-based exercises to develop
basic movement (motor) skills for children aged 4-8 years. They include exercises for the
development of Agility, Balance, Coordination, Running and Jumping. The Have a Ball
Nursery Programme complements the ABC programme and consists of exercises to develop
ball manipulation skills e.g. Throwing, Catching & Passing, Striking or Kicking.

GAA Fun Do COACHES RESOURCE
The GAA Fun Do Coaching Information Resource Pack includes a range of information
for coaches. Topics such as catering for the needs of children in a fun and positive
environment, organising and planning sessions, introducing new skills, varying activities to
suit the needs of players of different needs and abilities are all included in this section.

The GAA Code of Best Practice for Youth Sport
Cumann Lúthchleas Gael believes that a youth-centred approach should be adopted by everyone involved in
the promotion and development of Gaelic games at underage level. The Grassroots to National Programme
(GNP) and the associated Fun Do initiatives are firmly rooted in this philosophy, a philosophy
that may be best summed up in the statement: “the greater the sense of achievement, fun
and fair play that young people experience when participating in Gaelic games, the more
they will enjoy their involvement and strive to develop their true potential”.
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OTHER Fun Do RESOURCES

The Vhi Cúl Camps are
the coolest Summer
Camps.
Learn the skills
of hurling and
football and
make loads of
new friends.

out
Check a.ie
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www e info
r
for mo tails.
and de

Bí Cúl agus Bí Ann

The cool Educational
resource from the GAA
Céim Ar Aghaidh uses the fun of Gaelic
Games to deliver an exciting range of
learning activities to support the
Primary School Curriculum for lrish,
English, Maths, History, Geography,
Science, Art and more.

The Céim Ar Aghaidh Resource Pack
can be used to support teaching in
a variety of subject areas and the
exercises can be adapted to suit
children of varying abilities through
differentiated tasks. lt provides an
extremely comprehensive spread of
opportunities for children.

Find out more on the Céim Ar Aghaidh website www.ceim.gaa.ie

loads & loads OF GAA ACTION FOR BOYS & GIRLS

The magazine
The Official GAA magazine for
kids is free 4 times a year with
The Irish Times.
Check out www.gaa.ie &

www.cul4kidz.com
for dates and further
information.

The website

Also check out Cúl4kidz
on the web @

www.cul4kidz.com

for news, skills, interviews
and lots more.

POSTERS INTERVIEWS QUIZZES GAMES KIDS NEWS

weblinks
www.gamesdevelopment.gaa.ie
The GAA have developed a dedicated website for Games
Development – www.gamesdevelopment.gaa.ie. This site is
dedicated to the area of Games Development and provides
information for Coaches, Players, Referees and the Club.
You can find out details of upcoming courses and events in
your area, as well as features on how Counties, Clubs and
individuals are using best practise in the area of Games
Development to develop their facilities and club structures.
The ‘resources’ and ‘downloads’ sections provide details of each of the initiatives that the GAA are
undertaking in Games Development and allows you access to the latest support resources produced,
including the Games Development e-Newsletter and Céim ar Aghaidh/Step Ahead resource pack for Primary
Schools.

www.cul4kidz.com
The Cúl4kidz website is the official GAA site for boys and girls.
The site provides an interactive experience for children and is
updated with news, interviews and history as well as featuring
a number of downloads – colouring-in printouts and desktop
screensavers and wallpapers.
Cúl4kidz also appears as a magazine published four times
annually in association with The Irish Times.

For more information on any area of Games Development, write to
Games Development Department
GAA Offices
Croke Park
Dublin 3
Telephone +353-(0)1-8363222
Fax + 353-(0)1-8366420
E-mail: gamesdevelopment@gaa.ie
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WEBLINKS

“Excellence is a simple by-product of an effective sports system”

The GAA Fun Do Programme has been
devised to ensure that all participants derive
a sense of achievement, fun and fair play
from their involvement in Gaelic games which will underpin a lifelong
involvement with the Association. The GAA Fun Do Learning Resource Pack
is designed to assist parents, teachers and coaches to create the environment
whereby these children can ‘Play and Stay with the GAA’.

LATEST GAA DEVELOPMENTS
To keep up to date with the latest in Games
Development, log on to the Official GAA
Games Development website at

http://gamesdevelopment.gaa.ie

Part of the GAA Grassroots to National Programme (GNP), supported by the Irish Sports Council (ISC)

