GAA Foundation Award Tutor Guide
1. 
GAA Coach Education 

The GAA Strategic Vision and Action Plan 2009-2015 identified the immediate need to prioritise and support the development of players and coaches as key to the long-term success and health of Gaelic games.

To create a coaching system which produces and supports the development of coaches and players, the GAA must implement a Coach Development strategy of the highest quality.

The GAA model of Coach Education has been reformatted to take account of the different playing capacities that exist between Children (up to 12 years), Youths (age 13 – 18) and Adults (age 19+) and the competencies that a coach is required to display when working with each of the playing populations. These streams have been identified to cater for the diverse needs of players who Play to Learn (Children), those that Learn to Compete (Youths) and those who Compete to Win (Adults).
Quality Coaching – as part of an overall Games Development plan - promotes fair play, builds social cohesion, self-esteem, and enhances health and well-being as well as supporting social and economic objectives.

Coaches should be committed to creating fun, safe playing environments for all of our players, regardless of age or ability level. We must ensure that Coaches abide by the GAA Code of Conduct, have completed the Code of Ethics for Youth Sport and are vetted by An Garda Síochána/ Access NI.

Coaches guide improvement across each aspect of play of our games – Technically, Tactically and from a Team Play perspective – while also developing physical, psychological, incorporating playing facts skills. These 3T’s and 3 P’s form the basis for the OTú Coaching Model.

Through effective coaching inputs and appropriate communication, a greater sense of cohesion can be developed to ensure that involvement of ethnic minorities and other marginalised groups can be addressed in a concerted way at local, regional and national levels in line with the GAA Inclusion

Strategy.
Quality coaching plays a significant part in:

· Creating a playing environment that maximises involvement and enjoyment

· Promoting Gaelic games as safe pursuits

· Creating resources appropriate to all levels and for all personnel

· Ensuring that players are guided by qualified personnel

· Promoting a structured approach to coaching and coach education
2.
Overview of the Foundation Award Programme

2.1
Summary

The Foundation Award is the introductory award for coaches of Gaelic games. The course is aimed at beginner coaches and will enable participants to assist a coach in the organisation of activities to develop Gaelic Football or Gaelic football.

The course is 7 ½ hours in duration and covers 4 key modules, as well as Introductory and Conclusion modules. These 4 modules are:
· Introduction to Games

· Skill Development

· Movement Skills

· Coaching Children, Youths and Adults

The focus of the course is the development of the ‘How to Coach’ skills by placing the participant in situations that they will face as coaches – the organisation of games activities, activities to develop skill and activities to develop the various movement skills.

2.2
Coaching Competencies to be developed

By the end of this Course participants will be able to:
· Assist a coach in organising a programme of Games and Skill Development activities appropriate to each Participants needs and abilities

· Identify the Skills of Gaelic Football
· Assist a coach in organising progressive activities (drills and fun games) to develop 5 key skills 

· Assist a coach in organising progressive activities to develop movement skills appropriate to Gaelic games

· Assist a coach in organising and managing Players for an effective practice session 

· Build Rapport, Observe, Analyse, Explain, Provide Demonstration and Provide Positive Feedback to Players

2.3
Course Philosophy
The GAA is committed to implementing an integrated Coach Education Programme with a view to maximising participation, optimising playing standards and ensuring that Players’ needs are catered for in a Balanced way. 

The course is designed to promote the development of the How to Coach skills through modelling of best practice, as demonstrated by the Tutor, experiential learning and through the guided reflection on previous experiences – as a coach, player, official or parent – facilitated by the Tutor.
3.
Tutors Guide

3.1
About this Presenter’s Guide

The aim of this tutors guide is to provide a model for the delivery of the Foundation Award coaching course. 
It is important that participants are actively involved in the delivery of the course.

Presenters therefore need to ensure that information is gained through an interactive process as often as possible and to refrain from lecturing wherever possible.

Throughout this guide, approximate times for activities and for the entire modules are indicated. Depending upon the numbers available, and the amount of interaction developed by the tutor, additional time may need to be allocated.

3.2
Role of the Tutor

Coaches will learn more effectively if they are active in the learning process and have an opportunity to apply their knowledge.

The old proverb:

I hear and I forget

I see and I remember

I do and I understand

reminds us that we learn by doing. Participation may involve completing a task, participating in a question and answer session, working in a group to discuss an issue or brainstorming.

· People learn best when they take an active part in the learning process. In order to let participants find their own solutions, the presenter’s job will involve giving more advice, guidance and encouragement, and less lecturing

· Participation is a good way to involve a number of the senses. By involving the group in listening, questioning, interacting, doing and discovering, you will be providing a more effective learning environment appealing to a variety of senses and accommodating different learning style preferences

· Participation helps to keep the interest and attention levels high. Activity keeps mental boredom at bay

· Participation ensures the learners have some control over the direction of learning by bringing their own experiences and concerns into the course. The group brings much knowledge and experience, which is often untapped. Two heads are better than one, so use participation to tap into group power. Group activities also free the presenter to move around and provide individual attention

· Participation is a useful technique to use with adult learners. Adult learners are generally not threatened by the opportunity to participate. It also enables adults to dip into their past experience

· Group work, especially small group work, is a good way to encourage shy  participants.

3.3
Delivery Methods Employed in the Foundation Award Course
3.3.1
Presentation

Presentations are generally used for one way oral communication with a larger audience.

Advantages of this method of delivery:

· A good way to summarise key points

· Can be used in a classroom setting or on the field

· A good way to change the tempo between practical activities, allowing participants time to catch their breath

· Useful when followed by a practical activity.

Disadvantages of this method of delivery:

· Not a good method for interacting with the audience

3.3.2
Brainstorming (also called Snowstorming)

Brainstorming is a method for getting people involved in an activity in a non threatening way. All the participants call out ideas, which are written up on a whiteboard or butchers paper.

The aim of a brainstorming session is to generate as many ideas as possible from all members of the group, without judging them ‘good’ or ‘bad’.

Advantages of this method of delivery:

· The facilitator taps into the creativity of the group and extracts as many ideas as time allows 

· Ideas that initially appear a bit fanciful may later turn out to be the starting point for a good idea

· If the presenter asks each person in the group for a response, it is OK for someone to pass

· Seek ideas not justifications from the group, and wait till all the ideas are in before discussing points further 

· Use a later session to refine these ideas.

3.3.3
Group Work

Group work is used to explore or discuss a set topic, case study or scenario. A leader is appointed for each group and information is shared after individual group discussion.

Key Points of this method of Delivery

· State the purpose clearly and set an appropriate time limit

· 4-8 persons per group

· Each group appoints a facilitator and a recorder whose job it is to report the main points of their work group back to the other groups

· The task and time available should be clearly stated at the start (writing the task on a whiteboard helps to keep the group focused)

· The session leader should give all the groups occasional prompts and a warning that time is running out

· Seating should be arranged so that all group members can have eye contact with each other

· Allow sufficient time for reporting; each group should only report new points

· A useful method is to take one point from each group and continue rotating in this way.

· Share the results of the work group with the whole class

Advantages of this method of delivery

· A good way to encourage all members of the group to participate

· A non threatening way to stimulate thought and ideas

· Useful for building the group

Disadvantages of this method of delivery

· There is the potential for the sharing of ignorance rather than ideas, so ensure participants actually have some background or experience to share

3.3.4
Practical Activity

Practical activities are used to physically involve an audience in a learning experience.

Key Points of this method of Delivery

· Individuals and/or groups of participants take part in an exercise that reinforces a theoretical concept.
Within the Foundation Award course, the practical activity is preceded by a Tutor Led Demonstration which allows the participant to model their practice against that of an ‘expert’ performer. 
4.
Tutor Responsibilities

The key components of a successful course are:

· good preparation

· the quality of the delivery

· the ability of the course participants to apply the coaching principles

· having fun and enjoyment.

4.1
Good preparation

· Well in advance book the venue and presenters

· Where necessary send out registration forms and participants needs analysis

· Make arrangements for collection of course fees

· Provide appropriate resource material

· Make arrangements for breaks and refreshments when required.

4.2
Resource material

· Basic equipment is required for practical sessions with a workable ratio of equipment per candidate

· It may be necessary for candidates to bring their own equipment for practical activities, e.g. Hurleys etc

Check that all equipment is in working order and that arrangements have been made to obtain appropriate access to facilities and equipment.

5.
Quality Assurance Mechanisms

5.1
Procedures for the Organisation of a Foundation Award Course

Foundation Award courses are organised through the County Games Development Committee (or a specific committee organised to roll out Coach Education courses). Courses must be applied for and approved prior to the beginning of the course.

All Foundation Award Courses must be created using the GAA Coach Education website – www.education.gaa.ie. Once a course has been created, it will be assessed and approved by National/Provincial coordinator.

For a course to be approved, it must:

· Be created on the web system

· Have an accredited, qualified tutor assigned to deliver

· Encompass the required time allocated for the course

· Take place in an approved centre

Once the course has begun, the course Tutor must maintain a record of attendance by each participant and input this information onto the web system.

5.2
Procedures for selection and appointment of Tutors

Foundation Award courses should be delivered by qualified and accredited GAA Coach Education tutors. Tutors must be recognised by both the GAA and Coaching Ireland.

To become a GAA Coach Education Tutor, it is necessary to complete the GAA Tutor Education course, or through application demonstrating appropriate experience and qualifications, be assimilated as a Tutor. In this instance it is necessary to undergo an assimilation procedure.

5.3
Procedures for ongoing monitoring of programmes

The Foundation Award course duration is 7 ½ hours. The course may be delivered either in two blocks, or over the course of one day. It is not possible to reduce the course contact time. 

5.4

Procedures for the Assessment of Learners

The Foundation Award is a certificate identifying that the participant has successfully met the attendance requirements of the course. There is no formal assessment of competency arising from the course.

Participants on the Foundation Award are required to undertake the Code of Best Practice Basic Awareness course before they may be certified. Participants who can demonstrate that they have previously undertaken this course are exempt from this requirement.
5.5
Intake, Entry and Exit

Intake

The minimum number of participants per course will be 12. The tutor:participant ratio should not exceed 1:12 – for every 12 participants, there is one tutor.

Entry

Participants must be at least 16 years old to register on the Foundation Award course. For courses delivered as part of the Transition Year programme, participants may be younger than 16, but must be registered Transition Year students. 

Exit

Upon successful completion of all on course requirements, and an adequate attendance record, participants will be certified at Foundation Award level. This permits the participant to assist a qualified coach in the delivery of an appropriate games and skill development programme.

5.6
Progress Through the Coach Education Programme

Successful participants may progress to the Award 1 programme, at either Child, Youth or Adult streams in the following Coach Education season (the Coach Education season runs from September to the following September). 

The Structure of the Programme
The Foundation Award course is structured into a number of individual practical and theoretical modules as follows:

· Introduction

· Introduction to Games

· Skill Development

· Movement in Gaelic games

· Coaching Children, Youths or Adults

· Conclusion

The modules are presented in sequential order, but may be delivered outside of this order, depending upon availability of facilities or tutors.

Presented below is a guide to each module that will serve to assist tutors in the delivery of the course. Appropriate content, methodologies of delivery and appropriate support resources have been reproduced. 

All of these resources are available to tutors in either hard or soft copy upon request.

Module 1 – Introduction
The Introduction module is a gentle introduction to the Foundation Award course, participants will become aware of the requirements to complete the course, and its structure within the Coach Education Programme. 

Tutors should agree the Course Contract outlining how the course is going to be run, expectations on participation, language etc early in the Introduction module and refer to the Contract periodically throughout the course.
The role of the Assistant Coach is discussed and the How to Coach Skills are introduced and discussed.

Below is the Introduction Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allocated to this module is 60 minutes (1 hour).
Foundation Award Module Specification

	Module Title: Introduction

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to introduce the participants to the structure, format and requirements of the Foundation Award Programme.

Participants will be introduced to the How to Coach Skills that they will be asked to demonstrate in further modules.



	Learning Outcomes:

On completion of this module, participants will:

· Be registered on the course

· Be able to identify the format and what is required of them to complete the Foundation Award 

· Be able to identify the philosophy of the Foundation Award 

· Be able to identify the role of the Assistant Coach

· Be able to identify the How to Coach Skills

	Indicative Syllabus:

· The structure of the Coach Education Programme and Foundation Award Course

· Dates/Venues/Requirements of the Course

· The role of the Assistant Coach

· The How to Coach Skills

· Build Rapport

· Provide Demonstrations

· Observe

· Analyse and Make Decisions

· Explain

· Generate and Provide Feedback



	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

How to Coach Prompt Cards

Task sheets: 
Why I got involved in Coaching Task Sheet

All other tasks are either discussion or flipchart led



	Additional Support Material:

The OTú CD ROM

Games Development in the GAA



	Total Time Allocated to Module: 60 Minutes 


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time

	Introduction 
	This module is a gentle introduction to the course, its requirements and its structure within the Coach Education Programme.

Tutors should agree the Course Contract outlining how the course is going to be run, expectations on participation, language etc

The role of the Assistant Coach is discussed and the How to Coach Skills are introduced.
	Participants will be registered on the course


	· Completion of registration process/Roll Call
	Tutor to use Course Completion Form taking details of course participants
	Pre-Course beginning
	60 Minutes (1 Hour)

	
	
	Tutor will introduce themselves
	· Tutor Introductions
	Tutor Introduces themselves, their background and experience
	10 Minutes
	

	
	
	Participants will introduce themselves and identify what they want to achieve on the course
	· Participant Introductions

· Identify the participants expectations
	Ice Breaker (Choose from Ice Breakers in Tutor Manual, or Tutors Own)

Can use PP Side 4 (or other Ice Breaker)
	
	

	
	
	Participants and Tutors will agree the ‘rules’ of the course
	· Agree Contract for the Course
	Tutor Led: (Record on Flip Chart)

Discussion on the rules, expectations of the participants and tutors etc of the course
	5 Minutes
	

	
	
	Participants will be able to identify the format and what is required of them to complete the Foundation Award 


	· Structure of Coach Education Programme

· Structure of the Foundation Award Programme


	Tutor Led:

Can use Powerpoint Slide 6 - 9 or diagram of the structure


	5 Minutes
	

	
	
	Participants will to identify their motivation for participating on the course


	· Why have I embarked on this course?

· Tutors to feed back on why the GAA organises Coach Education courses
	Group Discussion (Flip Chart based) – Why I have embarked on this course.

Can use Powerpoint Slide 10 - 12
	10 Minutes
	

	
	
	Participants will be able to identify the role of the Assistant Coach
	· The Role of the Assistant Coach

· The ‘How to Coach Skills’
	Group Discussion (Flip Chart based) on the Role of the Assistant Coach.

Tutor to outline the 6 How to Coach Skills and discuss each. Tutor to outline the role of the How to Coach Skills in further modules
	30 Minutes
	


Module 2 – Skill Development
This module is a mixture of theory and practice, with the larger time allocated to the practical session. The aim of this module is to further develop the ‘How to Coach’ skills through the organisation of activities to develop skill (technical proficiency). 

Participants will demonstrate their ability through the organisation and progression of appropriate skill development activities. The module takes a Games Based approach to coaching and through the provision of the skill cards reinforces the development of technical proficiency through appropriate fun games and drills.

The initial theory session may be conducted in the hall/field without the use of Powerpoint.

Participants should wear suitable attire for the practical session – tracksuit, runners etc.

After the initial introductory discussion regarding the different skills of the game, the format for the practical session is as follows:

· Practical session should begin with a Tutor Demonstration.

· Tutor to reinforce the importance of the How to Coach Skills 

· Participants take a skill card and are asked to organise activities to develop a specific skill

· Ensure that all participants are provided with an opportunity to coach 

· Tutor to debrief the participants on their performance as a coach

Below is the Skill Development Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allowed for this module is 90 minutes (1 ½ hours).
	Module Title: Skill Development

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to further develop the ‘How to Coach’ skills through the organisation of activities to develop skill (technical proficiency). 

Participants will demonstrate their ability through the organisation and progression of appropriate skill development activities.

The module takes a Games Based approach to coaching and through the provision of the skill cards reinforces the development of technical proficiency through games.



	Learning Outcomes:

On completion of this module, participants will:

· Be able to identify the skills of Gaelic Football
· Be able to identify the 3 phases of learning for Skill Development

· Be able to list the steps involved in coaching a skill

· Be able to organise and oversee activities to practice 5 of the skills of Gaelic Football

	Indicative Syllabus:

· The Skills of Gaelic Football
· Skills to Gain Possession

· Skills to Maintain Possession

· Skills to Release Possession

· Skills to Contest Possession

· Other skills

· Review of 6 How to Coach Skills

· IDEA Model for coaching

	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

Coaching Equipment

Task sheets: 
Gaelic Football Skill Cards

How to Coach Prompt Cards 

All tasks are either discussion or flipchart led



	Additional Support Material:

The GAA Coach Education Skill Development Cards 

The GAA Skill Development Model

The GAA Fun Do Resource Pack

The OTú CD ROM

Support Documents:

The OTú Coaching Model Document

Developing the Skills of Gaelic Games

The Phases of Learning

The Skill Development Model

Technical Drills

Wall Ball/Individual Practice

Fun Games

Game Play Drills

Games

Varying Activities – STEP

IDEA Principle



	Total Time Allocated to Module: 90 Minutes (1 ½ Hours)


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time



	Foundation Award:

Skill Development


	This module is a mixture of theory and practice, with the larger time allocated to the practical session.

The initial theory session may be conducted in the hall/field without the use of Powerpoint

Participants should wear suitable attire for practical session – tracksuit, runners.

· Practical session should begin with a Tutor Demonstration.

· Tutor to reinforce the importance of the How to Coach Skills 

· Ensure that all participants are provided with an opportunity to coach.

· Tutor to debrief the participants on their performance as a coach
	Participants will be able to identify the skills of Gaelic Football

	· The Skills of Gaelic Football
· Skills to Gain Possession

· Skills to Maintain Possession

· Skills to Release Possession

· Skills to Contest Possession

· Other skills
	Tutor Led Discussion or Group Work (record using Flip Chart sheet)


Participants to identify the skills of Gaelic Football.  

Tutor to facilitate discussion. Skills can be grouped as those skills that are used to Gain, Maintain, Contest and Release Possession and other skills.

Can use Powerpoint slides 3 - 4 to set the task and Slide 5 to sum up.
	15 Minutes
	90 Minutes (1 ½ Hours)

	
	
	Participants will be able to identify the 3 phases of learning for Skill Development


	· Phases of Learning

· Early

· Intermediate 

· Advanced
	Tutor Led Discussion (record using Flip Chart Sheet)


Tutor to lead the discussion identifying the characteristics of performers at each stage of development. 

Can use Powerpoint slide 6
	
	

	
	
	Participants will be able to list the steps involved in coaching a skill


	· IDEA Method

· Introduce

· Demonstrate

· Execute

· Attend
	Practical Session

Tutor led demonstration (modelling)

Tutor to follow the Skill Card, employ IDEA model and use the How to Coach Skills to organise and progress activity

Can use Powerpoint Slide 8 - 13 to review IDEA model
	15 Minutes
	

	
	
	Participants will be  able to  organise and oversee activities to practice 5 of the skills of Gaelic Football 
	· Participants (in groups) organise and progress an activity for a particular skill
	Divide participants into groups. 

Provide a skill for each group to coach. 

Group to follow the Skill Card, employ IDEA model and use the How to Coach Skills to organise and progress activity

Tutor to feedback on coaching performance

Use PP Slide 15 to outline task
	60 minutes
	


Module 3 – Movement in Gaelic games
This module is a mixture of theory and practice, with the larger time allocated to the practical session. The aim of this module is to further develop the ‘How to Coach’ skills through the organisation of activities to develop skill (technical proficiency). 

Participants will demonstrate their ability through the organisation and progression of appropriate skill development activities. The module takes a Games Based approach to coaching and through the provision of the skill cards reinforces the development of technical proficiency through appropriate fun games and drills.

The initial theory session may be conducted in the hall/field without the use of Powerpoint.

Participants should wear suitable attire for the practical session – tracksuit, runners etc.

After the initial introductory discussion regarding the different skills of the game, the format for the practical session is as follows:

· Practical session should begin with a Tutor Demonstration.

· Tutor to reinforce the importance of the How to Coach Skills 

· Participants take a skill card and are asked to organise activities to develop a specific skill

· Ensure that all participants are provided with an opportunity to coach 

· Tutor to debrief the participants on their performance as a coach

Below is the Movement in Gaelic games Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allowed for this module is 90 minutes (1 ½ hours).

Foundation Award Module Specification

	Module Title: Movement in Gaelic games

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to introduce the participants to the different movement patterns within Gaelic games. Emphasis is placed on the fact that there are differences in the needs, abilities of players that might affect coaching Children, Youths and Adults.
Emphasis will be on the importance of physical patterns across the Child, Youth and Adult players.

	Learning Outcomes:

On completion of this module, participants will:

· Be able to identify the different movement requirements of Gaelic games

· Be able to organise activities to develop movement abilities

	Indicative Syllabus:

· Movement within Gaelic games

· Agility

· Balance

· Coordination

· Running 

· Jumping

	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

Playing Equipment

Task sheets: 
How to Coach Prompt Cards

Skill Cards



All other tasks are discussion or flipchart led

	Additional Support Material:



	Total Time Allocated to Module: 90 Minutes (1 1/2 Hours)


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time

	Movement in Gaelic games 
	The aim of this module is to introduce the participants to the different types of movement that are required within Gaelic games.

This module is primarily a practical module, taking place in the field or in a hall. Participant should be suitably attired.

The module structure is as follows:

· Tutor Introduction of the subject matter

· Tutor demonstration of how to coach one of the activities (demonstrating the how to coach skills)

· Participants (in groups) take a skill card and organise appropriate activities

Tutors debrief participants on their performance (emphasising the How to Coach Skills)
	Participants will be able to identify the different movement requirements of Gaelic games


	· Movement in Gaelic games
	Tutor Led Discussion

Tutor to introduce the different types of movement required within Gaelic games

Tutor to focus on:

· Agility

· Balance

· Coordination

· Running 

· Jumping


	15 Minutes
	90 Minutes (1 1/2 Hours)

	
	
	Participants will be able to organise activities to develop movement abilities
	· Tutor Led Demonstration
	Tutor to take one of the Skill Cards and organise an activity.

Tutor to follow the IDEA model and emphasise the 6 How to Coach Skills


	15 Minutes
	

	
	
	
	· Participants (in groups) organise activities to develop the movement skills
	Group work. Participants to take one of the skill cards and organise activities to develop that skill. Approx 10 Minutes per participant.

Tutor to debrief emphasising the How to Coach skills
	60 Minutes
	


Module 4 – Coaching Children, Youths or Adults

The aim of this module is to introduce the participants to the similarities and differences that exist between Child, Youth and Adult participants in Gaelic games. Children, Youths and Adults each have differing needs and capacities across each of the different areas: technical, tactical, team play, physical, psychological, social etc.
The key areas that coaches need to be aware of when dealing with different individuals are highlighted. Emphasis is placed on the fact that there are differences in the needs, abilities and issues that might affect coaching Children, Youths and Adults.

This module explores areas such as:
· The typical Child, Youth and Adult - similarities and differences

· Coaching Philosophy

·  Winning vs. Development focus

· Creating a positive learning environment

· Planning for fun
Below is the Coaching Children, Youths or Adults Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allocated for this module is 60 Minutes (1 Hour)
Foundation Award Module Specification

	Module Title: Coaching Children, Youths and Adults

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to introduce the participants to the similarities and differences that exist between Child, Youth and Adult participants in Gaelic games.

The key areas that coaches need to be aware of when dealing with different individuals are highlighted. Emphasis is placed on the fact that there are differences in the needs, abilities and issues that might affect coaching Children, Youths and Adults.

	Learning Outcomes:

On completion of this module, participants will:

· Be able to identify the issues and challenges of working with different playing groups
· Be able to identify winning vs. development focussed coaching philosophy

· Be able to identify how coaching styles and philosophies may vary when working with different playing groups

· Be able to identify how to create a safe positive learning environment for players

	Indicative Syllabus:

· The typical Child, Youth and Adult - similarities and differences

· Coaching Philosophy

·  Winning vs. Development focus

· Creating a positive learning environment

· Planning for fun

	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

Task sheets: 
Typical Child, Youth or Adult Task Sheet



Ranking of Important Terms Task Sheet



Creating a Positive Environment Task Sheet



Planning for Fun Task Sheet



All other tasks are discussion or flipchart led

	Additional Support Material:



	Total Time Allocated to Module: 60 Minutes (1 Hour)


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time

	Coaching Children, Youths or Adults 
	The aim of this module is to introduce the participants to the similarities and differences that exist between Child, Youth and Adult participants in Gaelic games.

The key areas that coaches need to be aware of when dealing with different individuals are highlighted. Emphasis is placed on the fact that there are differences in the needs, abilities and issues that might affect coaching Children, Youths and Adults.


	Participants will be able to identify the issues and challenges of working with different playing groups
	· The typical Child, Youth or Adult
	Group Work (Flip Chart Based) 

Groups to draw the typical Child, Youth or Adult player and identify key words that they would associate with each.

Groups to feedback to each other. Tutor to facilitate and record responses.

Can use Powerpoint Slides 3 to set task and 4 – 7 as sample answers
	15 Minutes
	60 Minutes (1 Hour)

	
	
	
	· Ranking of Importance
	Group Work (Flip Chart Based) 

Groups to rank in terms of importance the highlighted terms for the Child, Youth and Adult player.

Groups to feedback and discuss relative importance of each to each playing population. 

Tutor to facilitate and gather feedback.

Can use Powerpoint slide 8 to set task and Slide 9 as discussion point 
	15 Minutes
	

	
	
	Participants will be able to identify winning vs. development focussed coaching philosophy
	· Characteristics of coaches that are winning focussed

· Characteristics of coaches that are development focussed
	Tutor Led Discussion. Tutor to lead discussion on the characteristics of winning vs. development focus.

Tutor to emphasise the differences between these philosophies and how they might affect the Child, Youth or Adult player.

Can use Powerpoint Side 10
	10 Minutes
	

	
	
	Participants be able to identify how to create a safe positive learning environment for players


	· Creating a positive environment
	Tutor Led with additional Group Work: (Record on Flip Chart)

Tutor outlines the requirement to create a positive environment. 

Groups to identify different ways of creating a positive environment. Tutor to facilitate and take feedback.

Can use Powerpoint Slide 12 to set task and 13 to sum up.
	10 Minutes
	

	
	
	
	· Planning for Fun


	Group Work (Flip Chart Based).

Groups to identify different ways of planning for fun within sessions.

Can use Powerpoint Slide 13 to sum up


	10 Minutes
	


Module 5 – Introduction to Games

This module is a mixture of theory and practice, with the larger time allocated to the practical session. The aim of this module is to further develop the ‘How to Coach’ skills through the organisation of games. 

Participants will demonstrate their ability through the organisation and progression of appropriate games. The module takes a Games Based approach to coaching and through the provision of the skill cards reinforces the development of tactical prowess and team play through appropriate fun games, modified games and full games.

The initial theory session may be conducted in the hall/field without the use of Powerpoint. This theory session explores the different types of games and looks at which games are most appropriate for each participant – child, youth or adult.
Participants should wear suitable attire for the practical session – tracksuit, runners etc.

After the initial introductory discussion regarding the different skills of the game, the format for the practical session is as follows:

· Practical session should begin with a Tutor Demonstration.

· Tutor to reinforce the importance of the How to Coach Skills 

· Participants take a skill card and are asked to organise a fun game or modified game
· Ensure that all participants are provided with an opportunity to coach 

· Tutor to debrief the participants on their performance as a coach

Below is the Introduction to Games Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allowed for this module is 90 minutes (1 ½ hours).

Foundation Award Module Specification

	Module Title: Introduction to Games

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to further develop the ‘How to Coach’ skills through the organisation of games. 

Participants will demonstrate their ability through the organisation and progression of appropriate games.

The module takes a Games Based approach to coaching and through the provision of the skill cards reinforces the development of technical proficiency, tactical prowess and teams play through games.



	Learning Outcomes:

On completion of this module, participants will:

· Be able to identify the 3 different types of games – Fun Games, Modified Games, Full Games

· Be able to identify key factors that can be altered to modify a game

· Be able to organise a game appropriate to Children, Youths or Adults

	Indicative Syllabus:

· The types of games

· Fun Games

· Modified Games

· Full Games

· STEP Model

· IDEA Model for coaching

	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

Coaching Equipment

Task sheets: 
Gaelic Football Skill Cards

How to Coach Prompt Cards 

All tasks are either discussion or flipchart led



	Additional Support Material:

The GAA Coach Education Skill Development Cards 

The GAA Skill Development Model

The GAA Fun Do Resource Pack

The OTú CD ROM

Support Documents:

The OTú Coaching Model Document

Developing the Skills of Gaelic Games

The Phases of Learning

The Skill Development Model

Fun Games

Games

Varying Activities – STEP

IDEA Principle



	Total Time Allocated to Module: 90 Minutes (1 ½ Hours)


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time



	Foundation Award:

Introduction to Games


	This module is a mixture of theory and practice, with the larger time allocated to the practical session.

The initial theory session may be conducted in the hall/field without the use of Powerpoint

Participants should wear suitable attire for practical session – tracksuit, runners.

· Practical session should begin with a Tutor Demonstration.

· Tutor to reinforce the importance of the How to Coach Skills 

· Ensure that all participants are provided with an opportunity to coach.

· Tutor to debrief the participants on their performance as a coach
	Participants will be able to identify the different types of Games
	· The types of Games
· Fun Games

· Modified Games

· Full Games
	Tutor Led Discussion 

(record using Flip Chart sheet)


Different Types of Games - 

Tutor to facilitate discussion. What do participants think of when they think of games? Different types of games for Children, Youths and Adults. The uses of games within coaching sessions.

Can use Powerpoint slides 3 - 8.
	15 Minutes
	90 Minutes (1 ½ Hours)

	
	
	
	· Appropriate Games for Children, Youths and Adults
	Group Work 
(record using Flip Chart sheet)

Participants to identify which games would be most appropriate for each age group

Can use Powerpoint slides 9 to set the task and sum up and 10 to set importance of correct type of game for players
	
	

	
	
	Participants will be able to identify key factors which can be used to modify or alter a game
	· STEP Method

· Space

· Time/Task

· Equipment

· Personnel
	Tutor Led Discussion 

Tutor to identify with the aid of the group how it is possible to modify a game using STEP principle

Can use Powerpoint Slide 11 to review STEP model
	5 Minutes
	

	
	
	Participants will be  able to organise games appropriate to Children, Youths or Adults 
	· Participants (in groups) organise and progress games activities
	Divide participants into groups. 

Provide a skill card for each group to coach. 

Group to follow the Skill Card, employ IDEA model and use the How to Coach Skills to organise and progress activity

Tutor to feedback on coaching performance

Use PP Slide 12 to outline task
	70 minutes
	


Module 6 – Conclusion

The aim of this module is to wrap up the course, review the outcomes as against the course delivered and outline to the participants the available resources and courses that they can take.

Participants will review the course and provide feedback to the Tutor.

Below is the Conclusion Module Specification, identifying the learning outcomes to be achieved, and the Tutor requirements for this module. Further below is the module lesson plan, outlining each outcome, the appropriate content and methodology of delivery, the time allocated to each section of the module and the overall time of the module. Also identified here are the appropriate Tutor resources that are supplied to support the delivery of content and the achievement of the outcome.

The total time allocated to this module is 30 minutes (1/2 hour).

Foundation Award Module Specification

	Module Title: Conclusion

	Coach Education Programme Level: Foundation Award 

	Stream: Generic

	Module Aims: 

The aim of this module is to wrap up the course, review the outcomes as against the course delivered and outline to the participants the available resources and courses that they can take.

Participants will review the course and provide feedback to the Tutor.



	Learning Outcomes:

On completion of this module, participants will:

· Be able to review the course objectives against content delivered 

· Be able to review the course contract

· Be able to identify the format and next steps on the Coach education ladder

· Be able to identify the available resources

	Indicative Syllabus:

· The structure of the Coach Education Programme 

· The Course contract

· Available resources

· Fun Do Pack

· ÓTú CD ROM

· Cúl4kidz/Fired Up

· Games Development Conference

· GAA Websites and contacts

	Tutor Requirements:

Laptop (with all associated cables & speakers)

Projector (& screen or wall)

Course memory stick/CD

Pens

Flipchart & paper

Marker pens

Blu-tack

Task sheets: 
All tasks are either discussion or flipchart led



	Additional Support Material:

The OTú CD ROM

Games Development in the GAA



	Total Time Allocated to Module: 30 Minutes 


	Title
	Commentary
	Outcome
	Content
	Method of Delivery
	Time Allocated
	Overall Time

	Conclusion 
	The aim of this module is to wrap up the course, review the outcomes as against the course delivered and outline to the participants the available resources and courses that they can take.

Participants will review the course and provide feedback to the Tutor.


	Participants will be able to review the course objectives against content delivered 


	· Course Objectives 
	Tutor Led

Tutor to use Course objectives identified in the introduction and outline whether they have been achieved

Can use PP Slide 2
	5 minutes
	60 Minutes (1 Hour)

	
	
	Participants will be able to review the course contract
	· Course Contract
	Tutor Led: (Record on Flip Chart)

Can use PP Side 3 (or record of contract from Flip Chart)
	5 Minutes
	

	
	
	Participants will be able to identify the format and next steps on the Coach education ladder
	· Structure of Coach Education Programme


	Tutor Led

Can use Powerpoint Slide 4 or diagram of the structure
	5 Minutes
	

	
	
	Participants will be able to identify the available resources


	· Resources available to Coaches

· Fun Do Pack

· ÓTú CD ROM

· Cúl4kidz/Fired Up

· Games Development Conference

· GAA Websites and contacts


	Tutor Led:

Can use Powerpoint Slide 5 and provide details of County Games Development Manager contacts


	5 Minutes
	


Conclusion
The GAA Games Development department oversees and co-ordinates the range of qualifications and events to support coaches throughout the Association. In order to maximise the impact of the Coach Development Strategy, the GAA must aspire to be a leader in the area of education and a catalyst for innovation and best practice within the GAA. Through the delivery of educational programmes, the GAA can encourage a culture of lifelong learning that can positively affect both behaviour and performance.

The programme of learning opportunities and events will meet the needs of coaches working at all levels of Gaelic games alike and will be balanced by delivery as appropriate at County, Provincial or National level or online.

Outcomes

Successful implementation of the GAA Coach Development Strategy will lead to the following outcomes which will be monitored on an ongoing basis:

· More qualified, specialist coaches.

· Higher progression rate of coaches.

· Clear pathways for coaches

Delivery of the Coach education programme will raise the quality of coaching at all levels and provide sufficient appropriately qualified coaches to meet demand. 
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