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The Evidence Promoting Mini-Games

 A Study carried out by Niall Moyna (The Faculty of 
Science and Health DCU) for Croke Park during the 
preparation of the GAA’s Go-Games programme.
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Match Analysis 
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What are We Looking For???

1.Players who can make decisions for themselves without waiting for 

coachôs instructions.

2.A Coaching system that will replicate what happens in a game so that

situations will not startle our players. 



How Do We Achieve This???  

1. We put our players in to many match-type situations 

on a regular basis through carefully planned coaching 

sessions. 

2.  These coaching sessions need to be carefully tailored 

to achieve the coachôs desired targets.



Games That Will Help us Achieve our Aims. 

1.  The ñGatesò Game. ïBreak the Tackle.

2.  The ñCircleò Game. ïRisk/Reward, Decisions.

3.The ñLong Ballò Game.

4.The Indoor Game. ïCatching, Fallback Striking and Tackling.
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- Both teams take turns attacking and defending.

- Attacking Team try to score goal/point. If they score they get another ball at the gates and try to  

score again.  

- If the ball goes wide or into the goalie, the goalie plays it to the defending team.

- Defending team must win possession and carry the ball through the gates. They then become the     

attacking team.

- Play a 5 minute game or first to 3.

The Gates Game 5/6 Aside

Coaching Emphasis.

- Attacking Teamwork.

- Transition.

- Breaking Tackles.

- Multi Positions.

- Shooting.

45m line



The Circle Game 5/6 aside. Risk/Reward, Decisions

Coaching Emphasis

- Tackling

- Movement

- Communication

- Decision Making

- Shooting

- Place a portable goal in the middle of the main pitch. (Poles optional).

- Place a circle of cones around the goal (distance depends on age/standard of players)

- Teams score by (a) shooting a point or (b) executing a frontal block.

- Teams can only score from outside the cones.

- Players may enter the zone to retrieve the ball.

- Ball is alive all the time.

- First to 5 wins, but play no more than 3 minutes.
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The Long Ball Game. 6/8 Aside. Distance Striking.

Coaching Emphasis.

- Long Striking.

- High Catching.

- Off the Ball Movement.

- Tackling.

- One Active Zone at each end with a dead zone in the middle (No Mans Land).

- Distance depends on age/standard.

- Teams score by striking from Zone 1 to a Team-mate in the other Zone 1.

- The Ball may be contested in Zone 2 but must be played back to a team-mate in Zone 1.

- First to 5 wins.

H

Zone 1

XY XY XY

.....................................................

Zone 2

......................................................

XY XY  XY

Zone 1

H



Indoor Hurling Games. Catching/Fallback Striking/Tackling

Indoor Hurling is a powerful tool for increasing your players reactions.

Use a progression of different Indoor Hurling games to improve different aspects of your playersô game.

1.Ground Hurling (Normal Rules)

2.Normal Hurling with each score counting as one. (No soloing, canôt score from own half.)

3.Normal Hurling (no soloing, points only, canôt score from own half.)

4.Normal Hurling, points only, canôt score from own half plus one for a frontal block and one for clean 

catch. This means that a player must decide if itôs worth risking being blocked in order to try to get 

a score. 

All these games promote decision making. The number and frequency 

of decisions to be made increases with each game as does the speed with 

which each decision needs to be made.



Conclusion

Try to coach your players by getting them to make the decision (game situation) as 

opposed to you making the decision for them (drill). Repeatedly putting them into 

random situations increases the chance of them reacting well to any situation that 

occurs in a competitive game.
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