
DUAL CODE GAME DESIGN

USING A GAMES BASED 

APPROACH



GAME DESIGN

PRINCIPLES
SKILLS

THEME GAME 
MODEL

THEME
This is the blueprint on how you 
want your team to play.

GAME MODEL

These are guidelines to help 
players adhere to the game 
model & theme

PRINCIPLES

This is a specific area of the 
game model

These are the technical skills 
required for this theme and the 
principles you are using 
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SKILLS
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SKILL REQUIREMENT





PRINCIPLES

HURLING FOOTBALL

➢ Pass & Move

➢ Third Man Run

➢ Play the way we face

➢ Play through the lines

➢ Width

➢ Accurate Stick & Handpass

➢ Work to delivery Zone

➢ Pass & Move

➢ Third Man Run

➢ Play the way we face

➢ Play through the lines

➢ Width

➢ Move the ball

➢ Accurate Foot & Handpass



Transition Defence to Attack Curriculum Layers

u12-14

u14-16

u16-19



COACHES TOOLBOX
HOW CAN I CREATE GAMES
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PITCH SIZE PLAYERS SCORING CONSTRAINTS TIME EQUIPMENT



Boundaries –  size and 
shape of pitch

Scoring –  shape, size and 
orientation of goals

Players –  number and
allocation, start position

Start position of ball feed

BOUNDARIES
PLAYERS

SCORING
FEED & SPEED
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SCORE

TIME

TEAM/PLAYER 
CONSTRAINTS

USE OF 
EQUIPMENT

Point scoring system

 Time Limit

 Additional rules or 
 Constraints

 Equipment

www.igaacoach.ie



   SKILLS WARM UP GAMES

▪ All players inside the D
▪ 50% ball to player ratio (10 

players 5 balls)
▪ 60 seconds x 3 
▪ Count the touches per player

❖ Players Scanning
❖ Accurate Offloads
❖ Calling for a pass
❖ Movement 

▪ 3 Players
▪ Hand Pass followed by 

stick/foot pass

❖ Pass and move away
❖ Pass and move to support
❖ Identify angles



  

 Principles Games

▪ Player on Player
▪ Only tackle own player
▪ 30m stick/foot pass before 

we can score
▪ No Play
▪ Pass & Move 15m

❖ Are we moving after pass
❖ Are we scanning
❖ Can we move to space
❖ Are we tracking runners

▪ 8 Cones 
▪ After player receives the 

ball, the players directly left 
and right come on the loop 
and pass and one strikes to 
another cone free

❖ Scan the defenders
❖ Loop at pace
❖ Time the run
❖ Good first touch

Depending on age and skill add 
floaters to decrease difficulty

Decision Making & 
Running Pattern Game

Depending on age and skill add 
defenders to increase difficulty



  

 Principles Games

▪ Player on Player
▪ Only tackle own player
▪ Must get a pass to wide 

player before score
▪ Must enter at pace
▪ Wide players not tackled

❖ Movement of wide players
❖ Injecting pace
❖ Breaking wide
❖ Runners off the shoulder

▪ 5 players
▪ A strike to B
▪ B pop pass to C
▪ C Strike to D
▪ D angled run and pop to E
▪ E Score

❖ Skill execution
❖ Running Angles
❖ Play how we face

Patterns and 
Pressured Skills

Add sweeper to increase 
difficulty

A

B

C

D
E



  

 Principles Games
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A

B

C

D
E



Execute the plan

Test the unopposed pattern to 
show them the full picture of 
why we did the games we did 
linking our skills & principles





Hooks/Blocks (Tackles)

1st 1st

2nd 2nd

Game Game

Tackles

1       2

2nd Half
PUCKOUTS/KICKOUT

WON LOST

1

2

3

4

5

6

7

8

9

10

11

12

13

14

15

WON LOST

1

2
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15

SHOTS
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