LANCASHIRE PLAYER DEVELOPMENT PATHWAY
UNDER 11’s Age Group


	Age Group
	Under 11s
	Coach Development Plan
	

	What are the key differences in the Laws of the Game from last year to be aware of this year

	1. Drop kick restarts
	2. Tactical kicking
	3. Five man scrums
	4. Potentially more players at the breakdown

	What are the key changes in the Laws of the Game for next year to be considered during this year

	1. 6 man scrum with No.8 who cannot pick up at scrum
	2.
	3.
	4.

	Recommended Games for Understanding ( session plans are available on the coaches web page)

	1. 1. Maul and Ruck Touch – similar to normal touch but in contact ball carrier initiates ‘mini’ maul or ruck
	2. 2-pass Game. Players are encouraged to make 2 quick passes away from contact area and to look for space.
	3. Bib Game. 2 or 3 defenders wear bibs and in the game represent spaces (their touch does not count).  Attacking side must seek out and attack the players wearing bibs. 
	4. Numbers Game. Defenders are given a number, say half defenders are 1’s and half are 2’s.  When coach calls number players with that number go onto one knee and represent space.  Attacking side must react and recognise this available space.

	5. Channel Game.  Cone 8m channel down each side of the pitch. Defenders are allowed 1 player only in each channel. Encourage attackers to take advantage of available space in the channels.
	6. Rugby Tennis Game. 2 teams on a 60m x 40m pitch. 1 team in each half of the pitch.  Players kick one ball from one team to the other (like tennis).  If the ball is caught cleanly the player can advance 5m.  If the ball is dropped the kick is taken at the point the ball is collected.  Aim is to get the ball over the opponent’s goal line.  Vary pitch size according to player ability.
	7.  Bear Game.  Players are on all 4s in a good scrum position.  Hollow back, head in neutral position, etc.  (attend Rugby Ready course).  Powerful crawl on all 4’s (bear like) maintaining a good scrum body shape at all times.  Repeat until the body shape becomes repeatable.  When coach is happy with safety, crawl can advance into contact.
	8. Scrum Games. Build scrum up 1v1, 2v2, 3v3. Play games in these formations so players are comfortable to ‘rock’ against each other.  Move from side to side, circle while keeping a good body position.  Build up to 5v5 (DO NOT play games in this formation). Mange the increased numbers and power carefully.


	What are the main themes of the coaching team for this season

	Theme/Component 
	How will this be delivered
	How will this be measured

	Continue previous development
	· Continue previous seasons development themes
	· See U-10 Development Plan

	Continue:

Contact area coaching to improve speed and quality of ball retention / presentation.
Potentially more player in the contact area.
	· Fist principle to avoid Maul or Ruck by passing before contact. Turnover touch – any touch results in turnover.
· Games to focus on development of maul and ruck skills – Maul and Ruck Touch (see above).  Work on ball presentation, safe body positions in contact and drive.

· Players to enter through the ‘gate’ and drive from low to high (aeroplanes taking off) and remain on their feet.
· Move ball quickly away from contact area – 2 pass game, promote 2 quick passes away from contact area.
· Recommend RFU ‘Maul and Ruck’ CPD course
	· Number of successful mauls and ruck in a game.
· Differentiate between good and poor maul and ruck ball. 

	Alignment and re-alignment at set plays and broken play.
	· Walking touch – allows players and coaches to concentrate on alignment in both attack and defence by slowing the game down.
· In a normal game occasionally stop ‘freeze’ play to highlight good and poor alignment situations.

· Recommend RFU ‘Continuity in Attack’ CPD course 
	· Observe games and note where and when good and poor alignment results in gain / loss of control. 

	Encourage the back line to pass the ball along the line and come on to the ball at pace.
	· Develop understanding of the ‘gain’ line and ‘tackle’ line.
· 2-pass game (see above) to initiate movement along the line.

· Condition game to encourage movement of the ball to find space, reduce the number of defenders to create space. Bib Game, numbers Game, Channel Game (see above). 

· Recommend RFU ‘Continuity in Attack’ CPD course
	· Observe games and praise good use of space and pace.
· Note numbers of times play get over the gain line and why, provide feedback.

	Restart Kicks
	· Start all game with a drop kick restart.  Encourage kicking to apply pressure to opposing side, where there are spaces or to use own players to provide pressure.  Allow everyone to practice and carry out restarts. 
· Receiving restarts – encourage players to take up positions to cover all variations of restarts, left or right, short or long.

· Practice catching the high ball, Rugby Tennis Game.  Ensure players communicate and call for the ball.
· Encourage the team gathering the ball to look for available space and attack areas of weakness in the opposition alignment. 
	· Observe games and note successful and unsuccessful restarts and why.
· Provide constructive feedback to players.

	Tactical Kicking
	· Initial reaction will be for all players to try and kick the ball in any area of play.  Be positive in response and encourage players to measure the outcome of each kick. Did we gain advantage from the kick or did we simply give the ball to the opposition.
· Play games to encourage tactical understanding of why and when to kick.  Overload defence to encourage kicking to gain advantage.  Overload attack to encourage ball handling. (Attackers are the team with ball in hand)
	· Observe games and note successful and unsuccessful kicks and why.

· Provide constructive feedback to players

	5-man Scrum
	· Scrum is becoming more powerful and therefore it is important to focus on correct and safe body positions in the scrum.
· Coaches must attend Rugby Ready or Scrum course to become familiar with how to coach correct body positions.  Also enlist the help of an experienced coach in the club to assist with the coaching of the scrum.  
· Work on scrum discipline, correct and repeatable binds. Keep a correct and safe body position during crouch, touch, hold and engage procedure, Bear Game, Scrum Games
· Work primarily on keeping the scrum stable without rotation.  Forward movement of the scrum is restricted to 1.5m therefore forward drive is secondary to stability.

· Work with hookers and feeders of the scrum to develop a well timed strike of the ball and the ball is not blocked as it moves to the back of the scrum.

· Recommend RFU ‘Rugby Ready’ CPD course
	· Concentrate on SAFETY at all times.  Note any instability in the scrum and if unsure seek help to identify why the scrum is unstable.
· Note the quality and success of the hook and provide positive feedback and correction.

	Additional Comments

	· Need to focus on increasing the number of players as the game is becoming very different and some players struggle to cope.
· The challenge is to continue the conversion from a collection of individuals to a team, moving the ball, supporting at the breakdown.
· Take time to do one on one coaching with key players, scrum halfs, fly halfs and also technical details around scrummage and lineout.
· Practise kick offs with the players - they often don’t know where to stand and how to react when the ball is kicked off.
· Big strong runners make a difference; think about the positions that you play the better tacklers in your team.


With thanks from the Lancashire Coaching Sub Committee to those who have contributed to the development of these documents: 
Andy McKinney, Paul Reid, Mike Crookes, Simon Ogden, Pete Clarke


