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Session Name Duration 

1 Ball Striking #1 60 minutes 

2 Ball Striking #2 60 minutes 

3 1 v 1 #1 60 minutes 

4 1 v 1 #2 60 minutes 

5 1 v 1 #3 60 minutes 

6 First touch #1 60 minutes 

7 First touch #2 60 minutes 

8 First touch #3 60 minutes 

9 Running with the ball #1 60 minutes 

10 Running with the ball #2 60 minutes 

11 Running with the ball #3 60 minutes 

Key Focus: 
 
All of the attached sessions will 
focus mainly on the ABC’s of each 
young players development: 
A – Agility 
B – Balance 
C – Co-ordination 
 
These games have been designed 
to allow players to develop the 
above skills along with good, 
basic football techniques with fun 
and enjoyment at the forefront. 
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Ball Striking #1 
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Warm Up  
Tag - 10minutes 
 
SET UP 
1. Chose taggers – approx. 1 per 4 non taggers 
2. Taggers hold bibs 
3. All players are in the area 
 
HOW TO PLAY 
1.Taggers hold bibs 
2. Once you get tagged the tagger drops the bib 
and you pick it up – you are now the tagger 
3. 3 or 4 rounds 
4. 1 minute per round 
 
 

PROGRESSIONS 
Challenge the players to go the entire minute without being tagged 
Find creative ways to fool the taggers 

OUTCOMES – Awareness 
                         Dodging and feinting 
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Part 1 
Fighter Pilot - 15 minutes 
 
SET UP 
1. Each player has a ball 
 
HOW TO PLAY 
1. Players dribble round area 
2. Coach shouts out ‘fighter pilot’ 
3. Players try to shoot their ball at other players 
balls 
4. Score 5 points for each time you hit a ball 
5. 3 rounds 
 
COACHING POINTS 
1. Accuracy of shooting – dribble closer 
2. Experiment using both feet 
3. Blocking and shielding 
 
 
 
 
 
 
PROGRESSIONS 
Lose a point when your ball gets hit 
Coach takes part and his/her ball is worth double 

OUTCOMES – Accuracy of shooting 
                         Awareness of when to shoot 
                         Use of both feet 
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Part 2 
Tanks & Soldiers – 15 minutes 
 
SET UP 
1. Divide the players into 2 teams and bib 
accordingly. 
2. Blue team (the Tanks) has players in pairs, 
stood facing each other on opposite sides of the 
area, with one ball between them. 
3. Red team (the Soldiers) all stand on the outside 
of the area as shown below. 
 
HOW TO PLAY 
1. When coach shouts “Go”, Reds aim to run to 
the opposite side of the area. 
2. Blues pass to each other and try to hit Reds 
below the knee with the ball. 
3. If a soldier gets hit they become a tank. 
 
COACHING POINTS 
1. Accuracy of shot 
2. Control when receiving 
3. First time pass 
 OUTCOMES - Passing accuracy 

                         1st touch control 
                         Acceleration / deceleration and agility 

PROGRESSION 
• Tanks must pass the ball with different feet 
• Area becomes smaller so that the tanks are closer to the soldiers 
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Part 3 
Small Sided Game – 20 minutes 
 
SET UP 
1. 3v3 
2. No GK’s 
 
HOW TO PLAY 
1. Kick in or dribble in from the side 
2. Kick in or dribble in from the goal 
3. No corners 
4. Swop over teams after 5 minutes 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 

OUTCOMES – Putting into practice what they have learnt 
                          Decision making within a game 
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Warm-up 
Stuck in the Mud - 10 minutes 
 
SET UP 
1. 12 players – 3 are taggers 
2. Taggers wear a bib 
3. Start with players without a ball 
 
HOW TO PLAY (WITHOUT A BALL) 
1. Taggers try to tag none taggers 
2. Once tagged you stand with your arms out and 
legs shoulder width apart, shouting for help 
3. To be freed another player crawls between 
your legs 
 
WITH A BALL 
1. None taggers have a ball each 
2. Once tagged players stand with legs open and 
hold ball above their head 
3. To be freed another player passes the ball 
between their legs. 
 
 

PROGRESSIONS 
Taggers have a ball and must hit theirs against the none taggers 
Use of different foot to pass 

OUTCOMES – Awareness 
                         Dodging and feinting 
                         Ball Control 
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Part 1 
Ghostbusters - 10 minutes 
 
SET UP 
1. Four players are ghosts 
2. Remaining players are ghostbusters and have a 
ball each 
 
HOW TO PLAY 
1. Players start by dribbling around the grid 
2. Coach shouts Ghostbusters the players try and 
shoot the ball at the ghosts below the knee. 
3.If ghosts get hit they sit down 
4. Game is over when all ghosts have been hit 
5. Play 4 rounds 
 
COACHING POINTS 
1. Accuracy of shooting 
2. Dribble to shoot 
3. Dodging  
 
 

PROGRESSIONS 
Time how long it takes to get all the ghosts 
Use different feet 

OUTCOMES – Accuracy of shooting 
                         Awareness of ghosts 
                         Decision making of when to dribble/shoot 
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Part 2 
Hit The Target! - 20 minutes 
 
SET UP 
1. 2 games of 3v3 
2. 5 cones set up at each end as goals 
 
HOW TO PLAY 
1. Aim to shoot down the oppositions cone 
2. When you knock down a cone you pick it up 
and put it by your teams cones 
3. Winning team is team with most cones 
4. Swop teams over after regularly  
 
COACHING POINTS 
1. Decision making on whether to shoot 
2. Accuracy of shot 
3. Awareness of team mates, opposition and 
cones 
 
 
 
 

PROGRESSIONS 
Can only shoot at cone on players first touch 
 

OUTCOMES – Accuracy of shooting 
                         Decision making of when to dribble/shoot 
                         Awareness 
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Part 3 
Small Sided Game - 20 minutes 
 
SET UP 
1. 2 teams of 6v6 
2. Can use GK’s if you wish 
 
HOW TO PLAY 
1.  Kick in or dribble in 
2. Let them play 
 
COACHING POINTS 
1. Encourage players to try what they have learnt 
in the session 
2. Praise success 
 

OUTCOMES – Accuracy of shooting 
                         Decision making of when to dribble/shoot 
                         Awareness 
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Warm Up 
15 minutes 
 
SET UP 1 
1. Each player with a ball 
2. Players dribbling around the area exploring 
different attacking moves 
 
SET UP 2 
1. Three players as taggers 
2. Nine players with 5 balls between them 
 
HOW TO PLAY 
1. Taggers can only tag a player without a ball 
2. Players help each other by passing to players 
being chased by the taggers 
3. Swop over taggers 
 
. 

PROGRESSIONS 
Use of other foot where possible 
Competition between how many players are tagged each go 

OUTCOMES – Awareness 
                         Accuracy and weight of pass 
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Part 1 
Skills Game – 15 minutes 
 
SET UP 
1. Field split into 3 
2. Players split into three equal teams 
3. Grids numbered 1-3 
 
HOW TO PLAY 
1. All players dribble to a grid 2 
2.  Make a feint in the area 
3. Accelerate into grid 1 or 3 and score 
 
COACHING POINTS 
1. Head up to avoid collisions 
2. Accelerate into space to score 
3. Quickness of feint/skill 

PROGRESSIONS 
Coach calls number 1-4 and it’s a race to see which team scores 
first 

OUTCOMES – Awareness 
                         Acceleration after a skill 
                         Skill – pass, dribble or shoot                          
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Part 2 
Skills Game 2 – 15 minutes 
 
SET UP 
1. 3 fields set up 
2. Two teams  of two players on each field 
3. 1 ball per field with balls on the outside 
 
HOW TO PLAY 
1. Blue team passes to one player on the red 
team 
2. Blue player closes them down 
3. Red player tries to take the blue player on 1v1 
and score. 
4. Swop over 
 
COACHING POINTS 
1. Timing of skill 
2. First touch when receiving 
3. Acceleration after beating the player 
 

PROGRESSIONS 
Create a 2v1 then 2v2 

OUTCOMES – Awareness – Dribble, pass, shoot 
                         Timing 
                         First touch 
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Part 3 
Small Sided Game – 15 minutes 
 
SET UP 
1. 3v3 
2. No GK’s 
 
HOW TO PLAY 
1. Kick in or dribble in from the side 
2. Kick in or dribble in from the goal 
3. No corners 
4. Swop over teams regularly 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 

OUTCOMES – Putting into practice what they have learnt 
                          Decision making within a game 
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1 v 1 #2 
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Warm up 
10 minutes 
 
SET UP 
1. Cones set up as per the diagram 
2. Guards guard two sets of gates each 
3. Ball per middle player 
 
HOW TO PLAY 
1. Players try to get past the guards 
2. Guards stay in between the two gates they are 
protecting 
3. If too hard take away some guards 
4. Swop over guards and players 
 
COACHING POINTS 
1. Awareness – gates and guards 
2. Timing and use of feints and skills 
 
 

PROGRESSIONS 
Add in a tagger in the middle to stop the players 
 

OUTCOMES – Awareness 
                         Timing of skills feint 
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Part 1 
Skill game 1 – 15 minutes 
 
SET UP 
1. Large grid with triangles (half triangles to 
number of players i.e. 12 players = 6 triangles) 
2. Players in two groups 
3. One group with ball, one without 
4. Players without the ball stand in a triangle 
 
HOW TO PLAY 
1.  Reds dribble around the area and attack the 
triangles from any possible side.  
2.Only one player can attack a triangle at a time.  
3. Change roles of the groups regularly. 
4. Players count how many grids they pass 
through 
5. Start that players in triangle cant tackle 
 
COACHING POINTS 
1. Make feints 
2. Awareness of when and where to attack a grid 
 
 
 PROGRESSIONS 
Defenders can tackle 
Time how long to get to a certain number of points 

OUTCOMES – Awareness – head up 
                         Timing of skills feint 
                         Acceleration after a skill                          
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Part 2  
Skill game 2 – 15 minutes 
 
SET UP 
1. Two equal teams 
2. two goals at each end 
 
HOW TO PLAY 
1.Red passes to blue and closes down. 
2. Blue can decide which goal to score in 
3. Swop over attackers and defenders 
 
COACHING POINTS 
1. First touch when receive the ball to dribble 
2. Head up 
3. Timing of skill and acceleration after 
4. Awareness of defender and goals position 
 
 

PROGRESSIONS 
Have  four groups going – north-south and east-west to create 
a ‘busy field’ 
2v1, 1v2, 2v2 

OUTCOMES – First touch to dribble 
                         How and when to get past a player 
                         Dribble to a shot 
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Part 3 
Small Sided Game – 20 minutes 
 
SET UP 
1. 3v3 
2. No GK’s 
 
HOW TO PLAY 
1. Kick in or dribble in from the side 
2. Kick in or dribble in from the goal 
3. No corners 
4. Swop over teams after 5 minutes 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 

OUTCOMES – Putting into practice what they have learnt 
                          Decision making within a game 
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1 v 1 #3 
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Warm up 
20 minutes 
 
SET UP 
1. Two equal teams 
2. One team with a ball each 
 
HOW TO PLAY 
1. Start with ball manipulation and passing to 
other team 
2. Move onto a wall pass with other team 
3. Add in wall pass and shot 
 
 

PROGRESSIONS 
Blues become defenders Ii they win the ball try and score in 
one of the goals 

OUTCOMES – Dribbling and passing 
                         Receiving 
                         Shooting 
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Part 1 
Ball Rush – 15 minutes 
 
SET UP 
1. Two equal teams 
2. One player from each team becomes a 
defender 
3. Attackers all have a ball 
 
HOW TO PLAY 
1. Attackers try to dribble past the defender to 
the other side 
2. If the defender tackles them they become a 
defender 
3. Win is last player to be an attacker 
 
COACHING POINTS 
1. Awareness of defender 
2. Awareness of space to dribble into 
3. Control when get to the end 
 
 
 

PROGRESSIONS 
If defenders win the ball can they dribble to the end line? If 
successful the attacker becomes the new defender. 

OUTCOMES – Dribbling  into space or past a defender 
                         Control 
                         Awareness 
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Part 2 
Small Sided Games – 25 minutes 
 
Last session - mini tournament 
 
SET UP 
1. 3v3 
2. No GK’s 
 
HOW TO PLAY 
1. Kick in or dribble in from the side 
2. Kick in or dribble in from the goal 
3. No corners 
4. Swop over teams after 5 minutes 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
 



CAPITAL FOOTBALL FEDERATION 
SKILLS CENTRE SYLLABUS 

First touch #1 
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Warm up 
10 minutes 
 
SET UP 
1. Players split into threes 
2. One ball per group 
3. Cones set out in a square/rectangle 
 
HOW TO PLAY 
1. Yellow player passes to blue and closes them 
down at pace.  
2. Blue takes a touch out of his feet away from 
the oncoming yellow player and passes to red.  
3. Blue then closes down red and red takes his 
first touch away and passes to yellow and so on. 
4. Swop the direction so using both feet 
 

PROGRESSIONS 
The player taking their first touch decides which way to go 
depending on the run from the passer. 

OUTCOMES – Passing 
                          Receiving 
                          First touch away from defender 
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Part 1 
Skill practice – 15 minutes 
 
SET UP 
1. 4v1 in a tight grid 
 
HOW TO PLAY 
1. Defender passes the ball and closes down. 
2.Attackers try to keep the ball 
3. Attackers must take two touches 
 
COACHING POINTS 
1.Move to support as the ball moves 
2.Open body shape 
3.Move the ball with your first touch away from 
defenders 

PROGRESSIONS 
Make harder by either taking away attackers e.g 3v1 or adding 
defenders e.g. 5v2 

OUTCOMES –First touch away from defender 
                        Awareness of where to pass next 
                        How to support your team mate 
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Part 2 
Small Sided Game – 35 minutes 
 
SET UP 
1. 5v5 
2. GK’s 
 
HOW TO PLAY 
1.Players must take two touches 
2. Kick in or dribble in from the side 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 
 
 
 
 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
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First touch #2 
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Warm up 
15 minutes 
 
SET UP 
1. Half players in middle and half at the outside. 
2. Players on the outside with a ball each 
 
HOW TO PLAY 
1. Outside players pass to inside players who pass 
to another outside player 
2. Must take two touches. 
3. Swop Over 
 
Change feet you use 
Outside player close them down 
 
COACHING POINTS 
1. Vision and awareness, know who to pass the 
ball to  
2. First touch takes you towards free player 
3.Turn if you can 

PROGRESSIONS 
Change feet you use 
Outside player close inside player down 

OUTCOMES –First touch to turn 
                        Passing 
                        Awareness of where to pass next                         
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Part 1 
Skill Practice – 20 minutes 
 
SET UP 
1. 4v4 with 4 players on the outside 
2. One ball 
 
HOW TO PLAY 
1. Two teams in the middle against each other 
and can use the outside players 
2. Must take two touches and first touch can't 
stop the ball 
3. 5 passes = 1 goal 
4. Swop teams over 
 
COACHING POINTS 
1. Move the ball with your first touch away from 
the defender 
2. Be creative to disguise 
3. Awareness before and once you receive the 
ball 

PROGRESSIONS 
Cant play back to same player 
Outside players cant pass to each other 

OUTCOMES –First touch  
                        Awareness 
                        Creativity 
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Part 2 
Small Sided Game – 25 minutes 
 
SET UP 
1. 4v4 with 4 wall players. One on each side and 
one near the goal line. 
2. Two goals at each end 
3. Field split into three areas 
 
HOW TO PLAY 
1. Every player including wall players must take 
two touches but the ball can't stop moving 
2. If play to wall player by the goal it's one touch 
finish to encourage passing and getting in a space 
to have a first time shot. 
3.Swop teams over 
 
COACHING POINTS 
1.Good first touch away from defender 
2.Moving after you have passed the ball 
3.Awareness of where the defenders are but also 
who you can pass to. 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
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First touch #3 
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Warm up 
15 minutes 
 
SET UP 
1. Split the area into 4 and players spread around 
the areas. 
2. Players in two teams 
3. One team with a ball each 
 
HOW TO PLAY 
1. Player with the ball passes to someone from 
another colour and closes them down.  
2.Player takes their first touch away from the 
oncoming player and dribbles into another area. 
3.They then become the passer and close down 
someone else. 
 
 

PROGRESSIONS 
Use different feet 
Defenders can tackle 

OUTCOMES –First touch  
                        Awareness 
                        Direction and weight of touch 
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Part 1 
Skill Practice – 20 minutes 
 
SET UP 
1. 4v4 in the middle with 4 players on the 
outside. 
2. The outside players are neutral players. 
3. One ball 
 
HOW TO PLAY 
1. Inside players try and pass between themselves 
and to outside players to keep possession 
2. Every player must take two touches 
3.If an inside player passes to an outside player in 
their team then they swop positions. E.g. outside 
player becomes inside player and vice versa 
 
COACHING POINTS 
1.First touch away from defender 
2. Awareness of where to go next 
3. If outside and moving inside after being passed 
to can your first touch take you into space, away 
from a defender. 

PROGRESSIONS 
Cant play back to same player 
Outside players cant pass to each other 

OUTCOMES –Touch into space 
                        Awareness of where first touch should go 
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Part 2 
Small Sided Game – 25 minutes 
 
SET UP 
1. 4v4 
2. Gates set around the field 
3. One ball 
 
HOW TO PLAY 
1. Score a goal by first touch taking you through a 
gate. 
2. Keep score 
 
COACHING POINTS 
1. Players try what they have learnt 
2. Let them play 
3. Encourage success 
 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
 



CAPITAL FOOTBALL FEDERATION 
SKILLS CENTRE SYLLABUS 

Running with 
the ball #1 



CAPITAL FOOTBALL FEDERATION 
SKILLS CENTRE SYLLABUS 

Warm up 
10 minutes 
 
SET UP 
1. Ball each 
2. Everyone in the same area 
 
HOW TO PLAY 
1. Move freely within square boundaries  
2.  Coach calls out a number corresponding to a 
line. The players run with the ball outside the line 
then back into the square.  
 
 

PROGRESSIONS 
Make is a race 
Call out two numbers 

OUTCOMES – Awareness 
                         Head up 
                         Ball out of feet and under control 
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Part 1 
Shooting race – 15 minutes 
 
SET UP 
1. Split teams into two 
2. Two separate fields 
3. Can change area size depending on age and 
ability of the group 
 
HOW TO PLAY 
1. Unopposed to start 
2.reds have 1 player from each end run with ball 
to the opposing end towards goal 
3. Shoot into the goal within shooting zone  
 
COACHING POINTS 
1. Ball control whilst playing into space 
2. Quality even when racing 
3. Head up 

PROGRESSIONS 
Add a defender 
 

OUTCOMES –Head up 
                         Ball out of feet and under control 
                         Control to shoot 
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Part 2 
Shooting race 2 – 15 minutes 
 
SET UP 
1. Teams split into two 
2. Two goals at each end 
3. Change area depending on age group and 
ability of players 
 
HOW TO PLAY 
1. Blue starts by running with the ball into end 
zone then shoots.  
2. Once the shot goes in, a red player runs with 
the ball to score in opposing end.  
3. Then a blue player goes and so on 
 
COACHING POINTS 
1. Ball control whilst playing into space 
2. Quality even when racing 
3. Head up 

PROGRESSIONS 
Add a defender from other team 
 

OUTCOMES –Head up 
                         Ball out of feet and under control 
                         Control to shoot 
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Part 3 
Small sided game – 20 minutes 
 
SET UP 
1. 5v5 +2neutral players 
2. End zones 
 
HOW TO PLAY 
1. Play 5v5 with 2 neutral players on the attacking 
team 
2. This is a directional game 
3. To score the attacking team must run with the 
ball out of the area and knock one of the balls off 
their cone  
4. The team who has knocked all the balls off the 
cones wins the game (reset and play again) 
5. Swap the neutral players around 
 
COACHING POINTS 
1. Awareness of when to run with the ball into 
space 
2. Accuracy of the end ‘shot’ 

PROGRESSIONS 
Take away Neutral players to take away the overload 
 

OUTCOMES –Head up 
                         Ball out of feet and under control 
                         Control to shoot 
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Running with 
the ball #2 
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Warm up 
10 minutes 
 
SET UP 
1. Two teams 
2. Ball each 
 
HOW TO PLAY 
1. One player to lead, other to follow 
2. The leading player is to try and lose the 
follower.  
3. Swop over the leader and follower 
 
COACHING POINTS 
1. Encourage the use of tricks to move into the 
space available 

PROGRESSIONS 
Use different feet 
 

OUTCOMES – Awareness of space 
                         Head up 
                         Fast movement away from partner 
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Part 1 
Skills practice – 15minutes 
 
SET UP 
1. Two teams 
2. One goal 
3. Players positioned as per diagram 
 
HOW TO PLAY 
1. The red player passes to a blue player who runs 
with the ball to become an attacker 
2. The red player becomes a defender 
3. The attacker tries to get past the defender, 
when this happens, have a shot on goal  
4. f the defender wins the ball, then they dribble 
over the end line 
 
COACHING POINTS 
1. Good first touch 
2. Awareness of where to attack 
3. Running with the ball to a shot 

PROGRESSIONS 
2v1, 1v2, 2v2 
 

OUTCOMES – Awareness of space 
                         Head up 
                         Running with the ball to shoot 
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Part 2 
Skills practice – 15 minutes 
 
SET UP 
1. All players with a ball except two 
2. Everyone in the same area 
3. Gates set up inside the area 
 
HOW TO PLAY 
1. Players with a ball are encouraged to move the 
ball within the square and through the goals 
2. The 2 players without the ball, try to stop the 
other players running through the goals.  
3. They area allowed to tackle as they would in a 
game 
4. Swop the defenders regularly  
 
COACHING POINTS 
1. Touch out of feet towards the gate 
2. Head up 
3. Awareness 

PROGRESSIONS 
Add more defenders 
 

OUTCOMES – Awareness of space  and gates 
                         Movements away from the defender 
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Part 3 
Small sided games – 20 minutes 
 
SET UP 
1. Two teams 
2. Gates are goals spread around the area 
 
HOW TO PLAY 
1.Score by running with the ball through a goal 
2. Kick in or dribble in from the side 
 
COACHING POINTS 
1. Touch out of feet towards the gate 
2. Head up 
3. Awareness 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
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Running with 
the ball #3 
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Warm up 
15 minutes 
 
SET UP 
1. All players have a ball 
2. Four small squares set up as shown 
3. Players are numbered 1, 2 & 3 
 
HOW TO PLAY 
1. Ball manipulation within the small square 
2. When the coach calls a number that player 
runs with the ball into the next square.  
3. move clockwise 
 
PROGRESSIONS 
- players are the choose any square to move int 
however there can only be 3 players per square 
(This might have to change depending on 
numbers in the group) 

PROGRESSIONS 
Players choose any square to move into however there can 
only be 3 players per square 

OUTCOMES –Head up 
                         Controlled running with the ball 
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Part 1 
Skills practice – 20 minutes 
 
SET UP 
1. Same set up as warm up 
2. Two teams 
3. 3v1 in two areas with a ball 
4. One player from each team in the other two 
areas 
 
HOW TO PLAY 
1. Play 3v1 in the two areas 
2. Coach calls "go" and the player on the ball runs 
with the ball clockwise into the next square to 
create a 2v1 and possession football continues  
 
COACHING POINTS 
1. Control when running with the ball 
2. Awareness 
3. Head up 

PROGRESSIONS 
Player can choose which smaller square can move into 
after x amount of passes in the small squares, the players can 
choose when to run with the ball 

OUTCOMES –Running with the ball to keep possession 
                        Awareness of space 
 



CAPITAL FOOTBALL FEDERATION 
SKILLS CENTRE SYLLABUS 

Part 2 
Small sided game – 25 minutes 
 
SET UP 
1. Two teams 
2. Two neutral players 
3. Two goals 
4. Two end zones 
 
HOW TO PLAY 
1. Neutral players are on the team who has 
possession 
2. Teams can only score by running with the ball 
into the end zone.  
 
COACHING POINTS 
1. Control when running with the ball 
2. Awareness 
3. Head up 
 

PROGRESSIONS 
Even the teams up e.g. 6v6 
 

OUTCOMES – Putting into practice what they have learnt 
                         Decision making within a game 
 


