
Age Group: Under 15 Session Learning Outcomes

Session No: 1 Tactical

Year: 2008 Penetration & Compactness

No. of Players: Technical Physical Character

Squad: Bilateral Skills Sprint Speed Hard Working

Session Aims

1. Develop Penetration as an Attacking Principle of Play

2. Develop Compactness as a Defending Principle of Play

Activity Type Time Activity Name Key Outcomes

Warm Up (Physical) 15m GAA 15 plus 5 in 5 Set 1 Preparation for playing Gaelic Games & injury prevention

Skill (Random) 10m Bilateral Skills Practice kicking on both left & right foot in combination with solo, bounce & handpass

Small Sided Game 20m Backfill Game
Small sided game to develop the principles of play, penetration in Attack and 
compactness in defence.

Full Sided Game 15m Maximise the Scoring Game
Full sided game to build awareness of creating scoring opportunities and incorporating the 
principles of Penetration in attack and Compactness in defence.

Conditioning 5m 45m Repeat Speed Develop player's sprint speed over 45m distance

Coaches Reflective Questions

1. Did the players demonstrate an understanding of penetration and/or compactness? Give examples.

2. Did the session flow as anticipated? How would you improve the flow?

Players Reflective Questions

1. What is your understanding of Penetration as an Attacking principle of play?

2. What is your understanding of Compactness as a Defending principle of play?





Backfill Game – The aim of this Small Sided Game is to develop both Compactness 
& Penetration. Defenders focus on not conceding a goal and deciding to fill space or 
pick up the runner (attacker). Attackers focus on entering the attacking zone with 
accuracy and timing to maximiseopportunity to score a goal.

• Half Pitch
• 8 x Defending Players (Green)
• 6 x Attacking Players (Yellow)
• Goalkeeper in
• 2 x Footballs

• Penetration - The intelligent use of possession 
to enter scoring areas with accuracy, timing 
and deception.

• Attackers are set up with midfielder on 
halfway line and other 5 players positioned 
inside 65m line.

• Game starts with the keeper kicking the ball to 
the unmarked attacking midfielder on the 
halfway line.

• The player can run the ball or kick to a team-
mate. They now have 45 seconds to score a 
goal, if they don’t score in the allocated time, 
they then have 45 seconds to score a point.

• Game lasts 90 seconds or when the defenders 
clear the ball.

• Variation - Play 2 v 2 in midfield with ball 
with attackers.

• Compactness - The placement of players 
between the ball and the goal reducing options 
to penetrate the defensive structure. 
Arrangement of players to reduce space for 
opposition to operate.

• Defenders are set up with two players 
positioned out wide on halfway line. Other 
defenders mark attackers, with spare defender 
covering space on top of the D.

• As soon as the midfielder receives the pass, the 
wide defenders backfill into the defence.

• If defenders turn over the ball, they must work 
it out through the hands over the halfway line.

• Game over when defenders clear the ball
• Rotate players after 2 x 90 seconds games.
• Variation - Add extra attackers to mark 

wide defenders

ACTIVITY NAME & AIM EQUIPMENT

ORGANISATION (STEPR) - ATTACK ORGANISATION (STEPR) - DEFENCE

• Good supporting angles. Patience and creativity
• Finding space and gaps between defenders.
• Player movement to find gaps, quick ball circulation.
• How does midfielder decide how to penetrate – pass or running with the 

ball?
• How do forwards create space for shot at goal?

• Communication. Defend patiently as a group
• Move as a unit push up when pressure on ball
• Drop back when no pressure on ball
• Do you press midfielder? Who presses?
• How do you defend the FFs (Full & Corner)
• What role do the outside defenders target?

TEACHING POINTS OR QUESTIONS OR CUES (IDEAL) TEACHING POINTS OR QUESTIONS OR CUES (IDEAL)
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