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Teacher & Coach Development Days 

What does this mean to you?

Amy Price - Coach Developer
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Teacher & Coach Development Days 

• Gamification - what does this mean for Rugby

• 5 Design Principles of Gaming 

• Design sessions that engage with everyone 

• #BeatTheGame skills (Tactical) 

• What are the “Coaching Skills” to coach this way

• Unintended consequences 

• Language (prestige, levels, missions, sweatie)

• How to develop yourself as a coach - Coach Challenge Cards 


End in Mind 
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Your Mission…

Mission - Gamify training based on the 5 design principles 

Each team has 2 pauses… 

Level 1: 32 sec to get into groups (in silence) of between 2 and 5 
born in the same quartile  

Level 2: Establish a mission and a skill game 

Level 3: Establish 3 levels and how you move between them 

Level 4: Establish a superpower and how it is earned/given 

Level 5: Agree how you you will co-coach

BOSS Level: What will you notice? 
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England U18 #BeatTheGame

FIJI - Defenders get the ball back by wrapping up the ball for 3 seconds. Attackers have to keep 
defenders off them. 

HIGHLANDERS - On the touch (ref will decide whether it’s 1 or 2 touch), it’s through the floor & lift.

BARBARIANS - 2 touch (the second touch will have a condition on it. E.g. turnover or through the 
floor). 1 touch affords you the opportunity to pass. 

SARRIES - Offside player (ref to agree how many) & other kicking opportunities (corners, contest, 
territory etc.)

ABs - Attackers have the ball for a number of possessions (trying to score). If it’s turned over, the 
team NOW with the ball has one phase to score. If not, the opposition get it back. 

GEORGIAN - Game starts with a maul. Rewards are for go forward & playing from X (first ball 
player). One touch still affords you an opportunity to pass.  

EDDIE’S ENGLAND - Attacking team has a number of phases to score or get as much go forward 
as they can. The opposition then try to beat this. One touch affords you an opportunity to pass. 

HURRICANES - Attacking team has more players (overload). Defence get the ball back by getting 
man & ball or a square hit/shoulder contact.

SSkill Games S
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Teacher & Coach Development Days 

awareness and understanding 
of one's own thought processes.
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Teacher & Coach Development Days 

1. Missions

5. Save Progress 

4. Pausing  

3. Super Powers

2. Level-ups 
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Players get feedback/learning  
from the training/games

The game is the teacher

The coach is the facilitator 

Teacher & Coach Development Days 
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Coach 
Challenge Cards
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How video games are effectively designed to enhance learning and 
performance. 

How can we provide a video game experience on a sports pitch in 
training. That became the five design principles that coaches and 
teachers can use. 


All that is underpinned by a theory of metacognition which no 
other coaching methods really offer
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It all boils down to strategising, and that’s what a well-designed 
video game is all about. It gets the player to think, “what will the 
computer do if I do this?” 

Traditionally, athletes have been trained to follow a game plan, not 
to think strategically by themselves as a game progresses. 


But ultimately we want players to be as independent as possible, 
and when we play video games there’s no coach or teacher.
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Teacher & Coach Development Days 

It’s also a great motivational tool for the coach, because it gives 
us another angle into players. For many of the younger (and older!) 
generation, video games are a major part of their world.
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1. Missions. Think about a classic video game 
like Mario Bros – the mission is set up at the start.


It needs to be just an end goal, we’re not wanting 
to give the players the process of how to achieve it, 
that’s for them to discover. 


Avoid sport specific language because this will 
automatically imply that you’re asking players to 
focus on something specific to do with the game. 

2. Level-ups. How can we break this down 
into a series of simple-to-complex problems 
for players to solve? 


Once a problem has been solved that player 
or team can move up a level and a new set 
of problems are posed


Meets the needs of the players as they 
improve and not when the coach decides it’s 
time to progress or move on.  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3. Super powers. An extra power in order to 
overcome a problem, because that power opens 
up a part of the game that can’t be experienced 
otherwise. 


How do I make best use of it while I have it? 
That makes players plan ahead, set and solve 
problems and find out key information. 


This is as useful tool for coaches when their 
managing a group with varying ability levels 

4. Pausing. At a moment which the player 
chooses. Sport pauses or stops are usually as 
decided by the coach, 


If we give players the power to pause, how will 
they decide when to do it? And what to do with 
that time? 


Giving the players the choice about what to do 
with that moment.


We don’t want players to wait until the in-built 
break in play (half time etc) 


I try to follow a ‘4C’ framework 


• CHEAT (giving an answer or example), 


• CHANGE (how the game is designed to your 
advantage), 


• CLUE (questions or prompts) or 


• CHALLENGE (make the task more difficult). 
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5. Save progress. Reason why video games are 
so successful at developing learning and 
performance is that when you return to play 
the game, you start from where you left off 
last time.


That means you’re offering players the time to 
master problems


Start of level four, they know they can’t go 
back to below that, so they’re more likely to 
take ‘risks’ to get to level five. 
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Gamification - Spelling 
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