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Introduction
Company Athletic Rugby (CARU) at USMA takes the form of a popular rugby variation called Seven-a-Side Rugby, often referred to as “Sevens.”  This manual serves as a reference for you to consult in learning to play, coach and/or officiate the game.  There are several IRB/USA Rugby products included to assist you in teaching and learning the game (Skill cards, technical cards, and coaching card examples).

Rugby is a highly competitive, fast paced, contact sport played throughout Army posts worldwide in both seven-a-side and the traditional fifteen-a-side format.  

To be successful in Sevens, a team must move the ball quickly from player to player attempting to seek out and exploit weaknesses in the other team’s defense.  By quickly attacking gaps between two defenders, the ball carrier either breaks through the gap for a long run or if the defense commits, passes quickly to the next player who continues the attack on the next gap.  

Teams that attack, support, and defend in greater numbers than the opposition generally will win the contest.   

This manual incorporates the rules and guidelines set forth in the following sources:

1.  International Rugby Board www.irb.org  

The governing body for rugby union worldwide.  Website offers complete Laws of the Game (.html format) and useful piece on officiating signals.  Additionally, the “Play the Game” module included partially herein is intended to assist players and coaches in learning the specifics of rugby.

2.   USA Rugby  www.usarugby.org
The governing body for rugby union in the United States.  Website offers complete Laws of the Game (.pdf format) and excellent piece on application of the Law for referees.  Several resources for coaching.  USA Rugby development guide partially included, specifically the Spectator’s Guide and field of play.

3.  USCC Circular 28-1 Competitive Sports Manual 

http://www-internal.dpe.usma.edu/competitivesports/Cir28-1(01-02)%20finalfinal.pdf
Governs the conduct of the competitive sports program. (Proponent DPE, USCC) 

4.  Rugby7  www.Rugby7.com 

Site dedicated strictly to the Sevens variation of Rugby Union worldwide.  Several archived articles for players and referees regarding Sevens.  See works by Bruce Carter and Emil Signes/Tim Orenbuch.

Responsibilities
Regimental Cadets-in-Charge (CICs)
The Regimental CICs are responsible for ensuring that CARU is administered in compliance with USCC Cir 28-1 and this manual.  Additional responsibilities include:

· Pre-Season:

· Meet with DPE Sport Educator.

· Hold organizational meetings with coaches and officials.

· Finalize coach and official rosters. 

· Monitor 100% submission of injury screening forms.

· Ensure equipment draw occurs.

· Coordinate with CIC of sister regiment for use of special equipment, fields and other matters.

· During the Season (Each CA Session):

· Allocate available space for teams to practice or play record contests

· Draw any equipment necessary for use during that day.

· Report to Buffalo Soldier Field NLT 1615 each CA session.

· Encourage all teams to run in formation to and from Buffalo Soldier Field (warm-up).

· Take accountability of officials and teams.

· Ensure all games/practices begin NLT 1630/1645.

· Teams will practice (not an external scrimmage) for at least forty-five minutes on non-game days.

· Enforce the wearing of proper uniforms, equipment and mouthpieces.

· Supervise/inspect the maintenance of participation records. 

· Ensure that protests arising during contests are settled before play continues.

· Ensure coaches use the proper protest format (Appendix 5, Annex A, USCC Cir 28-1).

· Submit the following reports per each IM session to RAO prior to 2000 hrs:

· Results of Intramural Competition form (Appendix 4, Annex A, USCC Cir 28-1).

· Regimental Absentee report (Appendix 7, Annex A, USCC Cir 28-1). 

· End of the Season:

· Submit an After Action Report (Appendix 6, Annex A, USCC Cir 28-1).

· Account for and return all equipment to the intramural storeroom. 

· Assist DPE Sport Educator in rating each official.  

Coaches
· Pre-Season:

· Read and understand USCC Cir 28-1 and the Company Athletic Rugby Manual.

· Ensure team members are eligible and have completed injury screening form.

· Complete and maintain Coaching book per USCC Cir 28-1.

· Draw equipment from DPE Supply; then, hand receipt equipment to team members.

· Serve as a role model for the other cadets on the team. 

· Organize, train and condition your team.

· Ensure proper maintenance/use of all uniforms and equipment.

· During Season (Each CA Session):

· Report in formation by 1615 and run to the field of play as a team with coach in control to arrive NLT 1630. Depart after practice as a team with coach in control.

· Begin play or practice NLT 1630.  Practice ends at 1800

· Submit athletic injury reports and refer injuries to DPE Trainers.

· Maintain record of participation forms.  

· Submit absentee report to the Regimental CIC. 

· Submit justifiable protest, if necessary, per  (Appendix 5, Annex A, USCC Cir 28-1).

· Ensure team members wear proper uniform and mouthpieces during all sessions.

Be responsible for the conduct and character of the team per Fair Play guidelines.

· End of the Season:

· Submit an After Action Report (Appendix 6, Annex A, USCC Cir 28-1).

· Turn in equipment to DPE Supply at the conclusion of the season.  

· Ensure all players receive proper credit for participation.

Officials

· Pre-Season.

· Become an authority on the Laws of the Game. 

· C/D side Refs:  Assist in teaching the game during official/coaches clinics.

· Sign for equipment from Officials CIC.

· During Season (Each CA Session):

· Conduct contests as scheduled IAW prescribed Laws of the Game.

· Line up and check each team’s players for proper uniforms, cleats, and mouthpieces.

· Ensure pre-game police call of field for safety by both teams.

· In the event of coach’s protest over rule interpretation, contact CIC or DPE Sport Educator immediately for a decision. 

· Enforce game rules and sportsmanship with yellow/red cards.

· Utilize one touch judge from each team per half.

· Post-Season:

· Submit After Action Report comments through Officials CIC.

· Ensure turn-in of all equipment received.

IMRU Laws of the Game (Seven-a-Side Rugby)

The Laws of the Game govern Rugby.  The Laws are published annually by the International Rugby Board and USA Rugby and are found in their entirety at the following websites:

www.irb.org (html format)

www.usarugby.org  (pdf format)

In this section, rules are highlighted to ensure clarification and understanding in IMRU this spring.  The goal is to standardize play in the intramural program.  On occasion where there are slight differences from the IRB Laws, this manual is the final authority.  All questions concerning the Laws should be directed to the DPE Sport Educator.  

Team Composition and Game Length

· All games are played with 7 players on the field per team.  Per USCC Cir 28-1, each member of the team must play at least one half.

· Teams consist of a minimum of 12 cadets and a maximum of 14 cadets (includes non-playing coach).  See Eligibility Requirements USCC Cir 28-1 for details.

· Games will be 14 minutes long, divided into (2) 7-minute halves.   Games tied at the end of regulation will be decided in extra time periods of 5 minutes--the first team to score in extra time wins the match. 

· Halftime lasts 2 minutes.

· A referee on the field keeps time and makes adjustments for injuries and delays.

· Games begin with a coin toss.  Winning team selects either to receive kick or selects goal to defend.  The team that kicks off to start the game, receives the ball at the start of the 2nd half.

· A game ends only in a dead ball situation.  

· The Brigade Championship game is extended to (2) 10-minute halves per standard tournament rules.

Scoring 
There are 4 ways to score points: 
· A try counts as five points
· A conversion drop kick following a try is two points 

· A drop kick from the field of play is three points
· A penalty kick (drop kick in 7s) is three points
A try results from grounding the ball in the in-goal area. Downward pressure and control must be applied to the ball in order for a try to count. See Spectator Guide for diagram.

Unlike 15s, all kicks (except for the start of the game/half) are drop kicks (IAW IRB Laws.)  

· Conversion kicks are taken along a line parallel to the touch/side line, beginning from where the try was grounded, away from the in-goal zone. Penalty kicks are drop kicks taken from a point designated by the referee.

Forming a Scrum (See diagram below & Tech Card-Scrum)

· Consists of 3 players from each team.

· Never within 5 meters of touchline.

· Ball can only be played with feet; once ball free, scrum ends.

Tackling (See Skill Card 4 and Tech Card-Tackling)

· All practices will start with “rough-touch” tackling.  The intent is to stop all forward momentum of the ball carrier by wrapping them up below the hips.  There will be no intent to knock a player off their feet.  Transitioning to full tackle will be at the DPE Sport Educator’s discretion.

· All tackles must be below the shoulders, preferably at the hips.  Referees will penalize players for high tackles to ensure safe play throughout the game.

· Wrapping a ball carrier quickly is the intent of Sevens, not the tackling found in American Football.  Wrap and wait for your supporting teammates to win possession of the ball. 

· A tackled player must release the ball immediately.  No participation in the play is allowed for any players on the ground.   

· There is no blocking in rugby.   Obstruction is the penalty for blocking.

· Infractions will result in yellow and/or red cards

Lineouts (See Tech Card-Lineout)

· Consists of 2 players from each team on the line.  (See Tech Card-Lineout)

· 1 meter gap between players in a lineout.  Ball must be thrown in straight and 5 meters.

· No lifting in Sevens.  No use of the outside arm to deflect the throw in.

Players and Equipment
The diagram below illustrates the line-up for a scrum in 7-a-side rugby.  Given the small numbers on the field and the speed of play, all team members should be familiar with each of the positions on the diagram.




· Players’ uniforms will include mouthpiece, molded cleats (no front center stud), and matching shirts, shorts and socks (black BDU type, not white athletic socks).   Failure to have a mouthpiece results in immediate removal from the game.

· No rings, watches, or jewelry of any type in game play.   Players may not wear clothing with buckles, belts, or zippers.

· Soft contacts are the only authorized eyewear.  Glasses are prohibited.

Field of Play


· The official international playing area is shown below.  The playing areas at Buffalo Soldier Field have been adjusted due to limitations on space.  

· Referees will ensure teams are aware of the safety zone between fields prior to starting games.




Buffalo Soldier Field


[image: image1]
All fields will be inspected prior to play.  The fields in the best condition will be used for record contests.
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Spectators Guide to Rugby

The sport of Rugby is often referred to as the “father” of American football. Rugby
started at least 70 years before American football and football evolved with many
of the same principles, strategies and tactics. However, there are several
obvious differences.

Rugby is played at a fast pace, with few stoppages and continuous possession
changes. All players on the field, regardless of position, must be able to run,
pass, kick and catch the ball. Likewise, All players must also be able to tackle
and defend making each position both offensive and defensive in nature. There
is no blocking of the opponents like in football and there are only seven
substitutions per game allowed for each team. A rugby match consists of two 40-
minute halves. Finally, rugby is considered to be a gender equity sport as
approximately 25% of all players in the United States are female.

FIELD OF PLAY

Rugby is played on a field, called a pitch, that is longer and wider than a football
field, more like a soccer field. A typical pitch is 100 meters (110 yards) long 70
meters (75 yards) wide. Additionally, there are 10-22 meter end zones, called the
in-goal area, behind the goalposts. The goalposts are ‘H-shaped cross bars
Jocated on the goal line and are the same size as American football goalposts.

THE PLAYING AREA
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The rugby ball is made of leather or other similar synthetic material that is easy to
grip and does not have laces. Rugby balls are made in varying sizes (3,4 0r5)
for both youth and adult players. Like footballs, rugby balls are oval in shape,
however are rounder and less pointed than footballs to minimize the erratic
bounces we see in football.

BALL DIMENSIONS

PLAYERS & POSITIONS

A rugby team has 15 players on the field of play, both American football and
soccer have 11 players on each team. In rugby, each team is numbered the
exact same way. The number of each player signifies that players position.
Players numbered 1-8 are forwards, who are typically the larger, stronger
players of the team whose main job is to win possession of the ball. These
players are similar in size and abilities as American football linebackers and
lineman. Players numbered 9-15 are backs, who are the smaller, faster and
more agile players. Their main role is to exploit possession of the ball that is won
by the forwards, similar to the roles of American football’s running backs, wide
receivers and quarterbacks.

STARTING THE GAME

Just like in American football, rugby is started with a kickoff to the opponent from
mid-field. Provided that the ball travels beyond the 10 meter line, any player of
either team may gain possession of the ball.

KICK OFF
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There is no blocking in rugby. Rugby does not have “downs” and a team is not
required to reach 10 yards and stop; it is continuous like soccer. The person with
the ball leads the attack. In rugby there are several ways to move the ball. Any
player may carry, pass or kick the ball. Play is not stopped and continues when
the ball hits the ground or when a player is tackled. The ball carrier must release
the ball when tackled and roll out of the way so that other players on their feet
can play the ball.

Running: When running the ball, players may continue to run until they are
tackled, step out of bounds or run beyond the goal line (see scoring a try).
Players run the ball to advance toward the opponents goal line.

Passing: The ball may be passed to any other player. However it may only be
passed laterally or backward, never forward. Players pass the ball to an open
teammate to keep it in play and further advance it.

Kicking: Any player may kick the ball forward at any time. Once the ball is
kicked, players of either team, regardless of whether or not the ball hits the
ground, may gain possession. Players typically kick the ball in an attempt to
regain possession or gain territory by means of a deep kick into the opposing
teams half to obtain relief from poor field position.

SCORING
There are four ways for a team to score points:

Try. Five points are awarded to a team for touching the ball down in the other
team’s in-goal area. This is much like a touchdown in American football.

CASES WHEREATRY IS SCORED CASES WHERE ATRY IS SCORED
P

GROUNDING THE BALL





[image: image5.jpg]Conversion: Following a try, two points are awarded for a successful kick
through the goal posts. The attempt is taken on a line, at least 10 meters, straight
out from the point where the ball was touched down. This is like an extra point in
American football.

CONVERSION KICK

Penalty Kick: Following a major law violation, the kicking team, if in range, has
the option to “kick for points.” Three points are awarded for a successful penalty
kick. The kick must be from the point of the foul or anywhere on a line straight
behind that point. The ball can be played if the kick fails and remains inbounds.

Drop Goal: Three points are awarded for a successful drop kick at goal. A drop
kick may be taken from anywhere on the field at any time during play. A drop
goal is similar to a field goal in football, however, in rugby the kick is made during
the course of normal play. The ball is alive if the kick fails and remains inbounds.

RESTARTING PLAY
There are two methods of restarting play following a stoppage caused by either
the ball going out of bounds or because of an infraction of the laws.

Line-Out: If the ball goes out of bounds, it is restarted with a Line-Out. Both
teams form a line perpendicular to the touchline and 1-meter (3 feet) apart from
one another. A player of the team not responsible for the ball going out of
bounds, calls a play and throws the ball in the air in a straight line between the
two lines. Players of each team may be supported in the air by their teammates
as they jump to gain possession of the ball.

THE LINE-OUT
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[image: image6.jpg]Scrum: Rugby’s unique formation, the forerunner of the American football line of
scrimmage, is the method used to restart the game after the referee has whistled
2 minor law violation. A bound group of players from each team form a “tunnel”
with the opposition. The non-offending team puts the ball into the tunnel by
rolling it into the middle and each team pushes forward until one player is able to
hook the ball with the feet and push it to the back row players of his/ her team.
The Scrum Half then retrieves the ball and play continues.

SCRUM

OFFSIDES

Probably one of the more challenging aspects about rugby for the first time
observer is the offside law. Like soccer, the offside line is continually moving up
and down the pitch in rugby and varies according to the aspect of play. In
general play, the ball creates the offside line and players are not permitted to
participate in play if they are on the opposing teams side of the ball. Simply
being offside is not a penalty, but attempting to participate in the game from an
offside position is. In the lineouts previously discussed, the offsides line are 10
meters back on either side from a line drawn across the field from where the ball
is thrown in. At a scrum the offsides line are drawn across the field through the
feet of the last person in each team’s scrum.

RUCK AND AL OFF-SIDE





[image: image7.jpg]TACKLES, RUCKS AND MAULS

Players in possession of and carrying the ball may be stopped by being tackled
by the opposing team. Players are tackled around the waist and legs and, in
general, may not be tackled higher. Once a player is tackled, however, play
does not stop. The player may play the ball to a teammate or the ball and roll
away from it to allow other players on their feet play the ball.

TACKLE

A player who is tackled to the ground must try to make the ball available
immediately so that play can continue. Supporting players from both teams (one
from each team) converge over the ball on the ground, binding with each other
and attempt to push the opposing players backwards in a manner similar to a
scrum. This situation is known as a ruck. The ball may not be picked up by any
player, until the ball emerges out of the ruck. The ruck ends and play continues.
A team that can retain possession after the tackle and the ensuing ruck has a
huge advantage, because a ruck forms offsides lines. These offsides lines are
the same as in the scrum and everyone must get back onside in order to rejoin
play. This opens up space into which the attacking team can move the ball
forward.

RUCK





[image: image8.jpg]A Maul is formed with a similar gathering of players, except the player in
possession of the ball is not brought to the ground (not tackled) but is held up by
an opponent and one of his/her own players converges on him/her. This creates
offside lines through the feet of the last players on each side. Players from each
team must retreat behind these offsides lines if they are to take part in any
subsequent play. The maul ends when the ball emerges.

FORMING A MAUL
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Give the passer a
target to aim for by
holding out both
hands

Pass and catch
with two hands

Keep your eyes on
the ball at all times

Call for the ball early
and reach out with
both hands

Name:

Date

lcan...

pass the ball back and
fore 20 times without
dropping the ball

SIGNED

AGREED BY

Running and passing

lcan...

- Bend the knees not the back
- Get close to the ball

- Open your fingers wide

Roll the ball along
the ground

Pick up without
slowing down

Head up and run!
Score a try!

Press the ball down
with both hands

A A ® Mark out a grid make and take 10 passes
® Keep moving all whilst moving about in
- the time a grid
@ @ Call for the ball early
and reach out with
both hands SIGNED
@ Pass and catch the
ball with two hands
AGREED BY
A A
Roll... pick up... score a try! I can

roll, pick up and score
a try at speed without
a fumble 5 times

SIGNED

AGREED BY
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Running and passing

A

A

@ Mark out a grid
® Keep moving all the time

@ Call for the ball early
and reach out with

Name;

Date:

lcan...

make 10 passes moving
in a grid, without
dropping the ball

A

A
0/1
A

® Concentrate on short
passes

@ Run on to the ball

@ Look in the direction
you are passing the ball

@ Call for the ball early
and reach out with
both hands

@® Pass and catch the
ball with two hands

4 both hands
® @ Pass and catch the ball SIGNED
with two hands
AGREED BY
o A
Running and passing in a channel SN

make 10 passes running
in a channel, without
passing the ball forward

SIGNED

AGREED BY

No pushing

B
B

® Players must be comfortable

® Feet shoulders width apart
and knees slightly bent

@® Keep your hips below
your shoulders

® Keep your head tucked
under opponents chest
and look forward

® Bind on your opponent

@® Hook the ball

lcan...

hold a scrum, and win
the ball 5 times

SIGNED

AGREED BY
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Name:

Date

@ Call for the ball catch a pass when
@ Pop the pass to the running at speed
receiver
®
@ Time your run on to
\ the ball
® Take the ball at speed SIGNED
@ Reach for the ball
1 h
early with both hands AGREED BY
Passing and catching i can

A

A

Mark out the channel

Pass the ball to the
support player

No forward passes

Call for the ball when
ready to receive the
pass

Run hard to the other
side behind the
support player, to
receive the return pass

A A e :
® Mark outthe orid make 10 passes moving
® Keep moving in to in a grid, without
space at all times dropping the ball

@ Call for the ball

@ Pass and take the ball
with two hands SIGNED

® Pass the ball in
different ways (above
the head, below the AGREED BY
knees, normal pass)

A A
Support play 1.¢an

make 10 passes moving
in a grid, looping my
partner, catching the
ball on the other side

SIGNED

AGREED BY
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Side tackle

Name:

Date:

® Contact with the
appropriate shoulder

® Keep your eyes open,
head up and behind
opponents buttocks

@® Lock arms around legs

® Hold on at all times

lcan...

perform a side tackle
correctly with
confidence

SIGNED

AGREED BY

® Head to one side

@ Contact with the

(Fronttackle _____________[FpS.

perform a front tackle
correctly with

e

@ On being tackled
keep possession until
contact with the
ground

@ Asyou fall turn your
back to the opposition

@ Place the ball towards
own players

® Keep control of the
ball

shotldet confidence
1 @ Hold on tight until
hitting the ground
@ Twist with the tackle SIGNED
I to land on top
AGREED BY
Ball placement following tackle I can

place the ball correctly
after being tackled

SIGNED

AGREED BY
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Coaching points (all tackles):

eyes open and on the target

head to one side behind ball carrier

shoulder makes contact

drive with legs

arms should strongly encircle thighs and grip tight
use opponent’s momentum

Front tackle Rear tackle

Safety:

@ head position is vital.

For further information on tackling and tackling related practices contact your National Rugby Union
Development Officer.

iohs by Huw Evans
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Definition:
At least one player from each team on their feet,

bound together with the ball on the ground
between them

Safety and coaching points:

shoulders must not be lower than the hips
players should stay on their feet

approach from behind
claim the ball by directly driving over and beyond it

@
®
@ keep your head straight and chin up
®
®
@ bind on to a team mate.

Ruck 5v 3

For further information on rucking and rucking related practices contact your National Rugby Union
Development Officer.

Photographs by Huw Evans
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At least one player from each team on their feet
bound onto the ball carrier.

Safety and coaching points:

You must:

@ bind on, or be bound onto, a maul if you join

@ join the maul right at the back with your head
above your hips

stay on your feet

make the ball available to team members.

You must NOT:
jump on top of or collapse the maul
drag a player out of the maul

stay or move in front of a line through the
back feet if you are not in the maul.

Technical card

Maul - 2 attackers / 1 defender

Maul - 4 attackers / 2 defenders

For further information on mauling and mauling related practices contact your National Rugby Union

Development Officer.

Photographs by Huw Evans
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Three player scrum (3 v 3): uncontestable scrum

Binding:
@ three players of similar size line up

@ the middle person (hooker) puts an arm over the
shoulder and under the arm of each outer person (prop)
the props put their inside arms under the

hooker’s shoulders and hold the hooker just

below the armpit.

Scrum - binding

Engaging the scrum:

@ engage slowly by leaning forward and coming
to rest, shoulder to shoulder, with the opposition

@ left hand props have their outside hand on the
outside of the scrum

@ your head must always be higher than your hips
and your chin kept in.

Scrum - engaging

The put in:

@ one player (half-back) feeds the ball into centre
of tunnel with a rolling action

The hook:

® after the ball has been fed into the tunnnel,
the hooker pushes the ball backwards.

Scrum - put in / hook

For further information on scrums and scrummaging related practices contact your National Rugby
Union Development Officer.





[image: image18.jpg]Definition:
The lineout is used to restart play when a ball
is carried, passed or kicked out of play, over a touchline.

Positions:

@ two players (forwards) from each team act as jumpers
@ they line up: - 5m from and facing the touchline

- 1m from the opposition lineout players
@ all other players stand 10m behind the lineout.

Technical card

line of touch

offside line

touchline

Lineout - 2 v 2 (3 forwards from each side)
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L

to understand how to keep possession, and when to pass
to develop the skills of passing, catching and running with the ball

to sustain energetic activity

Warm-up
In 25 passing the ball to a partner whilst on the move.

Key issves

@ carry the ball in
two hands

@ partners close
together, pass to
target area

® keep moving - and
call for the ball

® reach for ball-

extend fingers

Grids marked out 10m x 10m

Q: Why is it important to keep moving?

Modified game

2 v 1 player to keep possession until defender approaches,
emphasis on early, safe passing (aim for 5 passes)

Defender to touch the hips of a ball carrier (two hands) to force
the pass. Change defender.

Key issves

receiver to catch the
ball in a space (not
directly behind the
defender)

@ encourage players
to call for the ball

@ quick safe passing

@ keep moving
Grids marked out 10m x 10m

Q: 1. When shovld the ball be passed?

Related ski
In 3s stand in space - passing -

clockwise

- anti dockwise
- any direction

Key issves

® sympathetic
passing

® hands ready to
receive

2m apart

Q: What is important when - passing? - catching?

Modified game
Repeat above (2)

Key issves

ﬂ Related skills

Q: 2. Where shovld the player be to receive the ball?

In 3s passing the ball to a moving partner, approximately
2m apart - develop to two pairs working in the same grid

Key issves

watch the ball

@ hands ready to
receive, extend
fingers

@ keep ball away
from body

call for the ball

Q: What is a good pass?

KEY QUESTION

Gather players together -

@ In the small game when should
the ball be passed?
> when the defender threatens





[image: image20.jpg]Session aim:
@ to keep possession under pressure

@ to develop the skills of passing, catching and running with the ball

@® to sustain energetic activity

u Warm-up

In 35 passing a ball to a player who is free to receive.
8all receiver o run and change direction before
transferring the ball

Grid area 10m x 10m

Q: What has happened to your body since you started running?

Modified game

2v 1, two players to keep possession. Defender to force the
pass by touching the ball carrier (two hands on the hip).
Progress to 3 v 1. Emphasis on early accurate passing (aim for

6 passes).

Key issves

players can pass
before they are
touched

Grid area 10m x 10m moving

Q: What must the player without the ball do?

B Related skills

In 2s passing whilst jogging up and down a channel.
Pass can go forward or backwards.

Key issves

Q: What must the passer remember?

q Modified game

3v 1 three players to keep possession (keep ball).
Progression 3 v 2 depending on ability.

Key issves

Q: How can passing and catching be improved

Related skills
Roll the ball for a partner to pick up and score.

Pairs to follow each other - ensure plenty of space between
each pair

2 hands
® keep the ball away
 from the body

KEY QUESTION:

Gather players together -

® What must you remember
when passing the ball?
> to be accurate and sympathetic

® Why must the defender go to
touch the ball carrier?
> to force the pass




[image: image21.jpg]Session aim:

to keep possession under pressure
to move forward in attack (invade)

to sustain energetic activity

to develop the skills of passing, catching and running with the ball

Unit 1
session 3/4

Warm-up

In 3s keep possession by passing the ball to each other. Receiver
to run hard into a space and change direction, before passing to
a team mate. Progress to placing the ball on the floor, receiver
10 pick it up, and run into a new space

Key issves

® partners close
together, pass

to the target area.
Do not pass too
hard

look at the receiver
hands out to meet
the ball - call for
the ball

@ eyes on the ball

Q: What is the target area?

n Modified game
3v1or3v2 keep bal

Key issves

® keep moving

® use all the space

@ look where your
passing

Q: What must the receiver look for immediately when receiving the ball?

B Modified game

In4sv 3v1END BALL” scoring game using a line to score
5 attempts before changing defender. Defender to keep score
Ball must be carried over line to score. Progress to putting the
ball down beyond the line to score

Key issves

Attackers - each player
to consider how to get
over the line without
being touched?

Player with the ball

- dolgo for the line?
- dolpass?

- towhom do | pass?
- how do I avoid
being touched?

Q: How is a try scored?

u Related skills

In 25 passing the ball, whilst running up a channel, and
roll the ball to your partner, travelling down the second
channel

E Modified game

In4s 3 v 1 “end ball” scoring game using a line to score,

5 attempts before changing the defender. Defender to keep
score. Ball must be carried over line to score. Progress to putting
the ball down beyond the line to score.

Key issves

® pass to the
target area

® keep close
together

® roll the ball in
front of the
partrner

@: What is there to remember when picking up the ball off the floor?

Player without the ball

- am | needed for
the next pass?

- where do | move to?

can | be seen?

KEY QUESTION:

Gather players together -

@ When in possession of the ball
do players run for the line or pass?
> go for the line whenever possible

@ What happens to you when you
have been running for a long time?
> hot, flushed and breathless



[image: image22.jpg]Session aim:

@ to invade the opponents’ territory

@ to develop catching, passing and running skills
@ 1o sustain energetic activity

@® to be mindful of others

Warm-vp

65 - Half the group with a ball, half without. Each player to walk
within the grid. Ball carrier to move into space before transfer,
holding the ball out in two hands, give the ball to a player without a
ball. Progress to jogging with the ball before transfer.

Key issves

Q: Are you breathing faster since you started running? Do you feel warmer?

Modified game

3v 1 (or 3 v 2) invasion game (END BALL) using lines as targets
1o score. 5 attempts before changing the defender. Ball must be
put down over the line to score. Ball can be passed in any
direction. Defender to keep score.

Key issves

carrier from scoring?

‘@ is the game fair?

Q: Do yov have to pass?

New skill

25 passing the ball backwards whilst working down the first
channel, return up the second channel by players placing the
ball on the floor, and second player picking it up and repeating

Key issues

Q: How do players score in rugby?

ﬂ Modified game

2v 1, END BALL ball game, using scoring line, 5 attempts before
changing defender. Defender to keep score. Ball must be put
down over the line to score. Ball can be passed in any direction

Key issves

Q: What decisions must the ball carrier make?

KEY QUESTION:

Gather players together -

@ Does the defender go for the
player or the ball?
> the ball




[image: image23.jpg]Session aim:

to score

to develop catching, passing and running skills
to pass the ball backwards

to sustain energetic activity

Unit 1
session 7/8

@
®
®
®
E Warm-up

65 - half the group with a ball, half without. Each player to walk within
the grid, looking for space. Ball carrier to hold the ball out to one side
(L and R), receiver to take the ball. Progress to jogging and passing ball
10 a free player.

Kev issves

Q: Are yov warmed vup and ready to play a game?

n Modified game
3v 1,2 v 1 END BALL game using scoring line divided into

3 scoring areas (4 points centre, 2 points areas on either
side).

Q: Do yov always go for & points?

B Related skill

25 channel work, no forward passes - begin by walking, then progress to
jogging. Progress to 5 passes whilst travelling down a channel, and score, by
putting the ball down over the end line. Progress to 2s channel work, ball
carrier places the ball on the floor, second player picks up the ball and repeat.

SCORE 4 A f SCORE

Q: What must the ball carrier remember to do before passing?

u Modified game
3v 1, 2v 1 scoring game. Repeat as above.

A2 A SCORES A--es2--

Y ¢ 1

Q: Why must you talk to each other?

KEY QUESTION:

Gather players together -

@® How does a team score the
most points in this game?
> by attacking the highest target
when possible
> by drawing defender away from
the target



[image: image24.jpg]Session aim:
to prevent scoring

to further develop passing, catching and running with the ball

Unit 1
session 9/10

to develop the concept of passing the ball backwards

to sustain energetic activity

®
L J
®
®
n Warm-vp

6 half the group with a ball, half without. Each player to jog,
pass the ball using a pop pass. Receiver to run with the ball
and change direction before passing the ball to a free player.

Key issves

Q: Were you able to keep moving all the time?

E Modified game
3 v 2 END BALL game using scoring line divided into 3
scoring areas, 4 pts for centre, 2 pts either side.

Q: How do | work with the other defender?

B Related skills

35 channel work passing the ball backwards and score a try
on reaching the end of the channel, aim for 6 passes.
Progress to rolling or placing the ball on the floor.

Q: Where must the receiver stand?

u Related skills

B Modified game
In3v2or3v1END BALL game repeat (2) above.
Defenders work together to close down the spaces.

Q: Why is timing the pass important?

2 v 1 Defender moving quickly towards ball carrier, forcing
the pass. Progress to - defender moving to receiver if the ball
carrier passes too early.

Key issves

Q: Why must you look where you are passing?

KEY QUESTION:

Gather players together -

@® How do the defenders work
together to prevent scoring?
> by talking to and watching each other

Emphasise the role of exercise in developing
fitness generally and for games play in particular.
Stress the need to keep moving and keep

trying to improve performance.
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session 1/2

Session aim:
® to consolidate scoring game 3 v 2
® to refine handling skills

® to work at speed
@® to introduce the scrum

n Warm-vp ﬂ Modified game
In 6s, three with a ball, three without. Transfer the ball by pop 3v 2 (or3v 1) end ball game using scoring line divided into 3
pass. Receiver to run, and change direction before further scoring areas

transfer of the ball. Avoid contact with any player.

Key issves Key issves

call for the ball
pass to target area 1

Each player to consider.

® Attackers

- can | score or must |
pass?
how many points can |
score

- towhom do pass

® Defenders
do | defend the target
or touch the player?
which target do
defend?

sympathetic passing
carry the ball in
two hands (on
receiving it)

@ look for space to
run into
@ keep moving

Q: Did everyone manage to keep moving?

Q: Can yov score without passing?

B Related skills ﬂ Related skills
In 25 passing within a channel. The ball must not be passed In 5, 3 attackers two defenders, timing the pass to
forward. Score on reaching the end of the channel - aim for a) commit the defender

b) release a player in space to score
Score on reaching the end of the second grid

Key issves

three passes

Key issves

<A SCORE& A---2-ow-Acon

@ receiver must not
be in front of the
player

@ pass before being
touched

@ run straight
@ time the run onto

the ball - } N
@ do not stand too E
far apart

Two grids per group 20m x 10m
Q: How is space created for team mates?

@ look at the player
receiving the pass

@ run on to the ball

Two grids per group 20m x 10m
Q: Why is it important to keep moving?

E New skill B Modified game
Scrum in 3s, 1 v 1 players to lean on each others shoulders, 4 v 2 possession game. Start with a 1 v 1 scrum, and restart
3rd player to put the ball in. Take it in turns to put the ball after any breakdown. (Players lean on each others
into the scrum shoulders).

Key issves Key issves

® no pushing - non ® stress the necessity

contestable for safe, fair play

! ! !! ® emphasise

N i supporting the
! I ball carrier

Q: What is a comfortable position? Q: Why must your head be higher than your hips in the scrum?
KEY QUESTION: @What is the ball carrier trying to do? @ What is the defender trying to do?
(Gather players together) - > commit the defender > stop scoring
> create space for team mates > regain possession
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Session aim:

to play 3 v 3 possession and scoring game
to develop passing skills at speed

to develop perception whilst attacking

to practise scrummaging

session 3/4

Warm-up

in 65, 3 with a ball, 3 without. Transfer the ball by pop pass. Receiver to
run and change direction before further transfer of the ball (count of five)
Variation-pass the bal from above the head. Keep the ball off the floor.

n Modified game

4 v 2 possession game. If touched in possession, restart with
1v 1 (scrum game). (Players lean on each others shoulders).

Key issves

Q: Why commvunicate?

H Related skills u Related skills
In 25 passing at speed within a channel, receiver to accelerate 3v 1 3 attackers and 1 defender to create pressure on the
on to the ball, and slow down before passing the ball to a

partner, No forward passes, score at the end of the second grid ball carrier, progress to 4 v 2, staggered defenders
Progress o 35

@ Where does a player have to pass the ballin order for the receiver to run onto it?

Q: What is meant by timing the pass?

E Modified game

4v 2 possession game. If touched in possession, restart with KEY QUESTION:

11 (scrum game). (Players lean on each others shoulders)

Gather players together -

Key issves

@® when sides are uneven what
are the problems for the
defending team?
> pressure from extra attackers
> how to mark the space and go

for the ball or the player




[image: image27.jpg]Session aim:

to create and use space in attack

to close down space in defence

to develop the skill of timing the pass
to sustain energetic activity

Unit 2
session 5/6

e
L)
e
e
@ to develop 2 v 2 scrum
1]

Warm-vp

in 6s, 3 with a ball 3 without, passing the ball quickly and
accurately, changing direction on receiving the ball. Pass the
ball in a variety of ways.

G issves

@ use all the space

@ concentrate on
passing to the
target area

@ receiver to take the
ball early and
travel at speed
before transferring
the ball

® keep moving

Grid area 10m x10m

Q: What do you notice about your breathing after this work?

B Modified game

42 scoring game using a scoring line at either end - score by
putting the ball down over the end line. Restart after each
breakdown with 1 v 1 scrum. Progress to 4 v 3 where
appropriate.

Key issves-

commit the
defender

@ talk to each other

@ pass to a player
who is free

«see Technical Card

Q: Do yov always have to pass?

Attackers to commit the defender, time the pass, receiver to
commit second defender, pass and score.

Key issves

@ defender to put
pressure on the
passer

® passer to time the
pass

Q: Why is timing the pass important?

ﬂ New skill

In 65 2 v 2 scrums, Sth player to put the ball into the scrum
6th player free. Develop to the ball being passed to the free
player, who runs and scores. Repeat and change positions.

q Related skills
65 4 v 2 with two defenders staggered, one behind the other.

B Modified game
5 v 3 scoring game start and restart with a 2 v 2 scrum.

Key issves

® use all the space
available

look for support
players without the
ball to call

@ keep the ball away
from defenders
keep play moving
no pushing - lean
on opponents

s it important for players to talk?

Key issves

no pushing - lean
on opponent

@ ballin straight

® concentrate on
accurate passing

@ remember - play
fairly

Q: Why must your back be straight in the scrum?

KEY QUESTION:

Gather players together -

@® What happens if the ball is
passed too early?
> the defender is not committed
> the defender is not under pressure

Make opportunities to teach accurate rule
application and fair play in the game.
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@ tointroduce 5 v 5 scoring game
@ tointroduce the lineout
@ 1o sustain energetic activity

Unit 2

session 7

ﬂ Warm-vp

In 8s, 5 3, 4 players to keep possession, pass when touched
(or before). Keep possession for 45 seconds. Each team to
have three attempts before changing the defender.

Key issves

Grid area 10m x 10m

Modified game

5 v 3 scoring game using a scoring line at one end, score by
putting the ball down over the end line. Restart with 2 v 2
scrum.

Key issves

communicate!
pushing,
“lean on opponent

Q: Why is close support important?

New sl

In 2s, prtner throws the ball to the player who jumps and catches the ball
above their heads - stand 3ms apart. Progress to 1v 1 or 2 v 2 uncontestable
lineouts, keeping a clear space between the two sets of players. Progress

10 2v 2 with the jumper/catcher feecing the ball to a third player

Q: How can the players jump higher?

Modified game

5v 3 - scoring game. Start the game with a lineout. When
the game breaks down restart through 2 v 2 uncontestable
lineouts.

Key issves

Q: Why catch the ball in two hands?

KEY QUESTION:

Gather players together -

@® How is the ball controlled in
the lineout?
> by an accurate throw
> by a clean catch

@® \What are the rules?
> ball is thrown down the centre
> in between lines
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@ tointroduce 5 v 5 scoring game
@ tointroduce the lineout
@ 1o sustain energetic activity

Unit 2

session 7

ﬂ Warm-vp

In 8s, 5 3, 4 players to keep possession, pass when touched
(or before). Keep possession for 45 seconds. Each team to
have three attempts before changing the defender.

Key issves

Grid area 10m x 10m

Modified game

5 v 3 scoring game using a scoring line at one end, score by
putting the ball down over the end line. Restart with 2 v 2
scrum.

Key issves

communicate!
pushing,
“lean on opponent

Q: Why is close support important?

New sl

In 2s, prtner throws the ball to the player who jumps and catches the ball
above their heads - stand 3ms apart. Progress to 1v 1 or 2 v 2 uncontestable
lineouts, keeping a clear space between the two sets of players. Progress

10 2v 2 with the jumper/catcher feecing the ball to a third player

Q: How can the players jump higher?

Modified game

5v 3 - scoring game. Start the game with a lineout. When
the game breaks down restart through 2 v 2 uncontestable
lineouts.

Key issves

Q: Why catch the ball in two hands?

KEY QUESTION:

Gather players together -

@® How is the ball controlled in
the lineout?
> by an accurate throw
> by a clean catch

@® \What are the rules?
> ball is thrown down the centre
> in between lines
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Session aim:
@® topiaya5v5game

@ to restart the game through uncontestable lineouts
@ to sustain energetic activity

n Warm-up

E Modified game
Half the players with a ball, move and pass to a player without a

105 6 v 4 - Start game with a lineout when the game breaks
ball. Progress to  lofted pass, with receiver jumping to catch

the ball. Players to accelerate, and change direction off both down re-start through 2 v 2 uncontestable lineouts.
feet on receiving the ball

session 8

Key issves

Grid area 10m

Q: Why is it important to keep moving at the start of the session?

Q: Why catch the ball in two hands?

Modified game

5v 5, restart after all breakdowns with a non-contestable
lineout.

B Modified game q
3v2or3v 1 staggered defender - scoring game - ball
carrier to time the pass, receiver to accelerate on to the ball

Key issves Key issves

Q: What do we mean by timing the pass?

Q: How many players in this lineout?

KEY QUESTION:

Gather players together -

@® \When does a lineout occur?
> to restart play when the ball is
carried, passed or kicked out of
play over the touch line



[image: image31.jpg]Session aim:
® toplayab5v5game

@ to restart the game through uncontestable lineouts and scrums

@® o sustain energetic activity

Unit 2
session 9/10

Warm-v|

Half the players with a ball, move and pass to a player without a
ball. Progress to a lofted pass, with receiver jumping to catch
the ball. Players to accelerate, and change direction off both
feet on receiving the ball

Grid area 10m
Q: Why is a warm-up important?

Modified game

Revisit principles of attack and defence - explained in session
5-7. Develop throwing in and catching skills in the lineout.
Develop putting in and striking for the ball in scrums.

Key issuves

Q: How do we win the ball in a scrum?

Modified game

5v 5 playing area 30 x 30. Scoring game. Restart the game
after each breakdown with either an uncontestable scrum
(2v2)orlineout2v2.

@ What does the player in possession have to do when running out of space?

KEY QUESTION:

Gather players together -

@® How is space made in order to score?
> by committing defenders
> by creating space for attackers to score

@® How can defenders work together to
prevent scoring?
> by talking to, watching and supporting
each other
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Session aim:

@® torevise a 5v 5 scoring game

@ 1o develop timing when passing

@ 1o develop awareness of how to support the ball carrier

@ 1o raise awareness of what is happening to the body during exercise
(1]

Warm-vp n Modified game
In 8s, half the players with a ball, half without, pop passing

1o each other, passing from below the knees, passing from
above the head, to the same target area.

In 35, 2 v 1 (Touch game) two attackers, one defender, with
the emphasis on passing the ball to a player in space to score.
Defender to touch the ball carrier to make him/her pass.

Key issves Key issves

Grid area 10m x 10m Two grid area 20m x 10m

Q: What has happened to the pulse rate during this warm-up? What effect does this have?

Q: Why is it important to commit the defender?

B Related skills u Modified game
Passing in pairs down a channel - progress to 3s. In 3s, ball 65, 4 v 2 touch rugby changing the defenders
carrier runs with the ball and puts it on the floor. 2nd player S motote e
steps over the ball, picks it up and passes to the 3rd player P

Work down one channel and return up the second channel.

Key issves

*m

Two grids 20m x 20m

Channel of three grids in length

ing of the run mean? Q: How do players work as a team in attack?

KEY QUESTION:

Gather players together -

@ How is the ball carrier supported?

> by team mates getting free behind the
ball carrier

Remind players of rules when appropriate. Check heart rate at the end of lesson. Discuss the results.




[image: image33.jpg]Session aim:

® to develop the 5v 5 scoring game
® to develop timing of the pass and support skills
@ to play with uncontestable lineouts

Unit 3

n Warm-vp

In 10s, half the players with a ball, show a variety of passing
skills i.e. above the head, below the knee, rolling the ball on
the floor.

Q: Why do players call for the ball?

ﬂ Modified game

3v2-3 attackers 2 defenders. Defenders to put pressure
on the first two attackers. 3rd attacker in space to score.
Five attempts each, before changing defenders

oy 4

Channel - 3 grids 30m x 10m

B New skill

2 v 2 (staggered defence), after passing the ball, passer to
support the new ball carrier to score a try.

Key issves .

Q: When supporting the ball carrier what are the important points?

ﬂ Modified game

5 v 5 touch rugby with 2 v 2 uncontestable lineouts -
emphasis on support play.

Key issves

I

30m x 30m playing areaa

Q: Was the play safe? - fair?

KEY QUESTION:

Gather players together -

® What is the ball carrier looking
for from team members?
> support from behind
> support from either side
> calling early for the ball



[image: image34.jpg]Session aim:

n Warm-vp

In 65 3 players with a ball, 3 without, transfer the ball in a
variety of ways e.g. above the head, below the knee,
orthodox, roll the ball on the floor.

H Related skills
3 v 3 with 3 staggered defenders , passer to support the
ball carrier.

to play 6 v 6 game with emphasis on support play
to develop handling skills

to develop 3 v 3 scrums

to experience play in a variety of positions

Unit 3

session 3/4

to increase understanding of what is happening to their bodies during exercise

Key issves

® pass to the target
area

@ use all the space

® change direction
on receiving the
ball and run with
the ball in two
hands

® keep moving

Q: Why do yov have to get your body ready to play a game?

Modified game

6 v 6 touch rugby with uncontestable scrums (3 v 3) (alternative -
6 v 4 for players having difficulty). Restart the game with a scrum.
Score anywhere on the line at the end of the playing area

Key issves

use the spaces
available

® concentrate on the
quality of pass

® run hard with the
ball

@ change the direction
of play if you are
running out of a
space

«see Technical Card

Q: Why is it important to call for the ball when in space?

Key issves

@ support closely
@ call for the ball
® ook at the receiver
when passing

® take the ball at

speed

@ after passing
support the player
on th outside

Q: What must the player who has passed then do?

B Modified game

Repeat 2

See 2 above

Modified game
6 v 6 game with 3 v 3 uncontestable scrum - start and
restart, (alternative 6 v 4 for players having difficulty).

Key issves

® no pushing

® middle player of the
team putting the
ball in the scrum to
strike for the ball

@ keep feet on the
floor until the ball is
put into the scrum

@ Why is it helpful for the ball carrier to have support on either side?

KEY QUESTION:

Gather players together -

@ Where do players stand in
relation to the scrum, when:
a) attacking? > at an angle
b) defending? > flat

Compare the pulse rate at the end of these
lessons with other times. Why might there be
a difference?
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@ to develop play from a lineout
@ to emphasise support play

Unit 3

session 5/6

1] Warm-up

In 10's half with a ball, transfer the ball to any player without
one in a variety of ways, pop, overhead, below the knees,
roll the ball, lob it up in the air

Key issves

E Related skill
5s 2 v 2 uncontestable lineouts - change position

Key issves

+see Technical Card

Q: Why catch the ball in two hands?

Modified game

6 v 4 start the game with a 2 v 2 uncontestable lineout. The
attacking team has five attempts to score before changing the
defenders. Once the lineout is over, the player putting the ball in,
as well as the players in the lineouts, support the ball carrier.

Q: How does the altacking team get the ball to the player who is free?

B Modified game
Repeat 2
Progression to 6 v 6 lineout game with 2 v 2 lineouts.

Q: What are the throwing in laws for lineout?

Key issves

Related skills

3s 2 v 1in channel, defender can move forward and
backwards. Progress to defender moving laterally. 5 attempts
10 score. Progress - 2 attackers 2 defenders (staggered)

Key issves

 commit the
defender before

Q: What must players without the ball remember?

KEY QUESTION:

Gather players together -

@ From a lineout, how do players
support the ball carrier?
> support from behind
> support from either side
> calling early for the ball
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session 7/8

Session aim:

® toplay 7 v 7 scoring game
@ to encourage fair play according to the laws and spirit of the game

n Warm-up E Modified game
7s half with a ball, half without, transfer the ball with quick ;" chh "ﬁgby Start the gamde ww: a pass. With ?nv
short, pop passes. Avoid each other by sidestepping into space. reakdaiwn, the game Isfestarted with'a scriiim e.g. if thepass 5

forward, or the ball is knocked forward - if the ball carrier steps
out of play, - a lineout. Both are uncontestable.

Ball carrier to run hard for up to 10m before transferring the ball

Key issves

B Modified game
As 2 above. With any breakdown, the game is restarted with a
lineout

KEY QUESTION:

Gather players together -

@ Why is the timing of a pass so important?
> to commit the defender

@ Is there always a need to pass?
> No - score whenever possible
> Only pass to improve the chance of scoring

@ Why do players support the ball carrier?
> To increase the chance of scoring
> To increase the options for the ball carrier

@ \Was the play fair at all times?

Players should know what happens when the ball is knocked forward or passed forward.
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@ toplay 7 v 7 with uncontestable lineouts

@ to improve passing skills and support work
® to introduce tackling

Unit &4

TWarm-up

14s, Magic square, diagonal running, put the ball on the
floor. Receiver to pick up and run with the ball. Progress to
passing to the next player. Teacher- led static stretching to
prepare leg muscles.

Q: Why i it important to stretch musdies before playing a game?

q Modified game

7 v 7 touch rugby - if the game breaks down, free pass or
3 v 3 uncontestable scrum, or lineout to restart.

Key issves

Q: Why get behind the ball carrier?

B Related skills

3s in a channel, passing, followed by placing ball on floor,
players pick up and pass.

Key issves

Q: Can yov pick the ball up at speed?

ﬂ_ Modified game

7 v 7 with uncontestable lineouts (3 v 3) and uncontestable
scrums - restart the game with uncontestable scrum/lineouts

Playing area 40m x 40m

Q: Why do players bind tightly in the scrum?

KEY QUESTION:

Gather players together -

® Inthe7v7game how do we
keep the game flowing?
> by keeping moving
> by supporting the ball carrier
> by good communication

Remind players to remove jewellery before the start of activity and stress safety considerations.
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@ toplay a7 v 7 scoring game with contestable lineouts
@ to improve support work @  to introduce the side
@ to introduce contestable lineouts

Unit &

tackle

n Warm-up E Modified game

14's develop the magic square - diagonal running, pop passing,
receiver to take the ball on the move. Progress 1o scoring a try.
Further progression - roll the ball to receiver who falls on the ball,
gets up, runs and scores a try, repeat. Teacher-led stretching exercises.

‘“ ”” Key issves
ot
D

Playing area 20m x 20m
Q: Which stretching exercises are needed before the game?

‘® two hands out to
‘the ball

® quick fqpté@ -
ready to change
direction

7 v 7 with noncontestable lineout as a restart at any
breakdown. (2 v 2 in lineout). No tackling - touch.

Key issves

® ook for space
® support each other

® those without the
ball, work as a
team to close down
space

Q: How can a defender close down space?

B Related skill H New skill
352 v 1 defender can move forward, backwards, then
laterally.

Key issves

® work as a pair

‘® receiver to
accelerate

Q: Do yov have to pass?

2s side on tackle, stationary and walking pace.

Key issves

® Tackler's head
behind the buttocks

® both arms squeeze
tight

® hold on tight at all
times

® contact with the
appropriate shoulder

‘® be mindful of others

Q: What is the purpose of a tackle?

75 (2 v 2) contestable lineouts, with one player throwing the
ball into the lineout.
Players to change position.

Key issves

‘® attack the ball

® catch the ball in
two hands

xsee Technical Card

Q: Can you move forward to catch the ball?

E Related skills ﬂ Modified game

7 v 7 with contestable lineouts (2 v 2) and ball thrown to
variety of jumpers, restart each game with a lineout.

No tackling - touch.

Key issves

® encourage players to
go forward with the
ball

@ ook for space and
support

@ try and pass the ball
50 that the receiver
is in space

® jumpers to catch the
ball in two hands

Pitch area 40m x 40m
Q: How does the team in possession. keep possession?

KEY QUESTION: @ When tackling what must the tackler remember? > head to the side > hold on tightly

2
(Gather players together) @ Did everyone keep to the rules? @

Why is this so important? > for safety and fair play
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® toplaya7v 7 scoring game with passive scrum

@ tointroduce front tackle
@ to improve and develop support work

Unit &

n Warm-vp

14's develop the magic square - diagonal running, pop passing,
receiver to take the ball on the move. Progress to scoring a ty.
Further progression - roll ball to receiver who falls on the ball, gets
Up, runs and scores a try, repeat. Teacher -led stretching exercises.

Q: When carrying the ball what problems are encovntered?

ﬂ Modified game
7 v 7 scoring game restarting with passive scrum (3 x 3) at
each breakdown. No tackling - touch.

Q: When not in possession what must players do?

B New skill
Front tackle (revision of side tackle)

Key issves

|

Q: Why hold on tight in the tackle?

KEY QUESTION:

Gather players together -

@® \What does a team do when in possession?
> look for opportunities to score
> support the ball carrier
> look for space
> run hard

n Modified game

7 v 7 scoring game. Restart the game with a free pass, or
passive scrum (3 x 3) if ball goes out of play. No tackling -
touch.

Q: How can the team in possession keep the ball?

@ What does a team do when not in possession?
> work together to close down the attack
> tackle the ball carrier
> try to regain possession
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Session aim:
to play a 7 v 7 scoring game with passive scrum and with tackling
to include tackle from behind
to improve and develop support work
to develop player understanding of stretching activity in a warm up

Warm-up E Modified game

14 develop }(he rr‘nag‘t“mua;e - diagonal running, pop passing, 7 v 7 scoring game restarting with passive scrum (3 v 3) at
receiver to take the ball on the move. Progress to scoring a try. :
Further progression - roll the ball to receiver who falls on the ball, each breakdown. No tackling - touch

gets up, runs and scores a try, repeat. Teacher-led stretching exercises

support the ball
carrier

@ look for space
® communicate

® concentrate on the
quality of pass

«see Technical Card

Q: Why are stretches held? Q: When not in possession what must players do?

B New skill u Modified game
Tackle from behind 7 v 7 scoring game. Tackling, with contestable lineouts
(2 v 2) and uncontestable scrums (3 v 3)

Key issves

support the ball

carrier

® keep the game
going

® jump to catch the

ball in the lineout

tackler

person being

tackled

Q: Why is your head to the side?

KEY QUESTION:

Gather players together -

Q: What does quick ball from a lineout mean?

@® What should the tackled player do immediately? @® Name three things which the tackler should
> release the ball remember

> head to the side
> hold on tight
> contact with the shoulder
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to, biting, neck holding, hair pulling).

Infringement Law 10 First Repeat
Offense | Offense

Obstruction. 1(a-f) 1 2

Deliberately playing unfairly or voluntarily infringing a Law. 2(a) 1or2 20r3

Voluntarily throwing or knocking the ball into touch 2(c) 1 2

Repeated infringements. 3(a-c) 20r3 3

Wasting time. 2(b) 1 2.

Striking an opponent as follows:

1. One-on-one punching. 4(a) 12,0r3 |3

2. Blind, third man in. 4(a) NA

3. Continuing on after whistle. 4(1) 2o0r3 3

4. In retaliation. 4(j) Tor2 3

5. Head butting. 4(a) 3 NA

6. Grasping or striking the genital area. 4(a) 3 NA

7. Using elbow or knee. 4(a) 1,2,0r3 |3

8. Eye gouging. 4(a) 3 NA

Trampling an opponent on the ground away from the ball. 4(b) 3 NA

Trampling an opponent near the ball as follows:

1. On body or legs, near the ball. 4(b) Tor2 3

2. On body or legs, not near the ball. 4(b) 2o0r3 3

3. On head. 4(b) 3 NA

Kicking an opponent. 4(c) 3 NA

Tripping 4(d) 1or2 20r3

Tackling an opponent as follows:

Early. 4(e) 1,2,0r3 |2o0r3

Late. 4(e) 1,2,0r3 |2o0r3

Dangerously, including dangerous charging. 4(eorg) | 1,2,0r3 |20r3

While opponent is jumping for ball in the air, including tapping or | 4(eorh) | 1,2,0r3 | 2o0r3

pulling jumper’s foot in line-out.

Playing an opponent without the ball. 4(f) 1,2,0r3 |20r3

Playing dangerously in a scrum, ruck or maul: 4(i)

1. Scrum: front row charging. 1or2 2o0r3

2. Scrum: lifting or forcing opponent upwards out of the scrum. 1or2 2o0r3

3. Scrum: front row player standing up. 1or2 20r3

4. Scrum, ruck or maul: voluntarily collapsing. 1or2 20r3

5. Ruck or maul: charging into without binding on a team-mate. 1or2 20r3

Late charging the kicker. 4(m) 1or2 20r3

Using Flying Wedge or Cavalry Charge. 4(n) 1or2 2o0r3

Misconduct while ball is out of play. 4(1) 1or2 20r3

Acting contrary to good sportsmanship (including, but not limited | 4(k) 1,2,0r3 |20r3

The above table uses the following codes for penalties:
1 = Penalty kick with admonishment.

2
3 = Penalty kick and send off (red card).

enalty kick with caution and temporary suspension (yellow card).

NA = Not applicable for a repeat offense (player sent off at first offense).





Rugby Risk Assessment

After a thorough review of previous injuries in intramural rugby, many injuries are linked to a lack of understanding of the game and the false assumption that rugby equals American football.  The number one priority therefore is an aggressive pre-season education program intended for CICs, coaches, players and officials. Some of the steps taken this year include:
· Joint coaches and officials clinic to standardize game play 

· Prohibiting games until coaches complete 4 contact practices stressing skill development

· Enhanced resource guide for players, coaches and referees

· Incorporating C & D side club rugby players as referees and coaches

· Eliminating Player-Coaches—Coaches focused on practices and skill assessment

· Incorporation of Fair Play points system per USCC Cir 28-1
· Institution of Yellow/Red card penalty system for Referees
More information on specific risks and corresponding reduction strategies:

	Risk Identification
	Reduction Strategies

	Concussions


	Education Program on Game Play, esp. Tackling

Minimum 4 contact practices before games start

Coaches utilize skill cards, technical cards

Pre-season screening form for all players before season



	Broken / Cracked Teeth


	Use of mouthpieces mandatory

	Broken Arm 


	Rule Education: Do not reach into Scrum for ball

	“Big Hit” Mentality


	Thorough instruction on proper wrap tackling techniques;

Quick ball movement skills

Referees enforce high tackle penalties 

Utilize yellow card (player sent off for 2 minutes) and 

Red card (sent off for game) system

	Pulled muscle


	Proper warm up

	2nd Concussion Syndrome


	DPE Training Room visitation policy


	DR

	TR

	CLEARED


INJURY SCREENING FORM

I. Print Last Name, First Name, M.I.

NAME:  _______________________     CO: ______     YR:______    SECTION ______  

SSN: ___________________  ACTIVITY:  PE ____  IM _____  BDE OPEN _____
SPORT: FOOTBALL ____  RUGBY ____ BOXING _____  WRESTLING ____
II. FOR BOXING ONLY:

Have you completed Plebe Boxing? _______  If so, what grade did you get?  _____

Did you require a waiver for vision to be admitted to USMA? _______  

If so, why?  ______________________________________________________

III. FOR ALL SPORTS:  (Please explain all “yes” answers on the back)

Have you ever lost consciousness or been knocked unconscious?________

Have you ever had eye surgery? ________

Have you ever had any other surgeries? ________

Are you currently on cadet medical excusal? _______

In what other physical activities are you currently involved? (PE Boxing, Club Sports, Military Training, etc.) _______________________________________________________
IV. Do you have, or have you ever had any injuries to the following areas that required you to alter your participation in physical activity or to seek medical attention?  If you answer “yes” to any of the below items please provide the details of the incident on the back of this sheet.

	
	Yes
	No
	
	Yes
	No

	1.  Head
	_____
	_____
	11.  Wrist
	_____
	_____

	2.  Nose
	_____
	_____
	12. Hand
	_____
	_____

	3.  Facial Bones
	_____
	_____
	13. Arm
	_____
	_____

	4.  Jaw or Teeth
	_____
	_____
	14. Knee
	_____
	_____

	5.  Neck
	_____
	_____
	15. Ankle
	_____
	_____

	6. Back
	_____
	_____
	16. Foot
	_____
	_____

	7.  Elbow
	_____
	_____
	17. Leg
	_____
	_____

	8.  Shoulder (dislocate/sublux)
	_____
	_____
	18. Internal Organs
	_____
	_____

	9.  Headache
	_____
	_____
	19. Memory Loss
	_____
	_____

	10. Dizziness 
	_____
	_____
	20. Numbness in body part
	_____
	_____


I understand that under the provisions of 5 USC 552a, The Privacy Act of 1974, that USMA is prohibited from releasing information contained in my personnel file to agencies or individuals outside the U.S. Government without my consent.  I also understand that I am under no obligation to authorize USMA to release such information for whatever purpose it deems appropriate or necessary; and should I withhold such authorization, the information will not be released to private third parties and no consequences of any kind will result.

SIGNATURE  ________________________________________  DATE  ___________________
If you answered "yes" to any of the items in section III or IV please provide the details of the incident.  Include the following:

A) WHAT  is the nature of the injury, right or left

B) WHEN did it happened

C) WHAT treatment did you receive

D) LENGTH of the profile (if any)

E) ANY PROBLEMS since the incident

F) WHAT SPORTING EVENTS done since the injury

	Item No.
	Detailed Description 

	
	Example:

	15
	A. right ankle fracture

	
	B. second grade

	
	C. cast and physical therapy

	
	D. 6 weeks

	
	E. no

	
	F. soccer, wrestling, track

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


Doctor Signature: ________________________________________________
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#1 = Prop


#2 = Hooker


#3 = Prop


#4 = Scrum Half


#5-7 = Backs
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