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5_10 M I NS ATTACK / DEFENCE

WHAT TO DO

1. Even numbered teams play a game of two-handed touch with no off-side rule.

2. The ball must first be passed backwards but may then be passed in any direction.
3. A turnover occurs if a try is scored, a pass is dropped or the ball carrier is tagged.
4. The game encourages improvisation of play, so allowing play to flow by removing
unnecessary stoppages is important.

* |[dentify space and communicate available options. * Tagged player must hand over the ball and then complete a push-up.
* Run to space to support.
* Pass to space

* What made an attacking raid successful v unsuccessful? *Support
* What decisions did you make as an attacker to evade defenders * Communication

and use space? * Spatial awareness
' * Decision making

* How did the defenders stop a try being scored? * Tracking
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5 M I N S MOVEMENT / DEFENCE

MAD FLAGS

WHAT TO DO

1. Players are split into two groups within a grid, some with tags/bibs tucked into their
shorts and the rest as taggers.

2. Taggers try to chase and remove bibs and throw them to ground

3. If a player loses their bib, they move outside the grid and stand next to the coach
4. The coach may allow players back in at any time

* Players evade through being aware of their surroundings (space) * When a player loses their bib they become a tagger

* Taggers to use tracking skills, getting in close when reaching for * Taggers who take a bib, tuck it into their shorts and now try to evade
bibs the new taggers

* What did you do to not have your bib taken? * Evasion

* what should you do to get the bib from the other player? * Movement to space

* How do you successfully grab a bib? * Tracking
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WHAT TO DO

1. Two teams race against each other to get multiple balls along the line while moving
forward

2. Place three balls along each side of a playing grid with the teams lined up in the grid
3. Teams pass the first ball down the line before moving to the next one

4. The last person places each ball on the ground when they catch it

5. When at the end, the teams turn around and repeat the drill

6. The first team back wins.

* Catch (hands towards ball). * Players jog or run
* Pass (soft lateral pass, fingers at target). * Extend distance between the ball and the players

* Keep hips square, bending knees to pick up ball

* What do we need to do in order to complete this drill successfully? @ * Catch

* what type of pass is more appropriate? * Pass backwards
* Go forward

* Realign
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5-10 MINS MOVEMENT

PINBALL

WHAT TO DO

1. The ball carrier runs through an gauntlet of defenders holding hit shields

2. Defenders give the ball carrier a push as they go past

3. The player must maintain balance and control while running through the obstacles
3. All players have a turn at being the pinball

-
* Carry the ball in two hands. * When the pinball hits the last pad they drop and place the ball.
* Lower body height when going though contact * As above, but all other pads holders drop their pad, realign and then

* Strong body position lateral pass along the line to score a try.

* What do we need to do in order to complete this drill successfully? @ * Ball carry
* what type of pass is more appropriate? * Balance through contact
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5-10 MINS SKILLS

WHAT TO DO

1. Create two rows of markers in a V-shape.

2. In pairs players line up at the narrowest markers and catch-pass along their cones.
3. If they reach the end, they go back to the start and begin again.

4. If they drop the ball, they sit out until the only one pair remains.

* Hands up towards the ball when catching (fingers above wrists, * Have players jog, then run.

wrists above elbows). * Change angle of the cones so they vary over the length of the course.
* Catch ball in two hands.

* Look at target before passing.

* Follow ball with hands so fingers point at the target.

* Where should your hands be when you are catching a ball? * Catch

* Where should your hands be after you pass the ball? * Pass backwards
* Move forwards
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5 M I NS ATTACK / DEFENCE

WHAT TO DO

1. Two pairs of attackers partner up and move about a central square, passing to each
other.

2. Defenders run around an outer section.

3. On the coaches signal, the two central pairs must choose a try-line to attack, evade the
defenders and attempt to score a try. (The two pairs must not attack the same try-line)

4. Swap roles every few attempts

- l PARTNER TAG

* Ball carrier must fix the first defender. * Add a certain number of passes or type of pass that must be made
* Support player must look for the space and communicate. before a try can be scored.
* Defenders need to connect quickly.

* Why did the attack/defence "win"? * Tracking
* What do you need to do to ensure your defensive line is not * Communication
broken? * Decision making



	DRILL NAME: OFFSIDE TOUCH
	WHAT TO DO: 1. Even numbered teams play a game of two-handed touch with no off-side rule.
2. The ball must first be passed backwards but may then be passed in any direction.
3. A turnover occurs if a try is scored, a pass is dropped or the ball carrier is tagged.
4. The game encourages improvisation of play, so allowing play to flow by removing unnecessary stoppages is important.

	TEACHING TIPS: * Identify space and communicate available options.
* Run to space to support.
* Pass to space
	VARIATIONS: * Tagged player must hand over the ball and then complete a push-up.


	QUESTIONS FOR UNDERSTANDING: * What made an attacking raid successful v unsuccessful?
* What decisions did you make as an attacker to evade defenders and use space?
* How did the defenders stop a try being scored?
	FAIR PLAY OPPORTUNITIES: * Support
* Communication
* Spatial awareness
* Decision making
* Tracking

	TIME: 5-10 MINS
	FOCUS AREA: ATTACK / DEFENCE


