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5_10 M I NS ATTACK / DEFENCE

1 TOUCH

WHAT TO DO

1. Even numbered teams play a game of two-handed touch, when the ball carrier is
touched with 2 hands.

2. The ball is turned over if a try is scored, the ball is dropped or if the ball carrier is
tagged.

3. The game encourages decision making and improvisation. Allowing play to flow by
removing all stoppages is important.

* Get into position early. * Tagged player must hand over the ball and then complete a push-up
* |dentify space and communicate available options with teammates. | prior to rejoining the game.
* Support from depth and change angle of run/pass if appropriate.

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

* How did the defenders stop a try being scored?



SWITCH PASS

FOocLS GET INTO
AREA
© R "GBY
-

3-5 MINS SKILLS

WHAT TO DO

1. Player A carries the ball forward, then changes running angle to commit Player C.
2. Player B runs forward and holds their channel until Player A enter it.

3. Player B then changes angle to receive a switch pass from Player A.

4. Player B then straightens their running line.

* Ball carrier - sharp foot drive to outside * Add another defender
* Support hold channel, then late change
* Support - accelerate into space

* Why/When would you use a switch pass? * Square hips

* How does the ball carrier know when to pass? * Pop pass
* Support running lines



Loop Pass
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3-5 MINS SKILLS

WHAT TO DO

1. Players line up in a single file 1.5m apart.

2. Player at the front has ball and on "go" all players behind move the left or right ("swing
the gate") to receive the pass.

3. When each player catches the ball they must square up before popping a pass on their
outside shoulder.

4. when the last player collects the ball they score the try and the drill continues until all
players have started at the front.

* Players need to run with hands up to receive the ball. * Have another group at the opposite end and have the first group
* Players must give a soft pop pas for the receiver. hand off to them so that they come back with the ball.

* Players should pass off the hip at the inside shoulder of the support

player forcing the looping player to straighten onto the ball.

* Players should not fall away from the pass.

* When we you use a loop pass? * Hips square

* How can this be an effective pass in general play? * Pop ball outside shoulder
* Support runner from behind runs into space where ball is popped
* Support players accelerates onto ball



TACKLE CONTEST BODYSHAPE #1
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5 MINS CONTACT SKILLS

WHAT TO DO

1. Have one player on his stomach in front of a tackle bag, which is defended by another
player holding a tackle bag.
2. Position the non-pad player 1 metre from the pad. On coaches cue the non-pad player

gets up, maintaining good body position and uses their shoulders to clean the pad holding “ .

— —»

player. Clean the pad holder out past the end of the tackle bag.
3 Cleaning the pad out this far will exaggerate the body shape, foot movement pattern and P—
time with a wide base of support.

* Stay low - don't totally get up and then get low * Offset starting position

» Shoulders in front knees, knees in front of toes * Add a target to simulate winning the shoulder battle

* Active and wide feet until they're past the pad « Clean out to a distance eg; the handles or logo on the tackle bag
 Low to high

» Advanced players - skim the bag

» Why did we trip over the bag? * Body movement and control
* Was it easier to clean out if you're low or high? » Breakdown technique
* Did any of you struggle staying up? » Contact


Michael.Magriplis
Stamp


FOCUS
AREA GET INTO

R /GBY

WIN THE SPACE #1

5 MINS TACKLE CONTEST

WHAT TO DO ;’ A

1. Three players lie tightly together on the ground, on stomachs with middle player holding /
the ball under their chest.

2. Players either side need to be nominated either attack or defence.

3. On coach's call, the ball carrier presents the ball back to their toes ("prawn" position)
and the contesters get to their feet, enter through the 'gate’ and try to win the space above
and past the ball.

Ball carrier: * Recommended to progress to random calls for 'Win the Space' #1,2
* Dynamic movement and 3.

Support/Opposition:

* Target - race to the space

* Control - skim and win space

* Feet active - violent steps into and through contact

* What made it easy for you to win the space? * Contesters should focus on correct body shape - "plane taking off"
* What were you looking at before and during contact?
* whay is the ball placement important to retaining possession?
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4 minutes CONTACT SKILLS
WHAT TO DO
1. Arrange players in a group of 4 opposite a defender. Arrange 3 other defenders in the
grid evenly spaced.
2. Once the first tackle is affected and the ball retained, players advance to the next
defender.
3. When players are confident across the different roles - progress to a full contact
scenario.
* Role clarity: each player must be clear if they are carrying, * Increase contact by adding defenders eg; 2 defenders at each point.

supporting or distributing
* Focus on the individual skills ie; hammer support, pass and follow
and footwork into contact.

* "What happened when we didn't use footwork into contact?" e Carry
* "Which skill was most critical in this drill?" » Breakdown technique
* "How could you improve each role?" * Pass and clear

» Spatial awareness
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3-5 MINS ATTACK

KILL TOUCH

WHAT TO DO

1. This modified game allows dropped ball BUT ...
2. Whoever "kills and collects" the ball has possession
3. This focuses players to play even after a dropped ball and apply defensive pressure to

win the ball back
4. Coaches can use this variation as modification of the rules to suit their team - in this

case play off double touch to keep the ball alive

* Linespeed in defence to apply constant pressure * Use this drill as an extension to other touch variations
* Dive past the ball if it is a 1v1 ground contest * Add a contested breakdown off a turnover
» Wide base of support when picking the ball off the ground

* "What was the relationship between pressure and turnovers?" » Support: in both attack and defence
* "Did our defensive alignment get poorer as we increased our » Communication
linespeed?"

* "In attack, was our support in a position to contest for dropped
ball?"



	DRILL NAME: 1 TOUCH
	WHAT TO DO: 1. Even numbered teams play a game of two-handed touch, when the ball carrier is touched with 2 hands.
2. The ball is turned over if a try is scored, the ball is dropped or if the ball carrier is tagged.
3. The game encourages decision making and improvisation. Allowing play to flow by removing all stoppages is important.

	TEACHING TIPS: * Get into position early.
* Identify space and communicate available options with teammates.
* Support from depth and change angle of run/pass if appropriate.
	VARIATIONS: * Tagged player must hand over the ball and then complete a push-up prior to rejoining the game. 


	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
* Decision making

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


