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concern about such matters, the consent of the student’s parent or guardian should be obtained before allowing
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Get Into Rugby’s field component gets the kids out of

the classroom, and ideally is delivered outdoors. NEED HELP?

REQUEST A
_ . GET INTO RUGBY
The students learn the skills through fun activities, DELIVERER AT

building their confidence and competence to be able RUGBY.COM.AU/GET INTO RUGBY
to participate in a format of Rugby with their friends.
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GET INTO
WALLABIES AND WALLAROOS R 'GBY

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
SKILLS
FOCUS
5 MINS
WHAT TO DO
A A A
1. Divide students into two teams standing face to face or side to side in two single file lines midway across the grid. é B A A A
2. Designate one team as the “Wallabies” and the other team as the “Wallaroos”. i _-.;1 ¥ "
3. Remind students that these are the names of the Australian men’s and women'’s national Rugby teams. h i ¢
4. Tell the teams that where they are standing is the start line. The lines at either end of the grid are their safety lines. nn ; |
5. Explain that when you call “Wallabies” the Wallabies must chase the Wallaroos. / 2 &
6. The Wallaroos must try to reach their safety line without being tagged. nn L
7. When you call “Wallaroos”, the Wallaroos must chase the Wallabies towards their safety line. ; = ik i
8. 8. After each go, the teams both return to the start line. If a player was tagged, the team that caught them gets a point. i 4 4 4
Points can be accumulated throughout the game. A A A
9. 9. The game continues as you call out team names in random order.




BALL HANDLING RELAYS
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EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R 'GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Divide students into groups of three or more with half of the group standing at one end of the
grid and the other half at the other end of the grid.

2. Tell students that they are going to run across the grid carrying a ball in their hands.

3. After students have run across the grid with the ball, the student hands over the ball to their
waiting teammate who then run back across the grid with the ball. This process continues until
everyone is back in their starting position.

4. When the team is finished all team members sit down
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SCATTER TAG

SKILLS EQUIPMENT AND SET UP

FOCUS

10 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Organise players into two teams i.e. attackers and defenders.
The attacking team players each hold a ball and jog clockwise inside a defined circle.
Defending team players (without a ball) jog around the outside of the circle in the opposite direction.

When you call ‘Scatter!’, all players from the attacking team run in any direction towards a touch line while the
defenders chase them.

AN~

Defenders can score one point for each attacker that is tagged.

Attackers can score one point for each attacker that reaches a touch line without being tagged by a defender.
Each team has at least three turns as attackers.

Points are combined for the three rounds. The team with the highest score wins

G N O W




LINEOUT THROW COMPETITION

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R 'GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Organise players into pairs with one ball per pair.
2. Pairs face each other five metres apart and parallel to other pairs.

3. On ‘Go! players pass the ball back and forth to their partner using a two-handed overhead
throw.

4. If the ball reaches the catcher on the full, both players take one step backwards.
5. Ifthe catch is dropped, both take a step forward.
6. When Time!is called, the pair who is the greatest distance apart wins
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RUGBY END BALL

TAG DEFENCE

SKILLS EQUIPMENT AND SET UP

FOCUS

10 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Divide students into two teams of 6-8 per field.

2. Tell students the aim of the game is to pass the ball between team mates and advance the ball up the field so that
the attacking team scores by passing the ball to someone from their team who is standing in the scoring zone. The
defenders try to intercept the ball. The game does not include tagging.

3. Give one team the ball to start. The first pass must always go backwards but after that the ball can be passed in
any direction.

4. If a student has the ball as an ‘attacker’ they can’t run with the ball.
If an attacker drops the ball, the other team gets the ball.

6.  After the attackers score, the game restarts with the other team from the middle of the field with the first pass
being backwards

£ A
¢ a3 ¢
Red * Green
Scoring ‘ ’ * Scoring
Zone

._ Zone







SKILLS AND DRILLS

OPTION 2




THE GAMEPLAN OUTLINED

WARM UP

Tvi1Tag

PASSING / CATCHING Boundary Passes

EVASION

51% 1vi

LINEOUT / KICKING

Kick to kick

TAG DEFENCE

4v 4 Touch 7s

COOL DOWN




GET INTO

1V1TAG R .GBY

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

(or more) tags otherwise possession goes to the defender.

4. If an attacker is tagged they must perform a tap kick before moving forward again.

5. After making a tag, the defender has to move back 2m to an onside position before attempting
to tag the attacker again

5 MINS
WHAT TO DO i ;
1. Divide students into pairs and depending on students numbers and equipment, send one or : :
more pairsto each grid. I I
2. In each pair one student is an attacker and one student is a defender. : A > E?l :
3. The student attacker attempts to score a try from one end of the grid to the other within a four s N
1 I
| |
1 I




GET INTO
BOUNDARY PASS R 'GBY
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EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

5 MINS

WHAT TO DO g

L
1. Divide students into pairs and give them one ball. E‘
2. Pairs spread out and stand opposite each other on one of the boundary lines (touch lines) of the 8m x 8m E*P-‘“f_h '

playing area. o (%28

On your signal, all pairs jog in the same direction and pass their ball. A ’G’ ' [} §
Passes can only be made across a touch line. Wy < '
Encourage players to pass backwards to their partner. |
Pairs count how many passes they make in 60 seconds.
Pairs repeat in the opposite direction and attempt to beat their previous score e Rt

NS AW
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EVASION

GET INTO

51% 1V 1 R 'GBY

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
G FOCUS
10 MINS
WHAT TO DO . - :
4 7'\
1. Organise students into groups of five and send each group to a grid. i
2. Within each group of five, get four attackers to line up on one end of the grid and the defender to stand at I SEEES I

“»

the opposite end of the grid.

The first student attacker aims to carry the ball and gain as much ground before being tagged by the s B L > T
defender. Getting past the 50% gain line would be a good challenge. - &

Ideally the attacker can score a try at the other end of the grid without being tagged by the defender.
The defender aims to tag the attacker who then stops and returns to the back of their line. 4
The activity is repeated with defenders and attackers swapping jobs
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KICK TO KICK

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R 'GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Organise class into pairs of similar ability.
2. Each student collects two marker cones each i.e. four per pair.

3. Pairs then decide how far away they will stand from each other and set up their two marker cones each
which become their ‘kicking zones’,

4. Pairs challenge each other to kick the Rugby ball to land right in the middle of their kicking zone.
5. Students score one point each time they kick the ball to land in their partner’s kicking zone.
6. The student with the highest score when ‘Time!’ is called wins.
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GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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FLIP IT!

SKILLS EQUIPMENT AND SET UP

FOCUS

5 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Divide students into two teams - Wallabies and Wallaroos (or other Rugby team).

2. Give all students a marker cone and demonstrate that Wallabies need to place their marker cone in a DOME position
(face down) and Wallaroos need to place their marker cone in a DISH position (face up).

3. Instruct students to place their marker cone randomly in the playing area according to their team allocation

4.  Get students to stand somewhere on the edge of the grid, then on ‘Go!’, all students jog randomly around the playing
area and flip marker cones over to match their team’s shape.

5. After approx. 45 seconds, call Time!’, and count how many marker cones are either dishes or domes to determine the
winning team. More domes = Wallabies win; More dishes = Wallaroos win.

6. Play the best of three games.
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SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
a FOCUS
5 MINS
WHAT TO DO A~ o >
v 2
L [ n
1. Divide students into teams of four or five standing side by side approx 2m apart in single file lines 3 - J ” - j; ‘
across the grid. 4 i i y!
2. Using one ball per team, the students at the start of each team pass the ball to the left and down 6 é 23 8 | om
the line. “aemet B 0w H ... 1Y
j Bk
3. Atthe end of the line the last student passes the ball to the right and back up the line. oy L ’ n
4. Repeat the activity. j 48 . k . f_l v
4 N T L T B N4
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EVASION

EQUIPMENT AND SET UP

SKILLS
FOCUS

10 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Divide students into pairs and depending on space and equipment, send one or more pairs to each grid
2. Astudent attacker begins at the narrow end and a student defender begins at the wide end of the grid.

3. The student attacker aims to gain as much ground as they can and even score a try without getting tagged
by the student defender. Students can use a coloured marker cone to indicate how much ground they
gained before being tagged.

4. Repeat activity twice and then swap roles
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LINEOUT PRACTICE

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Organise students into groups of five or six and send each group to a grid.
2. Students will practice the lineout throw, jump and catch, as well as the pass to the halfback.

3. Set students up so that one student is a thrower (hooker) on the edge of the grid, three or four
students are jumpers/catchers standing two to three metres from the thrower and one student is
the halfback ready to catch the ball two-three metres away from the jumpers/catchers.

4. All students practice throwing, jumping, catching and passing by rotating through all of the
positions

27



GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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SKILLS AND DRILLS

OPTION 4




THE GAMEPLAN OUTLINED

WARM UP

Circle Dodgeball

PASSING / CATCHING Flying vV

EVASION Round The Bend
LINEOUT / KICKING Kicking Tennis
TAG DEFENCE 4v 4 Touch 7s

COOL DOWN
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CIRCLE DODGE BALL

SKILLS EQUIPMENT AND SET UP

FOCUS

5 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Divide class into groups of 10-15 students and send the groups to a circle of marker cones

2. Within each group, allocate each student a colour to form three different teams for example, red, blue,
green, red, blue, green etc

3. Call ‘Red! to indicate the red team stand in the centre of the circle and explain that their job is to move
around to avoid balls being rolled by the green and blue teams on the circle

4. Once hit on the lower leg/foot with a ball, students must join the circle and try to get the balls to make
contact with the remaining players

5. The last player left in the middle is the winner
6. Swap team jobs so every team has a turn in the middle
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FLYING V

SKILLS
FOCUS

5 MINS

EQUIPMENT AND SET UP

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Organise students into teams lined up diagonally to form a V as shown.

N Wb~

S

The top student for each team starts with the ball.

On ‘Go!, teams pass the ball down the line to the last player who runs forward to score a try.

After scoring a try, the student with the ball runs to the top position and all other students in the team

move down to the next marker cone.
Repeat passing and scoring tries until ‘Time!” is called.
Teams total their scores to determine the winner.

e ﬁ, S
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GET INTO
ROUND THE BEND R 'GBY

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
FOCUS

10 MINS

WHAT TO DO T alie

1. Divide students into groups of ‘attackers’ and groups of ‘defenders’ and get them to stand
2. opposite each other at the half-way mark of a playing grid.

3. i =
3. Onyour signal, three students attackers each carrying a Rugby ball and one student defender run from their starting position, round ‘L‘ dg"
the bend, then enter from opposite ends of the playing area. VO S &5
4.  The defender aims to tag one or more of the attackers, while the attackers aim to score a try. e ¢ "‘
Playing 3 v 1 ensures the attackers will have a high rate of success in scoring points. , "; B
6.  Attackers can score the following points: - »ne
Five points if they score a try by grounding the ball on or over the try line. %

One point if they carry the ball over the try line.
7. Swap attackers and defenders regularly to give all students a go at each job.




KICKING TENNIS

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

AUSTRALIAN CURRICULUM LINKS

GET INTO

R /GBY

WHAT TO DO

Organise students into two teams of four to six players per ‘tennis court’ and send them to a court.

The tennis court is marked out by cones and the ‘net’ is defined by a 2m zone in the middle.

Teams serve (kick the ball) from the baseline into their opponents’ court.

Teams rally the ball back and forth by kicking the ball over the net or kicking to one of their players first.

Students must catch the ball on the full. If the ball bounces without being caught, the other team gets the
point.

6. Each player gets a serve and the team with the most points wins.

LA LN =
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GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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BACK TO BACK PASSES

40

GET INTO

R /GBY

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
G FOCUS
5 MINS

WHAT TO DO
A0 Y -

1. Organise players into pairs, with a ball, standing back-to-back. & { " ﬁ@ PV.

2. Onyour signal, pairs experiment with different ways to pass the ball. .‘ @ ','y";”./’ %

3. Once the signal ‘Stop!’ is given, pairs volunteer to demonstrate their ideas. W K\'é. }‘.‘:

4. After exploration of ideas, set a time limit for pairs to pass their ball in nominated ways. S RS




30 SECOND TEAM WAVES
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SKILLS EQUIPMENT AND SET UP

FOCUS

10 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Divide students into teams of 4-7 players.
The defenders spread out across the half way line. All other teams are attackers and line up with a ball behind the end line.

If an attacker gets tagged by a defender or drops the ball, call ‘Tag, turn and pass!” or “Pass!”
After 30 seconds, or if a try is scored, the attacking team rotates to become the defending team.

S S N

Teams score the following points:

1 point = attacking team advances the ball to the try line in 30 seconds, but no try is scored.
3 points = defending team prevents attacking team score a try.

5 points = attacking team scores a try

The first attacking team performs a tap re-start (or lineout throw) on the end line and maintains possession of the ball for 30 seconds.
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GET INTO
ROUND THE BEND R 'GBY

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
FOCUS

10 MINS

WHAT TO DO T alie

1. Divide students into groups of ‘attackers’ and groups of ‘defenders’ and get them to stand
2. opposite each other at the half-way mark of a playing grid.

3. i =
3. Onyour signal, three students attackers each carrying a Rugby ball and one student defender run from their starting position, round ‘L‘ dg"
the bend, then enter from opposite ends of the playing area. VO S &5
4.  The defender aims to tag one or more of the attackers, while the attackers aim to score a try. e ¢ "‘
Playing 3 v 1 ensures the attackers will have a high rate of success in scoring points. , "; B
6.  Attackers can score the following points: - »ne
Five points if they score a try by grounding the ball on or over the try line. %

One point if they carry the ball over the try line.
7. Swap attackers and defenders regularly to give all students a go at each job.




GET INTO
LINEOUT LEADER BALL R 'GBY

LINEOUT/ KICKING

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
FOCUS
5 MINS
WHAT TO DO 8 a 8
2 . 8606

1. Organise students into groups of four, with one student (the leader) holding a ball and facing the other three students f _ 4 e
standing in a single-file line 5 metres+ away. 4 Ji s V'S
2. When instructed, the leader throws the ball to the first student in line. The type of throw can vary from underarm throw
to over arm throw.

3. The first student in line jumps to catch the ball then runs around the back of the line of students, around the leader,

f +—— ")

and back to their original position. The student throws the ball back to the leader then kneels down. 4 fi Ll
4. The leader throws the ball to the next student in line who repeats the same process. "" uq ‘. r‘
5. The activity continues until the leader has the ball and all students are kneeling down. Al ;i }i }i A

6. A new leader is then chosen to repeat the activity.




GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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SKILLS AND DRILLS

OPTION 6




THE GAMEPLAN OUTLINED

WARM UP

Rob the Nest

PASSING / CATCHING Ball Runner

EVASION

Rugby Rounders

LINEOUT / KICKING

Lineout Practice

TAG DEFENCE

4v 4 Touch 7s

COOL DOWN




GET INTO

ROB THE NEST R .GBY

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
SKILLS
FOCUS
5 MINS
WHAT TO DO Rob the Nest
o 2
1. Divide students into groups of three or more. A A
2. Place each group of students at one of the corner marker cones of the grid. This will also become the site of their ‘nest.. a a
3. Place six balls in the middle of the square (using either markers or hoops around the balls). 00
4.  On “Go!” the first student from each group runs into the middle of the square and takes one ball back to their ‘nest’ 00 0 00
and tags the next player in their group. A 0 "4
5. The next player either runs into the middle of the square to get another ball or takes a ball from one of the other
team’s nests. A 9 A
6. The aim of the game is to be the first to get three (or more) balls in your nest. ‘t},u 0&?&?




GET INTO
BALL RUNNER R /GBY

PASSING/
CATCHING

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS
a FOCUS

10 MINS

WHAT TO DO

‘.‘4\ AA‘-r' —-—
& o]
1. Organise students into pairs with one ball per pair. D2 A
2. Pairs line up opposite each other two metres apart in the centre of the playing field and pass the ball back z qﬁ,’ ? ) X\
and forth to each other. & - » )
s SC L )
3. When you call ‘Balll’, the student with the ball (or about to receive the ball) must run with it and score a try 7 & : BALL %
across the line behind them. (2 \S 5% A
4. After scoring a try they return to the centre and resume passing. ok ‘%
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RUGBY ROUNDERS

EVASION

SKILLS
FOCUS

10 MINS

GET INTO

R /GBY

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Divide students into two equal teams of five to seven players with one ball per team.

Form one team into a circle and place the other team at markers around the edge of the grid.

On “Go!” students in the circle pass the ball continuously around the circle and count the number of passes made.
At the same time, the other team runs a relay around the grid carrying a ball and handing it on to the next player.
When the running team completes one round of the relay, they all shout “Stop!”

S T i

The circle team must stop passing the ball and identify how many number of passes they made around the circle in
that time. Write down this figure.

7. The teams change places and the scores for both teams are compared

Feti3e

)

PO

2
tscasd




LINEOUT PRACTICE

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

1. Organise students into groups of five or six and send each group to a grid.
2. Students will practice the lineout throw, jump and catch, as well as the pass to the halfback.

3. Set students up so that one student is a thrower (hooker) on the edge of the grid, three or four
students are jumpers/catchers standing two to three metres from the thrower and one student is
the halfback ready to catch the ball two-three metres away from the jumpers/catchers.

4. All students practice throwing, jumping, catching and passing by rotating through all of the
positions

51



GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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GET INTO

RUGBY OCTOPUS R .GBY

TAG DEFENCE

SKILLS EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

FOCUS

10 MINS

WHAT TO DO som %

1. Organise two student ‘octopuses’ to stand in the middle of the ocean grid. The remaining students
are fish and stand on one side of the ocean grid.

2. Call out "Rugby Octopus”.

A
 J

:31 Py

3. Student fish run across the ocean grid attempting to get to the other side while avoiding the two ¢ & :W
student octopuses. f‘\ >N
If the student fish get to the other side, they are safe. 7% 8
4.  Student octopuses attempt to tag student fish below shoulder height with one or two hands. (,. 2\
. $N
5. When a student fish is tagged, they stop running and drop to their knees to become ‘seaweed’. m 4
As seaweed they use their arms to help the octopuses tag remaining fish. ¢ vy A\

A
Y
>

6.  The student seaweed should not move off their knees and should face the oncoming student fish.
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FLYING V

SKILLS
FOCUS

5 MINS

EQUIPMENT AND SET UP

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Organise students into teams lined up diagonally to form a V as shown.

N Wb~

S

The top student for each team starts with the ball.

On ‘Go!, teams pass the ball down the line to the last player who runs forward to score a try.

After scoring a try, the student with the ball runs to the top position and all other students in the team

move down to the next marker cone.
Repeat passing and scoring tries until ‘Time!” is called.
Teams total their scores to determine the winner.

e ﬁ, S
@Q{‘" ~ LI . -.
@ ‘ - . ": J
'S B
B s | -
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% =

SCORE LINE
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SAFETY ZONE

SKILLS
FOCUS

10 MINS

EQUIPMENT AND SET UP

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

N wWN =

© %o NSO WO

Organise students into two even teams of attackers and defenders.
Disperse defenders randomly in the playing field.
Attacking pairs with a ball line up behind the end line.

The first attacking pair kicks one ball into the field and then both players attempt to run through the
field to the safety zone.

Defenders gather the ball and attempt to tag the runners with the ball.

Defenders can pass to team-mates or run with the ball when attempting to tag the attacking pair.
Attackers get 1 point if each attacker runs to the safety zone without being tagged.

Defenders get 1 point if they tag both the attackers before they get to the safety zone.

Once the attacking team completes two rounds (both players in each pair having kicked the ball),
they total their score and change places with the defending team.

s
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KICKING END BALL

LINEOUT/ KICKING

EQUIPMENT AND SET UP

SKILLS
FOCUS

5 MINS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

WHAT TO DO

Divide the group into two teams of five or more Send two teams to each grid

One team starts with the ball and on “Go!” kicks the first ball back towards their team

After that the kicking team can kick in any direction to advance their ball toward their ‘in goal’
When a student from the kicking team has the ball they cannot run with the ball

The kicking team need to kick the ball into their ‘in goal’ area to a catcher

The game restarts from half-way with the non-scoring team kicking off to their team- mates

Possession of the ball changes to the other team if:
The kicking team don't catch the ball on the full
The defending team intercepts the ball

NSO hAWDN =
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GET INTO

4v 4 TOUCH 7s R 'GBY

TAG DEFENCE

EQUIPMENT AND SET UP AUSTRALIAN CURRICULUM LINKS

SKILLS
FOCUS

10 MINS

WHAT TO DO

Organise students into teams of four attackers and four defenders and send them to a grid.
Students play each other in a game of VIVA7

The student attackers attempt to score a try

Defenders try to tag the attackers

The attackers only have four tags before possession of the ball changes

Once tagged, an attacker has two options:
a) To pass the ball to a teammate within two seconds and two steps, or
b) To perform a “Ball Place” whereby the attacker turns towards their team
and places the ball down on the ground for a team-mate to pick up and play on

7. Possession changes if the attacking team are tagged seven times, drop the ball or do a forward pass
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UPPER PRIMARY

ASSESSMENT IDEAS

GET INTO

R /GBY

AUSTRALIAN CURRICULUM LINKS

LEARNING AREA: Health and Physical Education

STRAND: Movement and physical activity
SUB-STRAND: Moving our body, Learning through

movement

FOCUS AREAS: Active play and minor games, Fundamental

movement skills

ASSESSMENT IDEAS LINKED TO SUB-STRAND

LEARNING THROUGH MOVEMENT

MOVING OUR BODIES

UNDERSTANDING MOVEMENT
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