
UNIT4 - RUGBY
3rd ESO by Cruz Tello



SPORT OVERVIEW
• Vividly described as “ a hooligans’ game played by 

gentlemen”, rugby is one of the most physically 
punishing sports of all ball sports, played under a 
rigorous code.

• Wearing minimal protection, two teams of 15 players 
clash to win possession of the oval ball, then advance it 
towards the opposition’s try line.

• After two halves of 40 minutes each, the winner is the 
team that has amassed more points by scoring tries.



RUGBY PITCH
- HALF-WAY LINE - Divides the pitch into two half. Game starts 
from here.
- 10-METRE LINE - When the game starts or re-starts with a 
kick-off, the player taking the kick must hit it passed this line. 
The team receiving the ball must stand behind this line.
- 22-METRE LINE - This line marks the spot from which a 22 
drop out is taken. Players may call for a mark a free kick inside 
the 22 m line when catching a kick from the opposition.
- IN-GOAL - A player scores a try touching the ball down on the 
ground within the in goal area, that is between the GOAL-LINE 
(TRY-LINE) and DEAD BALL LINE.
- TOUCH-LINE - This marks the edge of the pitch. If the ball 
crosses or even touches the touch-line, it is out of play. The 
same goes for any part of a player’s body when the are in 
possession of the ball.
- TROW-IN LINE - This is marked 5m from the touch-line. At a 
line-out players line-up next to each other, with the first player in 
the line standing on the throw-in line.
- GOAL POST - The aluminium or steal goal post from a target 
for penalty kicks and drop goals. 



TEAM PLAYERS
EACH TEAM HAS 15 PLAYERS. Each trainer can 
make a maximum of four substitutions.

The players on a rugby team are divided into:

Forwards: are directly responsible for fighting for 
possession of the ball. They are bulk and 
depending on their role, they are divided in:

- 2 props (1 y 3)
- a hooker (2)
- 2 locks (4 y 5)
- 2 frankers (6 y 7)
- number 8 (8)

Backs: These are the players in charge of playing 
the balls won by the forwards, using their hands or 
feet. They are speed and agile. Depending on 
their role, they are divided in:

- 2 halves (9 and 10)
- 2 centres (12 and 13)
- 2 wings (11 and 14)
- a full-back (15)



BALL / What they wear?



SCORING POINTS
There are 4 main ways of scoring in rugby: a try, a 
conversion, a penalty goal, and a drop goal.
• A player scores a try by grounding the ball in the opposition’s in-goal area. A try is 

worth 5 points and earns the chance of a conversion -a place kick that is worth an extra 
2 points- (is taken from any distance in line with the spot where the try was scored).

• A kick at goal as the result of a penalty is taken just like a conversion, but is worth 3 
points. A penalty kick is awarded for deliberate or repeated foul play and is taken from the 
place where the offence was committed or from where the ball lands if the player is 
obstructed after he punts it. If a penalty offence prevents the scoring of a probable try, the 
subsequent conversion is lined up between the posts.

• Also worth 3 points, a drop goal can be taken at any time from anywhere on the pitch, 
but the player must drop the ball on the ground just as he kicks it. This happens during 
loose play.

*  In a successful kick, the ball must pass between the uprights and above the crossbar to 
score.



PLAYING THE GAME
• The game start with a kick-off. The player taking the kick must hit it passed the 

10m line. The team receiving the ball must stand behind this line. 

• Teams gain territory by running with the ball in hand, and passing it between 
players.

• Passes must not go forward, but kicking the ball forward is allowed. Kicking is a 
key way to gain territory, often by sending the ball into touch and setting up a 
line-out.

• The main method of defense is tackling the player with the ball. Tackles must 
be made below chest height, and tackling a player without the ball is forbidden.

• When a player is tackled, he/she has to release the ball because if not, the 
team will be punished with a penalty kick.



SET PIECES (Team techniques)

Central to the sport are the set-pieces that restart a 
game after a stoppage:

- Kick-off and Restarts kicks at the start of each half 
and after a score (it is done with a drop-kick) ;

- Line-outs when the ball has gone in to touch; and

- Scrums after infringements such as a forward pass.



KICK-OFF and RESTART KICK



LINE-OUT

It is a set piece that 
occurs when the ball or 
the person holding it goes 
over the sidelines. Line-
outs occur between the 5 
a n d 1 5 m l i n e . T h e 
forwards from two lines 
perpendicular to the 
sideline, with a meter 
between the two lines. 
The hooker of the team 
that did not make the ball 
l e a v e t h e p i t c h i s 
responsible for throwing it 
into the space between 
the two lines.



SCRUMS

• A scrum is a set piece done by the forwards in an organized manner, which is used to 
return the ball to play after a minor infraction.

• The scrum is formed by 8 players (the forwards), who distribute themselves into 3 lines 
called the front row, second row and back row.

• The scrum-half of the team that has not broken the rules is responsible for starting play 
by putting the ball between the two from rows. The two hookers quickly try to win 
possession of the ball for their team, while the two forwards much together to maintain 
or recover it.



RUCKING AND MAULING
Rucks and mauls are contests for ball possession during 
open play.

• A ruck forms when the player carrying the ball goes to 
ground. The first players to arrive from either side can 
bind together over the ball, pushing their opponents 
back and using their feet to “ruck” the ball back to their 
side.

• A maul is similar to a ruck, but the ball carrier remains 
on their feet, allowing the clump os players to move up 
and down the field.



VOCABULARY
TRY: goal

CONTEST : dispute/fight

TO BIND: to tie/to fasten

CLAMP: mass

STOPPAGE: ceasing of activity



HAKA
• The HAKA is a traditional ancestral war cry, dance, or challenge from 

the Māori people of New Zealand. 

• It is a posture dance performed by a group, with vigorous 
movements and stamping of the feet accompanied by rhythmic 
shouting.

• War haka was originally performed by warriors before a battle, 
proclaiming their strength and prowess in order to intimidate the 
opposition, but hakas are also performed for various reasons: for 
welcoming dist inguished guests, to acknowledge great 
achievements, occasions or funerals. kapa haka performance 
groups are very common in schools.

• The New Zealand sports teams' practice of performing a haka before 
their international matches has made the haka more widely known 
around the world. This tradition began with the 1888–89 New 
Zealand Native football team tour and has been carried on by the 
New Zealand rugby team since 1905.

https://en.wikipedia.org/wiki/Traditional
https://en.wikipedia.org/wiki/Battle_cry
https://en.wikipedia.org/wiki/Dance
https://en.wikipedia.org/wiki/M%C4%81ori_people
https://en.wikipedia.org/wiki/New_Zealand
https://en.wikipedia.org/wiki/Kapa_haka
https://en.wikipedia.org/wiki/1888%E2%80%9389_New_Zealand_Native_football_team
https://en.wikipedia.org/wiki/1888%E2%80%9389_New_Zealand_Native_football_team
https://en.wikipedia.org/wiki/New_Zealand_national_rugby_union_team


TAG RUGBY at IES Joaquín Turina



SPORT OVERVIEW

Tag Rugby is a variant of Rugby with follow characteristics:

• Tag Rugby is a non-contact team game in which each player wears a belt that has 
two velcro tags attached to it, or shorts with velcro patches.

• Attacking players attempt to dodge, evade and pass a rugby ball while defenders 
attempt to prevent them scoring by "tagging" – pulling a velcro attached tag from the 
ball carrier, rather than a full contact tackle.

• Players will be always standing up, falls are not allowed, so that it can be practiced 
in the playground.

• Everybody can play TAG RUGBY.

• Some Tag Rugby rules can be different depending on 
    the country, tournaments, school, etc.

https://en.wikipedia.org/wiki/Velcro


RULES

1. PLAYERS: 2 teams 7 players.

2. PITCH or PLAYING AREA: 45 meters from try-line to try-line 
and 30 meters wide.

3. TIME: Two 20’ halves and 5’ break between them.

4. KIT: Each player wears a belt with two velcro attached tags 
(one each hip).

5. SCORING: Each try is worth 1 point (if scored by a mail 
player) or 2 point (if scored by a female player).You can 
score a TRY by setting the ball in the other team try-line or 
in-goal area. When a try is scored, the other team restart 
the game with a pass from the centre spot. The 
defending team will be in their half 5 m away.

RUGBY TAG RUGBY
15 players 7 players

 Pitch  90 x 60 m (maximun100 x 70 m) Pitch 45 x 30 (maximun 60 x50 m)
2 x 40’ 2 x 20’

Tackling Tagging



6. GENERAL PLAY: Basic rules of rugby apply but no Tackling, Scrums, Line-
outs or Kicks.

7. CONTACT: Strictly NO CONTACT is allowed.
• The ball carrier is not allowed to run directly into defenders and 

defenders may not block the progress of the ball carrier.
• Defenders may not impede non ball carrying players. 
• Hand offs are not allowed. 
• Pulling of clothing and knocking the ball out of opponent’s hands 

are not allowed.

8. BALL CARRIER: In order to prevent the ball carrier from deliberately trying 
to protect his/her tags, the ball should be carried in two hands. If the carries 
loses the ball and it bounces forward, there is a changeover.

9. TAP & PASS: A “tap & pass” is used to re-start the game at the location of 
leaving the field of play or at the changeover or an infringement. In a correct 
“tap & pass” the ball must touch the foot or the ground before being passed.



10. TAG: Only the ball carrier can be tagged by the removal of 
one of his/her tags.

• The defender holds the tag above his/her head and 
shouts “TAG” before placing the ripped tag on the 
ground to indicate the mark where the restart will take 
place and becomes the tagger / marker.

• The game is restarted by a “roll-the-ball” by the player 
whose tag has been legally removed. Defenders will be 5 
m away.

• An attacking team is allowed 6 tags or chances to score, 
after which the defending team is given possession and 
restarts play with a “tap & pass”.

11. ROLL THE BALL: The tagged player returns to the place 
where the tag is dropped. 
• Play is restarted when this player rolls the ball straight back 
between his/her legs. 

• After the “roll-the-ball” is performed this player can re-attach 
his/her tags and re-join the game.

• The defensive team must retire at least 5m at the “roll-the-ball” 
standing directly opposite the player rolling the ball.



1. Player is carrying the ball.
2. A defender takes a tag and raises hand saying “TAG”.
3. Attacking player comes back to recover the tag (he/she can not 

participate without the two tags)and roll ball back with hands to re-
start the game. All attacking players will be behind the player who 
restart the game.

4. Another attacking player takes the ball from the floor and runs again. 



12. KICKING RULES:
A “special” place kick is used to start the game each half. 

All kicks must be no higher than smallest player shoulder. 

• Kick – Off Rules 
• The team winning the toss chooses which direction to run and the 

opposition team will kick-off. This is reversed for the second half 
• Kick-off is taken from the centre of the half way line. The ball from a kick-

off must bounce within the field of play before going over the touch or try 
line.  

• The ball from a kick-off must travel 5m forwards before any player of any 
team may take possession of the ball.  

• The players of the team kicking off must not cross the halfway line until 
the ball is kicked. The receiving team cannot be closer than 5m from the 
halfway line. 

• If the ball from a kick-off bounces over the touch line, a changeover will 
be awarded to the receiving team from the point where the ball crossed 
the line. 

• If the ball from a kick-off bounces over the opposing try line, a 
changeover will be awarded to the receiving team 5m from the try line.  

• If the ball did not bounce into the field, a changeover will be awarded 
from the halfway line.



13. OFFSIDE:   
- Defending players must retire at least 5m at the “roll-the-ball” not to be off-
side.
- If players participate in the game coming from a forward position than the 
ball, they will only be penalised for off-side (only if they interfere with play) 
with a changeover.

14. PENALTIES: Whenever the Tag Rugby rules are broken, a “tap & pass” is 
awarded to the non-offending team at the spot where the infringement took 
place and the number of tags reverts to zero. 

If the infringement takes place over the try line, within 5m from the try line or 
into the in-goal area,  the “tap & pass” is awarded 5m from the try line.

Depending on the fault, the referee can decide to use:
• Yellow card: 7’ off.
• Red card: out.
• 10 m advantage.
• Advance law.



SUMMARY
• KICK-OFF forwards to start the game each half. Defending 

team 5m away.

• PASS backwards after a TRY from the centre point. Defending 
team 5m away.

• ROLL THE BALL after each TAG. Defending team 5m away.

• TAP & PASS to restart the play after a line-out, changeover or 
any infringement. Defending team 5m away.



REMEMBER
• EVERY PLAYER IN ANY MOMENT SHOULD BE STANDING 

UP. If a player carrying the ball falls down, his/her team 
loses the possession.

• ANY KIND OF CONTACT IS NOT ALLOWED. IF IT HAPPENS, 
IT WILL BE PUNISHED WITH A FAULT.

• WITHOUT THE 2 TAGS ON YOUR BELT, YOU CAN NOT 
PARTICIPATE IN THE GAME.

• PASSES WITH THE HANDS ARE ALWAYS BACKWARDS.

• A TEAM HAS 6 OPPORTUNITIES TO SCORE A TRY.



in rugby, like in every sport, Players 
are expected to play fairly and 

demonstrate good sportsmanship. 
both on and off the field of play, as 
well as respect the decisions of the 

officials and referees


