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1. INTRODUCTION 

 

Aldi Play Rugby is set to thrive across the provinces once more for the 2022/23 school year 
and will be given a real kick start with the return of the rugbyathon! 
 
The rugbyathon concept was first introduced to schools in April 2021 as a simple idea - Get 
every child in a school active over the course of a day through fun non-contact rugby 
activities.  
 
The Aldi Play Rugby 2022 Rugbyathon will now take place at the start of the school year as a 
way of kick-starting the season and whetting the appetite for the 2023 Aldi Play Rugby 
Provincial and National Festivals.  
 
So, save the date – Wednesday September 21st 2022 is Rugbyathon Day! 
 
Aldi Play Rugby is a free initiative developed by the IRFU and supported by Aldi. The 
programme is a fun and safe way for primary school kids to get involved in playing rugby. 
Once signed up, a school can access everything they need to get up and running including 
sessions with provincial staff, free online coaching resources and even coaching equipment. 
 
Since 2016, Aldi Play Rugby has provided hands on support to teachers and coaches in 
schools since and ensured a safe and fun outlet for physical activity to hundreds of 
thousands of pupils. Last year alone over 125,00 children took part in the programme.  
 
It has also evolved and allowed schools to run their own initiatives with Rugbyathon being a 
prime example.  
 
Schools looking to get involved in Aldi Play Rugby should register their interest via the link 
below and a rugby staff member in your province will get in touch.  
 
Aldi Play Rugby Expression Of Interest Link - https://forms.office.com/r/zeaEh6TmtF 
To see how your school can run a rugbyathon, read on! 

https://forms.office.com/r/zeaEh6TmtF


 
2. Rugbyathon Format Recommendations 

 

• Each child should get to play at least one session during the school day 
(Recommendation: 30 – 40 minutes) 

• Each session should consist of three fun and distinct activities including a warm-up 

• Where possible, having two dedicated areas of play will help with session crossover 
and the preparation of different types of sessions.  

 

Rugbyathon – Sample Schedule 

Timing Activity Area 1 Activity Area 2 

10:00 Session Plan 1  

10:30  Session Plan 2 

11:00 Session Plan 3  

11:30  Session Plan 4 

12:00 Session Plan 5  

12:30  Session Plan 6 

13:00 Session Plan 7  

13:30  Session Plan 8 

14:00 Super School Relay 

Considerations: 
 

• Smaller schools can reduce the number of sessions to suit their needs 

• Larger schools can increase the number of sessions per activity areas or increase the 
amount of activity areas to suit their needs 

• Start/Finish/Break/Lunch times should all be as per school timetable 
 

• Schools may wish to add an element of fun by handing over from one class/session to the 
next. Some ideas include: A ceremonial handing over of the rugby ball; A ‘tunnel’ where 
the group about to start their session ‘clap-off’ the team finishing up; Teams transitioning 
onto/off the field can high-five or fist-bump as they pass. 
 

• Clubs are encouraged to conclude the day’s activity with something involves the whole 
school e.g Super School Relay. [See Section 5 for more] 

 

 
3. Community Engagement 

 

By turning your Rugbyathon into a charity fundraiser, your local school’s community could 
help to transform the lives of vulnerable children who are affected by adverse childhood 
experience. Barnardos are an official charity partner of Aldi and are dedicated to building 
better futures for children, but schools can choose their own charity partner for any 
fundraising events as simple as: 
 

• Non-Uniform Day 

• Jersey Day 

• School vs Teacher Challenge 

• World Record Attempt For Biggest Rugby Relay Game 



 

 
4. Rugbyathon Sample Sessions  

 
To help schools run a safe, fun, engaging non-contact day of activities for the rugbyathon that also 
focus on the core skills of the game, below are a list of sample sessions which schools are welcome 
to adapt to their needs.  
 
All sample sessions are suitable for all ages concerned. To make sessions particularly suited to each 
age group, schools should consider modifying: 
 

• Number of participants in each game 

• Space available to each player 

• Time of each activity 

• Competitive elements (points scoring/keeping score etc.) 
 
 

Super School Relay 

Recommended Duration:  10-15 Minutes Inc. Set-Up 

Defined Space: Enough Room For 2 Long Lines Of Players With 
2 Metres Between Lines 

Numbers: The Whole School! 

Explanation: 

The Super School Relay is a fun competition to see who can complete an over-under-left-right 
relay.  

Players are split into two lines. Players in a line should all stand faced forward and within touching 
distance of each other. The two lines should be 2 metres apart from each other.  

A cone is placed out in front of each line. The cone should be far enough in front of the line that 
the person at the back of the line can get a turn and move to the front of the line to complete the 
game.  

Player 1 transfers the ball to the child behind them over their head (without turning around).  
Player 2 takes the ball and presents the ball under (between) their legs  
Player 3 takes the ball and presents the ball at their left hip.  
Player 4 takes the bal and presents the ball at their right hip.  
This continues down the line until each player has had a turn.  
 
When the player at the back of the line receives the ball, they must run forward to the front of the 
line and start the process again.  
 
The game is over when every child has had a chance to take part AND the line is moved forward in 
front of the cone.  

Considerations: 

This is a great fun game that can include every person in a class and every class in a school. It can 
also be done as a relay race between teachers and pupils! 

 
 



Rugbyathon Sample Sessions Overview 

 

1 Rugbyathon – Sample Session  Duration 

Warm Up Stuck-In-The-Mud 5-8 Mins 

Game 1 4 v 4 Keep Ball Two Touch Turnover (Plus Pass) 10-12 Mins 
Skill Development 1 v 1 Evasion Activity 5- 8 Mins 

Game 2 Two touch passing in any direction ( & turnover passing 
in any direction) 

10-12 Mins 

 

2 Rugbyathon – Sample Session Duration 

Warm Up End Ball 5-8 Mins 

Game 1 Attack Overload (6 v 3) 10-12 Mins 

Skill Development Passing In Twos 5- 8 Mins 

Game 2 Two Touch Turnover/Pass 10-12 Mins 
 

3 Rugbyathon – Sample Session Duration 

Warm Up Two Touch Turnover/Pass 5-8 Mins 

Game 1 Two Touch Roll 10-12 Mins 

Skill Development Roll And Pass Square 5- 8 Mins 

Game 2 Two Touch Pass/Roll (and coach call) 10-12 Mins 
 

4 Rugbyathon – Sample Session Duration 

Warm Up End Ball 5-8 Mins 

Game 1 Attack Overload (5 v 3 or 4) 10-12 Mins 

Skill Development 2 v 1 (a) & (b) 5- 8 Mins 

Game 2 Rugby Prime Version 1 10-12 Mins 
 

5 Rugbyathon – Sample Session Duration 

Warm Up End Ball Shadow 5-8 Mins 

Game 1 Defence Overload 10-12 Mins 
Skill Development Touch & Evasion 5- 8 Mins 

Game 2 Two Touch Pass/Roll with sweepers 10-12 Mins 
 

6 Rugbyathon – Sample Session Duration 
Warm Up End Ball  5-8 Mins 

Game 1 Small Sided Game: 5 v 5 10-12 Mins 

Skill Development Passing Circle – Passing In Threes 5- 8 Mins 

Game 2 Two Touch Pass/Roll with sweepers 10-12 Mins 

 
7 Rugbyathon – Sample Session Duration 

Warm Up End Ball Touch 5-8 Mins 

Game 1 Attack Overload (7 v 2) 10-12 Mins 

Skill Development 3 v 2 5- 8 Mins 

Game 2 Rugby Prime Version 2 10-12 Mins 
 

8 Rugbyathon – Sample Session Duration 

Warm Up Two Touch 5-8 Mins 

Game 1 Rugby Prime Version 3 25-30 Mins 

 



Rugbyathon – Sample Session 1 

WARM-UP (5-8 Mins) STUCK IN THE MUD 

Defined Space: 30m x 30m 

Numbers: 25-30 
Explanation: 

4 ball carriers chasing the rest of the players if they touch them with the ball they are stuck in the mud e.g. hands in the air, 
stand with legs wide, lie on the ground etc. They can be freed by a player who is not stuck in the mud e.g. push their hands 
down, crawl through their legs, turn them over on the ground. 

Key Coaching Points: 

To stay free the players must use their evasion skills, side step, change of direction, swerve. The ball carriers must use their 
tracking skills to catch the players. 

GAME 1 (10-12 Mins) 4 v 4 KEEP BALL – TWO TOUCH TURNOVER (+ PASS) 

Defined Space: 10m x 10m 

Numbers: Break Class Into Groups Of 8 

Explanation: 
Divide each 8 into two teams of 4 the object is for the team with the ball to keep the ball for as many passes(three passes is 
a score) as they can without being touched by the other team while in possession. One touch is fine the player can continue 
to hold the ball but if the same player gets touched with the ball a second time in the same movement it is a turnover. NB: It 
is two handed touch on the torso. 

Key Coaching Points: 

Players should be running into space away from defenders with the ball or without the ball using their evasion skills. The 
defenders need to use their feet to stay in close and track the attackers. The ball can be passed in any direction. 

SKILL DEVELOPMENT (5-8 Mins) 1 v 1 EVASION ACTIVITY 

Defined Space: 2 Cones 5m Apart 

Numbers: Break Class Into Groups Of 3 
Explanation: 

Two players from the group stand at each cone facing each other, the other player holds the ball between the two players. 
The player holding the ball can pass to either of the other two players who then must try to get passed the other player on 
the cone without being touched. 

Key Coaching Points: 

The ball carrier can attack the space either side of the defender by planting his foot to go one way they can push of the 
other foot and accelerate in a different direction. It is two handed touch on the torso for the defender. 

GAME 2 (10-12 Mins) 
TWO TOUCH PASSING IN ANY DIRECTION ( & TURNOVER PASSING IN ANY 

DIRECTION) 

Defined Space: Depending on numbers 60m x 60m for 12 v 12 
Numbers: Up To 12 v 12 

Explanation: 

The ball can be passed in any direction. The ball carrier when touched the first time can play on but if touched a second time 
from a different defender then it is a turnover. It is two handed touch on the torso by the defence each time. Score by 
running over the line at each end and placing the ball on the ground or hold it over the head. 

Key Coaching Points: 

The idea of using two touch is to encourage the players to go forward when in possession. By introducing a second touch 
turnover it encourages the ball carrier to look for support before contact and maintain the continuity. The key skills in this 
game are Evasion, Passing and decision making, support running lines. The defence need their tracking skills to counter the 
threat of the attack. 



Rugbyathon – Sample Session 2 

WARM-UP (5-8 Mins) END BALL 

Defined Space: 40m x 40m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Create a scoring area at each end of the playing area e.g. a ball resting on a cone with a circle of cones around it. The object 
is to knock the ball off the cone with a pass without going inside the circle of cones (attack & defence). Players can only run 
four steps with the ball when in possession and can pass in any direction. The defence can only block the pass from a meter 
away no contact is allowed. Only rugby passes allowed i.e. below the shoulders. 

Key Coaching Points: 

The technique of the pass under pressure, look to where you are passing and follow through with the pass. Passing to 
unmarked players in space. Decision making and communication. 

GAME 1 (10-12 Mins) ATTACK OVERLOAD (6 V 3) 

Defined Space: 20m x 20m 

Numbers: Break Class Into Groups Of 9 

Explanation: 
Six attackers play against three defenders and can pass in any direction. They score by running over the line and hold the 
ball above the head or touch it down depending on the playing surface. The tackle is two handed touch on the torso. 
Progression can be two touch turnover and only passing backwards. 

Key Coaching Points: 
Identifying players in space using passing technique to pass to them. Running into space receiving the ball using decision 
making and communication skills. 

SKILL DEVELOPMENT (5-8 Mins) PASSING IN TWOS 

Defined Space: 2m – 5m Between Players 

Numbers: Groups Of Two Depending On Number Of Balls 

Explanation: 

Players align side on to each other and pass the ball back and forward to each other at different distances to improve 
passing. Progression get them to run with the ball while passing to each other. 

Key Coaching Points: 

Hold the ball in two hands, Keep hips square, pass off inside foot if possible, look to receiver and follow through with the 
pass finishing with hands towards the target. Receiver hands up to receive the ball early. 

GAME 2 (10-12 Mins) TWO TOUCH TURNOVER/PASS 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 - 30 
Explanation: 

The ball can be passed in any direction. The ball carrier when touched the first time can play on but if touched a second time 
from a different defender then it is a turnover/pass. The coach can call pass on the second touch to reward good play by the 
attack and maintain the continuity. Likewise the coach can call turnover to punish a team for greedy play or ignoring players 
in support. It is two handed touch on the torso by the defence each time. Score by running over the line at each end and 
placing the ball on the ground or hold it over the head. 

Key Coaching Points: 
The idea of using two touch is to encourage the players to go forward when in possession. By introducing a second touch 
turnover it encourages the ball carrier to look for support before contact and maintain the continuity. The key skills in this 
game are Evasion, Passing and decision making, support running lines. The defence need their tracking skills to counter the 
threat of the attack 



Rugbyathon – Sample Session 3 

WARM-UP (5-8 Mins) TWO TOUCH TURNOVER/PASS 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 
Numbers: 10 - 30 

Explanation: 
The ball can be passed in any direction. The ball carrier when touched the first time can play on but if touched a second time from 
a different defender then it is a turnover/pass. The coach can call pass on the second touch to reward good play by the attack and 
maintain the continuity. Likewise the coach can call turnover to punish a team for greedy play or ignoring players in support. It is 
two handed touch on the torso by the defence each time. Score by running over the line at each end and placing the ball on the 
ground or hold it over the head. 

Key Coaching Points: 
The idea of using two touch is to encourage the players to go forward when in possession. By introducing a second touch turnover 
it encourages the ball carrier to look for support before contact and maintain the continuity. The key skills in this game are 
Evasion, Passing and decision making, support running lines. The defence need their tracking skills to counter the threat of the 
attack 

GAME 1 (10-12 Mins) TWO TOUCH ROLL 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 
Numbers: 10 - 30 

Explanation: 
The ball can be passed in any direction. The ball carrier when touched the first time can play on but if touched a second time from 
a different defender then the ball carrier must roll the ball back between the legs to a support player to pass the ball. The attack 
are allowed three rolls and must score or it is a turnover to the defence. The defence must retreat behind the player rolling the 
ball each time to get onside. 

Key Coaching Points: 
By introducing the roll on the second touch it is assimilating the breakdown and introducing the pass off the ground. The defence 
now have to retreat behind the breakdown to be able to play in the game. 

SKILL DEVELOPMENT (5-8 Mins) ROLL AND PASS SQUARE 

Defined Space: 3m Square (widen the square as the passing improves) 

Numbers: Break Class Into Groups Of 8 

Explanation: 
Set up a 3m square with four cones with two players at each cone. Player one from each pair runs out a couple of meters and rolls 
the ball back between the legs to player two who proceeds to pass the ball off the ground to the next group of two who perform 
the same task. The players alternate between rolling and passing and the direction of the pass. 

Key Coaching Points: 
Player one needs to roll the ball back between the legs so it can be played by player two. Player two approaches the ball keeping 
low and attempts to pass the ball off the ground to the waiting player maintaining the low body position and follow through with 
the pass by stepping after it. 

GAME 2 (10-12 Mins) TWO TOUCH PASS/ROLL (AND COACH CALL) 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 - 30 

Explanation: 
The ball can be passed in any direction on the second touch the coach can call pass or roll. By using pass as an option the coach 
can speed up the game to benefit the attack, and by using roll as the option the coach can get the defence to retreat behind the 
ball. 

Key Coaching Points: 
Players now have to react to the coaches call on the second touch which for the attack could be supporting the ball carrier close 
for the pass or aligning in space for the roll. The defence need to react to these calls by marking the threats that they produce. 



Rugbyathon – Sample Session 4 

WARM-UP (5-8 Mins) END BALL 

Defined Space: 40m x 40m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Create a scoring area at each end of the playing area e.g. a ball resting on a cone with a circle of cones around it. The object is to 
knock the ball off the cone with a pass without going inside the circle of cones (attack & defence). Players can only run four steps 
with the ball when in possession and can pass in any direction. The defence can only block the pass from a meter away no contact 
is allowed. Only rugby passes allowed i.e. below the shoulders. 

Key Coaching Points: 

The technique of the pass under pressure, look to where you are passing and follow through with the pass. Passing to unmarked 
players in space. Decision making and communication. 

GAME 1 (10-12 Mins) ATTACK OVERLOAD (5 V 3 OR 4) 

Defined Space: 20m x 20m 

Numbers: Break Class Into Groups Of 8/9 

Explanation: 

Start the game with passing in any direction and have a two touch pass option. Progress the game to passing backwards with only 
passing backwards. 

Key Coaching Points: 

Identifying players in space using passing technique to pass to them. Running into space receiving the ball using decision making 
and communication skills. Supporting the ball carrier. Tracking the attackers for defence. 

SKILL DEVELOPMENT (5-8 Mins) 2 v 1 (a) & (b) 

Defined Space: 10m x 10m Grid (reduce width as the group develops) 

Numbers: Break Class Into Groups Of 4/5 

Explanation: 

2 v 1 (a): In a 10m x 10m grid have 2 attackers and 1 defender. Use another player as a feeder from outside the grid. The feeder 
passes to any of the two attackers who have to beat the defender by running or passing. 
 
2 v 1 (b): In the same grid start the defender from the side of the grid and the feeder passes to the nearest attacker who tries to 
hold the drifting defender before releasing the outside attacker. 

Key Coaching Points: 

Ball Carrier: Attack the space either side of the defender; Draw the defender away from the space (run if not); Pass to support 
player in the space. 
Support Player: Hold Depth identify the space to attack; Communicate to the ball carrier; Accelerate on to the ball and into the 
space 

GAME 2 (10-12 Mins) RUGBY PRIME V1 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 - 30 

Explanation: 

Two touch turnover on the second touch passing backwards only. Two handed touch on the torso only for the tackle. The 
defence can only tackle from an onside position. Progression add sweepers for the defence ( 1 sweeper per 5 players). The 
sweepers must defend behind the front line defence and have to get back on each play. The object of the sweeper is to track 
behind the defence and cover any line breaks by the attack. 

Key Coaching Points: 

This is a fast and rewarding game highlighting many of the skills required in the 15 a side game. Running & Evasion – Passing & 
Catching – Support Play – Communication – Decision Making – Tracking 



 
 

Rugbyathon – Sample Session 5 

WARM-UP (5-8 Mins) END BALL SHADOW 

Defined Space: 40m x 40m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Create a scoring area at each end of the playing area e.g. a ball resting on a cone with a circle of cones around it. The object 
is to knock the ball off the cone with a pass without going inside the circle of cones (attack & defence). Players can only run 
four steps with the ball when in possession and can pass in any direction. The defence can only block the pass from a meter 
away no contact is allowed. For the Shadow version each player has a partner on the other team and they can only mark 
each other. Only rugby passes allowed i.e. below the shoulders. 

Key Coaching Points: 

The technique of the pass under pressure; look to where you are passing and follow through with the pass; passing to 
unmarked players in space; decision making and communication; tracking your partner in defence and attack i.e. not 
following the ball. 

GAME 1 (10-12 Mins) DEFENCE OVERLOAD 

Defined Space: 20m x 20m 

Numbers: 6  v 4 

Explanation: 

Six defenders (one Sweeper) against four attackers who always have the ball, passing backwards only. For the defence to 
score they need to get two touch on a ball carrier i.e. Two different defenders touching the same ball carrier separately. The 
attack score as normal. 

Key Coaching Points: 

Tracking the attack; communication; getting in close to the ball carrier; identifying threats. 

SKILL DEVELOPMENT (5-8 Mins) TOUCH & EVASAION 

Defined Space: 7m Wide x 15m 

Numbers: Break Class Into Groups Of 6 

Explanation: 

Two defenders are staggered in a grid one behind the other the ball is passed to one of two attackers who try to get passed 
the two defenders one after the other using evasion and support skills. The defenders defend by touching two hands on the 
torso. 

Key Coaching Points: 

The attackers attack the space either side of the defender using evasion skills; The defender uses feet to close the space and 
get in close to the attacker who if touched must pass to the support player. 

GAME 2 (10-12 Mins) TWO TOUCH PASS/ROLL WITH SWEEPERS 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 – 30 (3 Rolls Is A Turnover) 

Explanation: 

In this version the coach on the second touch can call pass or roll to the ball carrier. On the pass cue the attacker passes to 
the closes support player. On the roll cue the ball carrier rolls the ball back between the legs to a support player to pass or 
run. The defence must have sweepers back for each play. 

Key Coaching Points: 

The pass call speeds up the game and can reward good play by the attack. The roll call is a chance to get players back onside 
and sweepers in place. 



 
 
 

Rugbyathon – Sample Session 6 

WARM-UP (5-8 Mins) END BALL 

Defined Space: 40m x 40m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Create a scoring area at each end of the playing area e.g. a ball resting on a cone with a circle of cones around it. The object 
is to knock the ball off the cone with a pass without going inside the circle of cones (attack & defence). Players can only run 
four steps with the ball when in possession and can pass in any direction. The defence can only block the pass from a meter 
away no contact is allowed. Only rugby passes allowed i.e. below the shoulders. 

Key Coaching Points: 
The technique of the pass under pressure; Look to where you are passing and follow through with the pass; Passing to 
unmarked players in space; Decision making and communication. 

GAME 1 (10-12 Mins) 5 V 5 

Defined Space: 20m x 20m 

Numbers: Groups of 8 to 10 

Explanation: 

Two even numbered teams passing backwards on the two handed touch on the torso the ball carrier must roll the ball back 
between the legs and the support player must pass the ball. The defence have to retreat 5m on the roll. 

Key Coaching Points: 

Awareness of space is important in this game as the teams have equal numbers; The attack have to try to create miss-
matches in numbers to beat the defence. 

SKILL DEVELOPMENT (5-8 Mins) PASSING CIRCLE – PASSING IN THREES 

Defined Space: 15m Square 

Numbers: Break Class Into Groups Of 9 

Explanation: 

Passing Circle: Nine players in a circle 2m apart passing the ball around the circle. Progression the players run a meter into 
the circle and pass the ball to the next player who performs the same action. 
 
Continuous Threes: In a 15m grid players align diagonally across from each other 6 on one side and 3 on the other. In groups 
of three the players cross over and back diagonally passing the ball to each other, one group at a time. 

Key Coaching Points: 

Hold the ball in two hands, Keep hips square, pass off inside foot if possible, look to receiver and follow through with the 
pass finishing with hands towards the target. Receiver hands up to receive the ball early. 

GAME 2 (10-12 Mins) TWO TOUCH PASS/ROLL WITH SWEEPERS 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 – 30 (3 Rolls Is A Turnover) 

Explanation: 

In this version the coach on the second touch can call pass or roll to the ball carrier. On the pass cue the attacker passes to 
the closes support player. On the roll cue the ball carrier rolls the ball back between the legs to a support player to pass or 
run. The defence must have sweepers back for each play. 

Key Coaching Points: 
The pass call speeds up the game and can reward good play by the attack. The roll call is a chance to get players back onside 

and sweepers in place. 



 
. 
  

Rugbyathon – Sample Session 7 

WARM-UP (5-8 Mins) END BALL touch 

Defined Space: 40m x 40m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Create a scoring area at each end of the playing area e.g. a ball resting on a cone with a circle of cones around it. The object 
is to knock the ball off the cone with a pass without going inside the circle of cones (attack & defence). Players can run with 
the ball when in possession and can pass in any direction. The defence have to touch the ball carrier who must then pass the 
ball. Only rugby passes allowed i.e. below the shoulders. 

Key Coaching Points: 
The technique of the pass under pressure, look to where you are passing and follow through with the pass. Passing to 
unmarked players in space. Decision making and communication. 

GAME 1 (10-12 Mins) OVERLOAD THE ATTACK: 7 V 2 

Defined Space: 20m x 20m 

Numbers: Groups of 9 

Explanation: 

Seven attackers against 2 defenders to start passing backwards. Each time the attack scores, the scoring player becomes a 
defender. The object is to see how close the attack get to even numbers. 

Key Coaching Points: 

Identifying players in space using passing technique to pass to them; Running into space receiving the ball using decision 
making and communication skills; Supporting the ball carrier; Tracking the attackers for defence. 

SKILL DEVELOPMENT (5-8 Mins) 3 V 2 

Defined Space: 15m x 15m 

Numbers: Break Class Into Groups Of 5 

Explanation: 

Three attackers against two defenders who are staggered. The defenders can only defend the 1st and 2nd attackers. The ball 
is fed to the 1st attacker by a feeder from outside the grid. The object is for the first two attackers to time their run and pass 
to put the ball into space for the third attacker. 

Key Coaching Points: 

1st Receiver: Draw and hold 1st Defender; Time pass to 2nd Receiver 
2nd Receiver: Communicate to 1st Receiver; Attack inside shoulder of 2nd Defender; Time and release pass to 3rd Receiver 
OR Run into Space if Defender moves out 
3rd Receiver: Hold Width & Depth; Communicate to 2nd Receiver; Accelerate onto the ball and into space 

GAME 2 (10-12 Mins) RUGBY PRIME V2 

Defined Space: Depending on numbers 50m x 50m for 10 v 10 

Numbers: 10 – 30  

Explanation: 

In this version on the second touch the ball carrier has to roll the ball back between the legs to a support player who can run 
or pass. The defence must retreat behind the roll before getting back into the game. The defence have to have sweepers 
back at every phase. The attack are allowed three rolls and must score or the ball is turned over. 
Key Coaching Points: 
The game should be free flowing  at this stage and players understanding what skills to use in the situation that arise during 
the game. The transition from defence to attack and how players react and align should be evident at this stage. 



 
 

 
5. Rugbyathon Video Resources  

 
A full video breakdown of each session is available in the Non-Contact Skill Development 
section of Irish Rugby’s Level Up page on Irish Rugby.ie. 
 
To access these videos, go to.  
 
https://www.irishrugby.ie/running-your-club/levelup/level-up-skills/ 

Rugbyathon – Sample Session 8 

WARM-UP (5-8 Mins) TWO TOUCH 

Defined Space: 50m x 50m minimum for 10 v 10 (Numbers and space 
will determine pitch size) 

Numbers: 10-30 

Explanation: 

Start with passing forward and develop the game to passing back only with two touch Turnover/Pass/Roll to challenge the 
players ability. 

Key Coaching Points: 

The technique of the pass under pressure; Look to where you are passing and follow through with the pass; Passing to 
unmarked players in space; Decision making and communication. 

GAME 1 (10-12 Mins) RUGBY PRIME 3 

Defined Space: 20m x 20m 

Numbers: Groups of 8 to 10 

Explanation: 

In this version before the second touch the ball carrier can call Roll, the ball carrier who calls roll must do so immediately. 
The attack are only allowed three rolls in any phase of attack before a turnover. The defence must have sweepers back for 
all phases. If the player is two touched before calling roll it is a turnover.  

Key Coaching Points: 

The onus is now on the attack to maintain possession by using the roll call to their advantage. The pass before the 2nd touch 
is always an option and will maintain the continuity for the attack. 


