R IGR CURRICULUM MAP

BULLETBALL TO T1 RUGBY

Principle Principle Principle Principle Principle Principle
GO FORWARD SUPPORT

CONTINUITY GAIN POSSESSION GO FORWARD APPLY PRESSURE

Beat defenders

Skill 1 Move ball if not

) v Skill 1 After tackle: Skill 1 Attack and Skill 1 Kick to manage Skill 1 Go fo‘rward and Skill 1
Score tries SCORE going forward CATCH DAetftear::ge ONSIDE defend SCRUM territory KICKING back in defence ATTACK
Try Race Winners Grinners Onsides Tackle- Scrum time Save the world Quick RAP
Running onto Different passes Triangle Scrum play Running back Reforming quickly
Week 1 apass Week 2 Week 3 \setingbeioreand/ \Week 4 \ setingwoana /© Week 5 from a kick Week 6 to attack
. f kI . layi . . a
Score Pass Onside et /' Set Piece pevne Kicking Scoring
Tries Skill 2 Handling skinz2 \ Post Tackle /' ¢.i2 §crum Skill 2 Realign Skill 2 Attack Skill 2
EVADE PASS RIP AND PASS Lineout LINEOUT KICK CHASE Defence DEFEND
Raggy Tag Passing Race Rip and pass game Outs and ins Kick chase Blindsides
Game Avoiding Game Passing to Game How to play from Game Lineout play Game Putting kicking Game Defending an
BULLETBALL 1 defenders BULLETBALL 2 score T1 RUGBY a touch-tackle T1RUGBY Setting up and T1 RUGBY to space T1 RUGBY overlap
NO SET PIECE NO KICKING playing SCENARIOS
Any D passing 1D passing Full game
Food rule Food rule 1D passing 1D passing, rip Full game from
Food rule and pass, scrum, different
Rip and pass lineout restarts
Principle
Key theme for week and how it Principle
fits into playing T1 Rugby
Skill 1and 2 Bulletball: A version of the game of touch rugby.
Week The two skills for the wegk' , P ! . . .
focus and & suggested activity Food rule: Dropped ball doesn’'t matter if it is picked up within five seconds.
. Any direction passing to start. Defenders cannot intercept the ball.
ame
Suggested game to build Game

on the skill




o CURRICUL.UM MAP

Principle
GO FORWARD

In Attack

Beat defenders
Score tries.

EXPLAINER

Score tries.

Game
BREAK THE
PANE

Beat a line of
defenders.
Evasion

Game
RAGGY TAG

4

LEARN
Introduction
to key points

APPLY
Key points
under
pressure

Game
CAT & MOUSE

CHALLENGE
Improve and
explore

, " Activity
reparation EVASION ANGLE GRINDERS
Speed and

evasion

Race across box
to avoid being
touch-tackled

Evasion/speed

Beat a defender
v1to score on
two try-lines.

Evasion

Run at one side

of the defender.
Skill

How to
execute.

Using switch passes.
vasion

Game
JUKES OF
HAZARD

Activity
STEP MASTERS

Execution

Game
TRY RACE

Change direction
to attack the
other side of the
defender.

Learn to step right
or left with
player cues
Evasion

Catch and pass
and race to end.
Speed

Beat a defender
1and still go
forward
Evasion

Recovery

Accelerate after
direction change.

STAGES OF THE MAP

1 2 J 4 ] 6

Score tries
pp\

EVASION e o A& MoUSE
Run at one side Speed and o ° &Mou - Activity
of the defender evasion . and Race across box Be S box Beat a defender ANGLE GRINDERS "\
Skill Principle N N being W1 to score on Usi ="
EVASION GO FORWARD sion tackled two try-lines on Using switch passes
LEARN \&esosposd/. APPLY wmesa/ APPLY \ " / aLience Pt
Y Speed and execute Beat defenders Key points Key points »/ CHALLENGE
P Execution Score tries Introduction 4 F; 5 % Improve and Toromrer
f i under under
evasion In Attack to key points Activit explore " Game
/ s , e decon VP (Gime N\ pressure Joome N ressure/ sk sy N oxplore/ gome,
LEAR other s of the Score ies oo sep it HAZARD
) Catch and pass. Catch and pass i i
How to Introd defender Recovery and race to end and race to end Slarat s Phei seata dfender
layer cues 1 and still go
erecte tob
Euasion

direction change,

/" preparation \ 5%
netoneside . J————

Game
BREAK THE
PANE

Beat a line of

The skill
And the key terms

The skill execution
PE breakdown of skill
into three stages

T1Rugby Context

Attack or defence

and the principles
it aligns to

Introducing the skill
Activities to start
learning the skill

Applying the skill
Activities to develop

players’ understanding

Challenge the skill

Activities to stretch and
scenarios to explore skill



Principle
GO FORWARD

Beat defenders
Score tries.

In Attack

Score tries.

Preparation EVASION
Run at one side Speed and
of the defender. evasion

Skill

How to
execute.

Execution

Change direction
to attack the
other side of the
defender.

Recovery

Accelerate after
direction change.

Introduction
to key points

Game
RAGGY TAG

Race across box
to avoid being
touch-tackled.

Evasion/speed

Game
TRY RACE

Catch and pass
and race to end.
Speed

APPLY

Key points

under
pressure

Game
CAT & MOUSE

Beat a defender
1v1 to score on
two try-lines.
Evasion

Activity
STEP MASTERS

Learn to step right

or left with
player cues.
Evasion

CHALLENGE
Improve and

URRICULUM MAP

Game
BREAK THE
PANE

Beat a line of
defenders.
Evasion

Activity
ANGLE GRINDERS

Using switch passes.
Evasion

Game
JUKES OF
HAZARD

Beat a defender
vl and still go
forward.
Evasion




o CURRICUL.UM MAP

Principle
GAIN POSSESION

Restart quickly.
Preparation

ATTACK
DEFENCE

Stand shoulder
to shoulder
as three.

Execution

Players bind around

Platform
other’s middle.
Outside players
put their hand on Game
the opposition’s SET PlECE Game
shoulder.
Scrum

Set up and play
from lineouts
and scrums

JUMPERS
BUMPERS

SCRUM TIME

Scenario

SCRUM PLAY
Recovery

Quickly bind up.
Scrum

Quickly set up
Skill

Attacking from
and passing into a scrum.
a lineout. Scrum
LEARN KQP'Z';”\:S fineout -/ CHALLENGE
After pass, How to Introduction Y pd Improve and
reposition. execute. to key points Game under explore
OUTS THEN INS P

Scenario

LINEOUT PLAY
Quickly set up Attacking from
lineout. a lineout.
Lineout

Lineout

Lineout

Preparation

Recovery
Stand in lineout

at right distances.

After pass,
reposition.

Execution

Pass the ball into
the line and then
pass to a player
who passes to
the attacking
line.



CURRICUL.UM MAP

Principle
GO FORWARD

Deny time &
space.

Principle
CONNECT

Stop penetration.
Preparation IN
DEFENCE
Watch for touch
tackle.

Execution

Scenario

Stop tries QUICK BALL
Form a tackle triangle,
with the toucher at the front, Repositioning before

plus two behind, with Game Game Scenario the attack

outside hand on TACKLE BREAK THE to defend.
toucher's shoulder. Tackl DEFENCE TRIANGLE ONSIDES PANE Connect

.ac e Touch-tackle, React and reposition )
trlangle triangle and Race across box after a touch- Mirror an attacker

to avoid being
touch-tackled.
Tackle

as a group
of three.
Connect

tackle.
Reposition

connect

Scenario
BLINDSIDES

Recovery Skill APPLY

LEARN CHALLENGE

] Key points
Move back into How to Introduction yn%er Improve and Covering an overload
the defensive line. execute. to key points Game u Game explore in attack.
RAGGY TAG pressure THE SWARM Connect

Touch-tackle runners
as they race
across box.
Tackle

Act as a three to
stop attackers.
Connect

Reposition
in defence

Preparation

Recovery

Be aware of the
ball carrier in relation
to the defence
and the defender,

Move forwards
once the ball
is passed.

Execution

Position behind
the tackle-triangle
across the field
mirroring
attackers.



RUGB

Principle
MANAGE
TERRITORY

Kick to space.

With the ball

Manage pressure.

Preparation

Hold ball at hip
height, with

the point facing
the direction of
the kick.

KICKING

Kicks for territory
or score tries

Skill

How to
execute.

Execution

Drop the ball as
the foot comes
through to kick
with a pointed
toe.

Recovery

Follow through
with the foot and
body towards the
target.

CURRICULUM MAP

Game
SAVE THE
WORLD

Activity
KICK TO SCORE

Game
KICK RAIDERS

Find space
between defence.
Kicking

Return a kick under
pressure.
Kicking

Kick to find space.
Kicking.

APPLY

LEARN CHALLENGE

Introduction Keynpdm:\ts Improve and
to key points unde explore
pressure




CURRICULUM MAP

Principle
GO FORWARD

Beat defenders.
Score tries.

Principle
GO FORWARD

Beat defenders.

i Score tries. Scenario
Proparation IN PASS PERFECT
Hold ball in two ATTACK N -
hands, look theepair;ee’;s;”gnt
at target. i . .
Execution g Score tries Catch & pass sg;g&a;:j.\y
hi P?ﬁigﬁ?;ﬁ; e Attacking from a
20 the target. ) Game Game Scenario scrum.
= TRY RACE PASS & RUN LOOP THE Catch & pass
LOOP
Passin HANDLING : Passing quickly,
g Catch and sprint .
Catch/pass to the try fine and moving after Create an extra
Recovery Catch the pass. player in attack. Scenario
Finish with th Skill LEARN APPLY Catch & pass /* GHALLENGE \ Catch & pass / LINEOUT PLAY
inish wi e .
. Key points
hands towards target How to Introduction Zn%er Improve and Attacking from a
and then support execute t : explore Scenario li t
i ‘ o key points G Xp ineout.
the receiver. Game ame
TWO PASS RACE \  PTESSUr€ /" geaT THE BALL QUICK RAP Catch & pass

Pass away from
touch-tackle before
the defender is
ready.
Catch & pass

Passing quickly
under pressure.
Catch & pass

Pass and catch
quickly to score.
Catch & pass

Scenario
QUICK BALL

Catching

Repositioning before
the defence to
attack.
Catch & pass

Scenario
LONG &
LONGER

Game
RIP AND PASS

Game
WINNERS
GRINNERS

Recovery

Preparation

Call for the ball Bring the ball in

How to pass the

and create a target Iirwe with Different ways to ball away from a Passing further
with the hands. Execution middle of pass the ball. touch-tackle. and further. .
the body. Catch & pass Scenario
Catch & pass Catch & pass P BLINDSIDES

Reach for the ball,
fingers spread,
elbows bent,
keeping the ball
off the body.

Covering an overload
in attack.
Catch & pass




