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Rugby’s history & ethos

Safety

Legend has it that in 1823, during
a game of school football in the
town of Rugby, England, a young
man named William Webb Ellis
picked up the ball and ran towards
the opposition’s goal line.

Two centuries later, rugby football
has evolved into one of the world’s
most popular sports, with millions of
people playing, wafching and
enjoying the game.

At the heart of rugby is a unique
ethos which it has retained over the
years. Not only is the game played to
the laws, but within the spirit of the
laws.

Through discipline, control and
mutual self-respect, a fellowship and
sense of fair play are forged, defining
rugby as the game it is.

From the school playground fo the
Rugby World Cup final, rugby union
offers a truly unique and thoroughly
rewarding experience for all involved
in the game.

Images courtesy of World Rugby Museum, Twickenham and Getty Images

In 2009, member unions identified
Integrity, Passion, Solidarity,
Discipline and Respect as the defining
characteristics of rugby. These are now
collectively known as the World Rugby
Core Values and are incorporated within

Disclaimer the World Rugby Playing Charter, a
document which aims o ensure that
rugby mainfains its unique character both
on and off the field of play.

The core values enable participants immediately to understand the character of
the game and what makes it distinctive as a sport which is played by people of all
shapes and sizes.

The World Rugby Playing Charter is incorporated within the World Rugby Laws of the
Game and can be downloaded from worldrugby.org/laws in a variety of languages.




The game points

Try - 5 points ”
Rugby is a game in which the object is to carry the ball over the opponents’ Atry is scored when €§ ‘
goal line and force it to the ground to score. the ball is grounded //V‘V '
;. over the opponents’ “" e
It’s simple... but complex goal line in the |
in-goal area.
The above description may sound simple - but ] ;
there is one catch. In order to go forward, the A penalty fry can be : \
ball must be passed backwards. The ball can awarded if a player ) / ‘
be kicked forwards, but the kicker’s feam- would have scored
mates must be behind the ball at the moment a fry but for foul ‘
the ball is kicked. play by the [
opposition. :

This apparent contradiction creates a need for

fine teamwork and great discipline, as little can

be achieved by any one individual player. Only :
by working as a team can players move the ball forward towards their opponents’ =
goal line and eventually go on to win the game.

At

Rugby has its unique aspects, but like many other sports it is essentially about the
creation and use of space. The winners of a game of rugby will be the team of

players who can get themselves and the ball into space and use that space wisely,
while denying the opposing feam both possession of the ball and access o space

Conversion - 2 points

After scoring a try, that team
can atfempt fo add two further
) points by kicking the ball over
The field of play the crossbar and between the
posts from a place in line with
where the fry was scored.

in which to use it.

Penalty - 3 points

When awarded a penalty after
an infringement by the
opposition, a team may choose
to kick at goal.

Drop goal - 3 points

A drop goal is scored when a
player kicks for goal in open play
by dropping the ball onto the
ground and kicking it on the
half-volley.

Touch-in-goal




Open play

If a player chooses not to
pass the ball to a team-mate
or run with it, that player may

The term ‘open play’ refers to any phase in the match where the ball is being
passed or kicked between team-mates and both teams are contesting for the
ball. In open play, the team in possession tries to get the ball to players in

kick the ball instead. The kick
can travel forwards, but any
team-mates in front of the
ball at the moment the ball is
kicked are out of play until
either they retire behind the
kicker or are played onside by
a team-mate.

Retaining possession of the ball
following a kick is a challenge.
Kicking strategies include:

« kicking info space, so that
team-mates have fime to run
onto the ball before an
opponent can get to it

» kicking out wide, at an oblique
angle fo the field, so that the
wing or outside centre can
cafch the ball

« kicking the ball to touch (off
the field of play) resulting in a
lineout (see page 9) with the
throw-in fo the opposition.
This concedes possession of
the ball but allows the kicking
team to contest for the ball in
a much more advantageous
position on the field.

space who can make forward progress towards the opposing goal line.

Kick-off

Each half of the match is started with
a drop kick from the centre of the half
way line. The non-kicking feam must
be 10 metres back from the ball when
it is kicked and the kick must fravel
10m towards the opposition goal line
before hifting the ground.

Handling

Passing

A player may pass (throw the ball) to
a team-mate who is in a better
position fo continue the attack, but
the pass must not fravel towards the
opposing team’s goal line. It must
travel either directly across the field,
or back in the direction of the
passer’s own goal line.

By carrying the ball forwards and
passing backwards, territory is gained.

If a forward pass is made, the referee will stop the game and award a scrum (see
page 8) with the throw-in going to the tfeam which was not in possession at the
time of the pass. In this way, a forward pass is punished by that team losing

possession of the ball.

Knock-on

When a player mishandles the ball,
i.e. drops it or allows it o rebound off
a hand or arm, and the ball travels
forwards, it is known as a knock-on.

This is punishable by a scrum to the
opposition and therefore a turnover
of possession.




Tackle, ruck & maul

As well as being an evasion game which requires creation and use of space,
Rugby is also a contact sport. In fact, contact situations can be the very
mechanism by which players create the space they need to attack. The
three most common contact situations which occur in open play are tackle,
ruck and maul.

The advantage law allows the
game fo be more continuous
and have fewer stoppages.

Sometimes, during a game, an
infringement of the laws may
be committed where a
stoppage in play would deprive
the non-offending team of an
opportunity to score.

The tackle

Only the ball carrier can be tackled by
an opposing player. A tackle occurs
when the ball carrier is held by one or
more opponents and is brought to
ground, i.e. has one or both knees on
the ground, is sitfing on the ground or
is on top of another player who is on
the ground. To maintain the confinuity
of the game, the ball carrier must
release the ball immediately after the
tackle, the fackler must release the ball carrier and both players must roll away
from the ball. This allows other players to come in and contest for the ball, thereby
starfing a new phase of play.

Even though the laws state that
the non-offending team should
be awarded a penalty, free kick or
scrum, they are given the
opportunity to continue with
open play and attempt fo score
aftry.

In this instance, the referee will
allow play fo continue rather
than penalise the offence.

The ruck

Aruck is formed if the ball is on the
ground and one or more players from
each team who are on their feet close

around it. Players must not handle
the ball in the ruck, and must use
their feet to move the ball or drive
over if so that it emerges af the

Rugby’s offside law restricts
where on the field players can
be, to ensure there is space to
attack and defend.

team’s hindmost foof, af which point
it can be picked up.

In general, a player is in an offside
position if that player is further
forward (nearer to the
opponents’ goal line) than the
team-mate who is carrying the
ball or the feam-mate who last

The maul

A maul occurs when the ball carrier is
held by one or more opponents and
one or more of the ball carrier’s feam-
mates holds on (binds) as well (a maul
therefore needs a minimum of three
players). The ball must be off the
ground.

played the ball.

Being in an offside position is
nof, in itself, an offence, but an
offside player may not take part
in the game until they are
onside again.

The team in possession of the ball can attempt to gain territory by driving their
opponents back towards the opponents’ goal line. The ball can then be passed
backwards between players in the maul and eventually passed to a player who is
not in the maul, or a player can leave the maul carrying the ball and run with it.

If an offside player takes part in
the game, that player will be
penalised.




‘: ‘ e
L V4 - RUGEY
\W/ INDIA =
WORLD S &
RUGBY. HREYE

The positions

Hooker
Loose-head Tight-head Sevens rugby
prop prop
Forwards

Scrum
half

Fly half

Centre

Wing

Rugby union has always been characterised by the notion that it is a game for all shapes and sizes.

Uniquely, each position requires a different set of physical and technical attributes and it is this diversity which makes
the game so accessible to all.

The names of positions given here are the most commonly used across the Rugby world. However, some regional variations may exist.

Hooker

What they do: Their primary role is fo anchor the What they do: The hooker has two unique roles on the pitch
scrummage and provide lifting strength and support for the as the player who wins possession in the scrum and usually
lineout jumpers. Also pivotal in rucks & mauls. throws the ballin to the lineout.

What they need: Upper-body strength to provide stability in What they need: Great strength to withstand the physicality
the scrum, endurance, mobility and safe hands to maintain of the fronf row coupled with speed to get around the pitch

confinuity of play. and good throwing technique.




Scrum half

Fly half

A Beginner’s Guide to Rugby Union

What they do: Provides the link between forwards and backs at
the scrum and lineouts. A true decision-maker, the 9 will judge
whether to distribute quick ball to the backs or keep it close fo
the forwards.

What they need: A multi-faceted position, the scrum half must be
powerful, have explosive speed, all-round handling and kicking skills.
The great 9s are highly confident players, with excellent game
understanding.

What they do: As the player who orchestrates the feam’s
performance, the 10 will receive the ball from the 9 and
choose fo kick, pass or make a break based upon split-second
interpretation of the phase of play.

What they need: The ability to kick well out of hand, ideally
on either foot, deft handling skills, pace, vision, creativity,
communication skills, tactical awareness and the ability to
perform under pressure.

Centres

What they do: The centres are key in both defence and
attack. In defence they will attempt to tackle attacking
players whilst in attack they will use their speed, power and
creative flair to breach defences.

What they need: The modern-day centre is lean, strong and
extremely quick. The position demands greaf attacking
prowess, coupled with an infensity in contact to either retain
or steal possession.

What they do: The wings are on the pitch fo provide the
injection of out-and-out pace needed to outrun an opponent
and score a try. Also important to be solid in defence.

What they need: Pace. Wings will often find themselves in
open space, when their number one priority is to press the
accelerator and run for the line. Strength and good handling
are an advantage foo.
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Signals for scrum
awarded (left)
and forming a scrum

|
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The scrum

The scrum is a means of restarting play after a stoppage which has been
caused by a minor infringement of the laws (for example, a forward pass or
knock on) or the ball becoming unplayable in a ruck or maul. The scrum
serves to concentrate all the forwards and the scrum halves in one place on
the field, providing the opportunity for the backs to mount an attack using
the space created elsewhere.

The ballis thrown info the middle of the tunnel between the two fronf rows, at
which point the two hookers can compete for the ball, attempting to hook the ball
back in the direction of their team-mates. The team who throws the ball into the
scrum usually refains possession, because the hooker and scrum half can
synchronise their actions.

Once possession has been secured, a tfeam can keep the ball on the ground and in
the scrum and attempt to drive the opposition down field. Alternatively, they can
bring the ball to the hindmost foot of the scrum, where the ball is then passed into
the back line and open play resumes again.

The scrum half

The key player af the scrumis the
scrum half. This player throws the ball
into the scrum, moves fo the hindmost
foot of the scrum, and is usually the
player who picks the ball up and passes
out to the fly half who then distributes
the ball to the back line. As soon as the
scrum half picks the ball up, the
opposition may confest for the ball and
attempf to fackle whichever playeris in
possession.




The touch judge signals
that the ball is in touch
and which team has the
throw in

The lineout is a means of restarting play after the ball has gone into touch
(off the field of play at the side). The lineout concentrates a selection of
forwards in one place near to the touchline, so the backs have the rest of
the width of the field in which to mount an attack. The key for the forwards
is fo win possession and distribute the ball effectively to the back line.

The forwards assemble in two lines, perpendicular to the touchline, one metre
apart. The hooker throws the ball down the corridor between these two lines of
players. Because the thrower’s feam-mates know where the throw is likely to go,
that feam has an advantage in refaining possession. However, with speed of
thought and movement, the opposition can confest for the ball and the lineout
frequently results in a furnover of possession.

The player who successfully catches the ball can keep it and set up a maul, or can
pass fo the receiver (a player who stands next to the lineout to wait for such a
pass) who then passes to the fly half and on fo the back line.

Lineout support

To allow players o catch high throws
in the lineout, it is permissible for the
cafcher to be supported by feam-
mates while jumping fo catch the
ball.

Safety is a prime concern here, and
any player who is off the ground
must be supported unfil that player
returns to the ground. A player may
not be fackled while in the air, and
holding, shoving or levering on an
opponent are all offences punishable
with a penalty kick.

A Beginner’s Guide to Rugby Union

Penalty and

Penalty
signal

Free kick
signal
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Match officials

The match is under the control of the referee and two touch judges.
Depending on the level at which the game is being played, there may be
other officials behind the scenes such as a time keeper or television match
official to adjudicate on replays.

The referee

Before the match, the referee will usually speak to the front row players (the props
and the hookers) from both teams, to run through the scrum engagement
procedure. This helps to focus the minds of all concerned on this essential phase
of the game. The referee then organises the coin toss with the captains prior to
the match to decide who kicks off. During the match itself, the referee is the sole
judge of fact and of law. It is essential that all players respect the referee’s
decisions at all fimes.

Touch judges

Two judges, one on either side of the
field of play, assist the referee in
matters of when and where the ball
goes info touch and on any other
issues as required by the referee. The
touch judges also adjudicate on the
success or otherwise of kicks at goal.

Foul play

Foul play is anything a player does
which is contrary to the lefter and spirit
of the laws of the game, including
obstruction, unfair play, dangerous
play and misconduct. The referee must
sanction appropriafely for foul play.
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Why did the whistle blow?

For anyone who is not familiar with the finer points of the laws of rugby it can sometimes be hard to tell why the
referee has stopped play for an infringement. Here we look at some of the most common reasons why the whistle
may have blown. Alongside is the signal you’ll see the referee make when each circumstance occurs during play. The

signals for penalty and free kick are shown on page 9.

Advantage being played

Advantage can be applied fo either

minor infringements (e.g. knock-on), or .
offences which would resulfin a

penalty (e.g. offside). The decision has

to be made by the referee as to

whether there may be more benefit to

the non-offending team if play

continues. If no advantage occurs, the
referee will blow the whistle and bring

g
play back fo the place of the original x !

infringement which occurred prior to advantage being played.

Forward pass or knock on

« =

Sometimes an aftack & =z
which seems to be b~ (L §

heading towards the try
line will be stopped by

the referee’s whistle. { |

Knock on

If a pass has gone
forwards, or a handling
error has resulted in a
knock-on, a scrum will
have been awarded fo the non-offending feam.

g

Forward pass

Failure to release player or ball

After a tackle, the tackler must
immediately release the ball
carrier, and the ball carrier
must immediately release the
ball.

Failure on either of these
counts limits a fair contest for
possession. If release does not
occur within a reasonable fime
frame, the referee will award a
penalty fo the non-offending
feam.

I

Failure to
release player

Failure to
release ball

Failure to roll away

Any players on the ground
when a ruck or maul is formed
must immediately roll away
from the ball, so as o allow
continuity of play for the feam
in possession.

Failure to do so will result in
the award of a penalty to the
non-offending team.

Joining ruck/maul from the side

When joining a ruck or maul, all
players must do so from behind the
hindmost foot of their hindmost
feam-mate.

If they join from the side, they are in
an offside position and taking part in
the game, and this will immediafely be
penalised with the award of a penalty
to the opposing team.

Unplayable ball at ruck or maul

If the ball
becomes
unplayable at
arucke.g.
under players
who are on
the ground,
the referee
will award a scrum fo the team going forward before the ball
became unplayable. For a maul the scrum goes to the team
not in possession when the maul began.

Unplayable af ruck Unplayable at maul
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The coach

The role of the coach varies greatly depending on the level at which the
team operates. At grass roots level it’s about developing players -
technically and personally - while at international level the coach is
responsible for team selection, performance and results.

A coach takes on many interchangeable roles, such as leader, manager, teacher
and organiser. The coach needs to have a knowledge of the game and its laws,
motivation, physical fitness and an understanding of how fo coach and improve
players.

Replacements

As well as the 15 players in the starting line up, a feam can also have
replacements. The coach can make a pre-agreed number of replacements, for
tactical reasons, during the course of the game. Players can also be replaced when
injured, either temporarily while a player is assessed and/or receives treatment, or
permanently if a player is unable to continue playing.

Team spirit

Another important role of the coach is to instill feam spirit into the players. This is
especially imporfant at levels where the players take part for the fun of
participation rather than the aim of winning.




The World Rugby Law Book is

published each year. It is
available online at
worldrugby.org/laws where

you can download the Laws in
PDF format and take a test to

check your law knowledge.

The laws of rugby are developed

with two central principles in
mind: firstly, to allow players to
play within the spirit of the
game, and secondly, to protect
the welfare of all players.

Sometimes World Rugby trials
changes to the laws, before
deciding whether those
changes should be
implemented on a global basis
and accepted info

full law. Law trials may apply
only in a certain region or, for
example, only the northern or
southern hemisphere.

Any change in law creafes a
challenge for players and
coaches alike, providing
opportunity for teams to adjust
their tactics to take advantage
of any freedom or restriction
brought about by the change.

Keep in touch with law
developments at
worldrugby.org/laws

Rugby sevens
Making Olympic dreams

Rugby sevens is played on a full size pitch by teams of seven players rather
than fifteen. The game is shorter in duration, with each half lasting seven
minutes during the pool stages of a tournament, and increasing to ten for

the final.

Aside from the duration, the laws vary very little from the 15-a-side game, though, of
course, because of the amount of space available on the pitch, it is a very different
game to watch. One characteristic of rugby sevens is that sometimes feams will
choose fo retreat fowards their own try line initially, drawing the opposition fowards
them, in an affempt to create space in other areas to then go forward in attack.

Demands of rugby
sevens

Because rugby sevens is played on a
full size pitch, players need to be able
to cover a lot of ground during a
martch. This means that participants
need to be incredibly fit and have
plenty of speed, skill and stamina. As
a result, rugby sevens players are
often backs or loose forwards in
fifteens rugby.

The basics of rugby - running,
passing, tackling and decision-
making - are key components of
rugby sevens, as are creafing space
and keeping possession of the ball.

/ Sevensand
tokvo2020  the Olympics

QR

Rugby rejoined the Olympic
programme at Rio 2016™ and Tokyo
2020™.

Rugby is a perfect fit for the Olympic
Games; it reinforces the Olympic
movement’s ideals thanks fo its
longstanding ethos of fair play and
friendship while the vibrant and
exciting format of rugby sevens
appeals to both existing followers of
the sporf and a wider sports-loving
audience worldwide.
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Variations of rugby
A game for all

Modified & small-sided games

There are various modified forms of the game which are designed to allow
anyone to play in any circumstances with gradual development of rugby
skills, such as running, handling, evasion and support play.

Examples of these variations include tag, fouch, and beach rugby. As an
example, in tag, players wear tags which hang from a belt. Removal of one of
these tag constitutes a tackle, and the ball carrier must then pass within three
seconds.

One of the key attractions of these versions of rugby is that the non-contact
nature means that people of all ages, genders and of any fitness level can play
together on a variety of surfaces, without the fear of gefting hurt.

In addition, the simple rules for all formats of modified rugby, as well as the need
for minimal equipment, make the different game variations an ideal infroduction
for beginners wishing to get involved in the sport.

U19 & age-grade

Even after moving to a 15-a-side
game, there are still cerfain Law
modifications which smooth the
transition to the full version of rugby.
Details of U19 law variations can be
found in the World Rugby Law Book or
on worldrugby.org/laws.




Played at different
stages, by all age-
groups - men &
women...

Introductory Level
(Beginners)

Grassroots Level (Schools)

Youth Level (University)

Adults ‘COMPETITIVE’ Level
(Clubs)

Elite ‘HIGH PERFORMANCE’
Level (National)

Touch Rugby

Non-Contact Version of the Game

PLAYER ATTIRE

All players must be correctly dressed in shorts &
t-shirt. Footwear MUST be worn. Playing bare feet
WILL NOT be permitted.

NUMBERS PER TEAM

A total of 12 players to be part of each
team. A maximum of 7 players to be
playing on the field, at any given time,
with 5 substitutes.

@ @ @
® @ ® ®

GAME LENGTH

7 minutes each way, with a 1 minute break at half time
for all tournament games.

COIN TOSS

The team winning the Toss will receive possession of
the ball or a choice of direction. The team with ball to
start-off the game with a Roll Ball.

ROLL BALL

A ‘ROLL BALL' is a means of restarting the game. It
is used at the start-off and to resume games after a
Touch, Try or Infringement.

15



TOUCH

A Touch constitutes Two Handed contact with any
part of the body and / or ball. A minimum of force is
to be applied at any given time. On being touched,
a Roll Ball has to be performed, from the mark,

to resume the game. A total of FOUR Touches are TURN OVER
allowed for each team.

Possession of the ball is
turned over in the following
circumstances...

SCORING: TRY

A ‘TRY’ is scored when an untouched player has full
control of the ball when placing it on the ground,
once past the score-line. Diving is NOT permitted. A
Try counts for 5 Points.

 4th Touch: after completing
4 touches

Forward Pass: if a player
passes or throws the ball
forward

Drop Ball: if a player drops

PASSING: BACKWARDS the ball or while passing,

A Player may pass, flick, throw or deliver the ball to any the ball hits the ground

onside player in the attacking team. Passing forward is

: ¢ , . Improper Roll Ball: if the
NOT permitted. A ‘Drop Ball’ constitutes a turnover.

player over steps the mark
or delays in performing the
roll ball

Stepping Outside: if a
player steps out of the
playing field while in
possession of the ball

OFF SIDE

All defending players MUST retreat a minimum of 5
meters from the mark; where the attacking player has
been touched or restarting the game.

Penalty: if a player is
offside or commits a foul
i.e. obstruction, indiscipline
etc.

KICKING

Kicking is NOT allowed at any given time during the
game.

FIELD DIMENSIONS

5 mir 5070 mtr 5 mir
Tosueh Line
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Elmmlm m:m:uml:
i ¥ — —_—
10 mitr 10 mkr

16




World Rugby fraining and education

Where to go from here

World Rugby operates a range of
training and education programmes
designed to help players, coaches,
match officials and all stakeholders
learn more about rugby union and
become more involved in the game.

For more information, go fo
worldrugby.org/passport

Rugby Ready

.|1r'" {= i’
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Be prepared » Manage the risks
worldrugby.org/rugbyready

Strength & Conditioning
i

Understand physicality
worldrugby.org/sandc

Rugby Ready
Activate
First Aid In Rugby

Match Commissioner
Citing Commissioner

Judicial Officer All
stakeholders Education

workforce

Competency-based

accreditation

Match day
Match Day Doctor staff
Advanced Immediate
Care In Rugby
Immediate Care
In Rugby

Medical
practitioners

Coaches (aichy

Academy

Know the game Technicai * Planning

worldrugby.org/laws worldrugby.org/coaching

Concussion Management First Aid in Rugby

Recognise and remove Know how to respond

worldrugby.org/concussion worldrugby.org/firstaidinrugby

Educator

Master Trainer

Administrators
Academy

Conditioning For N . 5 officials Coaching
Rugby Talent-identified P of Match Officials
Levels 1,2 personnel e Levels 1,2
Fifteens Match Officiating
Levels1,2,3 Levels 1,2
VLS Sevens High Fifteen: Sevens
ens |evel3
Levels 1,2 Performance .o 3

GeY & Fh

Trainer

Leadership and
Management

Union Management

International Sport
Management

Match observation ¢ Panels

worldrugby.org/officiating

Keep Rugby Clean
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Tackle Doping - Keep Rugby Clean
worldrugby.org/keeprugbyclean
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