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INTRODUCTION
Rippa Rugby is the new game for young rugby players. It is a very safe, non-contact, easy-
to-play game for both boys and girls alike. Best of all it’s fun and exciting for all involved.

While the rules are simple and the game easy to learn, Rippa Rugby will promote excellent 
ball-handling and running skills, and give all kids a chance to participate in our national 
game. The New Zealand Rugby Union is proud to recommend Rippa Rugby and we are sure 
it will give the kids in your team a fun, safe and enjoyable sporting experience.

If you would like any additional information about the game or how to coach kids contact 
your local RDO or visit www.smallblacks.co.nz.

So get out there and give it a go, you’ll have a blast!

Brent Anderson, Manager Community Rugby

OBJECTIVE OF THE GAME
The object of the game is to score a try by grounding the 
ball behind or on the opponents’ try line. A try is worth five 
points.

To prevent a try being scored the defenders must rip the 
flag from the belt of the ball carrier. This forces the ball 
carrier to pass the ball. Six rips against the attacking team 
in one set of possession results in the ball being turned 
over to the defending team.

HOW TO PLAY

Dimensions of Field

 Up to 70 metres in length and up to 40 metres wide.

 Rippa Rugby can be played in pretty much any open 
space, however we recommend half a field from the 
22m line to the opposing 10m mark of a full rugby 
field. (Playing across field)

 Where possible the field should be marked with cones or markers so that the players 
can easily tell the size of the playing field.

 The ‘try-scoring area’ (in-goal area), should be five metres deep from the try line and 
clearly marked if possible with cones. 
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INTRODUCTION

DURATION OF PLAY

A game is made up of two halves. It is recommended 
that each half lasts for 15 minutes, with a two-minute 
interval at halftime. You may like to alter this to suit 
the level of your class.

NUMBER OF PLAYERS

Rippa Rugby is played between teams of equal 
numbers of players. It is ideal to have no more than 
10, and not less than five players but this number 
can be varied to suit the field size, class size or 
number of players available.

SUBSTITUTES

Each side should agree on the number of substitutes. 
Substitutes can be used at any time but they can only 
be made when the ball is ‘out of play’ or at halftime. The 
referee must be told of these substitutions.

COACHES/REFEREES

During the match, coaches of both teams can referee or 
direct the game from on the field, behind their respective 
teams. (Perhaps half a game each for refereeing can be 
an option).

If there is only one coach/teacher and the age group is 
appropriate, the game can easily be 
played with one referee.

RIPPA RUGBY
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INTRODUCTION
THE RIPPA BELT 

The belt is adjusted to fit the waist of the player and fastened 
with the plastic clip at the front so that two flags hang from both 
sides. Velcro attaches the flags so they are positioned one on 
each hip.

Care needs to be taken to ensure that for safety the tail of the 
belt is tucked away.

Each team is distinguished by the colour of the flags they 
wear. The belt must be worn outside the clothing, shirts 
tucked in and flags free so they can be ripped off.

ATTACKERS 

On attack, the ball carrier should run forward and the 
other players should run in support ready to receive a 
pass. The ball carrier can evade opposition but should 
pass to teammates in a better position if there is no 
space to run into.

The ball carrier cannot fend defenders off using their 
hands, or the ball, and cannot guard or shield their flags in 
any way.

DEFENDERS (RIPPERS)

Players should run forward so they can reduce the space 
between them and the attacker, and move into a position 
where they can rip the flag from the ball 
carrier.

There is no contact in Rippa Rugby; ripping 
the flag off the belt of the ball carrier 
makes a tackle. Defenders (Rippers) cannot 
physically touch the ball carrier.

RIPPA RUGBY
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INTRODUCTION
RULES OF THE GAME 

Starting Play

One team start/restarts the match from the centre of the 
field with a free pass.

When a try is scored, the non-scoring team starts at the 
centre of the field with a free pass.

Free Pass 

To make a free pass, the player taking the pass starts with the ball in two hands. When 
the referee calls “Play”, the player passes the ball backwards to a member of their own 
team.

The opposition team must remain five metres back from the free pass. They cannot start 
moving forward until the ball leaves the hands of the player taking the free pass.

A free pass is also used to restart play on any turnover of possession, or at any other time 
that play has halted and needs to be restarted.

If the ball is carried out of the field of play, the game is restarted with a free pass to the 
non-offending side. Free passes cannot take place less than five metres from the try line. 
The free pass is taken from the point where the ball went out.

A free pass is also awarded to the non-offending team when their opposition infringes the 
rules, such as a forward pass, an offside or for not returning the flag to the ball carrier.

Ripping (Tackle)

To complete a ‘rip’ one of the two flags from the ball carriers belt must be removed. The 
only person who can be ripped is the ball carrier.

The ripper stops, holds the flag above their head and shouts “RIP!” 

The ball carrier must then pass the ball immediately (within three strides is a good 
guideline). He or she does not have to stop, return to the mark or roll the ball between their 
legs.

Remember, six rips in a row leads to a turnover in possession.

After the ball carrier has passed the ball the ripper must hand the flag back to the player 
who then reattaches it to their belt before they rejoin play.

If either of these players doesn’t adhere to this, they will be penalized and a free pass 
awarded against them at the place of the infringement.

RIPPA RUGBY
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INTRODUCTION
RULES OF THE GAME 

Knock On 

When a player knocks the ball to the ground towards the opponents’ try line, a free pass is 
awarded to the non-offending team unless an advantage can be played.

Offside

Offside only occurs at the rip. When a rip is made, all players from the ripper’s team must 
get back until they are behind where the rip was made. 

If a player is offside and they intercept, prevent or slow down a pass, a free pass will be 
awarded to the non-offending team.

Passing The Ball

The game has been designed to encourage passing. The ball 
can only be passed in a sideways or backwards direction. 
There are no forward passes and it cannot be handed to 
another player. A free pass to the opposition will be the 
result of either occurring.

Kicking

There is no kicking of any kind in Rippa Rugby.

Advantage

Not stopping the game when an infringement happens is 
called ‘advantage’. Referees should play ‘advantage’ 
to the non-offending team if there is any chance 
that they may get the ball.

The referee should call ‘advantage’ followed by ‘play 
on’. If no advantage occurs play restarts with a free 
pass.

Going To Ground

If the ball carrier goes to ground or a player dives on 
the ball, a free pass is awarded to the opposition. Players can dive for a try or dive on the 
ball for a try.

RIPPA RUGBY
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INTRODUCTION
REFEREEING A GAME 

Make sure you have a whistle, know the rules and try to play advantage wherever possible.

1. Shout, “PASS!” when a rip has been made.

2. Blow the whistle when and only when play is to stop.

3. Signal to the team who is starting with a free pass by pointing with an outstretched 
arm towards that team.

OTHER POINTS

 If a player accidentally loses a flag when they have the ball, stop the game, replace the 
ribbon and restart with a free pass.

 If a player is ‘ripped’ before the try line and they don’t pass before they get over the 
line, they restart play five metres out from the try line with a free pass.

 If a player goes to ground with the ball, except in a try-scoring movement, play restarts 
with a free pass awarded to the opposition.

 If the ball gets dropped during a pass but is not knocked on, play can continue. 
However players must pick up the ball from a standing position.

“Remember the most important thing is to get out there and have fun. Rippa Rugby is 
safe, simple and enjoyable — your kids were made for it! And who knows, you might be 
helping to build a future All Blacks or Black Ferns star.”

RIPPA RUGBY
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INTRODUCTION
RUNNING A SESSION 

While the rules are simple and the game easy to learn, Rippa Rugby will promote excellent 
ball-handling and running skills. Therefore it is important that when a practice is held, 
there is some individual and team skill development. Individual skills we recommend:

 Running with the ball 

 Basic pass 

 Receiving pass

 Ball familiarisation

 Evasive running

 Rippa tackling

We recommend that your practices be broken into four key areas.

 Warm-up

 Skills training

 The game

 Cool-down

1.  Warm-up - this should include a simple drill that expands from low to high intensity. It 
should also feature the skill that you have chosen to focus on for this session. Here are 
some appropriate drills: 

RIPPA RUGBY
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Handling Running
Pick Up Place Shadow Run
Pass Progression Running Relay
Pick & Place Multi Action Relay
Passing Waves Pick & Place
Ball Familiarisation Rugger Pairs
Multi Action Relay Memory Pattern
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INTRODUCTION
RUNNING A SESSION 

2.  Skills Training - this should include an explanation of the skill and a drill. Here are 
some appropriate drills.

3.  The Game - Playing Rippa rugby is usually what 
the children will want to do during practice. It is an 
opportunity to instruct the players on how to play 
with other teammates. Another option is to use a 
modified game as listed below to reinforce some 
features of the game e.g. space, communication.

4.  Cool-down - Finish your practice with a low 
intensity activity. 

RIPPA RUGBY
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Handling Running Tackling
2 v 1 Ratz Rush Basic Tackle
Pressure Pass Rats and Rabbits Grid Tackling
Passing Circle Pass and Return Ratz Rush
Pick Up Place The Step Rats and Rabbits
Follow the Coach
Pass and Return

Games
Touch the Ground and Pass
Corner Ball
How Many Passes
Octopus
Memory Pattern

Warm Downs
Passing Circle
Ball Familiarisation
Pass Progression
Passing Waves
Memory Pattern



INTRODUCTION
PRACTICE PLAN 

Session No 3 Date May 3rd

Primary Objective (1)     To improve ball-handling skills

Equipment Balls and cones

RIPPA RUGBY
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Activity Time Coaching Points Learning Outcomes

Warm Up
1.  Multi Action Relay 10 mins 1. - Eyes open

 - Chin off chest
 - Fingers spread
 - Ball in two hands

1. Improve ball skills 
and body position

2.  Shadow Run
Prepare players for more 
intense activites

2. - Ball in two hands
 - Run into space
 - Balance

2. To practice quick 
evasive movements

Individual Skills
Passing Waves - groups of four
Progressively move from simple 
to more complex activities 
depending on ability of players.

15 mins - Eyes up
- Reach for ball
- Fingers spread

Improve player’s 
passing and receiving 
techniques

Team Development
Play a game of Rippa Rugby 20 mins Use every opportunity 

to coach correct skill 
execution.

Understanding of 
playing in a team.
Communicate with 
other players.
Evade and run into 
space.

Warm Down
Passing Circles
- facing inside and out

5 mins Review and re-emphasise key coaching points from 
this session

The coaching and development of player’s skills throughout the WHOLE practice is 
paramount.



INTRODUCTION
SIMPLE PRACTICE LAYOUTS 

You don’t have to use a large area or change every activity. This sequence of practice 
layouts may be helpful.

RIPPA RUGBY

RULES 10

10-15m

10
-1

5m

xxx

xxx

xxx

x
x
x

x
x
x

x
x
x

LARGE SQUARE

(use eight cones)

eg. Shadow Run

RELAYS

(same number of cones but players line up)

eg. Multi Action Relays

CHANNELS/WAVES

(players in waves two or three)

eg. Passing Waves

SMALL SQUARES

(add centre cone)

eg. Ball Familiarisation

EXTENSION

  Add 3 more cones

  Use your imagination



INDIVIDUAL
INDIVIDUAL SKILLS 

 Running with the ball 

 Basic pass 

 Receiving pass

  

 Ball Familiarisation

 Evasive running

 Rippa Tackling 

RUNNING WITH THE BALL

OBJECTIVE: To run effectively with the ball in two hands.

Key Factors

 Fingers spread on each side of the ball.

 Carry ball about chest height.

 Elbows pointed in.

 Consider options.

Coaching Points

 Hold ball in two hands — fingers down the seam.

 Use to:

 Evade players with ball in two hands. 

 Draw a defender.

 Go through a gap.

Common Errors

 Tucking ball when running or evading.

 Ball carried too high or too low.

 Unable to get leg speed with hands on ball.

RIPPA RUGBY
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INDIVIDUAL
BASIC PASS

OBJECTIVE: To maintain continuity of play by passing to a teammate in a better position.

Key Factors

 Run straight.  Swing arms.
 Hold the ball in two hands.  Follow through. 
 Run at defender.  Pass at chest height in front of receiver.
 Look at receiver.  Complete pass, support.

Coaching Points
 By running straight down the field or towards the closest defender 

the passer draws a defender or defenders. The passer commits a 
defender preventing them from assisting in defence elsewhere.

 Hold ball in two hands.
 Standard Pass — fingers down the seam.
 Look at receiver to assist accuracy of pass.
 Turning inside shoulder, thigh and hip to the tackler reduces the risk 

of injury.
 A straight follow-through to the target by the passing hand reduces 

error. The elbows and wrists can be used to fine-tune the pass’s speed 
and flight.

 The standard pass is the preferred option in most instances because it is quicker 
and easier to catch and pass.

 Players should be equally proficient passing off either hand.
 By following through, the passer is able to guide the ball to the target area. This is at 

about chest height just in front of the receiver. The receiver is therefore able to catch the 
ball without reducing running speed. In addition, the catcher is able to catch the ball 
without looking down. This will enable the ball to be caught while observing opponents.

 Once the pass has been made, the passer should support the receiver.
 A pass is only as good as the ease with which it can be caught.

Common Errors
 Running with the pass.
 Not having a straight follow through.
 Not passing to target area.
 Trying to spiral pass.

RIPPA RUGBY
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INDIVIDUAL
BALL FAMILIARISATION

OBJECTIVE: To become familiar with the rugby ball’s shape, size and flight

Key Factors

 Run with the ball in two hands.

 Pick up the ball and put it down with two hands.

 Throw it into the air and catch it.

 Move the ball around your body.

Coaching Points

 Come up with as many different ways of using the ball. They 
don’t have to be conventional.

 Bring instruction into this series of skills, ie. getting correct 
technique for catching ball in the air.

RIPPA RUGBY
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INDIVIDUAL
EVASIVE RUNNING

OBJECTIVE: To evade opponents while running, without becoming isolated.

Key Factors

 Ball in two hands.  Position ball away from defender.
 Run toward defender.  Accelerate into the space. 
 Change pace and/or direction of 

movement.

Coaching Points - Swerve
 Run towards the defender.
 Change direction by veering away into the outside space.
 Accelerate to take advantage of the defender’s hesitation:

 By running towards the defenders they are forced to slow down to make a tackle. 
The player changes direction close enough to commit yet avoid the defender. 

 To prevent the defender from recovering, it is important to accelerate away as 
fast as possible. 

 All players should be encouraged to use natural flair and ability. 

Coaching Points - Side-step
 Run towards defenders inside shoulder.
 Shorten stride for timing and balance.
 Change direction close to them by pushing sideways 

powerfully off the right foot to go left and the left foot to 
go right.

 Accelerate to take advantage of the defender 
hesitation.

Common Errors
 Not running at the defender.
 Changing direction too early or too late.
 Not accelerating forward immediately after the sideways 

movement.

RIPPA RUGBY
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INDIVIDUAL
RECEIVING PASS

OBJECTIVE: To catch the ball so that the attack can be continued.

Key Factors

 Chin up, eyes open.  Watch ball into hands.
 Move onto ball straight.  Choose best option. 
 Extend hands towards ball. Fingers spread.

Coaching Points

 By positioning with depth the receiver can move forward onto the ball, the receiver 
will be able to maintain running speed and retain vision of opponents.

 The passer can move left or right, creating space on the other side for the receiver to 
run into.

 By extending the hands (fingers spread) in the direction the pass is coming from, the 
receiver provides the passer with a target. In addition the ball can be caught earlier, 
giving the receiver more time to decide on what to do next.

 By catching the ball with soft hands the receiver is able to make an immediate pass.

 The options that can be chosen are to pass, 
take the ball into the ‘tackle’, and run, 
depending on the situation. This may depend 
on the position on the field, but generally 
will depend on the positioning of opposing 
players.

Common Errors

 Not presenting target.

 Not meeting ball early.

 Hands too rigid.

 Taking your eyes off the ball.

RIPPA RUGBY
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INDIVIDUAL
RIPPA TACKLE

OBJECTIVE: To rip a flag off an opponent to constitute a ‘tackle’.

Key Factors

 Eyes on opponents hips.

 Body position — legs bent; back straight; head up.

 Arms above hips.

 Place hand on side of player with the ball and grab flag.

Coaching Points

 It is important that the ‘tackler’ gets into a position to make the tackle. Too often the 
player stands and waits for the attacker.

 Defence should move forward to close the space.

 Keep eyes on target area.

Common Errors

 Player standing too upright.

 Player not in a pre-tackle stance.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

2v1

Objective: To practise passing in space.
Equipment: 1 ball per group

Group Size:  5-9 players

Area:   Half Field

Drill Explanation

1.  A runs forward at pace and commits the defender to create an overlap for B.

2.  Initially the defender Z marks A only.

3.  Defenders may form a single line up the field about 10m apart. Each group of 2 
attackers should attempt the drill against all the defenders.

Key Coaching Points

 Player with the ball should run at speed to commit the defender.

 If there is no defender approaching, the ball carrier should continue running.

 As the defender approaches; the pass should be timed to allow B to score.

 Attackers should run to the opposite shoulder of the defender to the direction in 
which the pass is to be directed.

Variations/Progression

1.  When technique improves allow the defender to move towards A or B.

RIPPA RUGBY
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PASSING & CATCHING



GAMES &  
ACTIVITIES

PRESSURE PASS

Objective: Develop good technique and accuracy of the pass.
Equipment: Up to 6 balls

Group Size:  3 players for each ball

Area:   10 x 22 metre grid

Drill Set Up:  Place players into three groups. Groups A and B line up facing each other and Group C 
lines up as shown in the diagram.

 Groups A and B should be between 10 and 15 metres apart.

 The individual players of Groups A and B stand between 5 and 10 metres apart. Each 
player of Group A starts with a ball.

Drill Explanation

1.  Player 1 of Group C runs/jogs down between Groups A and B receiving passes from 
Group A and passing on to the players opposite in Group B.

2.  With the balls now with Group B, player 2 in Group C links a pass from Group B to 
Group A, player 3 in Group C then links a pass from Group A to Group B.

3.  When all players from Group C have gone through the drill, they run around the 
outside and join the end of Group C.

4.  The drill continues.

Key Coaching Points

 The passer and receiver must communicate.

 Pass the ball in front of the receiver.

 Receiver run straight.

 Demand accuracy from the passer.

Variations/Progression

1.  Arrange the players so two Group C players 
are running down the centre at one time.

RIPPA RUGBY
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PASSING & CATCHING
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GAMES &  
ACTIVITIES

PASSING WAVES

Objective: To improve players’ passing & receiving technique.
Equipment: 8-12 cones / 1 ball

Group Size:  9 minimum - 25 maximum

Area:  10 x 10 metre grid (this will need to be extended with more players taking part in the 
drill)

Drill Set Up:  Three teams of 3, 4 or 5 players. Set up as shown in diagram.

Drill Explanation

1.  Group A runs towards Group B passing the ball laterally. The last player who receives 
the ball in Group A passes to the person in Group B.

2.  Group B runs towards Group C passing the ball.

3. Group A lines up where Group B was originally stationed. 

4.  The last person in Group B passes to the player in Group C. 

5.  Procedure is repeated.

Key Coaching Points

 Ensure that all players have appropriate alignment to ensure that they can receive 
the ball in front of their body.

 All ball receivers must have their hands up to provide a target for the passer.

 All players should be encouraged to run straight.

Variations/Progression

1.  Move cones closer 
together to increase 
pressure.

2.  Two teams running in 
opposite directions if there 
are sufficient numbers 
(two balls can be used).

3.  Have an extra player 
coming into each backline 
with the opposition team 
acting as defenders.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

PASSING CIRCLE

Objective: To develop good pass and catch technique.
Equipment: 1 ball per group

Group Size:  6-8 in each group

Area:  10 x 10 metre grid

Drill Set Up:  Players should stand in a circle. One circle competing against another, with all players 
facing outwards.

Drill Explanation

1.  Players pass the ball around the circle from one player to the next.

2.  The winner is:

 The team that completes the circle first;

 The team that completes the greater number of passes in a set time; or

 The team that makes a certain number of passes without a drop

Key Coaching Points

Players should:

 Have their hands out to receive passes.

 Turn their shoulders to pass and receive.

 Pass with loose shoulders and arms.

 Bend their elbows to pass, as straight arms will pull the ball behind the receiver.

 Pass the ball in front of the receiver.

Variations/Progression

1.  Perform the drill jogging on the 
spot.

2.  Increase the distance of the 
pass.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

PICK UP PLACE

Objective: To practise handling the ball on the ground.
Equipment: 4 balls per group

Group Size:  12-16 players

Area:  10 x 10 metre grid

Drill Set Up:  Four balls are placed on the ground in the middle of the grid.

Drill Explanation

1.  The first four players run out, pick up their ball and pass it to the player diagonally 
opposite them.

2.  The next four players run out and replace the balls and continue across the grid.

3.  The next four pick up and pass and so on.

Key Coaching Points

Players should:

 Stay low on their approach 
to the ball and bend at their 
knees. 

 Stay close to the ball.

 Call "my place" and "my 
pickup".

 Not let the ball drop or 
bounce.

 Scoop up the ball without stopping.

 Not stand up after pickup.

 Stay low and drive away after pickup.

 When picking up the ball players should place their back foot slightly behind the 
ball, scooping through with the backhand and pushing the ball into the other hand in 
front of the ball.

Variations/Progression

1.  6-8-cone grid. Receiver lying on ground.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

PASS PROGRESSION

Objective: Developing the fundamental skills of the basic lateral pass.
Equipment: 1 ball per group, cones

Group Size:  5 - 8

Area:  5m x 10-15 metres

Drill Explanation

1.  Stage 1. Players are positioned along a straight line separated by around one arm's 
length.

 Players in the first three stages remain stationary.

 Players simply swing the ball along the line to the next player, who simply reaches 
out to receive the ball.

2. Stage 2. Now players separated by 1.5m pass the ball along the lines.

3. Stage 3. Increase the separation to about 3m.

4. Stage 4. Lateral passing at a walking pace for about 30m. 

5. Stage 5. Lateral passing at jogging pace for about 30m. 

6. Stage 6. Lateral passing at running pace for about 30m. (Vary speeds.)

Key Coaching Points

 It is essential that players strive for smoothness and rhythm in all movements when 
performing these drills.

 Emphasize both passing 
and catching.

Variations/Progression

1.  Use lob pass, pop pass, 
etc.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

BASIC TACKLE

Objective: To practise techniques with the side/front-on tackle by using Rippa belts 
or two-handed touch.

Equipment: 3-4 cones

Group Size:  4

Area:  Small

Drill Set Up:  Tackler stands facing 3 attackers who are next to cones.

Drill Explanation

1.  The tackler makes three tackles (Rip or touch): two side-on and one front-on. Upon 
making the three tackles each player rotates and the drill continues.

Key Coaching Points

 Technique with confidence is the key to effective and safe tackling - it must be 
practised regularly.

 Build up with progressions.

 Watch and correct their technique.

 At each stage players should practise with both sides of their body.

Variations/Progression

1.  Tackler on knees - Attackers walking.

2.  Tackler on knees - 
Attackers jogging.

3.  Tackler on knees - 
Attackers running.

4.  4-6 repeat 1-3 with 
tackler in a crouch.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

GRID TACKLING

Objective: To practise tackling from a side-on approach by using Rippa belts or two-
handed touch.

Equipment: 4 cones

Group Size:  6-7 players

Area:  10 x 10 metre grid

Drill Set Up:  The tackler stands in the middle of the grid with 3 players lined up at cones A and B.

Drill Explanation

1.  The aim of the players at cone A is to pass through the grid and to run though to 
cone C, and for players at cone B to pass through the grid and run through to cone 
D.

2.  The player in the middle of the grid attempts to tackle alternating runners.

3.  As soon as the tackler finishes making the tackle the next player from the opposite 
cone sets off.

Key Coaching Points

 Tackler should focus on the shorts or flags of the attacker.

 Next attacker should not leave until the tackler has replaced flag from the previous 
tackle or placed flag on their own belt.

Variations/Progression

1.  Have attackers running 
with ball in hand.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

RUNNING RELAY

Objective: To improve running techniques.
Equipment: 5 balls, 10 cones per group

Group Size:  8-10 players

Area:  40 x 20 metre grid

Drill Set Up:  Player groups line up facing the cones that are set out in a line 10 metres apart in front 
of the groups.

Drill Explanation

1.  First player sprints out the first 10 metres carrying the ball in two hands in front of 
them, tucks the ball under the right arm for the second 10 metres, in front of them 
for the third 10 metres and under the left arm for the fourth 10 metres.

2.  When the player reaches the last cone they sprint back carrying the ball in front of 
them, swerving in and out of the cones, passing the ball at the end to the next player 
in line who repeats the drill.

Key Coaching Points

 The player should always "feint" and then "swing away" when executing the swerve.

Variations/Progression

1.  Change angle, obstacles, etc.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

SHADOW RUN

Objective: To practise quick evasive movement.
Equipment: 1 ball for each pair of players

Group Size:  Any number, even number preferable

Area:  Dependent on number of players - approximately 20 x 20 metre grid

Drill Set Up:  Players form up in pairs - if an odd number, form a group of 3.

Drill Explanation

1.  One of each pair has a ball.

2.  On the coach's call the ball carrier runs evasively at speed. The fellow group member 
tries to follow keeping only 1 metre away. 

3.  Continue for 5-15 seconds depending on the pace desired. Give a similar period of 
recovery and repeat the drill.

Key Coaching Points

 Players carry the ball in two hands.

 Runners keep their heads up and eyes open to avoid running into other players.

Variations/Progression

1.  On the coach's call, the ball carrier turns, sets and feeds to their partner who 
becomes the front runner.

2.  The ball carrier 
faces the partner, 
who tries to remain 
directly in front of 
the ball carrier. 
If the partner is 
passed, the players 
swap roles.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

PICK & PLACE

Objective: To pick the ball up from the ground.
Equipment: 5-8 balls

Group Size:  15-20 players

Area:  20 x 20 metre grid.

Drill Explanation

1.  Players form a single file. The first player picks up each ball in turn, run two metres 
with it and places it randomly around the grid. 

2.  The second player begins when the first player is halfway through the grid.

3.  The third begins when the second is halfway around and so on.

4. Players rejoin the end of the line after placing the last ball.

Key Coaching Points

 Balls should be placed firmly with two hands. They must NOT be dropped or rolled.

 Player should practise placing the ball both on the left and right sides.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

BALL FAMILIARISATION

Objective: To develop players' awareness of a rugby ball by working on a range of 
ball-handling skills.

Equipment: 1 ball per player

Group Size:  Any number

Area:  10 x 10 metre grid (adjust the grid size to match the number of players

Drill Set Up:  Players spread themselves evenly around the grid with a ball held in two hands.

Drill Explanation

Have players familiarise themselves with the ball by passing it a given number of times

 Around the head.

 Around the waist.

 Around the knees.

 Around the ankles.

 In figure eights through the legs.

 Into the air, taking one step forward and catching it behind the back.

 Between the legs, leaving the ball in one place and changing the hands rapidly from 
left at the front, right at back, to left at the back, right at the front.

 These drills can be done on the run. In addition, the ball can be bounced and 
recovered on the run.

Key Coaching Points

 Encourage players to perform skills with no mistakes. 

 Players should move to space 
and avoid confrontation.

Variations/Progression

1.  Number the activities.

2.  Decrease the size of the grid 
to put more pressure on the 
players.

3.  Increase the speed and intensity 
of the activities
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GAMES &  
ACTIVITIES

MULTI ACTION RELAY

Objective: To practise various ball skills.
Equipment: 1 ball per group

Group Size:  6-15 players

Area:  20 x 20 metre grid

Drill Set Up:  Three lines face a marker 15 metres away.

Drill Explanation

1.  Each of the front players runs around their marker performing a designated skill.

2.  After completing the skill the players hand the ball to the next player in line

Types of Skills

 1st lap: Roll ball and pick up

 2nd lap: Throw into the air and catch

 3rd lap: Shoulder roll, ball in arms

 4th lap: Rotate ball around trunk

 5th lap: Bounce ball and catch.

Key Coaching Points

 When picking up 
a rolling ball the 
players should 
bend legs and 
scoop through with 
their back hands.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

FOLLOW THE COACH

Objective: Improve communication and reactions.
Equipment: 1 ball per group

Group Size:  2 - team

Area:  Large

Drill Explanation

1.  Players form pairs and position themselves so that only one player in each pair can 
see the coach.

2.  Each pair has a ball and the drill starts with the player in each pair, separated by 1 
metre, passing back and forward to one another. 

3.  The coach blows the whistle and at the same time points in a direction they want the 
players to go.

4.  The player who can see immediately goes in that direction and the other player 
adjusts.

Key Coaching Points

 Good communication is imperative.

 Keep the players positioning close at all times.

Variations/Progression

1.  Introduce groups of four players.

2.  Call out direction. i.e. left, 
right, forward, etc.
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GAMES &  
ACTIVITIES

TOUCH THE GROUND AND PASS

Objective: To develop communication, movement into space and ball familiarisation.
Equipment: 10-12 cones to mark area, 1 ball

Group Size:  2 even teams of 6-12 players

Area:  15 x 15 metre grid or larger for a big group

Drill Set Up: Players are divided into two equal terms and positioned inside the grid area

Drill Explanation
1.  The players in the team that have the ball must touch the ball on the ground then pass to a team 

member.

2. Players in the opposing team have to intercept the ball from the team with the ball.

3. Ball carrier cannot move with the ball.

4. Players are free to move within the boundary.

5. The other team pressures the ball carriers (1 metre away) into bad passes, or try to intercept the 
ball.

6. If the ball is intercepted or dropped, the other team becomes the passers.

7. First team to complete 6-10 passes (or designated number) gets a point.

8. Once a point is scored, the other team takes possession. 

9. The ball carrier can't pass back or to a person who has just passed to them, and there is a three 
second limit on the time that the ball carrier can hold the ball.

Key Coaching Points
 The ball carrier should look for two or three options of teammates to pass to.

 Encourage players to communicate.

 Players should use all the area.

 Players should pass and move into 
space.

 Decrease or increase the size of your 
grid depending on the skill level of the 
players.

Variations/Progression
1. Limit the type of passes that players are 

able to give e.g. no netball passes or 
overhead passes.

2. Decrease the time that a player is able 
to hold the ball.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

Tag!

CORNER BALL

Objective: Quick passing between teams.
Equipment: 1 ball, 4 cones

Group Size:  10-20 players, split into 2 teams

Area:  10 x 10 metre grid

Drill Set Up: Both teams stand inside the grid marked out by cones

Drill Explanation

1.  Players must not run outside the grid.

2.  The ball is passed amongst the members of one of the teams with the aim being to 
corner and tag or Rippa rip a member of the opposite team with the ball.

3.  All members can move anywhere in the area but once the player is in possession of 
the ball they must not move.

4. The team loses possession when the ball is dropped. 

5.  Once a player is tagged they must leave the game.

6.  When the ball is dropped, those who have been tagged or ripped re-enter the game.

Key Coaching Points

 Communication and awareness of the players.

 Accurate and correct passing skills.

 The team with the ball should concentrate on tagging one player at a time.

 Support players should position themselves in a position close to the nominated 
target.

Variations/Progression

1.  The team being tagged 
or ripped can try and 
intercept the ball to 
regain possession.
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GAMES &  
ACTIVITIES

5m

HOW MANY PASSES

Objective: To improve players' passing skills and reactions.
Equipment: 1 ball

Group Size:  4 players

Area:  5 x 5 metre grid

Drill Set Up: Four players inside grid area

Drill Explanation

1.  Four players group together inside the grid area with one player nominated as the 
interceptor.

2.  The interceptor is to try and pressure the other players into making bad passes or 
dropping the ball.

3.  If the ball is dropped or intercepted, the player who made the error and the 
interceptor change roles and the drill continues.

Key Coaching Points

 Accurate and correct passing techniques.

 Communication between players.

 Accuracy under pressure is the key to the drill.

 Attacking players not in possession of the ball must run into space.

 Passes should be aimed at the space into which the runner is running..

Variations/Progression

1.  Introduce a scoring 
system for the most 
number of passes 
made uninterrupted.

2.  Increase the number 
of interceptors.
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GAMES &  
ACTIVITIES

RATZ RUSH

Objective: To improve players' evasive running and tackling.
Equipment: 10-16 cones to mark area

Group Size:  16-26 players

Area:  20 x 20 metre grid

Drill Set Up: Players line up on one side of the grid, with one player selected as the defender in the 
middle

Drill Explanation

1.  On the coach's call, players must run from one line to the opposite line without 
being touched or ripped by the selected defender.

2. Once touched or ripped, that player joins the defending team.

3.  This continues until the last attacking player is declared the winner.

Key Coaching Points

 When there is more than one defender, the defenders should nominate their chosen 
attacker prior to the rush.

RIPPA RUGBY
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GAMES &  
ACTIVITIES

Rabbits

RATS AND RABBITS

Objective: To develop speed, acceleration, reaction time and evasive skills.
Equipment: 8-10 cones

Group Size:  6-30 players

Area:  15 x 30 metre grid depending on the size of the group

Drill Set Up: Players pair off and stand side by side in lines. One line is called 'Rats', the other 
'Rabbits'. Two lines are marked 10-30 metres from each group

Drill Explanation

1.  On the call "Rats", the Rats sprint out towards their line. 

2.  At the same time the Rabbits chase the Rats and try to tag or rip them on their 
waists.

3.  Points are given for tags or rips that are made.

4.  When "Rabbits" is called the reverse happens i.e. the Rats give chase.

Key Coaching Points

 Concentrate on getting players to listen.

 Focus on quick reaction times and speed off the mark.

RIPPA RUGBY

ACTIVITY 19

RUNNING & TACKLING



GAMES &  
ACTIVITIES

PASS AND RETURN

Objective: To improve running over a short distance.
Equipment: 1 ball per group

Group Size:  4

Area:  10 x 10 metres

Drill Explanation

1.  Player A starts with the ball and passes it to player B then runs to position B and 
back to position A.

2.  Player B then passes to player C, follows pass to position C and then runs back to 
position B etc.

3.  Aim is to be back in the original position before the ball arrives.

Key Coaching Points

 Players should have their hands up to receive the pass. 

 Drive hard with arms and drive legs.

 Turn around quickly.

Variations/Progression

1.  Increase the size of the grid.

2.  Vary the type of passes used.
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GAMES &  
ACTIVITIES

OCTOPUS

Objective: To improve evasive running and tackling techniques.
Equipment: 4 cones

Group Size:  Team

Area:  Depends on team size

Drill Explanation

1.  Line half the team along one side of the grid and the other half along the next line of 
the grid.

2.  Choose an octopus, who goes in the middle.

3. Octopus or coach calls a group and they run across the grid.

4.  Octopus tries to tag or rip flags from the runners.

5. If tagged or ripped, the runner goes to the point they were caught and stands there.

6. On the octopus' next call, stationary runner can rip or tag, but they can't move feet. 
(They have become an octopus's tentacle).

Key Coaching Points

 Runners should look for space and use evasive skills. 

 Tags or rips should be aimed at the hip area.

 Avoid collisions through evasion skills.

Variations/Progression

1.  Increase or decrease 
the size of the grid.

2.  Octopus can call 
both groups at once
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GAMES &  
ACTIVITIES

RUGGER PAIRS

Objective: To improve your ball familiarisation.
Equipment: 1 ball per pair

Group Size:  Team

Area:  Depends on team size

Drill Explanation

1.  All players are inside a grid - don't make the area too big. 

2.  Players pair up with a ball between them.

3.  Moving freely in the area, players pass to partner.

Key Coaching Points

 Runners should look for space and use evasive skills. 

 Players should have their hands up to receive the pass. 

 Avoid collisions through evasion skills.

Variations/Progression

1.  Increase or decrease the size of the grid.

2.  Use any type of pass.

3.  Can only pass 
backward.

4.  Place down and 
pick up.

5.  Chase and tag 
partner.
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GAMES &  
ACTIVITIES

MEMORY PATTERN

Objective: To improve your passing and catching.
Equipment: 1 ball per pattern

Group Size:  Team

Area:  Depends on team size

Drill Explanation

1.  Teams form up in a circle with one ball (for a start).

2.  The aim is pass the ball in an established pattern and adhere to that pattern.

3.  To establish a pattern one person starts with the ball. 

4.  Everyone else puts their hands up.

5.  Once a person has received and given a pass they put their hands down.

6.  The process is repeated until everybody has had the ball and their hands are down.

7.  The ball always go back to the starter.

8.  Players can not pass the ball to a player next to them. 

9. The ball is passed in this pattern as quickly as possible. 

10. Now the pattern has been set, the ball can be continuously passed in this order.

Key Coaching Points

 Players should have their hands up to receive the pass.

Variations/Progression

1.  After a pass, run and 
take the place of 
the person you are 
passing to.

2.  Reverse the order.
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GAMES &  
ACTIVITIES

THE STEP

Objective: To practise stepping off both feet.
Equipment: 1 ball, 5 cones per group

Group Size:  4-5 players

Area:  10 x 10 metre grid

Drill Set Up: Players stand together on the line facing out to the cones

Drill Explanation

1.  First player runs with the ball in two hands out to the centre cone.

2.  On reaching the cone, the player steps off the right foot then runs out around the 
outer cone and back to the waiting group, passing the ball to the next runner who 
repeats the drill.

Key Coaching Points

 Player is to carry the ball in two hands.

 Important points for side-step:

- leg drive (hard step)

- get away (fast step)

 Player should:

-  slow down with a short step

-  bring the balancing foot up slightly in front of the thrusting foot

-  with both knees bent, and balancing foot on the toes, push thrusting foot out to 
one side and plant it hard on the ground.

-  when the foot lands, 
lean the body back 
the other way and 
drive hard with the leg, 
making the next step 
as fast as possible.

Variations/Progression

1.  Have all players involved 
in drill.
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THE RIPPA 
WORLD CUP

ORGANISING YOUR OWN RWC – RIPPA WORLD CUP

Aim: To run a mini RWC in your school.

Setting Up
1.  Decide how many pupils or teams are going to take part.
2. Divide children into teams of five or seven.
3. Allocate a RWC participating country to teach team (maximum of twenty teams).
4. If only using a class, then keep numbers even and work as a 'round-robin' system.
5. Give children an opportunity to study their chosen country, paint flags and banners, 

organise uniforms, etc before the competition starts

Equipment
 Rippa sets
 Country flags
 Shirt colours etc
 Banners
 Songs or anthems
 RWC trophy
 Winner's medals
 Invitations to parents/

caregivers
 Result chart

Before Games Start
1.  Flags - each team makes their own country's flag. Use an old sheet or large piece of 

paper.
2. Banner - get your imaginations going with some big banners, eg. 'Black is the new 

BLACK!'
3. Get your team a uniform. Try to choose the colours of your team. Ribbons can be a 

good substitute here.
4. The trophy: get a SPECIAL group or perhaps make this a separate competition to see 

who can make the best RIPPA WORLD CUP. Use clay, paper maché, tin foil or wood, 
let the art class get creative.

5. The medals: get another special group to make everybody participating or perhaps 
just the winners a medal for their efforts. Again ... get creative!

6. Make sure you have a large result chart so the whole school can keep track of the 
tournament.

ORGANISING YOUR OWN RWC

RIPPA RUGBY

MINI RWC



THE RIPPA 
WORLD CUP

Games
1.  10 minutes per half. Use Rippa rules.

2. Have a pool round to everyone plays at least four games. For example:
 Room C Room D
 New Zealand Australia
 Portugal Wales
 Scotland Fiji
 Romania Canada
 Italy Japan

3. Next are the quarterfinals, eg. winners of each pool plays second-place getters of 
other pools.

4. Semifinals are played between the winners of each quarterfinal (if you have two 
pools, the semifinals replace the quarterfinals).

5. Final is played between winners of each semifinal.

Opening Ceremony
Have an opening ceremony where you invite all the school, parents and caregivers. 
(Maybe the media would like to come!)

Include:

1. March-past - the teams line up and parade on field before first round of games. This 
is where flags, banners, ribbons and anthem music can all be used.

2. Co-ordinate an assembly point where the teams finally assemble and listen to a 
guest speaker.

3. The guest speaker could be a local rugby identity, the mayor, principal or someone 
special. They make a small speech talking about "Good will, fair play, etc' and then 
announce that the 'RWC 2011 is now open!'

4. Begin first round games.

Finals Day

1. Invite spectators again. Maybe some pre-game entertainment to hype the occasion 
up a bit.

2. Play the game.

3. Award medals to runners-up and winners

4. Present Rippa World Cup.

ORGANISING YOUR OWN RWC

RIPPA RUGBY

MINI RWC #2


