
Rugby Football Union’s School Curriculum  
Schools Development Rules of Tag

1. OBJECT
The object of the game is to score a try by placing the ball with a downward pressure on or behind the opponents’ goal-line.

For the sake of safety, the ball carrier must remain on their feet at all times and they are not allowed to score a try by diving over the 
goal-line. If a player grounds the ball while on their knees, the try should be allowed but, afterwards, all players should be reminded that 
they should stay on their feet. A player may not be prevented from grounding the ball by any physical contact (including placing a hand 
between ball and ground).

Where Tag Rugby is played indoors or in restricted areas, a try can be scored by the ball carrier crossing the vertical plane of the goal-
line without grounding the ball. This allows players to have their head up and be aware of their surroundings at all times.

When a try is scored, the game is restarted by a free pass from the centre of the pitch by the non-scoring team.

2. TEAMS
Tag Rugby is played between teams of equal numbers of players, each team containing five to eight players (agreed beforehand). Each 
side can have an agreed number of substitutes. Substituted players can be re-used at any time.

3. TECHNICAL INFORMATION
The maximum pitch size is 60m x 30m, plus 5m for each in-goal (scoring) area. The size of the ball should be size 4 for age groups up to 
and including Under 14s.

5. PASSING
The ball can only be passed sideways or backwards through the air, not handed to another player. If the ball is handed to another player 
or passed or knocked forwards (towards the opponents’ goal-line) then a free pass is awarded to the non-offending side, unless advan-
tage occurs. In order to keep the game flowing, referees should play advantage wherever possible.

6. FREE PASSES
(a) A free pass is used to start the match at the beginning of each half from the centre of the pitch, from the side of the pitch when the 
ball goes into touch at the point where the ball went out of play and from where the referee makes a mark when an infringement has 
taken place.

(b) At a free pass, the opposition must be 7m back from the mark. For safety, the receiver must be stationary and within 2m of the passer 
prior to the pass, but can start moving forward before the ball leaves the hands of the passer. At a free pass, the player must start with 
the ball in both hands and, when instructed by the referee who will call “PLAY”, pass the ball backwards through the air to a member of 
their team. For safety reasons, no player may run until the pass is made. 

(c) If an infringement takes place or the ball goes into touch over the goal-line or within 7 m of the goal line, then the free pass must be 
awarded to the non offending side 7 m from the goal-line. This gives more space for both attacking and defending teams to play in.

7. THE TAG
(a) All players wear a tag belt around their waist with two tags attached to it by Velcro positioned over each hip. Tag belts are to be 
securely fastened and any excess belt is to be tucked away so that this cannot be pulled by mistake. Tag belts are to be worn outside 
of shirts and not obscured in any way. Referees are to be watchful for tags being wrapped around the belt preventing them from being 
pulled off.

(b) The standard dimensions for a tag are 38cms in length by 5cms in width although slight variations of a few mms should not be cause 
for concern. They should be made of a flexible plastic or plastic/canvas material. Tag colours should be chosen so that they stand out 
against the player’s strip e.g. teams with yellow shirts or shorts should not use yellow tags. Teachers are reminded that the tags are to 
be positioned on the hips, not at the front or back. Placing a knot in between the two Velcro pieces on the belt often brings the tags into 
the correct position.

(c) A “tag” is the removal of one of the two tags from the ball carrier’s belt. Only the ball carrier can be tagged. The ball carrier can run 
and dodge potential taggers but cannot fend them off using their hands or the ball and cannot guard or shield their tags in any way.  
The ball cannot be pulled out of the ball carrier’s hands at any time.

(d) If a player does not have two tags on their belt, one on each hip and they become a ball carrier or if they tag an opponent, a free 
pass will be awarded to the non-offending side at the place of infringement.

(e) Actions by the ball carrier:

(i) When the ball carrier is tagged, the ball must be passed to a team mate within 3 seconds. This includes stopping time. The ball car-



Rugby Football Union’s School Curriculum  
Schools Development Rules of Tag

rier must attempt to stop as soon as possible; within 3 strides is a reasonable guide for referees, but the ball can be passed in the act 
of stopping. If the pass takes longer than 3 seconds or the player takes more than 3 strides they must be penalised and a free pass 
awarded to the

non offending side at the place where the tag occurred.

(ii) After the ball has been passed, the player must go to the tagger, retrieve their tag and place it back on their belt before re-joining play. 
If the player continues to play and influences the game without collecting their tag, they must be penalised and a free pass awarded to 
the non-offending side at the place of infringement.

(iii) Players are however only allowed one step to score a try after being tagged.

(iv) If the ball carrier is tagged whilst standing inside the goal area they must ground the ball immediately in order to score. Referees 
should help this part of the game along by advising the ball carrier “Touch the ball down and I’ll award the try”, or similar.

(v) If the ball carrier dives to ground to score a try if will be disallowed and a free pass will be awarded to the defending side 7m out from 
the try -line.

(f) Actions by the tagger:

(i) When a tag is made, the tagger must stop running, hold the tag above their head and shout, “TAG”. At this stage the referee must 
shout, “TAG - PASS”.

(ii) If the ball carrier stops running within 1m of the tagger, the tagger must move back towards their own goal-line, at least 1m, to allow 
room for the ball to be passed. If the tagger fails to retire at least 1 m before rejoining the game, they are to be considered “offside” and 
a free pass will be awarded to the non-offending side at the place of infringement.

(iii) Once the ball has been passed, the tagger must hand back the tag to the player and cannot re-join the match until this has been 
done. If a tagger continues to play and influences the match with an opponent’s tag in their hand, or throws it to the floor, they must be 
penalised and a free pass awarded to the non-offending side at the place of infringement.

8. OFFSIDE
Offside occurs only at the time of the tag where the offside line is through the centre of the ball, except for the tagger for whom it is 1m 
further back. When a tag is made, all the other players from the tagger’s team must attempt to retire towards their own goal-line until 
they are behind the ball. If a player, in an offside position, intercepts, prevents or slows down a pass from the tagged player to a team-
mate, a free pass will be awarded to the non-offending side. A player can, however, run from an onside position to intercept a floated 
pass before it reaches the intended receiver.

9. OBSTRUCTION
(a) The ball carrier can run and dodge potential taggers but cannot fend them off using their hands or the ball and cannot guard or shield 
their tags in any way.

(b) Similarly, the ball carrier or a potential tagger must not deliberately make contact with an opponent.

(c) If such contact is made the game must be stopped, the players spoken to, reminded of the non-contact rules of tag and a free pass 
awarded to the non offending side.

(d) If the ball is pulled from the ball carrier’s grasp, a free pass is awarded to the ball carrier’s side.

10. BALL ON THE GROUND
Players play Tag Rugby on their feet, with the ball in hand. If the ball goes to ground, players can pick it up but they must not dive to the 
floor to recover the ball. If they do a free pass is awarded to the non-offending side and the following rules will apply:

(a) If the ball was lost forward, a free pass is awarded to the non-offending side unless advantage occurs to the non-offending side.

(b) If the ball carrier falls to the ground with the ball then a free pass will be awarded to the non-offending side.

(c) If the passed ball rolls into touch a free pass will commence from the touchline to the non-passing side.

11. NO CONTACT
The only contact allowed between the two teams is the removal of a tag from the belt of the ball carrier. Any other type of contact on the 
ball carrier, such as shirt pulling, running in front of or barging the ball carrier, forcing the ball carrier into touch, etc must be penalised 
with a free pass and the players reminded of the rules.



Sporting Vocabulary:
End ball | Multidirectional
Agility | Balance  
Coordination | Invasion
Evasion | Attack | Defend

Rugby Vocabulary:
Tag rugby – non contact ver-
sion of rugby union.
Turnover ball – possession of 
ball lost.
Principle of Play – Patterns 
and concepts of rugby union.
Try – the grounding of the ball 
on or over the try line.
Support player – attacking 
team player without the ball.

Rules:
•	 This	is	a	non-contact	game.
•	 Players	must	not	move	with	the	ball.
•	 The	ball	may	be	passed	in	any	direction.
•	 The	ball	may	not	touch	the	ground	in	the	playing	area.
•	 The	ball	may	not	leave	the	playing	area.
•	 If	the	ball	goes	out	of	play,	touches	the	floor	or	contact	is	made		
	 the	game	restarts	with	a	free	pass	to	the	non-offending	team.

Questions
Q Who should you be passing to? 
A A player in space.
Q  Where are your team mates (support players) trying to go? 
A Into space but close enough to receive a pass.
Q What is more accurate a long or short pass? 
A Short pass, easier to perform and catch.
Q  How can you let the player with the ball know you are in space?
A	Communicate	specific	information	e.g.	Not	yes	but	left	or	right,
 short or long.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
 Games activities: 7a,7b,7c

End Ball
Pupil Learning Objectives:

 I can perform evasion skills as an attacker
 I can perform the role of defending through marking
 I can control and pass a ball from hand to hand

Rugby Skills
 Handling
 Passing
 Catching
 Communicating
 Movement off the ball / support / defence

Resources: 
Pitch plan and illustrations,
see lesson support page

Activity Description and set-up Observation Effect on the game Solutions

•	 	The	aim	of	the	game	is	for	the	team	in	possession	to	get	the	ball	to	
the	scorer	without	running	with	the	ball.	

•	 	One	player	stands	behind	the	line	at	each	end	of	the	pitch	(try-line)	
and	acts	as	the	try	scorer.

•	 	Once	the	try	scorer	receives	the	pass	they	ground	the	ball	on	the	
floor	to	score	a	try.

•	 	Rotate	the	try	scorer	after	each	try	or	two	minutes	whichever	 
comes	first.

•	 	Player	in	possession	is	not	allowed	to	move	but	all	other	team	 
members	can	run	into	a	space	and	call	for	the	ball.

•	 		All	passes	must	be	caught.	If	they	are	dropped,	go	out	of	play	or	are	
touched	by	a	defender	then	the	ball	is	given	to	the	defending	team,	
who	now	become	the	attackers.

End Ball Team	mates	(support	 
players)	not	in	space	 g

	Player	with	the	ball	has	limited	
passing options g

Play	activity	“Team	Tag”

Poor pass execution
g

Continually	give	the	ball	away	
to	the	opposition	(turnover)	–	
no	continuity

g
Play	activity	“Keep	Ball”

Poor catch execution
g

	Continually	give	the	ball	away	
to	the	opposition	(turnover)	–	
no	continuity

g
	Play	activity	 
“Ball	manipulation”

Poor	communication
g

Player	with	the	ball	unaware	of	
passing options g

Play	activity	
“Eggs	in	the	nest”

Game 1  
End Ball
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Lesson support page
Resources and pitch plan

The	length	and	width	of	the	pitch	are	
flexible	15	–	30m	x	30	–	60m	and	can	
change	depending	on	the	number	of	
players	and	skill	level.	It	is	important	 
to	note	that	width	is	far	more	important	 
as	it	provides	more	space.

•	 	Ideal	learning	numbers	(approx	8	v	8)
•	 	1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 1  

End Ball
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Questions
Q What are the benefits of carrying the ball in two hands?  
A More control and passing options.
Q  What is easier to tag – a player running at you or a player running around you?
A A player running at you, force the tagger to reach for you.
Q  Why would you pass before being tagged? 
A  Because there is a player in a better position to make ground or to score.

Sporting Vocabulary:
Multidirectional | Agility | 
Balance | Coordination | 
Invasion | Evasion | Attack | 
Defend | Decision Making

Rugby Vocabulary:
Tag rugby – non contact 
version of rugby union.
Tag (or tagging) – the 
removal of the ribbon from 
the tag belt causing the 
tagged player to pass  
the ball.
Closing down – the skill of  
a defender to chase and  
get close enough to remove 
a tag.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 2  

Any Directional Tag
National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
  Selecting and applying skills, tactics and compositional ideas: 
2a, 2b

Any Directional Tag
Pupil Learning Objectives:

  I can perform evasion skills as an attacker with ball in hand
  I can perform the role of defending through marking moving 
players
  I can control and pass ball from hand to players on the run
  I can develop game decision making

Rugby Skills
 Tagging
 Running with the ball
 Passing and catching
 Communication
 Support play Resources: 

Pitch plan and illustrations,
see lesson support page

Activity Description and set-up Observation Effect on the game Solutions

•	 	Rules	as	for	End	Ball	but	now	players	are	permitted	to	run	with	 
the	ball.	

•	 	The	aim	of	the	game	is	for	the	team	in	possession	to	ground	the	ball	
on	or	over	the	opposition	try	line.	

•	 	A	try	is	scored	by	a	pass	being	made	to	a	player	who	is	stood	at	the	
opposition’s	try	line	or	who	runs	over	the	opposition’s	try	line	without	
being	tagged	and	grounds	the	ball.

•	 	The	game	starts	with	a	free	pass	from	the	centre.
•	 		All	passes	must	be	caught.	If	they	are	dropped,	go	out	of	play	or 
are	touched	by	a	defender	then	the	ball	is	given	to	the	defending	
team,	who	now	become	the	attackers.

Any Directional Tag Single	player	with	ball	 
dominating	due	to	lack	of	
organisation	within	defence	

g
	Lack	of	team	involvement

g
Play	activity	“Team	Tag”

Ball	carrier	not	passing	ball	 
to	player	in	better	position g

Scoring	opportunities	missed	
and	players	tagged	more	
frequently

g
Play	activity	“Keep	Ball”

The	ball	hitting	the	floor	 
regularly	due	to	poor	 
handling/passing

g
	Game	becomes	fragmented	
and	lacks	any	continuity g

	Play	activity	 
“Ball	manipulation”

Rules:
•	 This	is	a	non-contact	game.
•	 A	player	can	run	with	the	ball	until	tagged.
•	 Only	the	ball	carrier	can	be	tagged.
•	 	Once	tagged	the	ball	carrier	must	pass	the	ball	
within	three	steps	or	three	seconds.

•	 	The	tagging	player	can	only	tag	one	player	at	a	
time	and	must	hand	the	tag	back	to	the	attacker	
before	resuming	play.

•	 	Once	tagged	the	tag	must	be	reattached	to	the	
belt	before	rejoining	the	game.

•	 The	ball	may	be	passed	in	any	direction.
•	 The	ball	may	not	touch	the	ground	in	the		
	 playing	area.
•	 The	ball	may	not	leave	the	playing	area.
•	 	If	the	ball	goes	out	of	play,	touches	the	floor	or	
contact	is	made	the	game	restarts	with	a	free	
pass	to	the	non-offending	team.	
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Lesson support page
Resources and pitch plan

•	 Ideal	learning	numbers	(approx	8	v	8)
•	 1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 2  

Any Directional Tag
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Questions
Q What is the attacking team looking for before choosing to breakout?   
A Space, slow defenders, defenders out of position or line.
Q  What is the advantage of moving the ball quickly within the inner square? 
A Defenders have less time to prepare.
Q  As a defender, what can you do to help stop the attackers? 
A  Anticipate the direction of attack and pressurise ball carrier once they enter your area.

Sporting Vocabulary:
Multidirectional | Agility |   
Balance | Coordination | 
Invasion | Evasion | Attack | 
Defend | Decision Making

Rugby Vocabulary:
Footwork – skills of the ball 
carrier to evade being tagged 
e.g. Pace change, side step.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 3  

Breakout Tag
National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
  Selecting and applying skills, tactics and compositional ideas: 
2a, 2b, 2c

Breakout Tag
Pupil Learning Objectives:

  I can develop an awareness of tactics 
 I can follow simple rules 
 I can perform evasion skills as an attacker with ball in hand

Rugby Skills
 Tagging
 Running with the ball
 Passing and catching
 Communication

Resources: 
Pitch plan and illustrations,
see lesson support page

Activity Description and set-up Observation Effect on the game Solutions

•	 	Rules	as	for	End	Ball	but	now	players	are	permitted	to	run	with	 
the	ball.	

•	 	The	aim	of	the	game	is	for	the	team	in	possession	to	ground	the	ball	
on	or	over	the	opposition	try	line.	

•	 	A	try	is	scored	by	a	pass	being	made	to	a	player	who	is	stood	at	the	
opposition’s	try	line	or	who	runs	over	the	opposition’s	try	line	without	
being	tagged	and	grounds	the	ball.

•	 	The	game	starts	with	a	free	pass	from	the	centre.
•	 		All	passes	must	be	caught.	If	they	are	dropped,	go	out	of	play	or 
are	touched	by	a	defender	then	the	ball	is	given	to	the	defending	
team,	who	now	become	the	attackers.

Breakout Tag Ball	carrier	running	straight	 
into	defending	player	 g

	Player	not	recognising	space
g

Play	activity	“Keep	Ball”	 
or	“Team	Tag”

Ball	being	thrown	away	 
after	tag g

No	try	scored
g

Play	activity	“Keep	Ball”

Ball	carrier	leaving	the	inner	
square	and	scoring	without	
pressure	from	defender

g
 Multiple tries

g
	Play	activity	“Team	Tag”	 
(defender	to	close	down	 
on	ball	carrier)

Rules:
•	 This	is	a	non-contact	game.
•	 A	player	can	run	with	the	ball	until	tagged.
•	 Only	the	ball	carrier	can	be	tagged.
•	 	Once	tagged	the	ball	carrier	must	pass	the	ball	within	3	steps	or	3	seconds.
•	 	The	tagging	player	can	only	tag	one	player	at	a	time	and	must	hand	the	tag	back	to	the	attacker	before	
resuming	play.	

•	 	Once	tagged	the	tag	must	be	reattached	to	the	belt	before	rejoining	the	game.
•	 The	ball	may	not	touch	the	ground	in	the	playing	area.
•	 The	ball	may	not	leave	the	playing	area.
•	 	If	the	ball	goes	out	of	play,	touches	the	floor	or	contact	is	made	the	game	restarts	with	a	free	pass	to	
the	non-offending	team.		
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Lesson support page
Resources and pitch plan

•	 Ideal	learning	numbers	(approx	8	v	8)
•	 1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players
•	 1	tag	belt	per	player

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 3  

Breakout Tag
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Questions
Q What are you looking for as the ball carrier?   
A Where there is space and where the defender in inactive.
Q  What can the support players do without the ball?
A Scan and communicate the space options to ball carrier.
Q  What do you need to do when the player next to you is asked 

to kneel? 
A  Fill the space so defensive line is intact.

Sporting Vocabulary:
Listening | Reaction | Agility 
| Balance | Coordination | 
Invasion | Evasion | Attack | 
Defend | Decision Making

Rugby Vocabulary:
Turnover ball – possession  
of ball lost. 
Scanning for space – ability 
of the player to look up and 
recognise the space caused 
by the kneeling player.
Attacking space – ability for 
the ball carrier to attack the 
space using footwork. 

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 4

Numbers Tag
National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
  Selecting and applying skills, tactics and compositional ideas: 
2a, 2b, 2c

Numbers Tag
Pupil Learning Objectives:

  I can catch and pass under pressure
  I can perform running skills to attack space
  I can use footwork to exploit space
  I have tactical awareness of my  role in defence

Rugby Skills
 Scanning
	Movement	of	players	to	fill	gaps	within	defensive	line
 Support players to run at spaces not faces

Resources: 
Pitch plan and illustrations,
see lesson support page

Activity Description and set-up Observation Effect on the game Solutions

•	 	Rules	as	for	Tag	but	the	defensive	team	lose	defenders	when	
number	is	called	by	teacher	and	the	defender	with	that	number	
kneels	and	so	is	out	of	the	game.

•	 			Aim	of	the	game	is	for	the	attacking	team	to	spot	space	the	kneeling 
defender	creates	or	the	space	left	by	team	mates	covering	for 
that	defender.

•	 	If	the	attacking	team	make	an	error	in	the	act	of	scoring	and	the	
ball	is	gained	by	the	defending	team,	all	kneeling	players	are	
automatically	returned	to	the	game.

•	 	Teachers	can	vary	the	frequency	and	timing	of	when	they	call	the	
defending	players	to	kneel	in	order	to	suit	the	ability	of	the	group.

•	 	The	desired	outcome	is	that	the	attacking	team	is	faced	with	fewer	
defenders	and	therefore	gives	them	more	time	and	space	to	score	 
a	try.

Numbers Tag The	ball	hitting	the	floor	 
regularly	due	to	poor	 
handling/passing 

g
	Numerous	turnovers

g
Play	activity	“Ball	Manipulation”	 
or	“Keep	Ball”

Players	not	scanning	and	 
attacking	space g

Not	taking	advantage	of	extra	
attackers	and	increased	space	
to	score	a	try

g
Play	activity	“Keep	Ball”	and	
“Eggs	in	the	nest”

Ball	carrier	not	being	tagged	
forcing	attacking	team	to	pass	
the	ball g

	Can	be	single	player	
dominated,	less	opportunities	
for	teacher	to	call	defensive	
team	down

g

	Play	activity	“Team	Tag”	and	
“Keep	Ball”

Rules:
•	 Same	rules	as	for	Tag.
•	 Each	member	of	both	teams	are	given	a	number	1,	2	or	3.
•	 	As	attacking	team	plays,	teacher	calls	out	number,	all	players	
in	the	defending	team	of	that	number	are	to	place	one	knee	on	
the	floor	and	are	out	of	the	game	until	the	ball	is	turned	over	or	
teacher	shouts	“up”	at	this	point	they	can	re-join	the	game.

© Copyright Rugby Football Union. Published in 2011.
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Lesson support page
Resources and pitch plan

•	 Ideal	learning	numbers	(approx	8	v	8)
•	 1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players
•	 1	tag	belt	per	player

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 4  

Numbers Tag
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Sporting Vocabulary:
Opposition | Listening
Reaction | Agility | Balance 
| Coordination | Invasion | 
Evasion | Attack | Defend
Decision Making

Rugby Vocabulary:
Tag (or tagging) – the  
removal of the ribbon from 
the tag belt causing the 
tagged player to release  
the ball.
Closing down – the skill of a 
defender to chase and get 
close enough to remove a tag.
Footwork – skills of the ball 
carrier to evade being tagged 
e.g. Pace change, side step.
Turnover ball – possession of 
ball lost.

Rugby Skills
 Handling  Catching
 Passing  Communicating
 Movement off the ball /   Support play

 support / defence  Scanning
 Tagging  Movement of players to fill 
 Running with the ball  gaps within defensive line
 Passing and catching  Support players to run at 
 Communication  spaces not faces

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
  Games activities: 7a,7b,7c

Numbers Tag
Pupil Learning Objectives:

  I can perform evasion skills as an attacker with ball in hand
 I can perform the role of defending through marking
 I can control and pass ball from hand to hand
  I can perform the role of defending through marking moving players
  I can control and pass ball from hand to hand to players on the run
 I can develop game decision making
 I can  catch and pass under pressure
 I can  perform running skills to attack space
 I can use footwork to exploit space
 I can demonstrate tactical awareness of my role in defence 

Questions
Q What happens if the attacking team keep the ball for a number of tags?
A  More tags the defending team takes the more players are out 

of the game therefore putting them under pressure.
Q  What is the best shape for the defensive line to be in? 
A A straight line.
Q  How does passing the ball before the tag affect your involvement? 
A  The longer you have two tags on the belt the more involvement 

you have.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 5  

Tag Rugby

Resources: 
Pitch plan and illustrations,
see lesson support page

Activity Description and set-up Observation Effect on the game Solutions

•	 	Tag	Rugby,	is	a	fast	moving	non-contact	evasion	game,	using	the	
skills	of	running,	catching	and	passing.	The	interchangeable	nature	
of	possession	leads	to	a	rapid	switching	from	attack	to	defence,	
allowing	the	pupil	to	develop	a	wide	range	of	evasion	skills.

•	 	Through	the	previous	games	and	activities,	the	performer	will	have	
developed	the	core	skills	and	understanding	to	play	and	enjoy	 
a	full	game.	

•	 	By	playing	the	game	of	tag	rugby	they	will	continue	to	develop	and	
progress	their	skills.

Tag Rugby It	now	becomes	the	teacher’s	
skill	to	recognise	which	of	 
the	common	faults	are	
reappearing	and	affecting	 
the	game	

g

	Once	the	teacher	has	identified	
a	breakdown	in	learning	they	
should	refer	back	to	previous	
activities	for	further	skill	
development

g

Any	of	the	previous	sessions

Rules:
•	 See	Tag	rules	support	page.

Rugby Vocabulary:
Scanning for space – ability 
of the player to look up and 
recognise the space caused 
by the defenders wearing 
tags. Attacking space – ability 
for the ball carrier to attack 
the space using footwork.
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Lesson support page
Resources and pitch plan

•	 Ideal	learning	numbers	(approx	8	v	8)
•	 1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players
•	 1	tag	belt	per	player

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 5  

Tag Rugby
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Questions
Teacher to question if players have understood the tactical  
or technical intervention of the teacher. For example,
Q  Why did I ask you to make four passes?  
A  Moving the ball before being tagged keeps me in the game.

Sporting Vocabulary:
Opposition | Listening | 
Reaction | Agility Balance | 
Coordination | Invasion | 
Evasion | Attack | Defend | 
Decision Making

Rugby Vocabulary:
Tag (or tagging) – the  
removal of the ribbon from 
the tag belt causing the 
tagged to release the ball.
Closing down – the skill of a 
defender to chase and get 
close enough to remove a tag.
Footwork – skills of the ball 
carrier to evade being tagged 
e.g. Pace change, side step.
Turnover ball – possession of 
ball lost.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 6  

Bonus Tag
National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a,1b
  Games activities: 7a,7b,7c

Numbers Tag
Pupil Learning Objectives & Rugby Skills:

  I can perform evasion skills as an attacker with ball in hand
 I can perform the role of defending through marking
 I can control and pass ball from hand to hand
  I can perform the role of defending through marking 
moving players
  I can control and pass ball from hand to hand to players 
on the run
 I can develop game decision making
 I can catch and pass under pressure
 I can perform running skills to attack space
 I can use footwork to exploit space
 I can demonstrate tactical awareness of my role in defence 

Resources: 
Pitch plan and illustrations,
see lesson support page

Activity Description and set-up

•	 	Bonus	Point	Tag	allows	the	teacher	to	reward	players	for	carrying	out	a	specific	skill	or	technique.
•	 	Before	the	game	starts	the	teacher	should	highlight	a	particular	skill	they	would	like	to	see.	The	skill	can	be	aimed	to	allow	players	of	all	abilities	
to	have	an	influence	on	the	game.	For	example,	less	able	players	get	one	point	for	just	running	forward	with	the	ball	or	the	more	gifted	player	to	
be	rewarded	for	producing	a	long	distance	pass	which	is	caught.

•	 	The	beauty	of	this	game	is	that	the	teacher	can	change	the	skill	regularly	to	either	challenge	players	or	to	discover	if	prior	learning	has	taken	place.	
•	 	These	scores	accumulate	throughout	the	game	until	one	team	reaches	30	points	and	a	new	skill/challenge	is	then	introduced.
•	 	A	try	is	worth	one	point,	yet	if	the	team	makes	more	than	10	passes	before	making	a	mistake	that	is	also	rewarded	with	a	point.
•	 	Other	examples	where	points	could	be	awarded:	
	 Number	of	passes
	 Number	of	tags
	 Number	of	players	beaten	before	tag.

Bonus Tag

Rules:
The rules are as for Tag but to encourage good technique and  
habits, rules and or tactic bonus points can be added. See Tag  
rules support page.

Rugby Vocabulary:
Scanning for space – ability 
of the player to look up and 
recognise the space caused 
by the defenders wearing 
tags. Attacking space – ability 
for the ball carrier to attack 
the space using footwork.

© Copyright Rugby Football Union. Published in 2011.
The	England	rose	is	an	official	registered	trade	mark	of	the	Rugby	Football	Union

© www.cakebreadillustrations.com



Lesson support page
Resources and pitch plan

•	 Ideal	learning	numbers	(approx	8	v	8)
•	 1	rugby	ball	per	16	players	(8	v	8)
•	 50	cones	(pitch	marking)
•	 8	bibs	per	16	players
•	 1	tag	belt	per	player

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games Game 6  

Bonus Tag
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Rules:
•	 This	is	a	non-contact	game.
•	 Players	must	not	fend	or	push	the	defender	away.
•	 The	ball	carrier	cannot	hide	tags.
•	 Defender	must	return	the	tag	to	the	tagged	player	before	
	 resuming	play.
•	 Once	tagged	the	ball	carrier	must	leave	the	playing	area.

Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a, b
  Selecting and applying skills, tactics and compositional ideas: 
2a, b 
 Games Activities: 7a, b, c

Team Tag  
Pupil Learning Objectives:

 I can carry the ball in two hands
 I can perform evasion skills
 I can communicate with members of my team
 I can perform a role when defending

Rugby Skills
 Tagging
 Running into space – evasion
 Holding the ball with two hands
 Communicating with defensive partner
 Close down attacking player

Activity Description and set-up

•	 	The	aim	of	the	game	is	for	the	team	without	balls	to	clear	the	pitch	by	tagging	the	attackers	as		
quickly	as	possible.	

•	 	12	players	stand	in	space	spread	around	the	working	area	each	with	a	ball.
•	 	Four	defenders	stand	in	centre	of	pitch	in	a	circle	holding	hands	until	game	starts.
•	 	When	the	game	is	started,	defending	players	break	from	the	circle	and	chase	attacking	players		
who	are	now	moving.

•	 	When	the	ball	carriers	are	tagged,	they	re-attach	their	tag	and	leave	the	working	area.
•	 	The	game	lasts	for	3	minutes	or	as	long	as	it	takes	to	tag	all	ball	carriers.
•	 	The	next	team	has	their	chance	to	defend	and	to	try	and	beat	the	previous	team’s	time	or	tags	taken	in	the	
3	minutes.

Team Tag

Questions

Q What can we do as a team to tag a player?
A Work in a group to close down space. 

Q What can we do to avoid being tagged?
A Be aware of space and gaps in working area.

Q Where is the best place for the defenders to get the ball carrier?
A At the corners of the square, as this limits the direction they can run.

Illustration

Activity 1
Team Tag
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Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a, b

Ball Manipulation  
Pupil Learning Objectives:

 I can control and pass the ball from hand to hand
 I can control and throw the ball into the air and catch it
 I can accurately pass the ball to someone else whilst moving
	I	can	pick-up	and	place	a	ball	on	the	floor

Rugby Skills
 Carrying the ball in two hands
 Ball familiarisation
 Placement of ball (scoring)
	Picking	up	ball	from	the	floor	(staying	on	feet)
 Running into space

Activity Description and set-up

•	 Players	to	hold	a	ball	each	(remember	this	does	not	have	to	be	a	rugby	ball).
•	 	Players	to	move	within	the	working	area	holding	the	ball	in	two	hands	looking	for	spaces	not	faces	
(avoiding	contact).

•	 As	the	players	move	around	the	grid	they	are	asked	to	perform	one	of	the	following	exercises:
1	 Pass	the	ball	from	hand	to	hand	(pat-a-cake).
2	 Throw	the	ball	in	the	air	and	catch	it.
3	 Throw	the	ball	in	the	air	and	clap	3	times	and	catch	it.
4	 Swap	your	ball	with	a	partner	by	passing	over	and	under.
5	 Place	the	ball	on	the	ground	by	scoring	a	try	and	hunt	and	pick	up	a	new	ball.

•	 The	teacher	may	use	any	of	the	above	combination	or	introduce	other	exercises.

Ball Manipulation 

Questions
Q What are the benefits of carrying the ball in two hands?
A  More control, more options to pass or dummy and hands will 

not accidentally block tags. 

Q  What are you not allowed to do while the ball is on the floor?
A Dive on it – players must be on their feet at all times.

Q What is the best way to pick up the ball?
A  Step over the ball so it is in between your legs; watch your hands till 

they pick the ball up. Then look through your eyebrows so you can 
see others.

Activity 2
Ball Manipulation

Rules:
•	 No	diving	to	score	a	try.
•	 No	diving	to	pick	ball	up.
•	 Players	must	remain	on	their	feet	at	all	times.

Illustration
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Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a, b
  Selecting and applying skills, tactics and compositional ideas: 
2a, b 
 Games Activities: 7a, b, c

Ball Manipulation  
Pupil Learning Objectives:

 I can support the ball carrier when they are attacking
 I can move into space to receive a pass
 I can use evasion and handling skills to beat a defender
 I am aware of my role when defending

Rugby Skills
 Running and evading
 Working with team mates to defend effectively
 Effective and clear communication, informing actions
 Tagging

Activity Description and set-up

As	for	team	tag	but	in	this	game	the	ball	becomes	the	focus.
•	 	A	tagged	ball	carrier	must	place	their	ball	(dead)	outside	the	playing	area	but	the	player	
can	rejoin	the	game.

•	 The	returning	player	can	then	help	other	ball	carriers	by	being	available	to	receive	passes.
•	 The	game	continues	until	the	final	ball	is	dead.

Keep Ball

Questions

Q  How does the game change as the number of balls decrease?
A  Defenders have to be more aware of potential receivers. 

Q  How might you anticipate where the ball is being passed?
A  See where the ball carrier is looking, who is communicating for 

it, who is in space.

Q  What skills do you need to stop yourself being tagged with the ball?
A Passing, dummying, dodging and moving into space.

Rules:
•	 This	is	a	non-contact	game.
•	 Players	must	not	fend	or	push	the	defender	away.
•	 The	ball	carrier	cannot	hide	tags.
•	 	Defender	must	return	the	tag	to	the	tagged	player	before	
resuming	play.

•	 Once	tagged	the	ball	carrier	must	leave	the	playing	area.
•	 	If	the	ball	is	touched	in	flight	or	hits	the	ground	this	is	a	dead	ball.

Illustration

Activity 3
Keep Ball
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Rugby Football Union’s School Curriculum  
Key Stage 2 – Invasion Games

National Curriculum 
Objectives of lesson:

 Acquiring and developing skills: 1a, b
  Selecting and applying skills, tactics and compositional ideas: 
2a, b 
 Games Activities: 7a, b, c

Ball Manipulation  
Pupil Learning Objectives:

 I can control and pass the ball from hand to hand 
 I can control and throw the ball into the air and catch it
 I can accurately pass the ball to someone else whilst moving
	I	can	pick-up	and	place	a	ball	from	the	floor

Rugby Skills
 Carrying the ball in two hands
 Ball familiarisation
 Placement of ball (scoring)
	Picking	up	ball	from	the	floor	(staying	on	feet)
 Running into space

Activity Description and set-up

•	 Arrange	the	players	into	four	groups,	one	group	at	each	corner	of	the	grid	in	a	single	file	line	facing	centre.
•	 Place	a	ring	of	cones	(the	empty	nest)	a	metre	from	the	corner	towards	the	centre	spot.
•	 In	the	centre	of	the	grid	place	a	larger	nest	containing	all	the	balls.
•	 	The	game	starts	by	the	player	at	the	front	of	each	line	running	to	the	centre	nest,	collecting	a	ball	and	
returning	to	place	it	in	their	own	nest.	They	may	then	touch	player	two	to	trigger	their	turn	(as	in	a	relay).

•	 	The	players	now	have	option	to	collect	from	the	centre	or	steal	from	another	team’s	nest	in	order	to	
build	their	collection.

•	 This	relay	continues	until	one	team	has	three	balls	in	their	nest.

Eggs In The Nest 

Questions
Q What are the benefits of carrying the ball in two hands?
A  More control, more options to pass or dummy and hands will 

not accidentally block tags. 

Q  What are you not allowed to do while the ball is on the floor?
A Dive on it – players must be on their feet at all times.

Q What is the best way to pick up the ball?
A  Step over the ball so it is in between your legs; watch your hands till 

they pick the ball up. Then look through your eyebrows so you can 
see others.

Activity 4  
Eggs In The Nest

Rules:
•	 Teams	may	not	defend	their	nest.
•	 Players	may	only	take	one	ball	at	a	time.
•	 Players	must	wait	to	be	touched	before	they	enter	the	grid.

Illustration
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