TACKLER,
TACKLER ASSIST TACKLED PLAYER GATE/ON FEET QUICK BALL

BREAKDOWN 3 seconds availability is “Quick
Ball’
Minimal communication
RESTARTS BREAKDOWN/MAUL IN FRONT OF KICKER GOAL LINE
SPACE Manages fringes
Hands on ground
Backlines
SET UP FAIR CONTEST MANAGEMENT BALL OUT %
SCRUM .
Attains good ball out 2 70%
TOUCH/TOUCH-IN-GOAL LINEOUT MAUL FORMATION/DEFENSE MANAGEMENT
Positioning
TOUCH/LINEOUT/MAUL Prevention
Controlled all aspects of
lineout/maul
DANGEROUS PLAY OBSTRUCTION UNFAIR PLAY REPEATED INFRINGEMENT
FOUL PLAY ” )
Identifies and applies standards
SCRUM PENALTY COMMUNICATION UNDER PRESSURE
Plays advantage with proper
Communicates clearly and consideration as to the
ADVANTAGE effectively to allow teams to temperament of the game and
understand and trust the process field positioning
Continues to manage the game Generates momentum through
good application
HIGH IMPACT PROBABLE
MANAGEMENT DECISIONS PRESSURE OUTCOME
Makes accurate high
BIG DECISIONS impact decisions when
necessary, including
but not limited to
penalty tries, cards,
and similar situations
COMMUNICATION MANAGEMENT RAPPORT MATERIALITY
Promotes pro-social behavior
Voice tone, pitch & pace Influences the game
EMPATHY & MATERIALITY  Effective sentence structure  and player behavior
Positive body language, without it being about
gestures, signals, whistle themselves
tone and eye contact.
REWARDS IDENTIFIES
AWARENESS MOMENTUM DOMINANCE NEGATIVE PLAY
CONTEXTUAL
Anticipates rather than reacts
SET STANDARDS Sulbl ACCEPTANCE RAISED GAME
OPPORTUNITY
BALANCE

Identifies opportunities to
communicate expected
standards to both teams




