
Manchester Schools Rules T1 Rugby Union – Primary Inspire 
 
The first section of the Inspire Mega Fest will see schools / students rotating around a 
variety of rugby activities to introduce fundamental skills, delivered by young leaders from 
the host school. 
 
For the last part of the Mega Fest schools will play T1 Rugby matches, for this part of the 
event matches would ideally be played 4 a side (2 boys & 2 girls), however, as this is an 
Inspire Event this is flexible so if appropriate matches can be played a 4, 5 or 6 a side to suit 
numbers. 
 
Attack:  

• One touch (A touch is any contact made with the hand on the ball carrier below the 
collar bone)   

• After a touch the ball carrier must stop within 3 steps, turn 180 degrees to face their 
own team and hold the ball in two hands away from their body.  

• The next supporting player must come and retrieve the ball by "ripping" the ball 
from them.  

• The ripping player can then run or pass and the game continues.  
• The ripping player can take the ball before the tackle triangle has been formed 

should they decide to. 
• The attacking team will have 7 completed phases (touches) to score a try.  
•  

Defence:  

• One touch (A touch is any contact made with the hand on the ball carrier below the 
collar bone)   

• Defending players must make touches on the ball carrier to stop them.   
• Aggressive touches or pushes should be penalised with loss of yardage (5 yards) 

distance penalty 
• Once a touch has been completed then the defending players must retreat to and 

onside position (Any place between the back of the defensive tackle triangle and 
their own try line)  

• The two players who are closest to the place the 2nd tackle was made must make 
contact with their own tackling player to form the "tackle triangle" these defenders 
are out of the game until the ripping player makes a decision.  

• Defending teams must make an attempt to form the tackle triangle  

 

 

 

 



Restarts:  

• After any mistake by the attacking team (knock on, forward pass) the game will 
restart with a free tap and pass to the defending team.  

• Any infringement by the defence such as being offside will be a free pass to the 
attacking team from the point the offence was made.  

• If an attacker leaves the field of play the game restarts with a free pass from the 
edge of the pitch to the defence.  

• To begin a match the game is started by a kick from the centre of the pitch, decided 
by a coin toss or rock, paper, scissors. 

• After a try is scored the game is restarted by a kick from the centre by the team who 
has just scored.   

• This can be any type of kick (from the hand or from the floor), the kick must travel 
towards the opposition at least 5 yards, the kick cannot be contested, and the 
receiving team must be allowed to claim possession of the ball. 

• If the kick goes off the pitch without being touched by a defender play restarts with a 
tap and pass to the defending team from the point of the kick at the centre of the 
pitch. 

 

 

Adaptions: 

• If necessary to simplify: 
• Could be altered to two touch; after the first touch player can continue to run or pass, after 

2nd touch by a different defender as above. 
• Knock ons can become just a play on (no change of possession) 
• Passing could be in any direction (not backwards only) 

 


