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Pickand go?It's
yourdecision...

Don'tletyourteam waste quick ball atrucks because they have
taken the wrong decision. Forwards have to decide whetherto
"keep on going", to either pickup the balland drive on or leave it
forthe scrum half. This session focuses on players having to make
theirown decisions as they approach the breakdown.

Tell your players the purpose of this

session is...

1. Increasing options for attacking from the breakdown.
2. Developing decision-making skills at the breakdown.
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Things to think about...
Why do some players always make the wrong
decision?

Playerswho constantly make poor decisions are not
always lookingatthe defendersastheyapproach the
ball. You canstand behind the defendersin the session
andwatchwherethe attackers are looking. Encourage
themto gettheirheadsupandscan.

The players are too high goinginto contactand are
not presenting the ball deanly.

Intheinitial session, hold a pole atchestheightin front
oftheruckpad. Players haveto duckunderthe pole
before hitting the pad. This forcesthem to getin a good
low body position.

What you tell your players
todo...

1. Arrive atthe breakdown with heads up scanning
the defence.

2. Makeinformed decisions based on the position of
thedefenders.

What you get your players
todo...

Spread outtwo playerswith pads. Playerone hits
thefirstpad and goesto ground presentingthe ball.
Playertwo getsin alow position to pickup the ball
anddrivesintothe next pad close tothe breakdown.
Inthe nextdrill, position the second pad holder
widerand add athird attacking player. Playertwo
picksupthe balltakesastep and passestoarunner
who hitsthe pad widerout.

What to call out...

""Head up asyou approach the breakdown"
"Getlowtopickuptheball”

"Drive lowand hard round theside"
"Listentoyoursupport”

Development...

Varythe position ofthe pad so playertwo hasto
make a decision whetherto go himselfor pickand
pass.

Give playertwo options both sides ofthe
breakdown. He then hasto make a decision about
whichisthebestone.

Game situation...

Setup two teams of sixto play contactrugby. The
attackingteam canonly pickand goor pickand pass
toarunner.Thedefenders can'tcompeteforthe
ball atthe breakdown butmustrealign atthe back
footreadyto defend the nextattack. Thenletthe
defenders compete forthe ball. Attackers will now
havetoensuretheydon'tgetisolated.

This session devised by Dan Cottrell
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START WITH...

Pick and go basics
Player 2 picks up the balland
drives round theside of the
breakdown.

2

NOW THINK...
Decision making

Player 2 has options bothssides
of the breakdown, so hasto
makea decision.

3

GAMETIME...

6 v 6 at full pace
Theacting scrum half can either
pickand go or pickand passto
arunner.
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