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A WARNING Before playing this game, read the Xbox 360® console and
accessory manuals for important safety and health information. Keep all manuals
for future reference. For replacement console and accessory manuals, go to
www.xbox.com/support.

Important Health Warning About Playing Video Games

Photosensitive seizures

A very small percentage of people may experience a seizure when exposed to certain
visual images, including flashing lights or patterns that may appear in video games.
Even people who have no history of seizures or epilepsy may have an undiagnosed
condition that can cause these “photosensitive epileptic seizures” while watching
video games.

These seizures may have a variety of symptoms, including lightheadedness, altered
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation,
confusion, or momentary loss of awareness. Seizures may also cause loss of
consciousness or convulsions that can lead to injury from falling down or striking
nearby objects.

Immediately stop playing and consult a doctor if you experience any of these
symptoms. Parents should watch for or ask their children about the above symptoms—
children and teenagers are more likely than adults to experience these seizures. The risk
of photosensitive epileptic seizures may be reduced by taking the following precautions:
Sit farther from the screen; use a smaller screen; play in a well-lit room; do not play
when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor
before playing.
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CONTROLLING THE GAME
With Ball
O MOVE © FEND
HoLo @ OR J SPRINT () THEN €) SIDESTEP LEFT
@8 /BB PASS LEFT/RIGHT €) THEN ©) SIDESTEP RIGHT
HOLD FOR CUTOUT PASS © DUMMY PASS
@8 +ED PASS TO FLY-HALF -

NEAR OR OVER GOAL LINE

® © © PUNT KICK ©. O, © 07 @ SCORE TRY
© PAUSE © GRUBBER KICK
© BOMB/CHIP KICK
@ DROP KICK

TAP BUTTONS TO QUICK KICK
HOLD BUTTONS FOR AIMED KICK

Without Ball

)
© PAUSE

MOVE
HoLo @ or J§ SPRINT

AUTO SELECT PLAYER
@8 /BB SELECT PLAYER TO LEFT/RIGHT
@8 +ER SELECT FULLBACK

LOOSE BALL

© JUMP CATCH © TACKLE
HOLD TO CALL MARK

@ AGGRESSIVE TACKLE
© TOE KICK
@ DIVE ON BALL

ON DEFENSE




CONTROLLING THE GAME

Rucks

CONTESTING THE RUCK
© Qquick BIND
© HEAVY BIND

BALL RECEIVER
( PICK AND GO

@8 / B PASS LEFT/RIGHT
HOLD FOR CUTOUT PASS

© PAUSE © BoX Kick

The ruck is formed when a player is tackled to the ground.
‘Press the @ button to quickly bind your nearest available player to the ruck.

Pressing @ consecutively adds more players to the ruck. Adding more
players to the ruck risks your defensive line, so be careful not to over commit
to the ruck in some situations.

Press @to bind players to the ruck aggressively, this will result in only
“ forward players joining the ruck and making a heavy impact. However, if no
forwards are already near the breakdown they may take too long to arrive.

After winning the' ' layers can press @
from the ruc



CONTROLLING THE GAME

Lineouts

-

© PAUSE

POD MOVEMENT
MOVE POD
SELECT POD

THROWING THE BALL
© SHORT THROW

MEDIUM THROW
© LONG THROW

CONTESTING THE THROW
© JUMP AND CATCH

©) JUMP TO PASS

© JUMP TO SLAP DOWN

The throw in.

The lineout is formed when the ball is in touch.

o Use the Right Stick to change between pods of players.

o Use the left stick to move the pods up and down the lineout.

o Press either the @, ® or @ button to throw to the indicated player

when the indicator bar is in the coloured area.

‘.

o Throwing on either side of the coloured area will result in an illegal

throw.

The Catch.

)

o Press either the @, ® or @ button to jump and contest the throw.

o Players can choose to either catch the ball, pass it or tap it back.

A
'

“b

»



CONTROLLING THE GAME

Scrums
.

DRIVING THE SCRUM
O + © PUSH UP WHEN LINES MEET

BALL RECEIVER
() PICK AND GO

@8 / BB PASS LEFT/RIGHT
HOLD FOR CUTOUT PASS

© PAUSE

\

X
Y
. The scrum can form after a penalty, a knock-on or when the ball is dead in
~ goal.
o Players must press both sticks up at the optimal time to engage with
. as much impact as possible.
v IN
g 0 Once the scrum has engaged, it then becomes a timing contest to
',, # press the sticks up when the lines meet at the middle of the coloured
area.
The furthe ing lines are from this middle point when a push is




CONTROLLING THE GAME

Mauls

THE CONTESTED TACKLE
©) TAP REPEATEDLY TO DRIVE
@ STEER TACKLE

CONTESTING THE MAUL
) TAP REPEATEDLY TO DRIVE ‘
@ STEER MAUL
© QquicK BIND

PAUSE

RELEASING THE BALL
© USE BALL (OFFENSE ONLY)

F
da 7

The maul is formed when the ball carrier is in a contested tackle but does not
go to ground and both tackler and tacklee stay on their feet.

The players are now in a maul and by repeatedly tapping @ they will try to
gain ground by driving the opposition . Other team members'from either
side are allowed to bind to the maul and drive the players forward.

If the ball carrier is forced backward and takes too long to use the ball, they S ‘
run a risk of being penalised. K » “
”

Place Kick :
The place kick is taken after a try is scored and can also be chosen when a
team is awarded a penalty kick.

Use up or down on the @ to place the ball on the field within the player's
kick stat range. The ball will turn yellow or red depending on how far from

their optimal kicking range it has been placed. 4

Once the ball is placed, use left or right on the ® to adjust your aim, Press @
to confirm your aim. ;
A circle will appear around the ball once it is placed, the coloured area
represents the optimal accuracy. Stop the moving white bar in this area by
pressing @ to take the kick.



PAUSE MENU

Press © button during gameplay to display the in-game ‘Pause Menu'.

e Match, Manage Team, Help & Options, Choose
it Match.

atc Select to return to the match

o0 Resume :
o Manage Team -  Select to manage your team, Set Captain, Set Go‘

Kicker and Swap players.

o Help & Options -  Select to view controls, adjust camera & visuals, or
set sound options.

o Choose Sides - Select to choose a different side to control in the
match.

o Restart Match - Select to restart the match.

o Exit Match - Select to quit the match and return to the main

menu or hub.
INJURIES

During gameplay if a player is injured a substitution will occur.
The substitution screen will appear when a player is injured. Select a bench
player to replace your injured player with. For Al teams an automatic
substitution.will occur.

-

MAIN MENU

Orange or RaboDirect PRO12 competitio

o Career Mode - Select to setup a career and control teams over 13
seasons.



o Play Online - Select to play an online Quick Match, view online
Leaderboards or play an online Private Match.

o Customise - Select to create and edit players, teams or
competitions.

o Help & Options-  Select to adjust options for Controls, Gameplay,

Camera & Visuals, Sound or view the Credits.
WStore

Select two teams from the various competitions to play a single quick game.

e Rugby Challenge unlockable content.

LEM |

The single match screen allows you to select two teams to play against each
other. Press @ to confirm the team selection and proceed to the control
selection screen.

Select which team you wish to control by moving the player controller ,
indicator(s) either left or right. Leaving the player marker indicator in thé!
middle will setup an automatically controlled game for viewing only. The
control selection screen also allows you to change the team's strip and adjust
game settings.

Press € to change the strip for the team you have selected to control.

Press @ to enter the game settings screen and adjust game settings such as
Stadium, Difficulty, Match Length, Time of Day, and Weather Conditions.

»

Once a team to control, strips, and options have been set, press @ to ~"' ’\
confirm your settings and start the match. 4
!
TRAINING v
’

Select to view tutorials, the rules video or go to run around and practice.

o Tutorials - Select the tutorial level you wish to attempt. Select from
Basic, Intermediate, Advanced or Professional tutorials.
Follow the onscreen directions to learn and master the
game controls.

o Rules Video - Select to view a short video outlining the rules of Rugby
Union.

o Run Around - Select to have a free run around on the field to practice
your skills.



»

COMPETITIONS

Select to play a World Rugby Championship, Rugby 15, Tri Nations, Quad
Nations, Euro Nations, Euro Rugby Club Championship, ITM Cup, Aviva
ip Ru disloe Cup Series, TOP 14 Orange or RaboDirect

Continue an existing competition or start a new competition.
Continue. '

Select to load a previously saved competition.

New competition.
Select to setup a new competition. Setup your competition from the
‘Competition Setup’ Screen.

.
Select the competition, difficulty, and match length. Press @ to continue to
the team control screen.

Select the teams you wish to control during the competition. Press g to
proceed to the competition hub.

The competition hub is the control centre of your competition. From here
you can choose to play a match, simulate a match, manage your squad, view
your opposition and adjust settings. The competition hub screen also allows
you to view standings and fixtures for the competition.

o Play Match - Select to play the current match in the competition.
o Simulate Match - Select to simulate to your next match in the

competition. Once this option is selected the game
will automatically simulate a result.

N

o Manage Squad - S n, Set Goal

o The Opposition - Se

o Settings -



CAREER MODE

Career mode allows you to control your own team'’s destiny over 13 action
packed seasons. You can select to compete in either Club, International
matches or even both at the same time.

Players have the option to continue an existing career or start a new career.

w eer.

New Career. ‘
Select to setup a new Career. Setup your career from the ‘Career Setup’ \
screen.

Select a team and setup the career mode settings such as difficulty and
match length. Press @ to continue to the team selection screen.

Select the teams you want to control in career mode. After selecting teams
there is a Player Drafting screen which gives the opportunity to select a ,
starting lineup for your squad. Press g to proceed to the Career Hub. 0!

The career hub is navigated in the same manner as the competition hub
except for the addition of a “Career” tab. The career tab allows you to view
your career progress at any point during the competition.

PLAY ONLINE ~

Online play allows up to 4 local players to connect and play against up to 4 " ‘
opponents using 2 consoles. N

¢.. W8

!

Select from Quick Match, Leaderboards, or Private Match.

Quick Match. R,
Select to play a quick match against another randomly selected player:

Select a team to control during the quick match and press @ to proceed.

Once a team is selected you will proceed to the searching screen where an
opponent will be found online to join your game. 4

Press g when you are ready to play. Once both players are ready the match
will begin. )



PLAY ONLINE

Leaderboards.
Select to view online leaderboards and standings for Quick Matches.

inst others based on points gained for wins,
draws and los ow reliable you are at completing online

matches.
Private Match. -
Select to play an online private match between invited friends.

Select match options including stadium, match length, time of day, and
conditions. Press @ to continue.

You will then be able to select a friend to invite into a pfivate match.

Once you have sent the invite, select a team to control during the private
match.

Once you are ready press g and wait for your friend to join. Once joined
and ready the match can begin.

CUSTOMISE

Select to customise various game elements including Players, Teams and
Competitions.

Players./u-'
Select to create a new player or edit existing players.

O Details - omise Name, Age, Footedness Natlonallty, Ethnicity,

{ g B
O Head - Customise Skull/Neck, Brow, Eyes
Mouth, and Jaw.

O Face & Hair - Customise Face Texture, Complexion, Eye Colou ;
Headgear type and colour, Hair Length, Hair Style, Ha
Colour, Facial Hair colour and style. '
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O Body - Customise Height & Weight, Build, Chest, Stomach, Hips,
Muscle Definition, Arms and Legs.

O Accessories - Customise arm and leg strapping, Shirt, Shorts, Club and
International Boots.

Team.
Select to create a new team or edit an existing team.

am Emblem, Team Name, Mnemonic,
trip, Alternative Strip

O Attributes - Customise Attack, Defence, Rucking, Mauling,
Scrummaging and Lineouts ability.

0 Squad - Customise squad. Select starting lineup and bench
players.

Competition.
Select to create a new competition or edit an existing competition. d ,
iv v
O Select Template - Select a template to base your competition on. Use
one of the existing competitions to form the basis for
your competition.

O Setup a Name, Logo, and Trophy for your competition. ; <

O Setup the Format, Points structure and teams for your competition.
<N
0 Once you have configured all your custom competition settings press \ ‘
@ to save the competition. Iq/ ~
O Your customised competition will now be available to play in l‘
competition mode. /]

™
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HELP & OPTIONS

Select to view controls, adjust gameplay settings, camera & visuals, Sound
and view credits.

elect to view controls while with ball, while
without without ball, rucks, lineouts, scrums or

mauls.
O Gameplay - Select to adjust gameplay settings for Injuries,‘

Offsides, Forward passes, Knock Ons, Sin Bins,
Send Offs, Player Fatigue, Video Ref and
Favourite Team.

O Camera & Visuals - Select to adjust Player labels, Replays, Cut scenes,
Camera Angle, Camera Swing, Glory Camera, and
Close Cameras.

0 Sound - Select to adjust volume settings for Commentary,
Crowd, SFX, Player Voices, and Music.

O Credits - Select to view game credits.

RUGBY STORE

The Rugby Store is where Rugby Challenge unlockables can be purchased
using your Rugby Dollars.

(PP
Completing online and offline games, completing tutorials and creating
custom teams and players will earn you Rugby Dollars.

A win, lose or draw re




HINTS AND TIPS

General.

o Effective tackling, dummy passing, fending and sidestepping rely on
player position and timing. Make sure you come in at the right time on
the right angle to succeed.

an eye o r Player Indicator, when it's pulsing your team is
t, our eak Tackle, Passing,
offload and S.

o If your Player Indicator begins to fade, that means your players are
fatigued and need to rest, try to keep them out of the Ruck, stop
sprinting or even sub them out.

o Complete all the tutorials; it's a great way to learn to play the game and
an easy way to earn Rugby Dollars.

o Go Online and play with your friends, you earn Rugby Dollars for ev?ry ,
game you play. £

o Don't quit online games, even if you're losing. You're still awarded
Rugby Dollars even if you lose, quit mid match and you lose $1,000
Rugby Dollars. Don't worry if you're disconnected, you won't lose any
Money.

o Try a chip, grubber or short puntkick; it's a great way to get past the
defence when under pressure. Timing is important here - too late and
you will be tackled, too early and the defender will get to the ball

before you.
‘.

o These kicks are more effective when your players are faster thanithe
opposition.

’

o [fit's raining the ball is harder to hold onto in dominant tackles and
long passes.

Rucks

;

o The ruck bar will initially favour the player who had the most impact in

the tackle. Run or tackle with purpose/aggression to tip this in your
favour and increase your chance of winning the ruck.

o Use heavy add when you have players close to the tackle. They'll still
get there quickly and have an impact on the ruck bar.

13



o Heavy adds fatigue players faster.

o Use normal add when you have players further away from the tackle.
They'll get to the ruck quicker and give you a chance of winning.

mtti yers to the ruck may increase your chances of
nning ig holes in your defence or leave you short of

players in

o The first 3 players to the ruck have more influence, their speed and -
impact on the ruck is the dominant factor in winning rucks. If you can't
get your players in there before the opposition, it often pays to wait for
the next ruck.

Tackling

»
o Be careful when using Aggressive Tackle, the tackle may be more
dominant but risks causing an infringement such as High Tackle or
Injury to another player.

o Sometimes it's best not to tackle a player who has made a break
immediately especially if they have a 2 on 1 situation. Hang off the
player until your defence comes across to cover their players.

o You can take over another player’s tackle if it is not successful. Getting
to know which tackles you can do this on will help you wrap defenders
up earlier.

Passing

o Gét used to skip passing, it's a great way to find a player in space.

o There are 2 ways to skip pass, try them both and use the one you're

o Draw and pass
commits a de
players.

Prewinding work for kicks, sidesteps and fends also.

o Offloading a pass out of a tackle is a risky option but can bri *
reward. Players with high offload ability will offload more accurately
and successfully so be cautious when you offload.
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o Some basic actions can be performed simultaneously. For instance you
can hold a defender at bay with a fend and offload with the other arm.
It's a great way to create open space for your team.

o When passing from a Ruck, be mindful of your support players position,
if they're not in position to move onto the ball, it may go to ground.
You can delay your pass from the ruck if your team mates aren't in
position.

o Scrum pushes register when ully up. If you're too late on l
the push, try pushing earlier so that your sticks are fully up when the ¢
scrum bar hits the sweet spot.

o Try turning the scrum to your advantage using only 1 of the analogue
sticks. Turning the scrum can move defenders in the scrum away from
you and open up gaps to run through.

o Attacking scrums in the middle of the field are great scoring
opportunities when you have this option from a penalty. d ,
» L 4

Lineouts

o The most important part of a lineout is the throw. Try to throw slightly
down your side to get the best advantage. Be careful not to throw too -
far down your side or you will get penalized.

o Slapdowns are faster options but can sometimes go to ground. -’ ‘

R v : 9 /
o Move jumping pods ahead of your opposition to increase yo‘r,)chance -

of winning the lineout.

!
Changing Player. .,
o When using change best player, move the stick in the direction you
want your intended player to move, to help pick the best player.

o Change to your fullback when you've been compromised. Fullbacks
are usually some of the stronger defenders and are more likely to make
telling tackles. 4

[\ ETTIER
o If you're losing ground in a Maul, use the ball earlier to prevent the !
opposition from winning the maul.
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