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THE knock-out phase consists of quarter-finals
and semi-finals, ending with the final.
This is when the action really starts to get
tense as there are no more second chances.
It starts with the quarter-finals, which HAS the
top two teams from each of the four groups
advance.
Quarter finalist (QF) 1 winner of pool C vs
runner up pool D; QF 2 winner pool B vs runner
up pool A;
QF 3 winner pool D vs runner up pool C; QF 4
winner pool A vs runner up pool B.
The four winning teams move through to the
semi-final stage and the losers are eliminated.
Then in the semi-finals, QF 1 winner vs QF2

winner; and QF3 winner vs QR4 winner.
The semi-final winners go forward to the final,
while the semi-final losers play off to contest
third and fourth in the bronze final.

THE RUGBY World Cup is played in two
stages – the pool stage followed by the
knockout stage.
In the pool stage, each team plays
four matches facing each of the other
teams in their group. Four points are
given for a win and two for a draw.
Bonus points are also awarded – one
point for teams scoring four or more
tries in a match and one bonus point
allocated to teams that lose by seven
points or less. At the end of the pool
stage, the two teams ranked first and
second in their group advance to the
knockout stage.

If two or more teams are level on
match points at the end of this stage
then a criteria is followed until the two
highest ranked teams can be deter-
mined. Teams ranked third, fourth and
fifth are eliminated.
Keep track of the Australian team’s
progress in their group by reading the
results in the newspaper then complet-
ing this table.
P = Played; W = Won; D = Drawn; L =
Loss; PF = Points for; PA = Points
against; TF = Tries for; TA = Tries
against: BP = Bonus points; Pts = total
match points

IF TEAMS are tied at fulltime during any of the
matches at the knockout stage, extra time is
played. This consists of 20 minutes played in full
– 10 minutes each way with a break of five mi-
nutes. At the conclusion of extra time, if the
scores are still tied, a further 10 minutes will be
played. During this sudden death time the first
team to score any points shall be declared the
winner. If during sudden death neither teams
scores, a kicking competition will take place.
Five players from each team takes a place kick
from three different areas on the 22 metre line,
directly in front of the posts, on the 15 metre line
on the left hand side and on the 15 metre line on
the right hand side. Two kicks are taken at a time
– one from each team – going progressively
through the three kicking areas until all five
players from each team have kicked or until one
team is unable to equal the score of the other
team within the remaining number of kicks. If
there are an equal number of successful kicks
once each team has completed its five
kicks, the competition continues on a
sudden death basis, following the same
order of kickers used in the first five
kicks. The winner of this is declared the
winner of the match.

DURING a match, if
a player catches
the ball cleanly
inside their 22
metre line and
shouts “mark”
they are awarded
a free kick at the
position they took
the mark. You
may see the
player touch the
ball on the
ground to make
their ‘mark’ clear
to other players and the referee.
Once a mark is made the player cannot be
tackled or charged at. If for any reason the
player cannot take the kick within one
minute, the marking team must take a
scrum. A ball may be marked if it hits
the goal post and rebounds but a mark
may not be taken from a kick-off.
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