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John Referee David Jones Jane Jackson Reviewer Joe Reviewer
01/01/2017 Pool Match Level 2/ NP
Referee-Boston-OBNY-ARP-01012017 Performance 3/ Bl
1st Half 2nd Half Total 1st Half 2nd Half Total
SCORE 7 15 10 11 17 Scrums 8 3 5 4 20
PKs 5 6 4 5 20 Scrum PKs 0 1 2 2 5
FKs 1 0 0 2 3 Scrum FKs 1 0 0 2 3
Errors 2 2 1 3 8 Scrum Resets 2 0 1 0 3
Tackle PK 3 3 1 2 9 Scrum Collapse 2 0 0 0 2
Ruck PK 1 1 1 0 3 Scrum BallOut | 90% 67% 67% 0% 65%
Lin/Maul PK 0 1 0 1 g Scrum ADV 3/5 2/3 0/2 1/2 50%
Foul Play PK 1 0 0 0 1 PKADV 0/0 1/3 1/2 0/0 20%
Yellow Cards 0 0 0 1 0 1 Red Cards 0 0 0 0 0 0

Referee Self-Review: John Referee View Playlist

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at scelerisque urna, eget maximus erat. Vivamus at con-
dimentum lacus, et consequat massa. In pharetra, est quis mollis consectetur, justo ipsum condimentum diam, pulvinar
Pre-Match feugiat neque sapien eget metus. Sed suscipit lectus in lorem vestibulum ullamcorper. Nam porta felis eget sapien lacinia
cursus. Nulla facilisi. Integer quis pulvinar nisl, ut efficitur tellus. Class aptent taciti sociosqu ad litora torquent per conubia
& Focus Areas
nostra, per inceptos himenaeos. Nam sed vehicula dolor, sit amet cursus orci. Phasellus nunc massa, accumsan nec odio
vel, hendrerit consectetur lectus. Integer tellus nunc, mattis consequat arcu sed, feugiat consequat eros. Ut sed venenatis
dui.
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FOUL PLAY 6 DANGEROUS PLAY OBSTRUCTION 4 UNFAIR PLAY 2 REPEAT INFRINGE
EFFECTIVE ADVANTAGE 6 SCRUM PENALTY 4 COMMUNICATION 2 UNDER PRESSURE
BIG DECISIONS 5 CARDS PENALTY TRIES 3 PRESSURE 1 PROBABLE OUTCOME
U EMPATHY & MATERIALITY 5 COMMUNICATION MANAGEMENT 2 RAPPORT 1 MATERIALITY
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Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
Tackle isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
Scrum isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
Referee Comments quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.
Contextual Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceleris-
que urna, eget maximus erat.
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
Balance isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.

Reviewer: Joe Reviewer View Playlist

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at scelerisque urna, eget maximus erat. Vivamus at con-
dimentum lacus, et consequat massa. In pharetra, est quis mollis consectetur, justo ipsum condimentum diam, pulvinar
Description feugiat neque sapien eget metus. Sed suscipit lectus in lorem vestibulum ullamcorper. Nam porta felis eget sapien lacinia
P cursus. Nulla facilisi. Integer quis pulvinar nisl, ut efficitur tellus. Class aptent taciti sociosqu ad litora torquent per conubia
of the game : : . . : .
nostra, per inceptos himenaeos. Nam sed vehicula dolor, sit amet cursus orci. Phasellus nunc massa, accumsan nec odio
vel, hendrerit consectetur lectus. Integer tellus nunc, mattis consequat arcu sed, feugiat consequat eros. Ut sed venenatis
dui.
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FOUL PLAY 6 DANGEROUS PLAY OBSTRUCTION 4 UNFAIR PLAY 2 REPEAT INFRINGE
EFFECTIVE ADVANTAGE 6 SCRUM PENALTY 4 COMMUNICATION 2 UNDER PRESSURE
BIG DECISIONS 5 CARDS PENALTY TRIES 3 PRESSURE 1 PROBABLE OUTCOME
U EMPATHY & MATERIALITY 5 COMMUNICATION MANAGEMENT 2 RAPPORT 1 MATERIALITY
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Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
Overall : . . : .
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
Tackle : . . : .
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.
: Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
Reviewer Comments . : : .
isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
Scrum : . . : .
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceleris-
Contextual :
que urna, eget maximus erat.
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Etiam at sceler-
isque urna, eget maximus erat. Vivamus at condimentum lacus, et conse-
Balance : . . : .
quat massa. In pharetra, est quis mollis consectetur, justo ipsum condi-
mentum diam, pulvinar feugiat neque sapien eget metus.

© Game International 2017 | Support






