GAME MANAGEMENT GUIDELINES 2016

THE BREAKDOWN

HIGH SCHOOL
1. Tackled players may not use the “squeeze
ball” technique (when the player positions
their body over the ball and pushes the
ball back between their legs) to recycle
possession. PK
2. If a player falls in a position where they
could be potentially injured the referee
should stop play immediately and award
a scrum to the team in possession.

Squeeze Ball

B. TACKLER ASSIST
1. Defending players that remain on their feet, but assist in bringing the ball
carrier to the ground (Tackler Assist), must release the tackled player and
the ball, and may only then play the ball from their side and through the gate.
These players, even if they remain on their feet, must clearly release the
tackled player before they may attempt to play the ball.
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THE BREAKDOWN

A. THE TACKLE
1. Tacklers have to release the tackled player immediately, and move/roll away
or get to their feet. PK
2. 7DFNOHGSOD\HUPXVWH[HUFLVHWKHLURSWLRQVLPPHGLDWHO\PK
3. Players that slow down ball availability illegally, should be penalized
immediately. PK
4. Referees should allow the contest and may instruct the players, i.e. “release
WKHEDOOµ´UROODZD\µHWFDVORQJDVWKHVHSOD\HUVKDYHQRWDOUHDG\VORZHG
down ball availability. Referees should be aware that players in national
competitions know their rights and it is not necessary for the referee to
communicate verbally at the tackle.
 Verbal communication should be used if there is a possibility that it could
accommodate a team scoring from the advantage gained.
Referees are to approach a low tolerance level at the breakdown and should
penalize early in the match to establish compliance.
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C. THE GATE
1. $OODUULYLQJSOD\HUVPXVWHQWHUWKHWDFNOH]RQHWKURXJKWKHLUJDWH1RSDUWRIDSOD\HU·V
body (including the arms), may enter the tackle through any other area. PK
Blue Gate

TACKLE ZONE

Direction
of play

Overhead view, Blue
tackled Red. Players
are only allowed entry
through their gate.

THE BREAKDOWN

Red Gate

D. ARRIVING PLAYERS
1. Players who enter the tackle area or zone must stay on their feet. PK
2. At a tackle, arriving players are allowed to play the ball with their hands after an
RSSRVLWLRQSOD\HUELQGVRQWRWKHPLIWKH\
a. Arrive at the tackle legally;
b. Remain on their feet, and;
c. Have possession of the ball prior to the contact occurring (i.e. was grasping/
KROGLQJWKHEDOOWKLVVKRXOGEHDSRVLWLYHDFWLRQWRJDLQSRVVHVVLRQRIWKH
EDOOQRWPHUHO\SXWWLQJRQH·VKDQGVDUPVRQRYHUWKHEDOO 
127(7KXVDUXFNKDVQRW\HWIRUPHG
3. At a tackle, arriving players that put themselves over the ball with their weight
supported by their hands, and then sweep their arms back to play the ball,
should be penalized for going to ground. PK
4. Players may grasp or hold onto their tackled player who is on the ground, as
ORQJDVWKH\KDYHWKHLUZHLJKWÀUPO\RQWKHLUIHHWDQGDUHQRWXVLQJWKHSOD\HURQ
the ground to support their weight. PK
 If the player grasps onto their teammate, the tackled player is still required to
place the ball away from their body to ensure its availability. PK
6. Players that have grasped/are holding onto their player on the ground may not
lower their shoulders below their hips or lean with their weight on their player
that is on the ground to prevent the contest when an opponent makes contact
with them. They may continue to hold onto their player on the ground after
contact. PK
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Red tackled Blue, Blue player
arrived at the tackle on their feet,
through the gate, and is grasping/
holding onto their tackled player on
the ground to maintain possession.
The Blue player may not seal prior/
upon contact to prevent the opposition
from contesting for the ball.

8.

3OD\HUVZKRDUH6($/,1*VHFXUH
the ball without their weight fully on
their feet (i.e. leaning on the tackler/
tackled player on the ground) OR who
JRWRJURXQGKHDGÀUVW25GLYHRYHU
players on the ground, OR dive over
players on the ground with the ball
between them should not be tolerated
and penalized as they are preventing
a contest. PK

Blue tackled Red, Red player has
secured possession by SEALING.

%HLQJWRRIDUDKHDGRIWKHEDOO¶ÁRRGLQJ·
and taking away space in front of the ball.

Players may position themselves at the tackle to prepare for contact with
opposition players, however they have to be near/over the ball. They may not
EHWRRIDUDKHDGRIWKHEDOOLH´ÁRRGLQJµDQGWDNLQJDZD\VSDFHLQIURQWRI
the ball. PK

Red tackled Blue, Blue player arrived at the tackle
on their feet, through the gate, is NOT binding on
players on the ground, remaining on their feet and
preparing for contact at the tackle area.

5

Red tackled Blue, both players that arrived
at the tackle are on their feet, arrived
through the gate, and are contesting for
possession. A ruck has formed.

THE BREAKDOWN

7.
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9.

If players enter the tackle in conformance with the required criteria and
subsequently go to ground during the process of removing a tackler or because
the opposition was unable to retain its position at contact, these players should
not be penalized because they did not willfully go to ground. The ball should
be available to be played. However, if these players then obstruct the ball from
being available to be played, they should be penalized. PK
10. If players enter the tackle in conformance with the required criteria and make
contact with the tackler or tackled player and subsequently go to ground during the
process AND HAS MADE THE BALL AVAILABLE TO BE IMMEDIATELY PLAYED
it will be allowed. Arriving players of the team who have secured the ball may either
play the ball or bind onto their players, even if their players are on the ground, to
maintain possession.

THE BREAKDOWN

[1] Blue tackled Red. The RED player
arrives, makes contact with the Blue tackler,
and;

[2] subsequently goes to ground, AND
HAS MADE THE BALL AVAILABLE TO BE
PLAYED. Red players who arrive thereafter
may;
[3] bind onto their players (that are on the
ground) to maintain possession already
secured.

E. THE RUCK
1. 7KHUHIHUHHPD\XVHWKHWHUP´5XFNµWRLQGLFDWHDUXFNKDVIRUPHG,IDUXFN
has formed and players are still contesting for possession, the referee may
DOVRXVHWKHWHUP´1R+DQGV5XFNµWRLQGLFDWHWRSOD\HUVWKDWWKH\VKRXOGQR
ORQJHUXVHWKHLUKDQGV127(5HIHUHHVVKRXOGDOORZWKHFRQWHVWWRGHYHORS
DWWKHEUHDNGRZQDQGVKRXOGEHDZDUHQRWWRFDOO´5XFNµXQWLODUXFNKDV
clearly been formed. If the ball is immediately won and a ruck is formed, the
UHIHUHHQHHGQRWFRPPXQLFDWH´5XFNµ
2. Players are not allowed to dangerously charge into the ruck by not binding
correctly upon contact. PK
3. Once a ruck is formed, it continues even if all defenders leave or fall to
ground, as long as the ball is still contained within the ruck.
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4. Referees are to strictly apply the offside law to the fringes and the backlines.
 8QVXFFHVVIXOHQGWRDUXFN2QFHWKHEDOOLVFOHDUO\ZRQDQGDYDLODEOHWREH
SOD\HGWKHUHIHUHHZLOOFDOO´XVHLWµRQFHDIWHUZKLFKWKHEDOOPXVWEHSOD\HG
ZLWKLQÀYHVHFRQGV,IQRWLWLVDWXUQRYHU²VFUXPWRWKHRWKHUWHDPSCRUM
REFEREE NOTES
*HWWRWKHWDFNOHDVTXLFNO\DVSRVVLEOH.QRZZKHUHWKHEDOOLVDWDOOWLPHVFUHDWHDSUHVHQFH
at the breakdown. The approach to the game should be to facilitate contest for possession. Set
your standard from the outset, and maintain consistency to enable quick ball availability. It is
important to maintain a high work rate throughout the match. There is a place for unplayables
WREHXVHGDVDPDQDJHPHQWWRROWRFRPPXQLFDWHDQGUHHVWDEOLVK\RXUH[SHFWDWLRQVWRWKH
players. To play penalty advantage for an infringement at the tackle, the ball should be quickly
available OR a score probable.

A. ENGAGEMENT
1. The scrum has to be formed within 30 seconds. FK
2. (QJDJHPHQWSURFHVVLVWKUHHVHSDUDWHLQVWUXFWLRQV´&URXFK%LQG6HWµDQG
they require three separate actions from players. FK
3. The referee may be in front of the scrumhalves, but would preferably be either
behind the scrumhalves or on the opposite side to the scrum.
4. Players may crouch when they are ready or they may be in a position ready
WRFURXFK7KHUHIHUHHZLOOWKHQFDOO´&URXFKµ
 Ensure that all players are square (with feet facing forward) and all shoulders
DUHLQDVWUDLJKWOLQH ORRVHKHDG·VVKRXOGHUQRWWXFNHGXQGHUWKHLUKRRNHU 
Both front rows should have shoulders no lower than their hips. Ensure that
they are interlocked (ear to ear) and there is no head to head contact. FK
6. 7KHUHIHUHHZLOOWKHQFDOO´%LQGµ7KHSURSVVKRXOGELQGZLWKWKHKDQGRIWKHLU
RXWVLGHDUPRQWKHRSSRVLQJSURS·VERG\ QRWRQWKHDUPQRWRQWKHVKRUWV 
7. :KHQWKHUHIHUHHLVVDWLVÀHGWKDWWKHIURQWURZVDSSHDUUHDG\WRHQJDJH$5(
67$%/($1'648$5(WKHUHIHUHHVD\V´6HWµ7KHIURQWURZVPD\WKHQFRPH
together. This is not a command. It is permission to engage. The front rows
PXVW´VHWDQGKROGµDQGQRW´KLWDQGFKDVHµVRWKDWWKHVFUXPLVVWDWLRQDU\FK
8. Early engagement, failure to engage, and standing up should not be tolerated
and be penalized, by Free Kick, or a Penalty Kick if the referee deems it to be
deliberate, dangerous and/or a repeated infringement. FK / PK
9. Props are allowed to change the bind on their opponents after engagement
as long as it remains legal. PK

7

THE BREAKDOWN

SCRUM
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10. $OOEDFNURZSOD\HUVDUHWRELQGRQWKHORFNV·ERG\ZLWKDWOHDVWRQHDUPXSWRWKH
VKRXOGHUSULRUWRHQJDJHPHQWWKLVLVWRSUHYHQWWKH´VOLQJVKRWµ
127(7KHHQJDJHPHQWSURFHVVKDVEHHQLPSOHPHQWHGWRPDLQWDLQVDIHW\,IDWDQ\
point, the process is not followed by players the referee should blow the whistle, and
restart the engagement from the beginning OR penalize players if they repeatedly do
not comply.
127().·V2QWKHVHFRQGRFFDVLRQWKDWDWHDPUHSHDWVWKHVDPHLQIULQJHPHQW
the referee should escalate the FK to a PK, and on the third occasions a PK and
<HOORZ&DUGLIDSSURSULDWH,IWKHUHKDVEHHQDVLJQLÀFDQWSHULRGEHWZHHQWKH
infringements the referee may choose not to escalate.

“CROUCH”

“BIND”

“SET”

SCRUM

(DUWR(DU
Line

REFEREE NOTES
Set your standard early at the scrum. Minimize resets. Free kick early engagement
immediately. Safety is paramount and an immediate whistle at a collapsed or popped scrum is
essential. Differentiate between a popped scrum on the mark and deliberately standing up in
a retreating scrum. Players standing up are to be penalized for not binding correctly. Manage
RQHSOD\HUDWDWLPHDFROOHFWLYHUHSULPDQGKDVOHVVHIIHFW,I\RXQRWLFHDQLVVXHDWWKHVFUXP
but it has no immediate material affect, ensure to address it at the following scrum. If you are
XQVXUHDVWRWKHUHVSRQVLEOHSDUW\WKDWLVFUHDWLQJSUREOHPVVORZGRZQWKHHQJDJHPHQW
inform players of this action before implementing. Do not allow an early shove, nor early wheel
WKHVFUXPVKRXOGEHVWDWLRQDU\DQGVTXDUHXQWLOWKHSXWLQ(QVXUHWKHEDFNURZVUHPDLQ
bound. Flankers cannot unbind and move away to receive the ball before the ball is out of the
scrum. In all circumstances safety is your number one priority.

B. SET AND PUT-IN
1. Scrum is to remain square and stationary. FK
2. When the referee is happy that the scrum is square and stationary, they will apply
WKHQRQYHUEDOLQVWUXFWLRQIRUWKHVFUXPKDOIWRSXWWKHEDOOLQWRWKHVFUXP7KHVH
include a tap on the shoulder/back, or if the referee is on the opposite side of the
scrum then the instruction will be pointing and nodding at the scrumhalf.
3. 6FUXPSXWLQPXVWEHVWUDLJKWDQGFUHGLEOHDORQJWKHFHQWHUOLQHRIWKHIURQWURZVFK
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C. WHEEL
1. A scrum has only wheeled through 90º if the line between the front rows has
gone through 90º. If it has and is reset, the original team throws in again.
2. :KLSZKHHO ZKHQWKHVFUXPWXUQVVSLQVRQLWVD[LV RUZDONLQJWKHVFUXP
around are not allowed. Before a scrum can be wheeled legally there must be
a clear forward movement by the combined front row of the team that is driving
their opponents backwards. PK
3. HS: If the scrum wheels through 45º, reset with the original team put in.

E. GENERAL
1. ,IWKHVFUXPEHFRPHVVWDWLRQDU\ IURVHFRQGV DQGWKHEDOOLVDWWKH
KLQGPRVWSOD\HU·VIHHW7KHUHIHUHHVKRXOGLQVWUXFWWKHWHDPWR´86(,7µ7KH\
should play the ball immediately, otherwise award a turnover scrum.
2. Safety is paramount and an immediate whistle is required in any situation that
FRXOGEHGDQJHURXV%\/DZWKHUHIHUHHFDQVD\´86(,7µLIWKHVFUXPKDV
collapsed, however, SAFETY is always the best option.
3. Dangerous play, i.e. collapse, pop, bore in, etc. should not be tolerated.
PK and admonishment
4. HS: A player must not intentionally keep the ball in the scrum once the
SOD\HU·VWHDPKDVKHHOHGWKHEDOODQGFRQWUROVLWDWWKHEDVHRIWKHVFUXPFK
5. HS: Teams may not push the other team back more than 1.5m. FK
6. HS: If the referee deems that the scrum is potentially dangerous/unsafe
GXHWRODFNRISOD\HUV·VNLOOVDELOLW\VL]HRULQMXU\WKHUHIHUHHZLOO
continue with uncontested scrums for the remainder of the game.
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SCRUM

D. SCRUMHALVES
1. Scrumhalves are not to touch/push one another. PK
2. 'HIHQGLQJVFUXPKDOYHVDUHQRWWRSRVLWLRQWKHPVHOYHVLQWKH¶SRFNHW·DUHD
EHWZHHQWKHÁDQNHUDQG0DQDJHÀUVWEHIRUHSHQDOL]LQJPK
3. Defending scrumhalves who decide to take up a defensive position on the last
OLQHRIIHHWRIWKHLUVLGHRIWKHVFUXPKDYHWRVWDUWQH[WWRWKHLURSSRQHQWDWWKH
SXWLQDQGWKHQPRYHWRWKHODVWOLQHRIIHHWRQFHWKHVFUXPKDVFRPPHQFHG
2QFHEHKLQGWKHODVWIRRWWKH\PD\PRYHODWHUDOO\DFURVVWKHÀHOGDQGGRQRW
KDYHWRUHPDLQFORVHWRWKHVFUXP,IWKH\FKRRVHQRWWREHQH[WWRWKHLURSSRQHQW
DWWKHSXWLQWKHLURIIVLGHOLQHLVWKHVDPHDVIRUSOD\HUVQRWSDUWLFLSDWLQJLQWKH
VFUXPZKLFKLVPEHKLQGWKHODVWOLQHRIIHHWRIWKHLUVFUXPPK
4. The scrumhalf whose team has possession of the ball after the scrum has
commenced, must also remain onside. They may have one foot in front of the ball
but not both. If they deliberately remain in front of the ball to obstruct the opposing
VFUXPKDOIRIWHQWRDOORZWKHLUWRSOD\WKHEDOOWKH\VKRXOGEHSHQDOL]HGPK
 The offside line for the defending scrumhalf that follows the ball is on their
side of the ball. PK
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LINEOUT

LINEOUT

A. FORMATION
1. 7KHGHIHQGLQJWHDPPXVWKDYHDSOD\HULQWKHPDUHDLIWKH\GRQRWWKH
UHIHUHHZLOOLQVWUXFWWKHPWRGRVREHIRUHFRQWLQXLQJWKLVSOD\HUPD\QRWVXSSRUW
DMXPSHULQWKHOLQHRXWDQGPXVWEHPIURPWKHOLQHRIWRXFKDQGPIURPWKH
ÀYHPHWHUOLQHXQWLOWKHOLQHRXWFRPPHQFHVFK
2. If a team elects to have a player in the receiver (scrumhalf) position, the receiver
must be 2m from the lineout at the moment of the throw. If this player decides
to move into the lineout prior to the throw they have to be replaced by another
player from the lineout before the ball is thrown in. FK
3. 7KHWHDPWKDWLVWRWKURZWKHEDOOLQWRWKHOLQHRXWGHWHUPLQHVWKHPD[LPXP
number of players in the lineout. Referees should manage this rather than
penalize, unless it continues to be an issue. FK
127(0DQ\DVSHFWVRIOLQHRXWLQIULQJHPHQWVLHIRUPDWLRQFORVLQJWKHJDSEDOOQRW
WUDYHOLQJPHDUO\MXPSHWFFDQEHPDQDJHGE\UHIHUHHVE\UHVHWWLQJUDWKHUWKDQ
SHQDOL]LQJXQOHVVWKHLQIULQJHPHQWVXEVWDQWLDOO\EHQHÀWVWKHRIIHQGLQJWHDPRULV
continually repeated. FK
B. QUICK THROW-IN
1. 5HIHUHHVDUHWREHPRUHDZDUHRITXLFNWKURZLQVZLWKLQODZDQGWKDWWKHWKURZ
GRHVQRWKDYHWREHVWUDLJKWEXWPD\QRWEHIRUZDUGDQGKDVWRWUDYHOP7KH
TXLFNWKURZLQFDQEHWDNHQEHWZHHQWKHOLQHRIWRXFKDQGWKHSOD\HU·VJRDOOLQH
a. %DOOQRWWKURZQP RSSRQHQWV·RSWLRQVFUXPRUOLQHRXW
b. %DOOSUHYHQWHGIURPWUDYHOLQJPRUSOD\HGEHIRUHJRLQJPFK
2. Players who hold onto the ball, or throw the ball away, when in touch, to prevent a
TXLFNWKURZLQVKRXOGEHSHQDOL]HGRQWKHOLQHRIWRXFKPOLQH7KLVVKRXOGQRW
be tolerated. PK
C. LINEOUT START & END
1. Once the lineout has started, referees may raise one arm to indicate that the
lineout is still in progress, and players who are not part of the lineout need to
remain 10m from the line of touch.
2. 3OD\HUVWKDWDUHLQWKHOLQHRXWKDYHWRUHPDLQEHWZHHQWKHOLQHRIWRXFKDQGWKH
PEDFNOLQHRIIVLGHOLQHDQGEHWZHHQWKHPDQGPOLQHVXQWLOWKHOLQHRXWLV
RYHU3OD\HUVWKDWFURVVWKHPOLQHSULRUWRWKHOLQHRXWEHLQJRYHUDWWDFNHUVWR
receive the ball or defenders, should be penalized. If it is not material the referee
should manage it rather than penalizing. PK
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D. SUPPORT & OBSTRUCTION
1. The immediate players supporting the jumper may NOT position themselves
in front of the jumper, obstructing the opposition. PK
E. NO MAUL / MAUL
1. If defenders decide not to engage to form a maul at the lineout, referees
should communicate to the team in possession to get the ball out, rather than
SHQDOL]HIRUREVWUXFWLRQXQOHVVWKH\GRQRWFRPSO\'HIHQGHUV·RIIVLGHOLQHLVD
line through the ball until the lineout ends. PK
2. If a maul forms those players who opt not to join the maul must retire to
the maul offside line (last line of feet) and remain there. They are allowed
WRPRYHODWHUDOO\LQWKHVSDFHEHWZHHQPDQGPIURPWRXFKKRZHYHU
they are not allowed to drop back away from the offside line. Referees are
encouraged to manage this rather than just penalize. PK

G. KNOCK-ON OR THROW FORWARD THAT GOES INTO TOUCH
1. ,IWKHEDOOLVNQRFNHGRQRUWKURZQIRUZDUGLQWRWRXFKWKHQRQRIIHQGLQJWHDP
may choose the lineout (where it crossed the touch line) or a scrum (where
WKHWKURZIRUZDUGNQRFNRQRFFXUUHG ,IWKH\WDNHDTXLFNWKURZLQWKH\KDYH
PDGHWKHLUFKRLFH127(7KLVFKDQJHLVQRWDSSOLFDEOHWRDNQRFNRQRU
WKURZIRUZDUGWKDWJRHVLQWRWRXFKLQJRDO RUDFURVVWKHGHDGEDOOOLQH 
H. PENALTY KICK OR FREE KICK AWARDED AT A LINEOUT
1. If a team is awarded a penalty/free kick at a lineout, they may choose to have
a lineout instead of the kick. They may also choose a scrum.
I. GENERAL
1. Playing the opponent in the air, obstructing, barging, or interfering with the
MXPSHU·VVXSSRUWSOD\HUVLVGDQJHURXVPK
HS: It should be immediately penalized for SAFETY reasons and to
avoid further transgressions.
PK and admonishmentMAUL
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LINEOUT

F. SACKING
1. If the ball carrier in the lineout has both feet on the ground, an opposition
player may pull the ball carrier to the ground.
2. If they attempt this after a maul is formed it should be judged as collapsing
the maul and be penalized. PK
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REFEREE NOTES
$OZD\VEHDZDUHRIDTXLFNWKURZLQNQRZ\RXUODZ&RPPXQLFDWHDQGPDQDJHHDUO\ZKDW
LVH[SHFWHGDWWKHOLQHRXWVWDUWDWWKHIURQWQXPEHUVJDSQRQWKURZLQJKRRNHULQSRVLWLRQ
backlines 10m, no early jumping, receiver 2m from the lineout, immediate formation with no
GHOD\QRGXPP\WKURZNHHSWKHSOD\HUWKDWLVWKURZLQJEDOOLQLQ\RXUYLVLRQ7KHUHLVQR
QHHGWRFRQWLQXRXVO\WDONWRSUHYHQWGLVRUGHUDWWKHOLQHRXWDVLWFDQEHFRPHZKLWHQRLVH
players want to play rugby, not listen to the referee talk all day. Keep the backlines and players
in the lineout onside for the duration of the lineout.

MAUL : LINEOUT

MAUL
A. PULLING THE MAUL DOWN / COLLAPSED MAUL
1. Pulling down the maul and/or collapsing the maul is NOT allowed. Referees
VKRXOGLQFUHDVHWKHLUZRUNUDWHDQGFRPPXQLFDWLRQDWGULYLQJPDXOVWR
prevent players from collapsing the maul. PK
B. FORMING/JOINING/LEAVING / ENDING THE MAUL
1. When forming the maul players may not be in front of a player of their team
that is in possession of the ball. This is obstruction. PK
2. A maul is not over when all the defenders leave the maul voluntarily.
Defenders who then join the maul, should do so from the last line of feet.
3. If defenders leave the maul involuntarily or are unable to remain bound, and
there are no more defenders attached to the maul, the maul is over and the
team in possession should not continue to move forward with their players
bound around the ball, as this may constitute obstruction. Referees are to
communicate that the maul is over.
127(,IWKHWHDPLQSRVVHVVLRQGRHVQRWFRPSO\ZLWKWKHUHIHUHH·VUHTXHVWWKDW
the maul is over they should be penalized. PK
127(,IDPDXOLVPRYLQJWRZDUGVWKHJRDOOLQHDQGWKHGHIHQGHUVGURSRII
the maul, prior to the maul reaching the goal line, and the maul then immediately
HQWHUVWKHLQJRDODUHDGXHWRWKHPRPHQWXPJDLQHGIURPWKHGULYHDQGWKH
attacking team grounds the ball, award the try.
4. If a maul becomes stationary OR is moving parallel to the goal lines OR is
PRYLQJEDFNZDUGVUHIHUHHVZLOOLQVWUXFWSOD\HUVWR´86(,721&(µDQGJLYH
that team ample opportunity to comply within Law. If the maul again becomes
VWDWLRQDU\WKHUHIHUHHZLOOLQVWUXFWWKHWHDPLQSRVVHVVLRQWR´86(,7µ
 If the defenders collapse a static maul to force the turnover scrum decision
they should be penalized. PK
6. Players are not allowed to dangerously charge into the maul by not binding
correctly upon contact. PK and admonishment
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7.

7KHEDOOLQDPDXOPD\EHPRYHGEDFNZDUGVKDQGWRKDQG$SOD\HULV
not allowed to move/slide to the back of the maul when that player is in
possession of the ball. PK
REFEREE NOTES

Work both sides of the maul to prevent players joining from the side and collapsing the maul.

ADVANTAGE

B. NO ADVANTAGE
1. If players are lifted off their feet, an immediate whistle is required to prevent
injury, whether for penalty or reset.
2. If a player deliberately kills the ball on the ground, no advantage should be
applied, unless a clear scoring opportunity or an obvious advantage is likely.
3. HS: If a scrum collapses the referee should immediately blow the
whistle to prevent further pushing or injury.
REFEREE NOTES
:KHQ\RXKDYHEORZQIRUDQLQIULQJHPHQWDOZD\VLQGLFDWHWKHSULPDU\VLJQDOÀUVWWKHQVHFRQGDU\

GENERAL PLAY
A. OFFSIDE AT KICKS
1. Players in front of the kicker from their team are to remain stationary until
they are put onside, or must retreat toward their goal line if they are within
ten meters between where the ball lands and their goal line. Referees are
responsible to create space and should place little value to the materiality of
offside at kicks and demand higher compliance. PK or SCRUM OPTION
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MAUL : ADVANTAGE : GENERAL PLAY

A. COMMUNICATION & SIGNALS
1. Referees should only play advantage when there is the possibility that
advantage may accrue.
2. When an infringement occurs, referees will indicate that they have seen it,
DQGYHUEDOL]HLH´.QRFNRQWHDPFRORUµ7KHQWKH\ZLOOHLWKHUEORZWKH
ZKLVWOHIRUWKHLQIULQJHPHQWRUSOD\DGYDQWDJHVLJQDODQGYHUEDOL]H
“Scrum Advantage + team color”; OR “Penalty Advantage + team color”
The team mentioned is the team you are playing advantage for. It is not
required to indicate a secondary signal or a Penalty Kick signal.
3. :KHQDGYDQWDJHLVJDLQHGWKHUHIHUHHZLOOFDOO´$GYDQWDJH2YHUµWKHUHLVQR
signal for advantage over. Advantage over can only be called during play and
not after the ball is dead.
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2.

3.
4.

No attempt to retreat must be penalized. Offside players advancing at a kick
DKHDGVKRXOGEHLQVWUXFWHG´6723&2/25 180%(5LISRVVLEOH µ3OD\HUV
who continue to move forward must be penalized. PK or SCRUM OPTION
Players that are offside but not within 10m of where the ball lands may move
ODWHUDOO\DFURVVWKHÀHOG
Players that are offside when a kick goes into touch continue to be offside and must
QRWDGYDQFHLIDTXLFNWKURZLQLVDQRSWLRQ81/(66WKH\DUHSXWRQVLGHE\SOD\HUV
RIWKHLURZQWHDP0DQDJHUDWKHUWKDQRYHUUHDFWLQJ
PK or SCRUM OPTION

FOUL PLAY : GENERAL PLAY

FOUL PLAY
FOUL PLAY IS NOT WITHIN THE SPIRIT OF THE GAME AND HAS NO PLACE
IN RUGBY. IT SHOULD NOT BE TOLERATED.
A. TACKLING
7KHIROORZLQJDUHQRWDFFHSWDEOHSUDFWLFHV
1. /HDGLQJZLWKWKHVKRXOGHU PDNLQJGHOLEHUDWHFRQWDFWZLWKWKHVKRXOGHUÀUVW 
and then wrapping with the arm(s) or swinging the arm(s) into contact.
PK and admonishment and/or suspension
2. $LPLQJDVKRXOGHUÀUVWQRZUDSWDFNOHDWWKHNQHHV HJIRRWEDOOVW\OH PK
and suspension
3. Failing to wrap while tackling. PK and admonishment and/or suspension
4. Spear tackle or tip tackle. Lifting a player from the ground, turning the body
horizontal or beyond, and either driving the player into the ground or dropping
WKHSOD\HUZLWKRXWUHJDUGIRUWKHSOD\HU·VVDIHW\PK and Red Card.
• When a player is lifted, there is an obligation on the tackler to get the player
to the ground safely.
• If the tackler lowers the player such that the lower body contacts the
JURXQGÀUVWWKHUHLVQRRIIHQVH
• If the tackler attempts to lower the player safely, but is unsuccessful.
PK and admonishment and/or suspension
 High tackle (including a chest high tackle where the arm eventually makes
contact above the shoulders). PK and admonishment and/or suspension

14

GAME MANAGEMENT GUIDELINES 2016

6.

7.

9.

HS: Tackling above the armpits.
PK and admonishment and/or suspension
HS: Fending off or pushing a player in the face.
PK and admonishment and/or suspension

B. FEET ON BODIES
1. Players may not stamp, trample, or kick opponents.
PK and admonishment and/or suspension/RED CARD
C. GENERAL
1. 'HOLEHUDWHRIIHQVHVVKRXOGUHVXOWLQDVXVSHQVLRQ7KLVFDQEHDÀUVWRIIHQVH
ZLWKRXWSULRUZDUQLQJDSOD\HUWKDWUHRIIHQGVRUDWHDPWKDWUHRIIHQGV
PK and suspension
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8.

Tackling a player in the air, should be dealt with severely. Merely having your
´H\HVRQWKHEDOOµLVQRWVXIÀFLHQW
• ,IDSOD\HU·VWLPLQJLVVXIÀFLHQWWRKDYHDFOHDURSSRUWXQLW\WRFRQWHVWIRUWKH
ball, play on.
• ,IDSOD\HU·VWLPLQJLVQRWVXIÀFLHQWWRKDYHDFOHDURSSRUWXQLW\WRFRQWHVWIRU
the ball and makes contact with a player in the air, it is illegal.
• If a player takes deliberate action that interferes with a player in the air, it is
illegal.
,IWKHSOD\HU·VIHHWPDNHFRQWDFWZLWKWKHJURXQGÀUVW3.
If the player lands on their lower back area or side: PK and
suspension
If the player lands on their upper back/head/neck PK and Red Card
At a tackle, if a player is on their feet with their hands on the ball, an
opposition player (if they enter through the gate) may legally bind onto them
DQGUROOWKHSOD\HUWRH[SRVHWKHEDOODQGRUWDFNOHWKHSOD\HU7KH\PD\QRW
lift the player off the ground and they may not grab the player above the
shoulders and/or around the neck.
PK and admonishment and/or suspension

GAME MANAGEMENT GUIDELINES 2016

RESTARTS & OPEN PLAY : FOUL PLAY

2.

Repeated offenses can be team and/or individual, and should be addressed
sooner rather than later. Repeat infringement patterns, i.e. offenses close to
the goal line, AND repeated infringements by an individual player are both
without time limit. Repeat team infringements in particular aspects (e.g.
tackle), may warrant another admonishment rather than moving up to a
VXVSHQVLRQLIVXIÀFLHQWWLPHKDVSDVVHGZLWKRXWLQIULQJHPHQW
PK and admonishment and/or suspension
3. ¶&KHDSVKRWV·RIIWKHEDOORIIHQVHVDUHXQDFFHSWDEOHDQGVKRXOGUHVXOWLQD
suspension. PK and suspension
4. Holding/obstructing players off the ball.
PK and admonishment and/or suspension
 3HUSHWUDWRUVDQGUHWDOLDWRUVDUHUHVSRQVLEOHDQGDUHWREHGHDOWZLWKWKHODVW
offence penalized will be the restart of play.
PK and admonishment and/or suspension
6. Players disputing the referees decision should not be tolerated. Awarding a
PK or advancing an already awarded PK/FK 10m is appropriate.
PK and admonishment
7. Players that deliberately prevent a quick tap penalty/free kick from being
taken, especially close to their goal line, should be considered deliberate and
penalized. PK and admonishment and/or suspension & OPEN

RESTARTS & OPEN PLAY
1.

2.
3.

3OD\HUVDUHH[SHFWHGWRUHPDLQEHKLQGWKHEDOODWDOONLFNRIIVDQGGURSRXWV
H[FHSWTXLFNGURSRXWVDVWKH/DZDOORZV 5HIHUHHVDUHWRPDQDJHWKLV
phase, however, players are aware that they need to comply.
Players who obstruct the opposition from getting to the ball carrier or the
receiver should be penalized. PK
Players who bind onto their own player (that has possession of the ball),
and so position themselves between their player and the opposition, are
obstructing and should be penalized. PK
REFEREE NOTES

At all restarts, signal with your arm, and communicate verbally to players to remain behind the
ball. Be reasonable, and manage these phases.
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BALL OUT

C. SCRUM
1. 7KHEDOOLVRXWZKHQLWLVWRWDOO\H[SRVHGDQGFOHDURIERGLHV RISOD\HUVLQWKHVFUXP 
2. If the hindmost player detaches from the scrum (both shoulders) with the ball
at the feet, and attempts to pick up the ball, the BALL IS OUT.KICK AT GOAL
REFEREE NOTES
When in doubt if the ball is out, then it is not out.

PENALTY TRY
1.

2.

A penalty try should be accompanied by either a severe admonishment, a
yellow card or a red card to the offender. A penalty try should only be awarded
if foul play by a defender prevents a try from being scored or prevents a try
from being scored in a better position.
If the offense that prevented the try is a deliberate offense, a yellow card
should be issued to the offender.
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A. RUCK
1. 7KHEDOOLVRXWZKHQLWLVWRWDOO\H[SRVHGDQGFOHDURIERGLHV RISOD\HUVLQWKHUXFN 
2. While the competition for the ball in a ruck is ongoing, hands by players in the
ruck, are NOT allowed. PK
3. Once the ball has been clearly won, pushing the ball back by using the hand,
by a player of the team that have won possession of the ball is permissible,
4. Digging for the ball, by the player of the team who has won possession of the
ball, who is in the scrumhalf position and not part of the ruck, is permissible
and the BALL IS NOT OUT.
 If a player in the scrum half position is not retrieving (digging for) the ball, but holding
the ball, with one or two hands, the BALL IS NOT OUT, picking up the ball is OUT.
6. Players in the ruck may under no circumstance slap the ball out of the
VFUXPKDOI·VKDQGVRULQWHUIHUHZLWKWKHVFUXPKDOIPK
7.
B. MAUL
1. Players in the maul may under no circumstance slap the ball out of the
VFUXPKDOI·VKDQGVRULQWHUIHUHZLWKWKHVFUXPKDOIPK

