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The I nternat ional Laws of the Gam e refer to the 13-a-side version of 

the gam e.  
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SECTI ON 1  

PLAYI NG FI ELD  

The PLAN and markings thereon and the Notes relat ing thereto are part  of these 

Laws. 
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Sect ion 1. The Playing Field (Cont inued) 

 

 

NOTES:-  

1 . The Touch Lines are in Touch;  the Touch- in-Goal lines are Touch- in-Goal;  the Goal Lines 

and in the in-Goal area and the Dead Ball Line are beyond in-Goal. 

2 . ■  indicates a corner post  (see Glossary)  placed at  the intersect ion of each goal line and 

touch line. A corner post  is in touch- in-goal. Touch Judges should at  all t imes ensure that  

corner posts are correct ly posit ioned. 

3 . The goal posts are considered to extend indefinitely upwards. I t  is recommended that  

the bot tom two met res of each upr ight  be padded.      shaped goal posts are perm issible 

provided the relevant  dimensions are observed. 

4 . For adult  games the dimensions should be as near maximum  as possible to the 

dimensions st ipulated. 

5 . The broken lines in the PLAN shall consist  of marks or  dots on the ground not  more than 

two met res apart . All t ransverse lines must  be marked across the full width of the field.  

6 . Two unbroken red lines, 15cm in width, across the f ield are t o be used to mark the 40m 

lines. 

 

 

I MPORTANT 

 

THE PLAYI NG FI ELD: 1 0 m  “broken” line m arkings 

• Where the full field is marked to cater for I nternat ional Laws and Mod League.
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SECTI ON 2  

GLOSSARY 

 
The terms set out below shall have the meanings assigned to them. 

 

ACCI DENTAL 

STRI KE 

When a ball str ikes a player who makes no at tempt to play at  

the ball. 

ADVANTAGE Allowing the advantage means allowing play to proceed if it  is 

to the advantage of the team which has not commit ted an 

offence or infr ingement. 

ATTACKI NG TEAM I s the team which at the t ime has a terr itor ial advantage. I f a 

scrum is to be formed on the halfway line the team which last 

played at the ball before it  went out of play is the at tacking 

team. 

BACK As applied to a player means one who is not taking part  in the 

scrum. 

BALL BACK Means to restart  play from where the ball was kicked after it  

has entered touch on the full. 

BEHI ND When applied to a player means, unless otherwise stated, that 

both feet  are behind the posit ion in quest ion. Similar ly “ in 

front”  implies “with both feet” . When applied to a posit ion on 

the field of play, “behind”  means nearer to one’s own goal line 

than the point in quest ion. Similar ly “ in front of”  means nearer 

to one’s opponents’ goal line. 

BLI ND SI DE Means the side of the scrum or of the play-the-ball nearer to 

touch (cf. open side) . 

CHARGI NG-DOWN I s intent ionally blocking the path of the ball with any part  of 

the body as it  r ises from an opponent’s k ick. 

CONVERTI NG A TRY I s the act of k icking a goal following the scor ing of a try. 

CORNER POST I s a post placed at the intersect ion of each touch line and goal 

line. The post  shall be of non- r igid mater ial and shall be not  

less than 1.25m high. 

DEAD BALL Means that the ball is out of play. 

DEFENDI NG TEAM I s the team opposing the at tacking team (see above) . 

DI FFERENTI AL 

PENALTY 

Differs in one respect from  a penalty k ick in that a goal cannot 

be scored from it . 

DROP GOAL Somet imes referred to as a Field Goal, is a goal scored by 

propelling the ball on the full, over the crossbar, by drop 

kicking it . 

DROP KI CK I s a kick whereby the ball is dropped from the hands (or hand) 

and is kicked immediately as it  rebounds from the ground. 
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DROP-OUT Means a drop kick from between the posts or from the centre 

of the 20m line when br inging the ball back into play. 

DUMMY I s the pretence of passing or otherwise releasing the ball while 

st ill retaining possession of it . 

FI ELD OF PLAY I s the area bounded by, but not including, the touch lines and 

goal lines. 

FORWARD Means in a direct ion towards the opponents’ dead ball line. As 

applied to a player it  means one who is at the t ime packing 

down in the scrum. 

FORWARD PASS I s a throw towards the opponents’ dead ball line (see Sect ion 

10) . 

FOUL PLAY Refers to the types of Misconduct specified in Sect ion 15, Law 

1(a)  (b) (c)  and (d) . 

FREE KI CK I s the kick awarded to a team which kicks into touch from a 

penalty kick. The kick is taken 10m in from touch opposite the 

point of entry into touch and the ball may be kicked in any 

manner in any direct ion. A goal cannot be scored from it , nor 

can ground be gained by only kicking into touch on the full. 

FULL TI ME Means the end of the game. 

GENERAL PLAY Refers to all aspects of play after a match has been started or 

re-started by a Place Kick, Drop-Out , Penalty Kick, Free Kick 

or Scrum. 

GOAL See Sect ion 6. 

GROUNDI NG THE 

BALL 

Means:   

(a)  placing the ball on the ground with hand or hands;  

or 

(b)  exert ing a downward pressure on the ball with hand 

or arm , the ball itself being on the ground;  or 

(c)  dropping on the ball and cover ing it  with the part  of 

the body above the waist  and below the neck, the 

ball itself being on the ground. 

HALF TI ME Means the end of the first  half of the game. 

HANDOVER I s the surrender ing of the ball to the opposit ion after a team 

has been tackled the statutory number of successive t imes 

(Sect ion 11, Law 7) . 

HEEL I s when a player propels the ball behind him / her with the sole 

or heel of his/ her foot . 

HOOK I s the act of the hooker when he/ she st r ikes with a foot for the 

ball in the scrum. 

I N-GOAL See Plan (Sect ion 1) . 
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I N POSSESSI ON Means to be holding or carrying the ball. 

KI CK Means making contact with the ball with any part  of the leg 

(except the heel)  from  knee to toe inclusive. 

KI CK OFF See Sect ion 8. 

KNOCK-ON Means to knock the ball towards the opponents’ dead ball line 

with hand or arm , while playing at the ball. 

LOOSE ARM I s an offence by the hooker if he/ she packs with one arm loose 

in the scrum. 

LOOSE BALL I s when dur ing play- the-ball is not held by a player and not  

being scr immaged. 

LOOSE HEAD Refers to the front row forward in the scrum who is nearest to 

the Referee 

MARK I s the point at which a penalty k ick or free kick is awarded or 

a scrum is formed. 

MUTUAL 

I NFRI NGEMENT 

Means the reason for stoppage in play is not the fault  of either 

side. 

OBSTRUCTI ON I s the illegal act of impeding an opponent who does not have 

the ball. 

OFFSI DE As applied to a player means that  he/ she is temporar ily out  of 

play and may be penalised if he/ she joins in the game (see 

Sect ion 14) . 

ONSI DE Means that a player is not offside. 

ON THE FULL Means the ball is k icked over a given line without f irst  

bouncing. 

OPTI ONAL KI CK I s the kick to be taken from the 20m restart . The kick can be 

taken in any manner and kicked in any direct ion. I t  is in play 

from the moment it  is k icked. 

OPEN SI DE Means the side of the scrum or the play- the-ball fur ther from 

touch (cf. Blind Side) . 

OUT OF PLAY Refers to a player out of play at  a restart  of play. 

PACK Refers collect ively to the forwards of any one team. To pack 

down means to form  a scrum. 

PASS I s a throw of the ball from  one player to another. 

PENALI SE I s to award a penalty k ick against an offending player. 

PENALTY KI CK See Sect ion 13. 

PLACE KI CK I s to kick the ball after it  has been placed on the ground or 

approved tee for that purpose. 

PLAYI NG AREA I s the area enclosed by the fence, or other such line of 

demarcat ion, which prevents the encroachment of spectators. 
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PLAYI NG FI ELD I s the area bounded by, but  not  including, the touch line and 

dead ball lines. 

PLAY-THE-BALL I s the act of br inging the ball into play after a tackle (see 

Sect ion 11) . 

PROP I s the front row forward in each team nearest to the halfback 

who is put t ing the ball into the scrum. 

PUNT I s a kick whereby the ball is dropped from the hand or hands 

and is kicked before it  touches the ground. 

PUT-I N I s the rolling of the ball into the scrum (also known as the feed 

scrum). 

REBOUND See Accidental Str ike. 

RI COCHET See Accidental Str ike. 

RUCK I s the area, at  the play- the-ball, between the player playing 

the ball and the marker. 

SCRUM Or Scrummage or Scr immage (see Sect ion 12) . Where a team 

loses the advantages of the “Loose Head”  and “Put- in”  the 

scrum is said to be awarded against that team. 

SHOULDER 

CHARGE 

I s where a Defender makes direct contact  with the Ball 

Carr ier  with his/ her shoulder and the arm tucked into the 

side, and no use of arms to affect tackle. 

STRI KE As applied to the foot means to at tempt to secure possession 

of the ball in a scrum. 

TACKLE See Sect ion 11. 

TOUCH DOWN I s the grounding of the ball by the defending player in his/ her 

own in-goal. 

TOUCH-I N-GOAL See Sect ion 9. 

TOUCHI NG THE 

BALL 

I n all aspects of play “ touching the ball”  refers to deliberately 

playing at  the ball. 

TRY See Sect ion 6. 

UPRI GHT TACKLE I s where the player in possession is effect ively tackled without  

being brought to the ground (see Sect ion 11) . 

VOLUNTARY 

TACKLE 

I s where the player in possession voluntar ily stops play when 

not  effect ively tackles (see Sect ion 11) . 

ZERO TACKLE Where a breach occurs and possession changes hands, the 

following tackle will be a zero tackle notwithstanding that  the 

team gaining possession may have gained a terr itor ial 

advantage. 
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SECTI ON 3   

THE BALL 

 
Shape and 

construct ion 

1. The game shall be played with an oval air- inflated ball, the outer 

casing of which shall be of leather or other mater ial approved 

by the NZRL Board.  Nothing shall be used in it s const ruct ion 

which m ight  prove dangerous to the players. 

Size and w eight 2. The dimensions of the ball shall be those approved by the Board 

of New Zealand Rugby League. 

Ball deflated 3.   The Referee shall blow his/ her whist le im mediately if  he/ she 

not ices that  the size and shape of the ball no longer comply 

with the laws of the game. 

NOTES 

Colour of the 

ball 

 1. I n senior compet it ions the ball shall be light  in colour so 

that  it  can be more easily seen by spectators. 

 

 

 

Ball bursts  2. I f the ball bursts as a player is t aking a place kick at  goal,  

he/ she should be allowed another kick.  I f a player grounds the ball  

for  a t ry and then it  is not iced that  the ball has burst ,  the t ry should 

be allowed. Otherwise,  if  the ball bursts,  play is st opped, the ball 

is replaced and a scrum is formed to restart  play at  the point  where 

the ball burst .  The team  in possession or  last  in possession shall 

have the loose head and the put - in.  

Safety  3. The m inimum number of players per team to start  the 

match is 10. The m inimum number allowed on the field is nine.  I f 

less than nine players current ly part icipat ing in the match,  then for  

safety reasons, the match will be t erm inated. Current  part icipant s 

are players on the field and players that  have been tem porar ily  

suspended (blood bin and sin bin) . Dism issed players are not  

deemed as current  part icipants.  
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SECTI ON 4  

THE PLAYER AND PLAYERS’ EQUI PMENT 

 
 

1 3 - a- side 1. The game shall be played by two teams each consist ing of not  more than 

13 players on the f ield at  any t ime. 

Subst itutes 

 

 

 

 

 

 

 

Blood bin 

2. a)   Each team may nom inate a maximum  of four replacements before the 

 start  of the game. Their  names along with those players start ing must  

 be given to the referee before the start  of the game. A maximum of 12 

 interchanges will be allowed from  the 17 named players.  Subst itut ions 

 shall be sanct ioned by the Referee or by an off icial appointed to 

 oversee the subst itut ion process.  

b)   When a player is bleeding, the Referee shall direct  him / her t o leave t he 

 f ield for  at tent ion on the sideline and when t reated he/ she may return 

 to the f ield.  I f the player is replaced whilst  receiv ing at tent ion that  

 replacement  will count  as one of t he 12 interchanges. 

c)   I n the event  of a player being forced to leave the f ield as a result  of 

 foul play and the offending player  being dism issed from  the f ield, sin 

 binned, placed on report  or penalised by the Referee, a free 

 interchange shall be allowed. I f the fouled player  returns to the f ield,  

 this shall count  as an interchange.  

Num ber and 

nam ing of 

players 

3. For ease of ident ificat ion, players’ clothing must  bear the numbers 1 to 13 

with addit ional numbers for the subst itutes. The numbers relate to the 

posit ions of the players in their  respect ive teams, these posit ions being 

referred to by name and number as set  out  hereunder. 

 
 NOTES 

Subst itutes  2. A player, other than a player who is replacing an injured player who 

has left  the field, cannot  be subst ituted during a play- the-ball except  when 

play is stopped because of injury. I f a subst itut ion is effected when a kick at  

goal is to be taken, the subst itute shall not  be allowed to take the kick. 

Players who are returning to the field of play after having been directed to 

leave the field to receive at tent ion for bleeding, OR are returning after serving 

a temporary suspension are NOT to be regarded as a subst itute for this 

purpose and may take the kick. 

 

Late arr ival The laws relat ing to the replacement  of players apply also to any player who, 

arriving late for the game, wishes to join in the play after the game has 

started. 

 

On fie ld 

t ra iners 

Only two t rainers are perm it ted on the field at  one t ime when their  team is 

in possession of the ball for the purpose of hydrat ion or at tending an injured 

player. They must  enter the field from  behind their  own team. 

Backs    Forw ards 

(1)  Fullback   (8)  Prop 

(2)  Right  Wing Three-quarter  (9)  Hooker 

(3)  Right  Cent re Three-quarter (10)  Front  Row Forward 

(4)  Left  Cent re Three-quarter  (11)  Second Row Forward 

(5)  Left  Wing Three-quarter  (12)  Second Row Forward 

(6)  Stand-off Half or Five-eighth (13)  Lock Forward 

(7)  Halfback 
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Players’ 

equipm ent  

4. a)    A player shall not  wear anything that  m ight  prove dangerous to other 

 players. 

b)   A player ’s normal gear shall consist  of a numbered jersey of dist inct ive 

colour and/ or pat tern, a pair  of shorts, socks of dist inct ive colour and/ or 

pat tern and studded boots or shoes. 

c)   Protect ive clothing may be worn provided it  contains nothing of a r igid or 

dangerous nature. 

Dangerous 

equipm ent  

d)  The Referee shall order a player to remove any part  of h is/ her equipment 

which m ight  be considered dangerous and shall not  allow the player to 

take any further part  in the game unt il the order is obeyed. The player 

shall ret ire from the playing field t o remove the offending item  if the start  

or restart  of the game would otherwise be delayed. 

Sim ilar  

colours 

e)  The colours of the jerseys worn by compet ing teams shall be easily 

dist inguishable and, if,  in the opinion of the Referee sim ilar it y between the 

jerseys m ight  affect  the proper conduct  of the game he/ she may, at  his/ her 

discret ion,  order either team to change jerseys in accordance with the 

rules governing the compet it ion in which the game is played. 

Studs f)  Studs on boots, shoes or approved footwear shall be no less than 8mm 

diameter at  the apex and, if made of metal, shall have rounded edges. 

Mouth 

guards 

g)  Mouth guards are com pulsory. All players must  wear a mouth guard dur ing 

play.  These are not  allowed to be shared. 

 

 NOTES 

I nspect  

equipm ent  

  4. (d)  Referees should inspect  players’ equipment  before the start  of 

the game or delegate this duty to the Touch Judges. This does not  relieve 

the player of the responsibilit y  of ensur ing that  nothing of an offending 

nature is worn,  e.g. r ings, r igid shoulder pads, project ing eyelets or nails 

on football boots or dangerous studs. 

Colours   4. (e)  Referees should inspect  the colours to be worn by the teams 

before the players enter the field of play so that , if a change is necessary, 

the start  of the game is not  delayed.  

Clubs not  wearing their  registered colours should be reported to the 

appropr iate authority by the Referee unless the reason for not  so doing is 

self-evident  or known beforehand. 

 

Mouth guard 

replacem ents 

 

I f dur ing the course of a match t he Referee finds a player who is not  

wearing a m outh guard and does not  have one in his/ her possession [ due 

to having it  dislodged as a result  of a t ackle] , the Referee shall direct  

him / her  to leave the field and not  be replaced. On obtaining a 

replacement  mouth guard the player may re-enter the field of play after 

report ing to a Touch Judge. I n the event  of the player being unable to 

obtain a replacement  m outh guard, he/ she shall take no further part  in 

the game, but  may be replaced wit h that  replacement  count ing as one of 

the 12 interchanges. 

During the course of a m atch,  any player  found not  t o have a m outh 

guard in their  m outh, but  to have one in their  possession [ in their  sock 

or pocket ]  will be penalised and sin binned for  10 m inutes.  

Referees are advised to use com m on sense in enforcing this rule in regard 

to players approaching a scrum wit h a mouth guard in their  hand or other 

such incidents where there is a break in play.  
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SECTI ON 5   

MODE OF PLAY 

 
Object  1.   The object  of the game shall be to ground the ball in the opponents’ in-

goal to score t r ies (see Sect ion 6) and to kick the ball over the 

opponents’ cross bar to score goals (see Sect ion 6) . 

Start  of play 2.   The captains of the two teams shall toss a coin in the presence of the 

Referee. The captain winning the t oss shall decide to either kick off or 

choose which end of the field his/ her team  will defend. The losing 

captain shall take the other of the alternat ives.  

Mode of play 3.   Once play has started any player who is onside or not  out  of play can 

run with the ball, k ick it  in any direct ion and throw or knock it  in any 

direct ion other than towards his/ her opponents’ dead ball line (see 

Sect ion 10 for Knock-on and Forward Pass) . 

Tackling 4.  A player who dur ing the play is holding the ball may be tackled by an 

opposing player or players in order to prevent  him / her  from running 

with the ball or from  kick ing or  passing it  t o one of his/ her own team 

(see Sect ion 11 for Tackle) . 

Obstruct ion 5.  A player who is not  holding the ball shall not  be tackled or  obst ructed 

(see Sect ion 15) . 

NOTES 

Shoulder 

contact  

  5. I f two players are running side by side, near to and towards the 

ball, it  is perm issible for one to shoulder the other in an at tempt  to first  

gather the ball. 
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SECTI ON 6  

SCORI NG –  TRI ES AND GOALS 

 
Value  1.      A t ry shall count  for four points. 

Try and goal  A conversion goal or a penalty goal shall count  for two points. A 

 drop goal dur ing play shall count  as one point . 

Deciding 

w inners 

2.    The game shall be won by t he team scor ing the greater 

 number of points. I f both teams score an equal number of 

 points, or if  both teams fail to score, then the game shall be 

 drawn. 

 
How  a t ry is 

scored 
3. A t ry is scored when: -  

a)  A player  f irst  grounds the ball in his/ her opponents’ in-goal, 

provided that  he/ she is not  in touch,  or touch- in-goal or on or 

over the dead-ball line.  

b)  Opposing players simultaneously ground the ball in the in-goal 

area provided that  the at tacking player is not  in t ouch or touch-

in-goal or  on or over the dead ball line.  

Sliding t ry c)  A tackled player ’s m omentum  carr ies him / her  into the 

opponents’ in-goal where he/ she grounds the ball even if the ball 

has f irst  touched the ground in the field of play but  provided that  

when the ball crosses the goal line the player is not  in touch or  

touch- in-goal or on or over the dead ball line.  

Finals d)    For  all finals where there is a draw, ext ra t ime will be played after  

another coin toss to start . Durat ion and terms will be set  by 

local associat ions.  

NOTES 

Picking up in  

in- goal 

 3. a)  Picking up the ball is not  grounding it  and a player may pick 

up the ball in his/ her  opponents’ in-goal in order to ground it  in a m ore 

advantageous posit ion. 

Ball on goal line  As the goal lines themselves are in-goal, a t ry can be scored by an 

at tacking player grounding the ball on the goal line, but  not  at  the foot  

of the posts in the field of play. 

I ncorrect ly 

grounding 

When an at tacking player fails to ground the ball correct ly, play 

cont inues unless stopped for some other reason, e.g. a knock-on or the 

ball goes dead. 

Release after  

grounding 

A t ry should not  be disallowed because the player who correct ly grounds 

the ball fails to retain it .  

Referee unsighted  The Referee should not  disallow a t ry because he/ she was not  in a 

posit ion to see the grounding of the ball. 

Corner Post  
I t  is perm issible for a player in possession to touch the corner post  and 
not  be deemed touch- in-goal provided he/ she is not  contact ing any 

area or object  outside the field of play.  

12  



Sect ion 6. Scor ing – Tr ies and Goals (cont inued) 

 

 

Penalty try e)  The Referee may award a penalt y t ry if,  in his/ her opinion, a 

t ry would have been scored but  for the unfair  play of the 

defending team. A penalty t ry is awarded between the goal 

post s ir respect ive of where the offence occurred.  

Touching 

Referee/  

others 

f)  The Referee may award a t ry if an at tacking player carrying the 

ball comes into contact  with the Referee or a Touch Judge or 

an encroaching spectator in the opponents’ in-goal and play is 

thereby ir regular ly affected. 

Position of t ry  4. The t ry is awarded: -  

a)  Where grounded if scored as in 3(a)  and 3(b)  above. 

b)  Where it  crosses the goal line if scored as in 3(c)  above. 

c)  Between the posts if a penalty t ry. 

d)  Where contact  took place if scored as in 3( f)  above. 

Referee –   

sole  judge  

5.  Only the Referee may award a t ry but  he/ she may take into 

considerat ion advice given by the Touch Judges before arr iv ing at  

his/ her decision. He/ she shall signal that  a t ry has been scored by 

point ing t o where the t ry has been awarded but  should only do so 

after looking at  the two Touch Judges to ensure they are not  

report ing a pr ior incident . 

Goal –  how  scored 6. A goal is scored if the whole of the ball at  any t ime dur ing its flight  

passes on the full over the opponents’ cross bar towards the dead 

ball line after being kicked by a player (and not  touching or  being 

touched in flight  by any other player)  in any of these circumstances: -  

a)  By a place kick after a t ry has been scored and counts as two 

points. 

b)  By a place kick or a drop kick when a penalty kick has been 

awarded and counts as two points. 

NOTES 

No try in scrum  A t ry cannot  be scored by grounding the ball when it  is in the scrum. 

Boring through 

forw ards 

A player may pick up the ball at  the base of the scrum and bore 

through his own forwards to ground the ball for a t ry. 

Ball blow n back   6. I f,  after passing completely over the cross-bar the ball is blown 

back, a goal is st ill allowed. 
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Sect ion 6. Scor ing – Tr ies and Goals (cont inued)  

 

Drop goal 7.   A drop goal is scored by a drop kick dur ing play from  any 

posit ion in the field of play and counts as one point . A drop 

goal shall be awarded notwithstanding that  the ball touches or 

has been touched in flight  by an opposing player. 

W here taken  8.   A k ick at  goal after a t ry may be taken from  any point  on an 

imaginary line drawn parallel to t he touch line in the field of 

play and through the point  where the t ry was awarded. A kick 

at  goal from  a penalty kick may be taken from the mark or 

from any point  on an imaginary line drawn from the mark 

towards the kicker ’s own goal line and parallel to the touch 

line. 

Players’ posit ions 9.   When a k ick at  goal is being taken following a t ry, the opposing 

players shall stand outside the field of play. Players of the 

kicker ’s team must  be behind the ball. When a k ick at  goal is 

being taken from a penalty kick, the opponents shall ret ire to 

their  goal line or  not  less than 10m from the mark (see Sect ion 

13) . 

Not to distract 

kicker  

I t  is illegal to at tempt  to dist ract  the at tent ion of a player who 

is kick ing at  goal. 

Goal post( s)  10. For the purpose of judging a kick at  goal, the goal post s are 

assumed to extend indefinitely upwards. 

NOTES 

No goal from  kick off, 

e tc. 

 7. A goal cannot  be scored from a kick off, drop-out , a free kick 

or a different ial penalty.  

Advise w here to place 

the ball 

 8. A Referee should ensure that  a kick at  goal is taken from  the 

correct  posit ion by advising the kicker beforehand. I f the Referee’s 

advice is ignored by the kicker, no goal shall be allowed and the 

kick shall not  be retaken. 

W asting t im e  I f a player wastes t ime when k icking at  goal, the Referee may 

caut ion him / her or, in an ext reme case, dism iss him / her. He/ she 

should not  cancel the kick but  should allow ext ra t ime t o 

compensate for t ime lost .  

Colleague holds ball if 

necessary 

 9. a)  When a kick at  goal is being taken it  is perm issible for a 

teammate of the kicker to hold the ball in posit ion by placing a hand 

on it . This may be necessary if there is a st rong wind or the ground 

is extremely hard. 

Authorised  9. b)  Kicking tees are permit ted for starts of play, restarts after 

scor ing and at tempts at  goal. 
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Sect ion 6. Scor ing – Tr ies and Goals (cont inued)  

 

 

Judging kicks at  

goal 

11. I f a Touch Judge is of the opinion that  a goal has been scored 

he/ she shall raise his/ her f lag above his/ her head. I f the k ick 

is unsuccessful he/ she shall wave his/ her f lag in front  of 

him / her  and below the waist . I f there is no disagreement  

between the Touch Judges their  decision shall be accepted. I n 

the event  of disagreement , the Referee shall decide.  

 

 

 

Accept ing Touch 

Judge’s decision 

NOTES 

 11. I f the ball passes near to one upr ight , the Touch Judge assigned 

to that  upr ight  is in a bet ter posit ion of the two to decide whether the 

ball has passed inside or outside the post  and, in the event  of 

disagreement , the Referee should be more inclined to accept  this 

part icular Touch Judge’s decision. 

A Touch Judge should not  necessarily remain stat ionary when the ball 

is in flight . He/ she should move sufficient ly to ensure that  at  all t im es 

he/ she has a clear view of the ball.  

Pretending to 

k ick at  goal 

I t  shall be misconduct  for a player to pretend to kick at  goal from a 

penalty kick and then deliberately kick it  elsewhere. Such m isconduct  

shall incur a penalty. Having informed the Referee of his/ her intent ion 

to kick at  goal from an awarded penalty kick the kicker shall not  do 

otherwise. 
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SECTI ON 7  

TI MEKEEPI NG 

 
Length of gam e  1.    The game shall normally be of 80 m inutes durat ion. 

I nterval At  half t ime there shall be an interval of f ive m inutes but  this 

may be extended or reduced. 

Changing ends 2.    A team shall defend one in-goal for the first  half of the game 

and then change ends for the second half. 

End of play 3.    I f t ime expires in either half when the ball is out  of play or a 

player in possession has been tackled and the ball had not  

been played, the Referee shall immediately blow his/ her  

whist le to term inate play. I f the ball is in play when t ime 

expires, the Referee shall term inate play when next  the ball 

goes out  of play or a player in possession is tackled but  t ime 

shall be extended to allow a penalty k ick or  a kick at  goal to be 

taken in which case that  half is term inated when next  the ball 

goes out  of play or  a tackle is effected, unless a further penalty 

is awarded in which case t ime is again extended for the kick to 

be taken. 

NOTES 

Shortening length 

of gam e  

 1. The durat ion of the game may be reduced by mutual agreement 

and if perm it ted by the rules governing the compet it ion in which the 

game is played.  

Alter ing interval Clubs wishing to alter the length of the interval should apply to the 

appropr iate author ity who will then inst ruct  the Referee accordingly. 
 

I n adverse weather condit ions it  may somet imes be advisable to reduce 

or dispense with the half t ime interval. 

Using tim ekeeper    3. A t imekeeper may be employed to signal half t ime and full t ime, 

in which case the Referee on receiving the t imekeeper’s signal, 

term inates the half in the manner descr ibed above. 

A t imekeeper may also assist  the Referee in determining the end of a 

player’s temporary suspension.  

Allow  second kick  I f the ball is kicked into touch from a penalty the non-offending side 

should be allowed full advantage of the penalty awarded by extending 

t ime to allow play to be resumed with the free kick perm it ted by the 

Laws relat ing to the p enalty (see Sect ion 13) . 

Scrum  I f a scrum has been set  and fed before t ime expires play shall cont inue 

unt il a player in possession is tackled or the ball goes out  of play. 

Tim e off for  

caut ions 

Where t ime off applies, t ime should be taken off in the event of a caut ion 

being delivered to a player/ players.  
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Sect ion 7. Timekeeping (cont inued)  

 

 

Signal extra t im e  

NOTES 

 4. I f a t imekeeper is employed, the Referee shall signal that  

ext ra t ime is being allowed by raising both arms whereupon the 

t imekeeper stops his/ her  watch and starts it  again when the 

Referee waves one arm above his/ her head to signal play is about  

to recommence.  

Reduce stoppage   5. The Referee should endeavour to reduce stoppage to a 

m inimum. I njured players should be removed from the playing field 

to receive at tent ion as quickly as possible, taking into account  the 

gravity and nature of the injury. Treatment  to an injured player, by 

no more than one at tendant, may be perm it ted while play proceeds 

if, in the opinion of the Referee, such t reatment  is not  likely to 

interfere with play.  

The at tendant shall not  place anything on the ground likely to 

interfere with play, or carry anything of a r igid nature likely to cause 

injury in the event  of a rapid switch in play causing an unforeseen 

collision. 

Extra  t im e 4. I n the event  of ext ra t ime being played, an addit ional two 

interchanges will be added t o the team 's interchanges not  

already used at  the conclusion of normal t ime (e.g.)  if a team 

had four  remaining interchanges not  used at  the conclusion 

of the normal t ime they may m ake up to six  interchanges in 

ext ra t ime. To protect  player safety the maximum length a 

game may be played is 25%  longer than its allocated t ime 

i.e.  80 m inute game can last  no longer than 100 m inutes.  60 

m inute games can last  no longer than 75 m inutes. 

Scrum  5.    a)    I f  the cont inuance of play endangers an injured player the 

Referee may stop the game. I f, when the game is stopped, a 
player is in possession of the ball the game shall be 
recommenced by that  player playing- the-ball. Otherwise play 
shall be restarted with a scrum at  the point  where the ball 
was when play was stopped with the team then in possession 
or last  in possession, having the loose head and the put - in. 

 

b)  I f a player in possession is injured in a tackle and unable to 

play the ball and play has been stopped, play shall be 

resumed by a colleague playing t he ball at  the point  where 

the injured player was tackled. 
 

c)  I f a player in possession is injured in a tackled and unable to 

play the ball the Referee may, without  stopping the game, 

provided he/ she is sat isfied that  cont inuance of play would 

not  endanger the injured player, direct  a colleague of the 

injured player to play the ball at  a point  5m in- f ield from  the 

point  where the player was injured.  
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SECTI ON 8  

THE KI CK OFF AND DROP- OUT 

 
Kick- off 1.   The kick-off is a place kick from the centre of the halfway line. 

The captains of the two teams shall toss a coin in the presence 

of the Referee. The captain winning the toss shall decide t o either 

k ick off or choose which end of the f ield his/ her team  will defend. 

The losing captain shall take the other of the two alternat ives.  

 

When points have been scored, the team against  which the points 

have been scored shall kick off to restart  the game. The loose 

head and put - in goes to the kick ing side when finding touch other 

than on the full.  I t  should be noted that  the law also applies to 

goal line and 20m starts. 

Restart ing play at  

2 0 m  –  w ith an 

opt ional k ick ( i.e. 

any type of kick)  

2. The game is restarted with an opt ional k ick from  the centre of the 

20m  line if:  

a)  An at tacking player last  touches the ball before it  goes out  of 

play over  the dead ball line or  into touch- in-goal except  from 

a penalty kick (see Law 3) , or from a k ick off from  the cent re 

of the halfway line (see 4(g)  and 6(b)  below) ;  

b)  An at tacking player infr inges in the in-goal area. I n the event  

of a deliberate breach by an at tacking player a penalty kick 

is awarded 10m in the field of play in line with where the 

breach was comm it ted (see Sect ion 13) ;  

c)  A defending player, in his/ her in-goal takes a k ick in general 

play from an opponent  on the full.  

The ball may be k icked in any manner and in any direct ion and 

is im mediately in play.  Opposing players shall not  advance 10m  

unt il the ball has been k icked. Defending players shall not  

advance in front  of the ball before it  is k icked. Any deliberate 

offence by either team shall incur a penalt y to be awarded at  the 

cent re of the 20m line.  

NOTES 

V.I .P kicks offs   2. I f a person other than a player is invited to ‘kick off’,  the ball 

after being kicked shall be brought  back to the cent re of the halfway 

line and the game shall then commence in the normal way as 

described above.
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Sect ion 8. The Kick off and Drop-out  (cont inued)  

 
Drop- out  -  

unsuccessful 

penalty 

3.   I f the ball goes dead in the opponents’ in-goal from  a penalty 

kick (not  necessarily a k ick at  goal)  the game is restarted with 

a drop-out  by a defending player from the centre of the 20m 

line. 

Drop- out  from  goal 

line  
4. The game is restarted with a drop-out  by a defending player  

from the centre of his/ her goal line if:  

a)  A defending player last  touched the ball before it  goes over 

the dead ball line or into touch- in-goal;  

b)  A defending player accidentally infr inges in the in-goal area;  

c)  A defending player intent ionally  t ouched down in the in-

goal area;  

d)  A defending player in possession is tackled in the in-goal 

area;  

e) A defending player  k icks the ball into t ouch on the full from  

his/ her own in-goal;  

f)  A defending player k icks or passes the ball in his/ her own 

in-goal and the ball accidentally st r ikes an opponent  and 

goes into touch- in-goal or  over  the dead ball line;  

g)  The ball or  defending player carrying the ball touches the 

Referee, a Touch Judge or an encroaching spectator in the 

in-goal area and play is thereby ir regular ly affected;  

h)  The ball goes over the dead ball line or into touch- in-goal 

other than on the full from a kick off from the centre of the 

halfway line;  

i)  A k ick in general play  (moving or  stat ionary)  is made dead 

by a defending player st raddling the dead ball line or touch-

in-goal line,  other than a ball caught  or touched on the full.  

Ball caught  in- goal 5.   See Law 2 of this Sect ion re:  ball caught  on the full before being 

made ‘dead in-goal’. 

NOTES 

I ntent ional breach 

in- goal 

 4. b)  I f a defending player  in his/ her own in-goal is penalised 

for an intent ional breach of the law, the penalty is awarded in the field 

of play, 10m  from  the goal line and opposite where the breach 

occurred (see Sect ion 13, para 1) .  
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Sect ion 8. The Kick off and Drop-out  (cont inued)  

 

Offences incurr ing 

penalt ies 

–  k icker  

6. A player who k icks off or drops-out  shall be penalised if  

he/ she: -  

a)  Advances in front  of the appropr iate line before k ick ing the 

ball;  

b)  Kicks the ball on the full over the touch line, touch- in-goal, 

or over the dead ball line;  

c)  Kicks the ball so that  it  fails to t ravel at  least  10m forward 

in the f ield of play;  

d)  Kicks the ball other than in the prescr ibed manner. 

-  other  players 7. Any other player shall be penalised if he/ she: -  

a)  Willfully touches the ball from a kick off or drop-out  before 

it  has t ravelled 10m forward in the field of play;  

b)  Runs in front  of one of his/ her own team who is k ick ing 

off or dropping out ;  

c)  Approaches nearer than 10m to the line from which the 

kick is being taken when an opponent  is kicking off or  

dropping out . 

Penalt ies –  w here taken 8.   A penalty kick result ing from an offence at  the kick off shall be 

taken from the cent re of the halfway line. Any penalty kick  

ar ising from the restart ing of play from the 20m  line shall be 

taken from the cent re of that  line. 

A penalty kick result ing from any offence at  the drop-out  from  

between the posts shall be taken from the centre of the line 

drawn parallel to and 10m from the goal line. 

NOTES 

Players not  ret ir ing 

1 0 m  

  6. a)  I f a kick to start  or restart  play is taken quickly and the 

opposing players have not  had adequate opportunity to ret ire 

1m0, they may be penalised if they willfully interfere with play 

before the ball t ravels 10m forward. I f such interference is 

accidental a scrum shall be formed but  if the offending player has 

had adequate opportunity to ret ire 10m  his/ her offence must  be 

assumed deliberate. 

Ball hits post    6. b)  Hit t ing the post  or cross bar in flight  does not  negate 

breach. 
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SECTI ON 9  

TOUCH AND TOUCH- I N-GOAL 

 
Ball in touch  

 

 

Tackled player  in 

touch on r ising  

 

Jum ping player 

touches the ball 

1.   The ball is in touch when it  or a player in contact  with it  touches 

the touch line or the ground beyond the touch line or any object  

on or outside the touch line except  when a player,  tackled in the 

field of play,  steps into t ouch as he/ she regains his/ her  feet , in 

which case he/ she shall play the ball in the field of play. The ball 

is in touch if a player jumps from touch and knocks ball back 

while off the ground. The ball is not  in touch if dur ing f light  it  

crosses the touch line but  is knocked back by a player who is off 

the ground after jumping from the field of play.  

Touch- in- goal 2. The ball is in t ouch- in-goal when it  touches the t ouch- in-goal 

line, or any object  on or  outside the touch- in-goal line.  However 

if a player in possession t ouches the corner post  it  will not  be 

deemed touch- in-goal.  

Points of entry 3.   When a ball has entered touch or t ouch- in-goal,  the point  of entry 

shall be taken as the point  at  which the ball f irst  crossed the touch 

or touch- in-goal line.  

Ball back  4.   I f  the ball is k icked by or bounces off a player in a forward 

direct ion (except  from in-goal – Sect ion 8 No.4 c)  and it  goes into 

touch on the full,  a scrum  is form ed where contact  with the ball 

was made (but  not  nearer than 20m  to the touch line or  10m to 

the goal line)  – (see Sect ion 12) . 

Touch from  penalty 5.  I f the ball is kicked into touch from a penalty k ick then play is 

restarted by a free kick 10m in- field opposite the point  of ent ry 

into touch (see Sect ion 13) . 

Scrum  on ‘2 0 ’ 6. Other than as out lined in paras. 4 and 5 above, the game is 

restarted after the ball has gone into touch by form ing a scrum 

20m in- field opposite the point  of ent ry into touch but  not  nearer 

than 10m to the goal line – (see Sect ion 12) , except  after the fifth 

play- the-ball. 

7. I n all aspects of play, a player who does not  deliberately play at  

the ball (e.g.  r icochet  or rebound) will not  be disadvantaged by 

a consequent  restart  of play when the ball has gone dead or into 

touch. 

NOTES 

Player not  “object”  1. and 2. A player is not  considered to be an “object ” . For example, 

the ball is not  in touch when the player in possession, himself being in 

the field of play, is in contact  with another player who is in touch. 

Ball dead  1. Where the ball which is stat ionary in the field of play or the in-

goal area comes in contact  with a player in touch, touch- in-goal or over 

the dead ball line, the ball is deemed to have been made dead by that  

player. 

Dead ball line 

restarts 

Should a kick (other than a kick on the full)  be made dead by a 

defending player st raddling the dead ball line or touch- in-goal line, play 

will restart  with a goal line drop-out . 

Corner post  

touch- in-goal 

 2. A corner post  placed at  the intersect ion of a touch line and a goal 

line is in touch- in-goal. I t  is a duty of a Touch Judge to replace a corner 

post  which is displaced dur ing the game. 

 2. See Sect ion 8. No. 4 (e)  in respect of kicking into touch on the 

full from in-goal. 

21  



SECTI ON 1 0  

KNOCK-ON AND FORW ARD PASS 

 
Deliberate  1.   A player  shall be penalised if he/ she deliberately knocks-on or  

passes forward. 

Accidental 2.   I f, after knocking-on accidentally, the player knocking-on regains 

or kicks the ball before it  touches the ground, a goal post , cross 

bar or another player, then play shall be allowed to proceed. 

Otherwise play shall st op and a scrum shall be formed except 

after the fifth play- the-ball. 

Charge- dow n 3.   To charge-down a kick is perm issible and is not  a knock-on. 

Heading the ball 4.   I t  is illegal to deliberately head the ball in a forward direct ion. 

NOTES 

Direct ion of pass  1. The direct ion of a pass is relat ive to the player making it  and 

not  to the actual path relat ive to the ground. A player running 

towards his/ her  opponents’ goal line may throw the ball towards 

a colleague who is behind him / her but  because of the thrower’s 

own momentum  the ball t ravels forward relat ive to the ground. 

This is not  a forward pass as the thrower has not  passed the ball 

forward in relat ion t o himself. This is part icular ly not iceable when 

a running player makes a high-  lobbed pass.  

Scrum  for forw ard pass A forward pass in a passing movement  is invar iably caused by 

m isjudgment  and is rarely a deliberate offence. Play is restarted 

with a scrum after an accidental infr ingement. 

Penalty for  som e 

forw ard passes 

I f  the Referee is of the opinion that  a player in giving a forward 

pass must  have been well aware that  the catcher was in front  of 

him / her then the Referee is just ified in ruling that  the ball has 

been deliberately thrown forward. 

Ball is blow n or bounces 

forw ard 
I f the ball is passed correct ly but  bounces forward or is blown 

forward by the wind, there is no infr ingement  and play should 

cont inue. 

Knock- on over goal line  After a player,  from  the field of play,  knocks-on into his/ her 

opponent ’s in-goal area and he/ she or a colleague t ouches down, 

play is restarted with a scrum  where the knock-on occurred, 

except  after a play-the-ball subject  to Sect ion 12, Law 10.  

Advantage  The Referee should allow the opposing team the advantage of 

gaining possession.  
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SECTI ON 1 1  

THE TACKLE AND PLAY- THE- BALL 

 
Tackle  player  in 

possession 

1.   A player in possession may be tackled by an opposing player 

or players. I t  is illegal to tackle or obst ruct  a player who is not  

in possession. 

W hen 

tackled: 

Grounded  

 

 

Upright  

Succum bing  

Hand on player  

2. A player in possession is tackled:  

a)  When he/ she is held by one or  more opposing players and 

the ball or the hand or arm holding the ball comes into 

contact  with the ground;  

b)  When he/ she is held by one or m ore opposing players in 

such a manner that  he/ she can make no further progress 

and cannot  part  with the ball;  

c)  When, being held by an opponent , the tackled player  

makes it  evident  that  he/ she has succumbed to the 

tackle and wishes to be released in order t o play the ball;  

d)  When he/ she is ly ing on the ground and an opponent  

already grounded places a hand on him / her.  

NOTES 

Foul “throw s”  1. a)  A tackler must  not  make use of any special “holds”  or 

“ throws”  which are likely to cause injury. I t  is perm issible for a 

tackler to br ing a player in possession of the ball to the ground by 

pulling him / her over the outst retched leg provided he/ she is 

holding the player with both arms before there is any contact  with 

the leg.  

Mid- air  tackle   1. b)  I t  is illegal to tackle an opposing player at tempt ing to 

field a kick whilst  the player is in m id-air . The catcher must  have 

returned to the ground before being tackled ( this applies to both 

the at tacking and defending players) .  

Using knees A tackler must  not  use his/ her knees when making a tackle. 

Shoulder charge  I t  is illegal for  a tackler to lead with a shoulder without  using 

his/ her arms to tackle an opponent  in possession. 

Moving tackled player   2. a)  Where opponents do not  make a tackle effect ive in the 

quickest  possible manner but  at tempt  to push, pull or carry the 

player in possession, it  is perm issible for colleagues of the tackled 

player to lend their weight  in order to avoid losing ground. 

Immediately this happens the Referee should call “ held” . 
 

 2. b)  Where the tackled player is held in an upright  posit ion, 

the ball shall not  be played before the Referee indicates that  the 

tackle has been effected. 

Broken tackle  Where the player in possession is brought  to the ground, a tackle 

is not  effect ive if the hold on the player in possession is broken 

before he/ she is grounded. Before allowing play to proceed, 

referees should be sure in their  own minds that  the tackle was 

indeed broken otherwise the tackler who, playing in the t rue spir it  

of the game, releases the tackled player immediately he/ she is 

brought  to the ground, may be unfairly penalised. 
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Sect ion 11. The Tackle and Play- the-Ball (cont inued)  

 

No m oving of 

tackled player  

3.   Once a player in possession has been tackled it  is illegal for any 

player  to move or t ry t o move him / her from  the point  where the 

tackle is affected.  

Voluntary tackle  4.   A player in possession shall not  deliberately and unnecessarily  

allow himself t o be tackled by voluntar ily falling to the ground 

when not  held by an opponent . I f a player drops on a loose ball 

he/ she shall not  remain on the ground wait ing to be tackled if 

he/ she has t ime to regain his/ her feet  and cont inue play.  

Sliding tackle  5.  I f a tackled player,  because of his/ her momentum slides along 

the ground, the tackle is deemed to have been effected where 

his/ her slide ends (see Sect ion 6,  3(c) . 

Verbal 

instruct ions to 

resolve doubt  

6.  I f any doubt  ar ises as to a tackle the Referee should give a verbal 

inst ruct ion to “play on”  or should call “ held”  as the case may be 

(see Sect ion 11, note 6) . 

NOTES 

Succum bing to tackle   2. c)  A player who is held and wishes to play the ball can make it  

evident  that  he/ she has succumbed to the tackle by grounding the 

ball. I t  is to his/ her advantage to do this to avoid the possibilit y of 

another opponent  at tempt ing to com plete the tackle.  

Second m ovem ent  

after tackle  

When an at tacking player is tackled within easy reach of the goal line 

he/ she should be penalised if he/ she makes a second movement  to 

place the ball over the line for a t ry.  

 

I f an at tacking player in possession is brought  down near the goal 

line and the ball is not  grounded it  is perm issible to place the ball 

over the line for a t ry. I n this case the tackle has not  been completed. 

Player m arking dives 

on the ball 

 4. I f the player marking the tackled player at  the play- the-ball 

dives behind the tackled player in order to drop on the ball in order 

to drop on the ball as it  is heeled, he/ she is guilt y of a voluntary tackle 

and should be penalised. I f there is no act ing halfback it  is 

perm issible for a player to dive behind the tackled player and drop 

on the ball after it  has been heeled provided that , unless tackled, 

he/ she immediately regains his/ her feet . 
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Sect ion 11. The Tackle and Play- the-Ball (cont inued) 

 

Sixth tackle  7. a)   A team in possession of the ball shall be allowed five 

successive play- the-balls. A handover shall occur AFTER the 

fifth play- the-ball in the following circumstances:  

i.  The team is tackled a sixth t ime. 

ii.  The team in possession commits an accidental breach for 

which a scrum would normally  be set . 

iii.  A player is held up in the opponent ’s in-goal. 

iv. The ball is kicked direct ly into touch on the full.   
 

The handover will occur either at  the point  of the k ick or  

where the scrum would normally be set  (assuming greatest  

advantage)  – but , in the lat ter case, not  closer than 10m from 

touch. 
 

The play- the-ball for  this purpose shall not  be counted for the 

purposes of the tackle count  and shall operate as provided for 

in Law 10 of this Sect ion. 

Accidental 

breach “zero 

tackle” 

    b)   Where an accidental breach occurs ( i.e. knock-on, forward 

pass)  and possession changes hands, the following tackle will 

be a zero tackle, notwithstanding that  the team gaining 

possession may have gained a terr itor ial advantage. 

Losing possession  

- intent ionally 

- accidentally 

8.     A tackled player shall not  intent ionally  part  with the ball other 

than by br inging it  into play in t he prescr ibed manner. I f, 

after being tackled,  he/ she accidentally  loses possession,  a 

scrum  shall be formed except  after the fifth play- the-ball.  

NOTES 

Sim ultaneous Held  6. I f the Referee calls “held”  as the ball carrier runs on or 

passes, the Referee will stop play and send that  player back to play 

the ball. 

Point  of infr ingem ent   7. For the purpose of this Law the point  of infringement in the 

case of a kick into touch on the full shall be the point  from which 

the ball was kicked. 

I ndicat ing last  tackle  The Referee shall indicate the fifth tackle by raising one arm 

vert ically  with fingers and thumb out -stretched and the sixth tackle 

by blowing his/ her whist le,  not  to stop the game, but  as a signal to 

the players that  the ball has to be released for the opponents to 

play the ball. 

Opponent  ‘touches’ ball  ‘Touching’ the ball means intent ionally playing at  it  with any part  

of the person when it  is not  held by an opposing player. A r icochet  

or rebound does not  count  as a ‘touch’. 

Charging dow n 

Cancels count  

Charging down a kick counts as a ‘touch’ but  not  as a knock-on. 

‘Touching’ the ball cancels the count  of the play-the-ball and the 

next  tackle counts as the first  of six.  

Losing possession  8. I f a tackled player loses possession of the ball at  the moment 

of impact  with an opponent or with the ground, play shall proceed 

unless stopped for some other reason, e.g. the ball has been 

knocked forward. A player in possession brought  to his/ her knees 

or brought  to the ground on his/ her back may st ill pass the ball – 

provided he/ she has not  made it  evident  that  he/ she has 

succumbed to the tackle. He/ she should not  be wrongly penalised 

otherwise all players will become reluctant  to pass the ball as the 

tackle nears com plet ion in case they too are penalised. The 

cont inuity  of play would consequent ly be adversely and 

unnecessarily affected. 
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Sect ion 11. The Tackle and Play- the-Ball (cont inued)  

 

“Stealing” from  

tackled player  

9.  Once a tackle has been completed, no player shall take or 

at tempt  to take the ball from the tackled player. 

 

Release tackled 

player  

im m ediate ly  

Regain feet  

 

 

 

Player m arking  

 

 

 

Play w ith foot  

 

 

 

Act ing halfback  

10. The play- the-ball shall operate as follows:  

a)  The tackled player shall be immediately released and shall 

not  be touched unt il the ball is in play;  

b)  The tackled player shall,  without  delay, regain his/ her  feet  

where he/ she was tackled, lift  the ball clear of the ground, 

face his/ her  opponent ’s goal line and place the ball on the 

ground in front  of h is/ her foremost  foot ;  

c)  One opponent  may take up the posit ion im mediately 

opposite the tackled player;  

d)  The tackled player may not  play the ball before the players 

effect ing the tackle have had t ime to clear the ruck;  

e) When the ball touches the ground it  must  be heeled ( i.e. 

backwards)  by the tackled player. The ball must  not  be 

k icked or  heeled by the player marking him / her;  

The ball is in play when it  has been played backward;  

f)  A player of each team, to be known as the act ing halfback,  

may stand immediately and direct ly behind his/ her own 

player taking part  in the play- the-ball and must  remain in 

this posit ion, unt il the play- t he-ball movement  is 

complete. 

NOTES 

Stealing ball  9. Where a player steals the ball from a player on whom  

he/ she is affect ing a tackle, play will be allowed to cont inue. Where 

two or more players are affect ing the same tackle – ir respect ive of 

whether all but  one “drops off”  the tackle, and the ball is 

subsequent ly taken from the tackled player, a penalty will be 

awarded against  the player or players affect ing the tackle unless 

the tackled player is at tempt ing to ground the ball for a t ry. 

Disputed possession  10. a)  I f any doubt  ar ises as to which player should play- the-

ball ( i.e. possession is disputed)  the Referee should call “…’s ball”  

naming the team in possession. I n the case of a player lying on the 

ground and not  holding the ball with either hands or arms, 

circum stances may ar ise where there is some doubt  as to whether 

he/ she is “ in possession” . I f with hand or  arm  he/ she is fair ly 

clasping the ball t o some other part  of his/ her person then he/ she 

is “ in possession” .  
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Sect ion 11. The Tackle and Play- the-Ball (cont inued)  

 

Ret ire  at play- the-ball g)  Players of the side not  in possession other than the player 

taking part  in the play- the-ball and the act ing halfback are 

out  of play if they fail to ret ire 10m from the point  at  which 

the ball is played or to their  own goal lines. Players of the 

side in possession other than the player taking part  in the 

play- the-ball and the act ing halfback must  ret ire behind their 

players involved in the play- the-ball or to their  own goal line. 

h)  Having ret ired the distance prescr ibed in the preceding 

paragraph no player of the team  not  in possession may 

advance unt il the ball has cleared the ruck. A player who is 

out  of play may only take part  in the game when the 

advantage gained by not  ret ir ing has been lost .   

NOTES 

I nterfering w ith heel The tackler who is on the opponent ’s side of the player should 

remove himself as quickly as possible so as not  to interfere with the 

heel. I f he/ she does interfere he/ she should be penalised. 

Regain feet   10. b)  No part  of the tackled player ’s person other than his/ her 

feet  should be in contact  with the ground when he/ she releases the 

ball. 
 

Not lift ing the ball 

clear  

A tackled player, failing to lift  the ball clear of the ground when 

regaining his/ her feet , is to be penalised. 

Accidental deflect ion  10. e)  When a tackled player at tempts to play the ball backwards 

but  accidentally deflects the ball forward, a scrum ensues with the 

non-offending team having the loose head and put - in. 

 

Act ing halfback   10. f)  Two players take part  in the play- the-ball. All other players 

except  the ‘act ing halfbacks’ are onside if they ret ire the prescribed 

distance. The act ing halfbacks must  take up a posit ion immediately 

and direct ly behind the player playing the ball. 

No m arker   10. f)  I f no marker takes up a posit ion opposite the tackled player, 

and no act ing halfback is present, the ball is deemed to be “ clear”  

immediately after it  is heeled by the tackled player, who may 

immediately regain possession and play on.  
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Sect ion 11. The Tackle and Play-the-Ball (cont inued) 

 

Speed essent ial 11.  The play- the-ball must  be performed as quickly as possible. 

Any player who intent ionally  delays the br inging of the ball 

into play shall be penalised. 

Tackling on or  near the 

goal line  

12. I f part  of the tackled player is on or over  the goal line but  

the ball is in the field of play the tackled player shall play the 

ball where the ball lies. 
 

I f a player is tackled in an upr ight  posit ion best r iding the 
goal line he/ she is deemed to be t ackled in the in-goal area. 
An at tacking player will then go out  10m  and play- the-ball 
on the next  count . I f after the f ifth play- the-ball then a 
handover will take place on the 10m line.  

NOTES 

Penalise intentional 

interference  

 10. g)  I f the ball is played quickly, all players will not  necessarily 

have t ime to ret ire the prescribed distance. They should be 

penalised only if they intent ionally interfere with play – either 

act ively or passively. 

 

Accidental interference  I f the interference with play is accidental, a scrum should be 

formed. I nterference should not  be considered accidental when the 

player concerned has had opportunity to remove himself from the 

area in which play is taking place. 

I ndicat ing 1 0 m   The Referee should usually posit ion himself 10m behind and to one 

side of the point  at  which the ball is played as a guide to the team 

not  in possession. I f tackling is excessively keen or play is 

unnecessarily rough, the Referee may forsake the 10m posit ion in 

order to be nearer the players involved in the tackle. 

Out of play: play- the-

ball 

 10. h)  Any player who is in front  of the kicker in general play is 

not  perm it ted to advance beyond the point  of the play- the-ball unt il 

the ball has gone past  the offside player. 
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SECTI ON 1 2  

THE SCRUM  

 
W hen form ed 1.   A scrum is formed to restart  play whenever play is not  being 

restarted with a k ick off, a drop-out  (Sect ion 8) , a penalty kick 

(Sect ion 13)  or a play- the-ball (Sect ion 11) .  

Form ation of scrum  2.   To form  a scrum not  more than three forwards of either team 

shall inter lock arms and heads and create a clear tunnel at  

r ight  angles to the touch line. The forward in the cent re of a 

front  row ( i.e. the hooker )  shall bind with his/ her arm s over  

the shoulders of the two support ing forwards. The loose 

forward of each team shall pack behind his/ her second row 

forwards by placing his/ her head in the space between them . 

All forwards must  pack with their  bodies and legs at  r ight  

angles to the tunnel and the upper parts of their  bodies 

hor izontal.  Once the ball has been put  in the scrum  no other  

player can lend his/ her weight  to it .  

Scrum s Both prop forwards on the side where the ball is put  into the 

scrum, MUST have their  outside feet  forward and the halfback 

must  feed the ball into the scrum using the space between 

their  feet . All players must  remain in the scrum unt il the ball 

is out  of the scrum. 

Num ber of backs 

and players in 

scrum  

3.   No more than six players on each team shall assist  in the 

format ion of a scrum and when the ball is in the scrum no 

more than seven players from each team shall act  as backs. 

NOTES 

Attacking player held 

in in-  goal 

 1. When an at tacking player, in possession of the ball, is unable 

to ground the ball in the opponents’ in-goal, play is re-started with 

a play- the-ball 10m from the goal line opposite where the player 

was held. The at tacking player who was held up will play the ball 

and the tackle count  will cont inue – except  after the fifth play- the-

ball when play will restart  with a handover ( refer also p.25 Sect ion 

11, Law 7) .  

Loose arm   2. Referees must  ensure that  a hooker does not  pack with a 

loose arm. 

Depleted pack   3. The 3-2-1 format ion is compulsory if six forwards pack down. 

I f injur ies deplete the team, the back three forwards may be 

withdrawn to give 3-2-0, 3-1-0 or 3-0-0 format ions (subject  to 

there being no more than seven backs – see para 3 above) . There 

should always be at  least  three forwards packing down.  

Forw ard w ithdraw ing  3. A forward may detach himself from the scrum at  any t ime 

provided there are not  already seven players act ing as backs on 

his/ her team. I f the ball  emerges  from  the  scrum  between  

the  legs  of  the  second  row forwards, the loose forward may 

detach himself from the scrum and pick up the ball. 

29  



Sect ion 12. The Scrum (cont inued)  

 

Pushing 4.    I t  is perm issible for forwards to push (except  where the SafePlay 

Code applies) , once the scrum has been correct ly formed but  if  

it  moves an appreciable distance to the disadvantage of any one 

team before the ball is put  in then the Referee shall order the 

scrum to reform in it s or iginal posit ion. 

Loose head and 

put- in 
5. a)    At  the scrum, the non-offending team shall have the loose 

head and put - in;  

b)  I n the case of a mutual infr ingement , the at tacking team shall 

have the loose head and the put - in;  

c)  Where the ball is k icked from the start  or a restart  of play and 

finds touch other than on the full after t ravelling the prescr ibed 

distance, the kicking team shall be deemed to be the non-

offending team;  

d)  Where a player k icks the ball in general play from  any point  

in the area bounded by his/ her own dead ball line, 40m line 

and the touch lines and the ball f inds t ouch, otherwise than 

on the full,  at  a point  on the t ouch line between the opponents' 

20m line and goal line, the k icker 's team  shall be deemed to 

be the non-  offending team;  

e)  Where a player kicks or passes the ball in general play and the 

ball enters touch after accidentally st r iking an opponent  the 

team of the player who passed or k icked the ball shall be 

deemed to be the offending team. 

Put- in or  feeding 

the scrum  
6. a)    The ball shall be put  into the scrum from the Referee’s side by 

holding it  in a hor izontal posit ion with a point  in each hand and 

rolling it  along the ground into the tunnel formed by the 

opposing front  row forwards;  

b)  The ball shall not  be put  in before the scrum has been correct ly  

formed;  

c)  There shall be no undue delay in put t ing the ball into the 

scrum;  

d)  The player put t ing the ball in shall not  hesitate or dum m y and 

after put t ing it  in he/ she shall immediately ret ire behind 

his/ her own pack of forwards.  

NOTES 

Pushing  4. To avoid unnecessary reform ing of scrums, the Referee should 

rest rain the opposing packs from joining together unt il the ball is 

available and can be put  into the scrum without  delay.  

Offending team   5. The ‘offending’ team  is the team  that  stops the play by a 

forward pass, knock-on, kick t o t ouch, etc.  

 

I f,  following a mutual infr ingement, a scrum is formed exact ly on the 

halfway line the team last  in possession of the ball in play is deemed 

to be the ‘non-offending’ team. 

 

(For notes re:  Law 6 see page 31)  
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Sect ion 12. The Scrum (cont inued)  

 

Other players 7.  The halfback of the team  not  having the put - in shall ret ire 

immediately behind his/ her last  row of forwards. All players 

outside the scrum, other than the halfback put t ing the ball in,  

shall ret ire 5m or more behind the last  row of forwards of their  

respect ive teams in the scrum  and shall remain so unt il the 

ball has emerged correct ly from  the scrum. 

Forw ards in scrum  8.   When the ball is in the scrum it  can only be played with the 

foot . The front  row forwards shall not  advance their  feet  into 

the tunnel or have one foot  raised before the ball is put  in or 

st r ike for the ball before the hookers. 
 

A hooker may st r ike for the ball with either foot  once it  has 

contacted the ground in the tunnel. 
 

After the hookers have st ruck for the ball the other forwards in 

the scrum  may k ick or heel the ball.  
 

No player shall willfully collapse a scrum  or  willfully have any 

part  of h im / her  other than his/ her feet  in contact  with the 

ground.  
 

A player shall not  willfully delay the correct  format ion of a 

scrum. 

NOTES 

Referee’s side  

 

 

Ret iring halfback  

 6. a)  The Referee may stand on either side of the scrum at  

his/ her discret ion. I t  is advisable to favour the blind side. 

 6. d)  Assuming the ball has been correct ly scr immaged it  is 

perm issible for the halfback to pick up the ball in the act  of ret ir ing 

providing he/ she commenced t o ret ire immediately after put t ing 

the ball in. As the halfback who puts the ball in must  ret ire behind 

his/ her own forwards it  should, in the event  of the opposing team 

winning possession, normally give him / her very lit t le chance of 

tackling the opposing halfback. I f the lat ter is tackled in possession 

the Referee should ensure that  the halfback who puts the ball in is 

indeed ret ir ing behind his/ her forwards. 

Hookers  8. Hookers striking prematurely is one of the more common 

scrum offences. I f one hooker str ikes prematurely and escapes 

penalty the other hooker will be tempted to commit  the same 

offence. Referees should endeavour to detect  and punish the init ial 

offender. 
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Sect ion 12. The Scrum (cont inued)  

 

Ball in play 9.   To be in play, the ball must  emerge from the scrum after first  

emerging from between and behind the inner feet  of the 

second row forwards and the scrum is not  to break unt il the 

Referee calls “out ” . 

I f the ball does not  emerge correct ly, and the fault  cannot be 

at t r ibuted to any one team, then it  should be put  into the 

scrum once again. 

W here form ed 10.  I f a scrum is ordered, it  shall normally be formed where the 

breach of Laws occurs. I f such breach is within 20m of a touch 

line or  10m of a goal line, the scrum shall be brought  in 20m 

from the touch line and 10m from the goal line. 

Scrum  w anders 11.  I f a penalty kick is awarded relat ing to a scrum offence and 

the scrum has wandered from its or iginal posit ion,  the mark is 

where the scrum was first  formed. 

Scrum  w heels 12.  I f the ball emerges correct ly from the scrum, it  is in play even 

though the scrum has wheeled. Any forward can detach himself 

from the scrum  to gather or  k ick the ball.  Any back can 

sim ilar ly play it  provided he/ she remained behind the scrum 

unt il the ball emerged. 

NOTES 

Handling in scrum   9. The players’ feet  are cont inually moving in a scrum and it  is 

not  easy to define accurately the exact  moment  when the ball can 

be considered to be t ruly “out”  of the scrum.  

Offending pack 

take up correct  

posit ion  

 10. I t  is the responsibilit y of the pack of the offending team to 

take up the correct  posit ion for a scrum. The opposing pack of 

forwards will then move up to form the scrum.  

I n the case of a scrum following a mutual infr ingement  it  is the 

responsibilit y of the defending pack to take up the correct  posit ion 

for the scrum. 

Butt ing  Front  row forwards who but t  violent ly in the course of form ing a 

scrum should be penalised. 

4 0 / 2 0  rule  When a kick in general play and from inside a team’s 40m zone, 

finds touch (other than on the full)  in the opposit ion’s 20m zone, 

the result ing scrum will be with the loose head and feed to the 

kicking team. 
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SECTI ON 1 3  

PENALTY KI CK 

 
W hen aw arded 

 

 

 

1.  a)    A penalty kick shall be awarded against  any player who is 

guilt y of m isconduct  (Sect ion 15)  provided that  this is not  to 

the disadvantage of the non-offending team. Unless 

otherwise stated, the mark is where the offence occurs. I f 

m isconduct  occurs in touch the mark shall be 10m from  the 

touch line in the field of play and opposite where the offence 

occurred or, in the case of obst ruct ion, where the ball next  

bounces or is caught , in the field of play, or 10m opposite 

the point  of ent ry if the ball enters touch on the full,  or  10m 

from the goal line if the ball crosses the goal line on the full,  

whichever is to the greater advantage of the non-offending 

team. I f the offence is comm it ted by a defender in his/ her 

own in-goal or an at tacker in his/ her opponents’ in-goal, the 

mark is taken 10m into the field of play opposite where the 

offence occurred. I n the event  of further m isconduct  by the 

offending team, the Referee shall advance the mark once 

only 10m  towards the offending team’s goal line.  

b)   I n the event  of a breach by the kicker’s team a scrum shall 

be formed at  the point  where the penalty k ick was awarded. 

I n the event  of a breach by the opposing team a further 

penalty kick shall be awarded at  a point  opposite where the 

breach occurred on a line parallel to the goal line 10m from 

where the penalty kick was awarded. 

             NOTES

Advantages 

 

 

 

 

 1. The advantages t o the non-offending team must  be readily 

obvious if the Referee is to allow play to proceed. Allowing play to 

proceed does not  mean that  the offending player cannot 

subsequent ly be disciplined. A penalty kick for a scrum offence is, 

except  in very except ional circumstances, of greater advantage to 

the non-offending team than allowing play to proceed. 

Different ial 

penalty 

 1. I n respect  of misconduct  at  the scrum other than foul play or 

the use of offensive or obscene language, a Referee shall award a 

different ial penalty which differs only from a penalty kick in that  a 

goal cannot  be scored from it . The different ial penalty applies to all 

players, even those outside the scrum, who should be penalised 

where they offend. A full penalty is awarded for an offence which 

occurs before the scrum  is properly formed.  
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Sect ion 13. Penalty Kick (cont inued)  

 

How  taken  2.      A player may take a penalty kick by punt ing, drop kick ing, 

 or place kicking the ball from any point  on or behind the 

 mark and equidistant  from the touch line. Other than when 

 kicking for goal (see notes to Sect ion 6, Law 11 – 

 “Pretending to kick at  goal” )  the ball may be kicked in any 

 direct ion, after which it  is in play.  

Position of players 3.  Players of the kicker ’s team m ust  be behind the ball 

 when it  is kicked. Players of the team opposing the 

 kicker shall ret ire to their  own goal line or 10m or more 

 from the mark towards their  own goal line and shall not  

 make any at tempt  to interfere with or dist ract  the 

 at tent ion  of the k icker. 

Find touch from  

penalty k ick  

4.  a)    I f the ball is k icked into touch without  touching any other 

  player the kicking team shall restart  play with a free kick.         

  Opposing players shall ret ire 10m from the point  of entry 

  into touch or to their  own goal line;  
 

 I n the event  of a breach by the kicker ’s team, a scrum 

 shall be formed 20m in- f ield from touch in line with 

 where the free kick was awarded but  no closer than 

 10m from the goal line. I n the event  of a breach by 

 the opposing team a penalty kick shall be awarded at  a 

 point  opposite where the breach occurred on a line parallel 

 to the goal line 10m from where the free kick was 

 awarded;  
 

b)   I f the ball touches an opponent  in flight  and then enters 

touch, a scrum shall be formed 20m in f ield from where 

the ball crossed the touch line with the kicker’s team having 

the loose head and the put - in. 

NOTES 

The m ark   2. As the mark cannot be convenient ly marked on the ground a 

player who punts or drop kicks may deviate slight ly from it . This is 

perm issible provided no unfair  advantage is gained. The kicker 

himself may re-gather the ball after it  has been kicked. 

I f a player takes the ball back from the mark for a kick at  goal the 

or iginal mark is cancelled and the new mark is where the ball is to 

be kicked, and opponents may advance to within 10m  of the new 

mark. 

Ret iring 1 0 m    3 and 4.  I f the kicker takes a penalty kick or the subsequent 

free kick quickly, the opposing players may not  have all ret ired 

10m in which case they should be penalised only if they interfere 

with play. These players may join in the play when any advantage 

which they may have gained through not  ret ir ing has been lost . 

The Touch Judge shall act  as a guide to the non-kicking ( i.e. 

offending)  team by taking up a posit ion 10m beyond the mark 

(Sect ion 16, Law 16) .  

Free kick  

( second kick)  

 4. The ball may be kicked in any direct ion in any manner when 

br inging it  into play after enter ing touch and the kicker himself 

may pick up the ball after he/ she has kicked it .  

Dead ball from  

penalty k ick  

 4. Play is restarted with a 20m drop-out  if the ball is kicked 

dead in the opponents’ in-goal from a penalty kick (Sect ion 8, Law 

3) .  
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Sect ion 13. Penalty Kick (cont inued)  

 

No delay 5.    No player shall deliberately take any act ion which is likely to 

delay the taking of a penalty kick. 

Kicker’s side infr inges 6.    I f the kick is not  taken as stated or if a player of the k icker ’s 

team infr inges, a scrum shall be formed at  the mark, provided 

it  is no closer than 20m to the touch line. 

Explain w hy penalised 7.   With words or signal the Referee must  explain the nature of the 

offence. 

Penalty for  in- goal 

offence  

8.   I f a penalty is awarded for an offence by the at tacking team in 

the opponent ’s in-goal area the mark shall be 10m in the field 

of play opposite where the offence occurred. For an offence in-

goal by the defending team which incurs a penalty, the mark is 

in the field of play 10m from the goal line and opposite where 

the offence occurred except  for foul play against  a t ry scorer 

(see Law 9) .  

Offence against  t ry 

scorer  

9.   I f a player fouls an opponent  who is touching down for a t ry, a 

penalt y k ick at  goal shall be taken from in front  of the goal 

post s after  the at tem pt  to convert  the t ry. After his/ her k ick 

has been taken the ball shall be deemed dead and play shall 

be restarted from the halfway line. This law applies to the 

per iod dur ing which the ball is touched down for a t ry and not  

to any subsequent  per iod.  

  
Drop goal -  Foul play 
on k icker  

     10. a)   I f a player fouls an opponent  who is at tempt ing a drop goal, 

 a penalty kick shall be awarded 10m  in front  of the 

 goal posts;  

b)   I f at tempt  at  drop goal is successful, a kick at  goal must  be 

 taken from the penalty kick and play restarted from the 

 cent re of the halfway line ir respect ive of the outcome of 

 that  kick;  

c)   I f the at tempt  at  drop goal is unsuccessful, the penalty kick 

 can be taken in any manner provided for in the Laws and 

 play restarted according to the outcome of that  kick. 

NOTES 

Refusing to surrender 

ball 

 5. When a penalty has been awarded, the Referee must  ensure 

that  an opposing player does not  hold on to the ball or deliberately 

kick or throw it  further from the mark. 

Penalty in- goal  6. For an offence in-goal by the defending team, a penalty t ry 

may be awarded depending on the gravity of the offence (see 

Sect ion 6, Law 3 (d) ) .  

Offence against  t ry 

scorer  

 7. ‘Touching down for a t ry’ means in the act  of scor ing or while 

the player is regaining his/ her feet .  

Possible  e ight  point  

t ry 

A penalty in front  of the posts may be awarded to be taken after 

the conversion at tempt . 
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SECTI ON 1 4  

OFFSI DE 

 
W hen offside  1.  A player is offside except  when he/ she is in his/ her own in-goal 

if the ball touches, is touched, held or  k icked, by one of his/ her 

own team behind him / her.  

Out of play 

 

 

Ret ire  1 0 m   

2.    An offside player shall not  take any part  in the game or at tem pt  

in any way t o influence the course of the game. He/ she shall 

not  encroach within 10m of an opponent  who is wait ing for the 

ball and shall im mediately ret ire 10m from any opponent  who 

first  secures possession of the ball. 

Placed onside  3. An offside player is placed onside if:  

a)  An opponent  moves 10m or  more with the ball;  

b)  An opponent  touches the ball without  retaining it ;  

c)  One of his/ her own team  in possession of the ball runs 

in front  of him / her;  

d)  One of his/ her own team kicks or knocks the ball 

forward and takes up a posit ion in front  of him / her in 

the field of play;  

e) He/ she ret ires behind the point  where the ball was last  

touched by one of his/ her own team. 

NOTES 

Catcher claim ing 

offside  

 1. A player who catches the ball near an offside opponent  must 

not  go out  of his/ her way t o make interference in play by the offside 

player unavoidable. He/ she should proceed with normal play and rely 

on the Referee to penalise the offside player if the lat ter interferes 

with play. I f the cat cher deliberately and unnecessarily runs into the 

offside player then play should proceed. 

Accidental offside  Where the Referee is sat isfied that  interference with play by an 

offside player is accidental he/ she should order a scrum. 

I nterfering w ith 

catcher  

 2. Any offside player who remains within 10m of an opponent  who 

is set  to catch a kick up field by an opposing player shall be deemed 

to be interfer ing with or at tempt ing to interfere with the catcher and 

shall be penalised unless the non-offending team gains an immediate 

advantage. 

‘Out  of play’ as 

opposed to “offside” 

 3. Players who are out  of play at  a play- the-ball (Sect ion 11) , a 

scrum  (Sect ion 12) , a kick off or drop-out  (Sect ion 8) , a penalty kick 

(Sect ion 13)  or a free kick (Sect ion 13)  are not  put  ‘onside’ in the 

manner descr ibed in para 3 above (see appropriate sect ions) . 

“Dow n tow n” Any player who is in front  of the kicker in general play is not  perm it ted 

to advance beyond the point  of the previous play- the-ball unt il the 

ball has gone past  the offside players. This rule delays the movement  

of the offside players downfield in an at tempt  to encircle the ball 

receiver as he/ she collects the ball. 

36  



Sect ion 14. Offside (cont inued)  

 

Exam ple of offside 

player  retrieving ball 

 3. (e)  Player A kicks the ball and opponent  B at tempts to cat ch 

 it .  He/ she drops the ball which rolls behind him / her. His/ her 

 colleague C who was or iginally in front  of him / her drops back to 

 ret r ieve the ball. When he/ she gets to it  he/ she is behind the 

 point  at  which it  was played by B, indicated by the line XY, and 

 is not  offside. 

 

 

 

Player A kicks the ball and opponent  B fails to catch it , the ball 

bouncing forward off his/ her hands. Player C is offside if he/ she plays 

the ball unless B advances in front  of the ball before C reached it , in 

which case a scrum would be ordered for a knock-on. 
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SECTI ON 1 5   

PLAYERS’ MI SCONDUCT 

 
Definit ion of 

m isconduct 

1. A player is guilt y of m isconduct  if he/ she:  

a)  Tr ips, kicks or st r ikes another player;  

b)  When effect ing or at tempt ing to effect  a tackle makes 

contact  with the head or  neck of an opponent  intent ionally,  

recklessly or carelessly;  

c)  Drops knees first  onto an opponent  who is on the ground;  

d)  Uses any dangerous throw when affect ing a tackle;  

e)  Deliberately and cont inuously breaks the Laws of the Game;  

f)  Uses offensive or obscene language;  

g)  Disputes a decision of the Referee or Touch Judge;  

h)  Re-enters the field of play without  perm ission of the Referee 

or a Touch Judge having previously temporar ily ret ired from 

the game;  

i)  Behaves in any way cont rary to the t rue spir it  of the game;  

j )  Deliberately obst ructs an opponent who is not  in possession;  

k)  Uses a shoulder charge on an opponent ;  

l)  I ntent ionally  dives at  the non-k ick ing leg of an opponent ;  

m)  Tackles a player who leaps into the air  t o ret r ieve a k ick and 

whose feet  have not  returned to t he ground;  

n)  When a tackler  dives at  and makes contact  with the lower 

leg of the ball carr ier  without  using his/ her arm s ( known as 

a grasscut ter tackle) .  

 
 

Law  breakers 

NOTES 

  1. e)  When a player repeatedly breaks the Laws in a ‘specialist ’ 

posit ion, e.g. hooker or halfback, the Referee should, when 

administer ing the final caut ion, inform the player ’s captain. The 

lat ter may, at  his/ her discret ion, m ove the offending player to 

another posit ion. The Referee cannot  order a player to change 

his/ her posit ion. 

Dangerous 

throw  

 1. d)  I f,  in any tackle of, or contact  with,  an opponent  that  player 

is so lifted that  he/ she is placed in a posit ion where it  is likely that  

the first  part  of his/ her body t o make contact  with the ground will 

be his/ her head or neck ( “ the dangerous posit ion” ) ,  then that  tackle 

or contact  will be deemed to be a dangerous throw unless, with the 

exercise of reasonable care,  the dangerous posit ion could not  have 

been avoided. 

Explain reason 

for  penalty  

 1. g)  A player may ask the Referee the reason why a penalty kick 

has been given provided he/ she does so respect fully.  

Delay restart of 

play 

 1. i)  To deliberately delay the restart  of play from the goal line, 

20m line or halfway line const itutes m isconduct for  the purposes of 

this rule. 

Obstruct ion 

after  kick  

 1. j )  A common form of obstruct ion occurs when a player, after 

kicking the ball forward, is tackled or impeded by an opponent. 

However, a tackler cannot  be expected t o delay making a tackle 

because the player in possession m ight  decide to kick the ball. The 

onus is on the kicker to get  his/ her kick in before his/ her opponent 

commit s himself to the tackle.  
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Sect ion 15. Players’ Misconduct  (cont inued)  

 

The player in possession has delayed 

kicking the ball unt il the tackler has 

commenced to dive. The tackler should 

not  be penalised. 

 

 The ball has been kicked before the 

opponent com mits himself to the tackle. 

He/ she should be penalised if he/ she 

obst ructs the kicker.  

Obstruct ing passing m ovem ent  

 

 

 

Obstruct ion somet imes occurs in a passing 

movement  as follows: -  

I t  is permissible for player 4, after passing the 

ball, to slow down in order to posit ion 

him / herself for a return pass from player 5.  

He/ she must  give ‘r ight  of way’ to opponents 

who are running across in front  of him / her to 

tackle player 5 but  is not  guilt y of obst ruct ing 

opponents who are coming from behind 

him / her.  

 

 

Player 4 passes to player 5 but  cont inues to run 

in front  of him / her in order to obst ruct  

opponents who are running across to tackle.  

Player 4 should be penalised. 

Accidental obstruction Obstruct ion can be either act ive, passive or accidental.  

Passive obstruct ion is where a player impedes an opponent 

by deliberately remaining in his/ her path although he/ she 

has had the opportunity to remove himself. I f a player is in 

a posit ion which is likely t o cause obst ruct ion and he/ she 

feels that  any movement  by him / her may aggravate the 

situat ion he/ she should raise his/ her hands above his/ her 

head and thus indicate to the Referee that  he/ she is taking 

no part  in the play. 

Examples of accidental obst ruct ion in tact ical moves are 

shown on the next  page. Where accidental obst ruct ion 

ir regular ly affects the play, the game should be stopped and 

restarted with a scrum. I f play is not  affected then the game 

should not  be stopped. 
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Sect ion 15. Players’ Misconduct  (cont inued) 

 

‘Scissors’ m ove  Player 3 is in possession and veers towards the wing br inging 

his/ her opposite number, player 4, across with him / her,  and 

opponent  5 in towards him / her.  

Player 2 runs across and when just  behind him / her receives a back 

pass. After giving the pass, player  3’s m omentum carr ies him / her 

in the direct ion in which he/ she was running. I t  is quite easy to 

see that  he/ she may collide with opponent  5. I t  would not  be fair  

to penalise him / her for deliberate obst ruct ion and a scrum should 

be formed for accidental obst ruct ion only if player 5 is actually 

prevented from tackling player 2.  

 

 ‘Dum m y’ Player 3 is in possession and veers towards the wing.  This t ime 
he/ she dummies to pass to colleague 2 but  sidesteps to the left  and 
runs in- field.  Player 2, expect ing the pass, has his/ her eye on the 
ball and his/ her momentum carr ies him / her forward. He/ she can 
easily  collide with player 5 without  being guilt y of obst ruct ion, and 
once again the Referee will allow play to proceed unless player 5 
was actually prevented from making the tackle,  in which case a 
scrum will be ordered. 

.   

Obstruct ing  

- offside player  

- after  knock-on  

I t  is illegal to obst ruct  any opponent  not  in possession, even one 
who is offside or one who is endeavouring to get  to the ball after it  
has been knocked-on or thrown forward. 

Player in possession 

cannot  obstruct  

The player who is in possession of the ball cannot  be guilt y of 

obst ruct ion. He/ she can make use of the goal posts to avoid a 

tackle, or dodge behind a ruck of his/ her own players or bore a 

way through his/ her own pack.  
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SECTI ON 1 6  

DUTI ES OF REFEREE AND TOUCH JUDGES 

 
One Referee/ tw o 

Touch Judges 

1.  I n all matches a Referee and two Touch Judges shall be 

appointed or mutually agreed upon by the contest ing teams. 

Enforce Law s 2.   The Referees shall enforce the Laws of the Game and may 

impose penalt ies for any deliberate breach of the Laws. 

He/ she shall be the sole judge on mat ters of fact  except  those 

relat ing to touch- in-goal (see para. 11 below) .  

Tim ekeeper  3.   He/ she shall be the sole t imekeeper except  where this duty 

has been delegated to another person ( see Sect ion 7) .  

Pow er to stop gam e  4.   He/ she may, at  his/ her discret ion,  temporar ily suspend or  

prematurely term inate a match because of adverse weather, 

undue interference by spectators,  m isbehaviour by players,  or  

any other cause which, in his/ her opinion, interferes with 

his/ her cont rol of the game. 

Perm ission to enter  

playing area  
5.   He/ she shall not  allow anyone apart  from the players onto the 

playing area without  perm ission.  

NOTES 

Referee injured  1. When a Referee is unable to cont inue he/ she should appoint  

a subst itute, preferably a neut ral Touch Judge. I f the Referee is not  

able to appoint  a subst itute, the respect ive captains should 

mutually agree, failing which the Touch Judge with the greater 

experience should take cont rol. 

I f the injury sustained by a Referee renders him / her incapable of 

blowing his/ her whist le t o stop the game, the lat ter shall be 

deemed to have stopped at  the t ime the injury was sustained. 

Consult  Touch Judge   2. Before giving a decision, it  is perm issible for the Referee to 

consult  either or both Touch Judges.  

Player returns to 

playing fie ld 

 5. A player who has temporarily ret ired from the game shall 

inform the nearer Touch Judge before re-enter ing the playing field. 
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Sect ion 16. Dut ies of Referee and Touch Judges (cont inued)  

 

Pow er to dism iss 6.  I n the event  of m isconduct  by a player,  the Referee 

shall, at  h is/ her discret ion,  caut ion, temporar ily 

suspend for a maximum of 10 m inutes, or dism iss the 

offender.  

Control of players 7.   The players are under the cont rol of the Referee from 

the t ime they enter the playing area unt il they leave it . 

NOTES 

Caut ion  6. A caut ion may be administered to a team as a whole in which 

case each player is considered to have received an individual 

caut ion.  

When a final caut ion is given, the nature of the offence and the t ime 

must  be recorded by the Referee and must  be quoted if the player 

is subsequent ly dismissed.  

Tem porary 

suspension 

 6. The power to temporar ily suspend a player is not  an 

encouragement  to referees to deal lenient ly in the event  of 

m isconduct  which merits dismissal.  

End of tem porary 

suspension 

 6. A temporar ily suspended player shall re-enter the playing field 

when perm it ted to do so by the Referee. The Referee shall be guided 

by the t imekeeper if one is employed, otherwise the Referee will 

determ ine the end of the suspension. This player is NOT to be 

regarded as a subst itute. 

Dism issed player   6. A dismissed player can take no further part  in the match, nor 

shall he/ she be permit ted to take up a posit ion near the playing 

area where his/ her presence is likely to provoke further incident . 

Changing player’s 

posit ion 

 6. When administer ing a final caut ion to a player who has 

persistent ly commit ted breaches of the Laws, the Referee shall 

advise the player ’s Captain so that  the lat ter may, if he/ she so 

wishes,  change the player ’s posit ion in the team.  

Playing area   7. The Referee is in cont rol of the players whenever they are in 

the playing area and the environment  of access and changing 

room s.  

Harassing Referee   7.  I f a Referee or Touch Judge is assaulted or unduly harassed by 
any person arising out  of his/ her cont rol of a match,  he/ she should 
submit  a report  to the appropr iate League even though such 
incident  occurs after the match is ended.  
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Sect ion 16. Dut ies of Referee and Touch Judges (cont inued)  

 

 

W hen to blow  w hist le 8.1  The Referee must  carry a whist le which he/ she shall blow to  

  commence and term inate each half of the game. Except  for 

  these occasions the blowing of the whist le shall temporar ily 

  stop the play. The Referee shall blow the whist le:  

a)  When a t ry or a goal has been scored;  

b)  When the ball has gone out  of play;  

c)  When restart ing play, other than at  a scrum;  

d)  When he/ she detects a breach of the Laws of the 

Game, except  when to stop the play would be to the 

disadvantage of the non-offending team ;  

e) When play is ir regular ly affected by the ball or the player 

carrying the ball com ing into contact  with the Referee, a 

Touch Judge, or with any person not  taking part  in the 

match or with any object  which should not  normally  be 

on the playing f ield;  

f)  When an irregular ity, not  provided for in these Laws, 

occurs and one team unjust ifiably gains an advantage;  

g)  When a stoppage is necessary in order to enforce the 

Laws or for any other reason. 

8.2   Where the Referee has stopped play to administer a 

 caut ion to a player or players he/ she shall indicate ext ra 

 t ime unt il he/ she blows his/ her whist le to restart  play.  

  

NOTES 

W hist le  blow n 

accidentally 

 8. Play must  stop even if the whist le is blown accidentally, in 

which case play is restarted with a scrum where the ball was 

last  touched by a player in the field of play before the whist le is 

blown, and his/ her team shall be given the loose head and put- in.  

Apply advantage   8. The advantage law applies to all phases of play, but  where a 

team infr inges in a st rong tact ical posit ion the advantage should be 

allowed only if the ball goes immediately into the possession of the 

non-offending team. 

The Referee is the sole judge of what  const itutes an advantage be 

it  tact ical or territor ial. An infr ingement  is not  ‘negated’ simply 

because the ball touches or is touched by an opponent . The 

opponent  must  have adequate opportunity to take advantage and 

endeavour to do so before play is allowed to proceed. 

Advantage can be applied to all parts of play excluding restarts of 

play. 

Applicat ion of the advantage laws does not  deprive the Referee of 

subsequent ly dealing with an offending player.  
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Sect ion 16. Dut ies of Referee and Touch Judges (cont inued)  

 

Changing decision  9. The Referee judges on mat ters of fact  and shall not  

subsequent ly alter those judgements. He/ she may cancel any 

decision made if pr ior foul play of which he/ she had no 

knowledge is reported to him / her by a Touch Judge. 

Accept  Touch 

Judge decision 

10. The Referee shall accept  the decision of an official Touch Judge 

relat ing to touch and touch- in-goal play and to kicks at  goal.  

Touch Judge  11. Each Touch Judge shall remain in touch, one on each side of,  

and near to, the playing field except : -  

a)  When judging kicks at  goal (see Sect ion 6) ;  and 

b)  When report ing a player’s m isconduct  which has escaped 

the not ice of the Referee. 

Flag 12.  Each Touch Judge must  carry an approved flag. 

NOTES 

I nfr ingem ent  by 

at tacking team  

I f a team infr inges when in a strong at tacking posit ion ( terr itor ial 

or tact ical) , the Referee should stop play prompt ly, unless the ball 

is immediately possessed by the defending team because a loose 

ball cannot  be considered to be of advantage to a team in a weak, 

defensive posit ion. 

Applying the advantage law does not  depr ive the Referee of his/ her  

power to deal subsequent ly with any offending player. 

Aw arding a  Try  9. The circumstances referred to in this law will not  arise when 

a t ry is scored as the Referee shall look at  both Touch Judges before 

awarding a t ry. 

Touch Judge under 

control of Referee  

 10. A Touch Judge is at  all t imes under the cont rol of the 

Referee and may be dism issed and replaced if, in the opinion of 

the Referee, he/ she can no longer be considered to be neutral. I n 

this case, any decision made by a Touch Judge leading to his/ her 

dism issal may be disregarded. Any m isconduct  by a Touch Judge 

should be reported by the Referee to the appropriate author ity. 

Report  m isconduct  

quickly 

 11. b)  I f a Touch Judge wishes t o report  a player ’s m isconduct ,  

he/ she should advise the Referee as quickly as possible in order to 

avoid an unnecessary cont inuat ion of play. Any subsequent  penalty 

is awarded where the offence occurred and not  where play is 

subsequent ly stopped. 

No undue 

interference  

A Touch Judge must  not  unduly interfere with the Referee’s control 

of the game by report ing incidents which have obviously been seen 

by the Referee. 
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Sect ion 16. Dut ies of Referee and Touch Judges (cont inued)  

 

I ndicat ing touch 13.  A Touch Judge shall indicate when and where the ball 

goes into t ouch by raising his/ her flag and standing 

opposite the point  of ent ry into t ouch, except  in the case 

of ‘ball back’ (see Sect ion 9 para. 4)  when the Touch 

Judge must  indicate that  no ground has been gained by 

waving his/ her flag above his/ her head accentuat ing the 

movement  in the direct ion of the k icker ’s goal- line. 

I ndicat ing touch- in-goal 14.  I f the ball enters touch- in-goal the Touch Judge shall 

wave the flag across the body and below the waist . With 

the other hand he/ she points to either the goal line or  

20m line depending on where play should be restarted. 

Do not  point  to the player who made the ball dead. 

Judge k icks at  goal 15.  Touch Judges shall assist  the Referee in judging kicks at  

goal (see Sect ion 6 para 10) . 

I ndicat ing 1 0 m   16.  When a free kick is being taken, both Touch Judges shall 

take up a posit ion near the touch line 10m  beyond the 

mark to act  as markers for the team which is required 

to ret ire ( s e e  Sect ion 13 note to laws 3 and 4 “Ret ir ing 

10m” ) . 

Officia l inquiry 17.  I n cases where circumstances in connect ion with the 

match are likely to be made the subject  of off icial 

invest igat ion, the Referee and Touch Judges shall report  

to the invest igat ing author ity only and shall refrain from 

expressing cr it icism  or comm ent  through other 

channels. 

Responsibility 18.  The Touch Judge must  ensure the corner post  is 

correct ly posit ioned through the game. 

NOTES 

Ball sw erving back 

into Playing Field 

 13. A Touch Judge should not  raise his/ her flag im mediately 

if the ball in flight  crosses the touch line if there is a possibilit y 

of it  swerving or being blown back into the playing field because 

play is not  stopped if the ball does drop back into the playing 

field. 

Controversia l 

decisions 

 15. I f any decision by a Referee is likely to be cont roversial, 

the Referee may explain his/ her reasons for making the 

decisions if by doing so unnecessary m isunderstanding or 

cont roversy can be avoided. 
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SECTI ON 1 7  

REFEREE’S SI GNALS 

 
Signal nature 

of offence  

1.   When the Referee is required t o give a decision he/ she shall whenever 

possible indicate the nature of his/ her decision by making the 

appropr iate signal.  

I ndicate  how  play  

restarts 

2.   When he/ she wishes to stop the game tem porar ily,  he/ she shall, after 

blowing his/ her  whist le, indicate t he nature of the decision, point  t o 

the offending player and then signal as to how the game is to be 

restarted. 

Exam ple  For example if the halfback puts the ball int o his/ her own side of the 

scrum the Referee:  

1) Blows his/ her whist le and indicates the halfback has put  the ball 

in incorrect ly;  

2) Points to the offending halfback;   

3) Signals that  a penalty has been given. 

 

The Referee can, with advantage, repeat  the signal indicat ing the nature 

of the offence in order to reduce the need for verbal explanat ions to the 

players. This applies part icular ly to scrum  offences where some of the 

forwards may m iss the first  signal if they st ill have their  heads down in 

the scrum. 

 

 

Signals for  

Restart ing 

Play 

3.   The signals to be given by a Referee are set  out  below. 

Scrum : With bent  arms, palms of hands facing each other at  shoulder 

level, fingers together and slight ly  bent , br ing the tops of the fingers 

together with a slight  downward movement  and then point  to the team  

awarded the loose head and put - in. 

Penalty Kick: Face the non-offending team and extend an arm 

forward with the hand slight ly higher than the shoulder level and the 

palm  of the hand at  r ight  angles to the ground. 

Different ial Penalty: Extend the arm as for an ordinary penalty then 

move the arm to the upr ight  posit ion. Perform this act ion twice with 

the whole movement  being cont inuous and decisive. 

Drop- out: Point  to the place from which the drop kick is to be taken. 

Relating to 

Scoring 
Try: Point  to where t ry is awarded. I nst ruct  the Touch Judge to stand 

on this point  temporar ily as a guide to the player who is to take the 

goal k ick. 

Penalty Try: Point  to m idway between the posts and take up posit ion 

temporar ily on this point  as a guide to the kicker. 

Eight  Point  Try: This term is used to indicate that  a penalty kick has 

been awarded for foul play against  a t ry scorer. I nst ruct  a Touch Judge 

to take up posit ion in front  of the posts 10m from the goal line before 

ret ir ing behind the goal posts to judge on the conversion at tempt . 

Goal: Raise hand above head. 

Signals 

m ade w hen 

play is not  

necessarily 

stopped 

Try disallow ed: Wave hands, palms facing downwards across and in 

front  of the body below the waist . 

Play On: Wave the hands, chest  high, palms facing away from the 

chest  across and in front  of the body. 

Ball touched in flight: Raise one hand above the head and tap the 

t ips of the fingers with the fingers of the other hand. 
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Sect ion 17. Referee’s Signals (cont inued)  

 

Count  of Tackles is cancelled: Raise clenched fist  above head and 

wave side to side. 

Player “held” and to play the ball: Indicate that  players not  

concerned with the play- the-ball must  ret ire by making a signal 

chest -high, sim ilar to the breast  stroke in swim ming. 

Signals 

indicat ing 

infr ingem ents 

1. Knock-on: With hands in front  of the body, below the waist , slight ly 

apart , palms facing forward and fingers point ing towards the ground, 

make two or three forward movements of the hands. 

2. Forw ard Pass: Make a forward movement  with the straight  arm 

indicat ing the line of flight  of the ball.  

3. Halfback feeds “ow n feet”: With hands and arms m ime the act ion 

of the halfback put t ing the ball into the scrum, but  exaggerate the 

angle at  which it  was thrown. 

4. Halfback “dum m ies”: Mime the act ion of the halfback but  emphasise 

the backward mot ion of the hands. 

5. Halfback fails to ret ire: Make a movement  with the hand indicat ing 

the direct ion the halfback should have taken. 

6. Halfback throw s the ball upw ards into the scrum : Mime the act ion 

of the halfback exaggerat ing the upward movement  of the hands. 

7. Hooker str ikes prem aturely: Raise a foot  from  the ground in front  

of the body with the leg st raight . 

8. Hooker packs w ith a loose arm : Raise on arm sideways with elbow 

bent  so that  the hand hangs downwards. 

9. Prop str ikes for  the ball: Raise a foot  from  the ground by extending 

the leg sideways from the body. 

10. Handling in the scrum : Make a backward scooping act ion with the 

hand. 

11. Collapsing the scrum : Make a lift ing mot ion with the hand. 

12. More than seven backs: Point  to one of the players who is detached 

from the scrum and who normally is in the pack and then hold up seven 

fingers. 

13. More than six  players pushing in the scrum : Point  to the player 

who is pushing and who is not  normally in the scrum and then hold up 

six f ingers. 

Play- the-ball 14. Tackled player delays regaining his/ her  feet : Flick the hand in an 

upward direct ion. 

15. Tackled player “dum m ies” w hen dropping the ball: Mime the 

act ion of the offending player exaggerat ing the upward direct ion. 

16. Tackled player fa ils to drop the ball correctly: I f the ball has been 

dropped between the legs indicate the part  of the ball.  I f  the ball has 

been dropped to the side, point  with one hand to the side. 

17. Tackled player does not  life the ball clear  of ground: Make a lift ing 

movement  with the hand. 

18. Tackled player  does not  face opponents’ in- goal: Stand at  the 

angle offending player adopted and then turn to face the opponents’ 

in-goal. 

19. Tackled player fa ils to play the ball backw ards or  passes w hen 

he/ she should have played the ball: Mime the gesture of playing 

the ball.  

20. Tackled player obstructs or  but ts w ith his/ her  head afte r 

playing the ball: Mime his/ her act ion.  
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Sect ion 17. Referee’s Signals (cont inued)  
 

 

21. Voluntary tackle: Make a lift ing movement  with hand. 

22. The player m arking the tackled player k icks or heels the ball: 

Make a kicking movement  with the foot . 

23. Player m arking retains his/ her  hold on player  playing the ball: 

Make a decisive backward m ovement  with one hand. This signal 

applies to any interference by the player marking when the ball is 

actually being played other than k ick ing prematurely or dangerously 

(paragraph 22 above) .  

24. Tackler  delays releasing tackled player: Make a downward 

movement  with the hands in front  of the body below the waist . 

25. Offside at play- the- ball:  With a backward movement  of the hand 

indicate that  the player should be further back. 

26. Stealing of the ball from  the tackled player: Mime the act ion of 

snatching the ball from  the opponent . 

27. Dragging tackled player after  tackle  is effect ive: Mime the act ion 

of dragging. 

28. Team  is tackled five successive t im es: Raise arm vert ically above 

head with fingers and thumb outstretched. 

29. Team  is tackled six  successive t im es: Blow the whist le, raise the 

arm vert ically above the head, then point  to the side which is to gain 

possession and m ime the gesture of playing the ball.  The surrendering 

of the ball is referred to as the ‘handover’. 

30. Count  of tackle  is cancelled and starts again: Wave clenched fist  

from side to side above head. 

Drop- out  or  

Penalty  

Other 

I nfr ingem ents 

31. Kicker fails to br ing foot into contact  w ith the ball: Tap the foot  

with one hand. 

32. Offside: I ndicate player should have been further back. (See No. 25). 

33. Player in possession touches official: Point  to the player in 

possession and tap the chest  with one hand. 

34. Obstruct ion: Mime the offending player’s act ion 

35. Tripping: Extend one foot  forward as if to t r ip. 

36. Stiff arm  tackle: Raise an arm in front  of the body with f ist  clenched 

and as the arm is moved forward tap the forearm with the other hand. 

37. Disput ing decisions: Place one hand on the mouth. 

38. Ball in Touch: Point  to appropr iate Touch Judge. 

39. Extra  Tim e: Raise both arms vert ically  above head. 

40. Ending Extra  Tim e for  Stoppage: Wave one arm above head. 

41. Tem porary Suspension of a Player: Raise both arms with fingers 

outstretched for 10 m inutes suspension. 

42. Player directed to leave the field to receive at tent ion for  

bleeding: Draw the hand across the chest  from side to side. 

Touch Judge 

signals 

43.  The Touch Judge cannot  stop the play for any infr ingement  but  he/ she 

may signal the nature of an infr ingement  if  the Referee is unsighted 

and seeks his/  her guidance. 

Signals which may be used by a Touch Judge and which are not  included 

in Para. 3 above are: -  

Touch: Flag is raised above the head at  the point  of entry into touch. 

Ball Back: Flag waved above across the body, below the waist , and, 

with the other hand, point  to either the goal line or 20 met re line 

depending on where play should be restarted. Do not  point  to the 

player who made the ball dead.  

Successful Kick at  Goal: Raise flag above head. 
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Unsuccessful Kick at  Goal: Wave flag across and in front  of the body 

below the waist . I f the ball goes over the dead ball line, tap the ground 

with the end of the flag st ick. 

Dead Ball Line: Wave flag up and down between shoulder and knee 

and point  to appropr iate restart  posit ion. 
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SECTI ON 1 8  

I NDEX TO THE LAW S OF RUGBY LEAGUE 

 
This I ndex to the Laws of Rugby League is based on The Australian Rugby League 

Laws of the Game and Notes on the Laws as published by the Australian Rugby 

League. 
 

The I ndex ident if ies Laws and terms in Sect ions (S.)  and the page(s)  where these 
are explained. 

 
Accidental breach   S.11, p.25 

Accidental str ike/ hit  S.9(7), p.21;  S.11, Notes 10g, p.28;  

S.12 5(e) , p.30 

Advantage   Glossary, p.4  

- When applied   Notes S.16, p.43 

When awarding penalty   S.13, Notes (1) p.33  

Attacking team    Glossary, p.4 

Back     Glossary, p.4 

Ball shape/ size   S.3, p.8 

- ball deflated   S.3, p.8 

- ball bursts    S.3, p.8 

Ball back    Glossary, p.4 

Ball caught  in-goal  S.8, p.18 

Ball blown/ bounces forward  Notes S.10, p.22  

Behind    Glossary, p.4 

Blind side    Glossary, p.4 

Caut ions    S.16, p.42;  S.7,p.16 

Changing ends    Notes S.7, p.16 

Charging down    Glossary, p.4;  S.10, p.22;  S.11,  p.25  

Convert ing a t ry    Glossary, p.4 

Corner post/ f lag    Glossary, p.4;  Notes S.9, p.21 

Dead ball   Glossary, p.4 

Dead ball line    Notes p.3  

Defending team    Glossary, p.4  

Different ial penalty   Glossary, p.4;  Notes S.13, p.33  

Down Town   S.14, p.36 

Drop goal   Glossary, p.4 

- Offence on kicker   S.13, p.35  

- Drop kick    Glossary, p.4 

Drop-out    Glossary, p.4  

Dummy     Glossary,  p.5 

Durat ion of game   Notes S.7, p.16 

- Extra t ime   S.7, p.17 

- Shortening   Notes S.7, p.16 

- Alter ing interval   Notes S.7, p.16 

- Kick after t ime   Notes S.7, p.16 

- Recommencing after injury  S.7, p.17 

- Reduce stoppages  Notes S.7, p.17 
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Durat ion of game (cont ’d)  

- Scrum after t ime Notes S.7, p.16 

- Signal extra t ime Notes S.7, p.17 

Dut ies of referee S.16, p.41 

- Accept  Touch Judge decision S.16, p.44 

- Awarding t ry Notes S.16, p.44 

- Enforce laws S.16, p.41 

- Caut ions Notes S.16, p.42 

- Change decisions S.16, p.44 

- Consult  Touch Judges Notes S.16, p.41 

- Control players S.16, p.42 

- Controversial decisions Notes S. 16, p.45 

- I njured referees Notes S.16. p.41 

- Power to dism iss S.16, p.42 

- Power to stop games S.16, p.41 

- Record scores S.16, p.41 

- Signals S.17, p.47 

- Temporary suspension Notes S.16, p.42 

- Timekeeper S.16, p.41 

Dut ies of Touch Judges S.16, p.41 

End of play S.17, p.16 

Field of play Glossary, p.5 

Flag S.16, p.44 

Forward Glossary, p.5 

Forward pass Glossary, p.5;  Notes S.10, p.22 

- Scrum for Notes S.10, p.22 

- Penalty for Notes S.10, p.22 

Foul play Glossary, p.5 

Foul “ throws”  Notes S.11, p.23 

Free kick Glossary, p.5 

- Goal from Notes S.6, p.13 

- When occurs Glossary, p.5 

Full t imes Glossary, p.5 

General play Glossary, p.5 

Goal Glossary, p.5 

- How scored S.6, p.13 

- Ball blown back Notes S.6, p.13 

- Ball hits post Notes S.8, p.20 

- Distract ing kicker S.6, p.14 

- From kick off Notes S.6, p.13 

- Help hold ball Notes S.6, p.14 

- Judging kick S.6, p.15;  Notes S.6, p.15 

- Players’ posit ions S.6, p.14 

- Pretending goal k ick Notes S.6, p.15 

- Wast ing t ime Notes S.6, p.14 

- Where taken S.6, p.14;  

- Referee to instruct  Notes S.6, p.14 
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Goal posts Notes p.3;  S.6, p.14 

- Ball hits Notes S.8, p.20 

Goal lines Notes p.3 

Grounding the ball Glossary, p.5 

Half- t ime Glossary, p.5 

Handover Glossary, p.5 

Harassing referee Notes S.16, p.42 

Heading ball S.10, p.22 

Heel Glossary, p.6 

Hook Glossary, p.6 

I n-goal Glossary, p.6 

-  Deliberate breach Notes S.8, p.19 

I n possession Glossary, p.6 

I nterval S.7, p.16 

I nterference -  illegal See Obstruct ion 

Kick Glossary, p.6 

Kicking tees Notes S.6, p.14 

Kick off Glossary, p.6;  S.5, p.11;  S.8, p.18;  

- V.I .P kick-off Notes S.8, p.18 

Knock-on Glossary, p.6;  S.10, p.22 

- Deliberate S.10, p.22 

- Accidental S.10, p.22 

- Over goal line Notes S.10, p.22 

- Zero tackle After “Accidental breach”  S.11, Law 7, p.25 

Law breakers Notes S.15, p.38 

Loose arm Glossary, p.6 

Loose ball Glossary, p.6 

Loose head Glossary, p.6 

Losing possession Notes S.11, p.25 

Mark Glossary, p.6 

Misconduct Notes S.6, p.15;  S.13, p.33;  S.15, p.38 

- Law breakers Notes S.15, p.38 (Persistent)  

- Types S.15, p.38 

Mutual infr ingement See Scrum below 

Object  of game S.5, p.11 

Obstruct ion Glossary, p.6;  S.5, p.11 

- Accidental Notes S.15, p.38 & 39 

- After k ick Notes S.15, p.38 & S.13 Law 10  - Drop Goal 

- Behind ruck Notes S.15, p.40 

- Bore through scrum Notes S.15, p.40 

- Use goal posts Notes S.15, p.40 

- Examples Notes S.15, p.38 

- When not  in possession S.11, p.23 

Offence on t ry scorer S.13, p.35 

Official inquiry S.16, p.45 
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Offside Glossary, p.6;  S.14, p.36 

- Accidental Notes S.14, p.36 

- Catcher claims offside S.14, p.36 

- Examples Notes S.14, p.37 

- I nterfere with catches Notes S.14, p.36 

- Placed onside S.14, p.36 

- Ret ire 10m S.14, p.36 

- Versus “out of play”  Notes S.14, p.36 

- When offside S.14, p.36 

Onside Glossary, p.6;  S.5, p.11 

Open side Glossary, p.6 

Opt ional k ick S.8, p.18 

On the full Glossary, p.6 

Out of play S.5, p.11;  S.11, p.26;  S.14, p.36 

- At play- the-ball S.11, p.26 & 27 

- Versus offside Notes S.14, p.36 

Pack Glossary, p.6 

Pass Glossary, p.6 

Penalise Glossary, p.7 

Penalty k ick Glossary, p.7;  S.13, p.33 

- Advance the mark S.13, p.33 

- Play advantage Notes S.13, p.33 

-  Breaches of S.13, p.33;  S.13, p.35 

- Different ial Notes S.13, p.33 

- Explain why S.13, p.35;  Notes S.15, p.38 

- Finding touch S.13, p.35 

- Free kick S.13, p.34;  Notes S.13, p.34 

- How taken S.13, p.34 

- I n-goal offence S.13, p.35 

- Mark for S.13, p.33;  Notes S.13, p.34 

- Misconduct S.13, p.33 

- No delay S.13, p.35 

- For obstruct ion S.13, p.33 

- Offence against  t ry scorer S.13, p.35 

- Posit ion of players S.13, p.34 

- Refusing surrender of ball Notes S.13, p.35 

- When awarded S.13, p.33 

Penalty t ry S.6.3(d) , p.13;  Notes S.13, p.35 

Place kick Glossary, p.7 

Players 

- Bleeding S.4, p.9 

- Jersey colour S.4, p.10;  Notes S.4, p.10 

- Dismissed Notes S.16, p.42 

- Equipment S.4, p.10;  I nspect ion S.4, p.10 

-  I njured S.4, p.9;  S.7, p.17 

- Kick at  goal S.4, p.9 

- Late arr ival S.4, p.9 
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Players (cont ’d)  

- Not ‘objects’ Notes S.9, p.21 

- Number of S.4, p.9 

- Reports to Referee/ Touch  Judge   Notes S.16, p.41 

- Returns to field Notes S.16, p.41 

- Subst itutes S.4, p.9;  p.52 

Playing area Glossary, p.7;  Notes S.16, p.42 

Playing field Glossary, p.7;  Diagram p.2 

Play- the-ball Glossary, p.7;  S.11, p.26 

- Procedure S.11, p.26;  Notes S.11, p.27 

- Act ing halfback S.11, p.26 

- Disputed possession Notes S.11, p.26 

- I ndicate 10m Notes S.11, p.27 

- Ret ire 10m S.11, p.26  

- Out of Play  S.11, p.27 

- On/ near goal line S.11, p.28 

- Speed essent ial S.11, p.28 

- When to move up S.11, p.26 

Point  of infr ingement Notes S.11, p.25 

Prop Glossary, p.7 

Punt  Glossary, p.7 

Put- in/ Feeding scrum Glossary, p.7 

Rebound & r icochet S.9.7,p.21, Notes S.11, p.25 

Referee See ‘Dut ies of Referee’ 

Restarts of play S.8, p.18 

- “Opt ional”  k ick S.8, Law 2 p.18 

Scrum Glossary, p.7;  S.12, p.29 

- Format ion S.12, p.29 

- Attacker held up in-goal Notes S.12, p.29 

- Backs ret ire 5m S.12, p.31 

- Ball in play S.12, p.32 

- But t ing Notes S.12, p.32 

- Depleted pack Notes S.12, p.29 

- Forwards detaching Notes S.12, p.29 

- Forwards act ion S.12, p.31 

- Forwards feet S.12, p.29 

- Handling in scrum Notes S.12, p.32 

- Hookers Notes S.12, p.31 

- Loose arm Notes S.12, p.29 

- Loose head S.12, p.30 

- Numbers/ backs/ forwards S.12, p.29 

- Mutual infr ingement S.12, p.30;  Notes (5) , S.12, p.30 

- Offending team Notes S.12, p.30;  Notes S.12, p.32 

- Pushing S.12, p.30 

- Put- in/ Feeding scrum S.12, p.30 

- Put- in/ Which side Notes S.12, p.31 

- Scrum half ret ires S.12, p.30;  Notes S.12, p.31 

- Scrum wanders S.12, p.32 

- Scrum wheels  S.12, p.32 
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Scrum (cont ’d)  

- When formed S.12, p.29 

- Where formed S.12, p.32 

Shoulder charge Notes S.5, p.11 

Signals S.17, p.46, 47, 48, 49 

“Sin Bin”  See ‘Temporary Suspension’ 

Start  of play S.8, p.18 

- Restarts of play -  20 m S.8, p.18 

- Goal line drop-out  S.8, p.19 

- Breaches of S.8, p.18, 19 

- Players not ret ir ing Notes S.8, p.20 

- Penalt ies where taken S.8, p.20 

“Stealing”  ball S.11, p.26;  Notes S.11, p.26 

Str ipping ball S.11.9, p.26;  Notes S.11, p.26 

Str ike Glossary, p.7 

Tackle Glossary, p.7;  S.5, p.11;  S.11, p.23 

- Broken tackle Notes S.11, p.23 

- Count  of tackles S.11, p.25;  Notes S.11, p.25  (cancels)  

- Charging down Notes S.11, p.25 

- Player in possession S.11, p.23 

- Foul “ throws”  Notes S.11, p.23 

- Dangerous Throw S.15.1 (d), p.38 

- I ndicate last Notes S.11, p.25 

- Losing possession S.11, p.25;  Notes S.11, p.25 

- Marker dives on ball Notes S.11, p.24 

- Mid air  tackle Notes S.11, p.23 

- Second movement Notes S.11, p.24 

- Sixth tackle S.11, p.25 

- Sliding tackle S.11, p.24 

- “Stealing”  ball S.11, p.25 

- Succumbing to Notes S.11, p.23 

- “Touching”  ball Notes S.11, p.25 

- Verbal instruct ions S.11, p.24 

- Voluntary tackle S.11, p.24 

- When not  in possession S.11, p.23 

- When tackled S.11, p.23 

- When to tackle S.5(4) , p.11 

Temporary suspension Notes S.16, p.42 

Time keeping S.7, p.16 

Toss S.5, p.11 

Touch S.9, p.21 

- Ball back S.9, p.21 

- Ball dead Notes S.9, p.21 

- Ball in touch S.9, p.21 

- From penalty S.9, p.21 

- Player in touch S.9, p.21 

- Points of ent ry S.9, p.21 

-  Scrum on ‘20’ S.9, p.21 

- From in-goal Notes S.9, p.21 
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“Touching”  ball    Notes S.11, p.25 

Touch down   Glossary, p.7 

Touch Judge dut ies  S.16, p.44 

- Ball swerves   Notes S.16, p.45 

- I ndicate touch   S.16, p.45 

- I ndicate touch in-goal  S.16, p.45 

- Judge goal k icks  S.16, p.45 

- I ndicate 10m   S.16, p.45 

- Official inquiry   S.16, p.44 

- Report m isconduct  Notes S.16, p.44 

- Signals    S.17, p.48-49 

- Under referee   Notes S.16, p.44 

- Undue interference   Notes S.16, p.44 

Touch lines   Notes p.3 

Touch in-goal   Glossary, p.7;  Notes p.3;  S.9, p.21 

Trainers    Notes, p.9 

Try    Glossary, p.7 

- Ball on goal line   Notes S.6, p.12 

- Ball lost  after  grounding  Notes S.6, p.12 

- Boring through forwards  Notes S.6, p.12 

- How scored   S.6, p.12 

- Pick up ball in in-goal  Notes S.6, p.12 

- I n scrum   Notes S.6, p.12 

- I ncorrect ly grounding  Notes S.6, p.12 

- Penalty t ry   S.6, p.13;  Notes S.13, p.35 

- Posit ion of   S.6, p.13 

- Referee sole judge  S.6, p.13 

- Referee unsighted  Notes S.6, p.12 

- Value of   S.6, p.12 

- Sliding    S.6, p.12 

- Touching referee   S.6, p.13 

Upright  tackle    Glossary, p.7 

Verbal I nst ruct ion   S.11, p.24 

Voluntary tackle    Glossary, p.7 

- Whist le   S.16, p.43 

- Blow accidentally  S.16, p.43 

- When to blow    S.16, p.43 

Zero tackle   S.11, p.25 
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      SAFEPLAY CODE FOR JUNI OR RUGBY LEAGUE  

 

I NTRODUCTI ON  

The SafePlay Code was developed to emphasise safety and good conduct  within the game of 

Rugby League by creat ing the best  possible on- field environment  and act ively cont rolling 

undesirable act ions. I t  applies to all players up to and including the Under 15 years age group. 

 

1 .  TACKLE ZONE 

The Code:  TACKLES ABOVE THE ARMPITS ARE NOT PERMITTED 

Applicat ion:  (a) When a ball-carr ier is running with an upr ight  posture, any tackles in 

which the defenders arm(s)  makes contact  above an armpit  const itutes an 

infr ingement . 

(b) I t  is an infr ingement for a defender/ tackler to set  upon the head or 

neck region of a ball-carr ier. 

Reference:  Law Book;  -  Sect ion 15, Law 1 (b) ,  Page 38 

2 .  DANGEROUS TACKLES 

The Code:  (2.1)  THE TACKLER’S LEGS CANNOT BE USED TO TRIP IN A THROW 

Applicat ion:  The use of the legs in a tackle is not  perm issible. Using the legs (even if 

the defender has a hand hold on the ball-carr ier)  to t r ip or  t hrow 

const itutes an infr ingement. 

Reference:  Law Book – Sect ion 15, Note to Law 1 (a) ,  Page 38 

The Code:  (2.2)  ADOPTING A CROTCH HOLD IS MISCONDUCT 

Applicat ion:  Adopt ing a crotch hold i.e. by placing either a hand or  arm in the crotch 

region is an infr ingement . 

Reference:  Law Book – Sect ion 15, Law 1 (d) , Page 38 

The Code:  (2.3)  NO VERTICAL LIFT IN A TACKLE IS PERMITTED 

Applicat ion:  Vert ical lift ing in a tackle is an infr ingement . 

No defender(s), dur ing the course of a tackle, are perm it ted to vert ically lift  

the ball-carr ier. I f the possibilit y of a vert ical lift  occurs, i.e. one or  both 

feet  of the ball-carr ier have been lifted off the ground;  the Referee must 

immediately blow the whist le to prevent  the tackle from cont inuing.  (This 

is not  to be confused with a tackle that , in the same mot ion, “ knocks”  a 

player off his/ her feet ) . 

 

The Code:  (2.4)  A BALL-CARRIER CANNOT BE LIFTED AND DRIVEN 

Applicat ion:  A tackle that  results in the ball-carr ier being lifted and remaining off the 

ground while the tackler takes two (2)  or  more steps t o dr ive the player ( in 

any direct ion and while the ball-carr ier’s feet  are off the ground)  is an 

infr ingement . 
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Reference:  Law Book 0 Sect ion 15, Law 1 (d) ,  Notes 1 (d) , Page 38 

The Code:  (2.5)  THE ADDITIONAL FOLLOWING ACTION(S)  BY A TACKLER WILL 

ALSO INCUR AN IMMEDIATE PENALTY 

Applicat ion:  Whilst  a player in possession is moving, it  is an infr ingement  for a defender 

to lift  the t railing foot  of the ball-carr ier from behind. (Again, this is not  to 

be confused with a tackle that  in t he same mot ion, “ knocks”  a player off 

his/ her feet ) . 

3 .  SHOULDER CHARGE 

The Code:  A DEFENDER CANNOT “SHOULDER CHARGE”  A BALL-CARRIER TO 

AFFECT A TACKLE 

Applicat ion:  A defender who runs at  a ball-carr ier and, without  at tempt ing to tackle, 

grabs or holds the ball- carr ier, charges to make contact  with the shoulder 

or with the upper arm ( tucked into the side)  is guilt y of an infr ingement . 

Reference:  Law Book – Sect ion 15, Considered “Misconduct ”  or “Dangerous Play”  

4 .  VI CI OUS PALM  

The Code:  AN ATTACKING PLAYER CANNOT “THRUST”  OUT AN ARM TO 

CONTACT THE DEFENDER ABOVE THE SHOULDER 

Applicat ion:  Any at tacking player who v iolent ly punches or thrusts out  an arm  or 

uses an outstretched st iff arm  so that  the hand or fist  contacts the neck, 

face or  head of a defender com m it s an infr ingement  ( this sect ion does 

not  state that  a player cannot  legit imately ‘palm ’ the head, neck or 

face) . 

Reference:  Law Book – Sect ion 15, Law 1 (a) , Page 38 

5 .  SLI NGI NG 

The Code:  THE USE OF THE BALL-CARRIER’S ARM OR JERSEY TO SLING OR 

SWING A PLAYER IS PROHIBITED 

Applicat ion:  A defender who uses the arm  or  jersey of the ball- carr ier  to sling or 

swing the player in a tackle com m its an infr ingement. 

Reference:  Law Book – Sect ion 11, Note to Law 1,  Page 23 

6 .  SANDBAGGI NG ( FLOPPI NG)  

The Code:  A DEFENDER CANNOT DROP OR FALL ON A PRONE PLAYER 

Applicat ion:  I t  is an infr ingement  for a defender to drop, dive or fall on a player in 

possession of the ball who is prone or stat ionary on the ground and not  

at tempt ing to play-on (a simple hand-on completes the tackle) .  

Reference:  Law Book – Sect ion 15, Law 1 € & ( i) , Page 38 
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7 .  SURRENDER ( I N  THE TACKLE)  

The Code:  BALL-CARRIERS MAY SURRENDER IN THE TACKLE. WHEN SMALL 

AND/ OR INEXPERIENCED PLAYERS ARE INVOLVED IN A “SURRENDER” , 

DEFENDERS MUST NOT COMPLETE THE TACKLE 

Applicat ion:  This rule is designed to protect  beginners and small players by m inim ising 

r isk and elim inat ing excessively robust  play. The Referee, NOT the player, 

calls ‘held’. Players who are at  an obvious disadvantage because of low 

levels of experience, are of small stature or show a lack of sk ill are t o be 

protected when in possession of the ball and being tackled. A halt  to play 

is to be called (by the Referee)  when these players submit  to the tackle 

or  are held, subdued or their  progress is halted by bigger or  more 

experienced players. Failure by a tackler to respond to the Referee’s call 

is an infr ingement. 

Reference:  Law Book – Sect ion 11, Law 2 (c) ,  Page 23, Note to 2 (c) , Page 24 

8 .  VERBAL ABUSE /  FOUL LAN GUAGE 

The Code:  THE USE OF OBSCENE EXPLETIVES, THREATENING OR DENIGRATING 

WORDS IS NOT PERMITTED 

Applicat ion:  Verbal abuse, obscene language and sledging, including com ments or 

words that  threaten or denigrate an opponent , referee or supporter is an 

infr ingement  ( if the individual cannot  be ident ified, the team should be 

caut ioned through the captain) . 

Reference:  Law Book – Sect ion 15, Law 1 ( f) , Page 38 

9 .   SCRUMS 

The Code:  PUSHING OR PULLI NG IN, OR ROTATING A SCRUM IS NOT PERMITTED 

Applicat ion:  All scrums are to be de-powered. Scrums will form  as per the following 

inst ruct ion:  FORM, ENGAGE & HOLD. A team that  deliberately pushes or 

pulls in,  or rotates a scrum is guilt y of an infr ingement. Once the ball has 

been fed into the scrum, hookers only may st r ike for the ball. Second row 

players can lift  a foot  to rake the ball out  of the scrum, but  cannot  step 

forward over the ball to cause the ball to come out  of the scrum. 

Reference:  Law Book – Sect ion 12, Law 4,  Page 30 

 

I t  should be noted that  every penalty under the SafePlay Code should be accompanied by a 

caut ion and inst ruct ion to the player responsible for the infr ingement. 

 

 

I MPORTANT NOTE – IT IS MANDATORY THAT A PENALTY KICK FOLLOW ANY ACT THAT 

TRANSGRESSES THE SAFEPLAY CODE. ACTION, IN ADDITION TO A PENALTY FOR A BREACH 

( i.e. SIN BIN OR REPLACEMENT IN MINI / MOD) IS DISMISSAL AT THE DISCRETION OF THE 

REFEREE. 

(Refer I nternat ional Laws, Sect ion 13, 1 (a)  and Sect ion 15 – Players Misconduct ) . 
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ADVANTAGE PLAY &  THE SAFEPLAY CODE 

 

A penalty kick must  follow any infr ingement . 

1. IN NO ADVANTAGE OCCURS, the penalty is to be awarded immediately. 

2. I F AN ADVANTAGE OCCURS, the penalty is to be awarded either at  the breakdown in play 

immediately after the m isconduct  occurred, (unless a t ry is im minent )  or where the act  of 

m isconduct  occurred, whichever is to the greater advantage to the non-offending team. 

3. WHEN A TRY HAS BEEN SCORED in the same play in which the act  of m isconduct  occurred 

or in the immediate play thereafter ( the imm inent  factor) , the penalty k ick, addit ional to 

the conversion, will be awarded in front  of the goal posts. A k ick at  goal must  be taken 

from the penalty kick (place or drop)  and play restarted from the cent re on the half-way 

line ir respect ive of the outcome of the kick.  

 

A NOTE ON MODI FI ED GAMES 

( “Law s of Modified Gam es”, Corcoran, 2 0 0 2 .)  

 

The ‘Sin Bin’ does not  apply in Mini Footy or  Mod League games. Should a player be guilt y of 

such conduct  that  “merits”  suspension from the field for a t ime, then the referee is t o advise 

the player’s team Captain of the problem and direct  that  the player be replaced for  the 

remainder of that  per iod of play dur ing which the m isconduct  occurred. 

A player’s Captain may be directed to replace the player for the remainder of the game should 

that  player’s m isconduct  warrant  such act ion. I n this case, the offending player cannot  take 

any further part  in the match. A player – replaced for a per iod (Mini)  or  half (Mod)  who 

resumes playing in a later per iod /  half AND is guilt y of further m isconduct  MUST be dism issed 

WITHOUT REPLACEMENT. ( I nternat ional Laws apply here). 

 

I MPLEMENTI NG THE SAFEPLAY CODE 

 

Prom oting the Code. All parents, players, coaches and referees should fam iliar ise themselves 

with the “SafePlay Code”  before the commencement  of the season and subsequent  matches. 

A copy of the Code should be available and prom inent ly displayed at  match venues and t raining 

sessions. 

Referees. The Referee’s total implementat ion of the SafePlay Code is the key to it s success. 

Referees must  be fully br iefed on the detailed workings of the “SafePlay Code” . 

The most  suitable personnel to do this are the appointed Coaching and Development  Staff or 

Referees’ Coordinators/ Providers/ Coaches. 

Coaches. Coaches are the other vital factor in ensur ing that  the code is applied successfully. 

All coaches must  ensure that  their  players are aware of, and fully understand, the “SafePlay 

Code”  and observe it  “ to the let ter” . 

All Matches. To ensure that  all part ies full understand the SafePlay Code, a pre-match meet ing 

should be held, at  I nternat ional Law games, between the match Referee, Coaches, Ground 

Officials and where possible, team Captains. 

I t  may take a few matches for Referees and players to become accustomed to the Code. 

However, the r ight  balance will soon be achieved as long as all concerned work together and 

realise that  the code will benefit  all players and the game. 

 

[ The or iginal SafePlay Code was writ ten by Graham Chaffey – NSWRL – and t r ialled by the 

NSWCRL in 1995.]
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