2007 STC/TCK DC Tag Rugby 7’s 

Rules of the Game
The Rules of the Game is a guide for all players to follow while playing the game of rugby during the 2007 DC Tag Rugby Tournament. The Tournament Organizing Committee (TOC) has prepared this document with the intention of identifying key International Rugby Board (IRB) rules applicable to the seven-a-side tag rugby environment. The TOC has adopted the “rules of the game” with certain changes, in keeping with the spirit of our particular tournament. 

This document will assist both new and old players to familiarize themselves with the current rules of this tournament. The TOC requests each Team Representative to circulate this document to all his players. 

1) Starts and Re-starts: 

All starts and re-starts will utilize a drop kick.  Penalties and conversions could use either a drop or place kick. The team that scores will kick-off to re-start. 
2) Tagged:  

When, during the run of play, a flag is correctly pulled, a “tag” will be awarded to the defense, at the point where the flag was removed.  The tagged team will immediately relinquish possession to the opposing team who will start their own movement with a ‘tap’.  A ‘tap’ will be taken with the ball placed on the ground only after the referee has spotted the place and instructs to resume play. You CANNOT take a “QIUCK TAP”. These taps also cannot be kicked at goal, and if kicked to touch would be considered as a regular kick to touch with the throw in going to the opposite side (see rule 8).  “PENALTY TAPS” are different as you may take a “quick tap” kick at goal/touch etc. During a “penalty tap” the defense line must be at least 10 yards behind the referee’s mark. In all matters referee's discretion is final.

A player’s who has been tagged after he has got rid of the ball may continue to play until the next stoppage of play without the flags, however if he gets the ball again the defensive player only needs to ‘tap’ him on any part of his body to be considered tagged.  

The defense must line up 5-yards behind the referee’s mark, or retreat to it before they can defend.  Failure to do so will result in an additional 5-meter penalty “tap” to the attacking team at which time the defense line must line up 10 yards behind the referee’s mark.  Repeated failures to retreat will result in additional penalties being awarded by the referee to the attacking team. 
3) Flag Use and Abuse:

The players must at all times during the game have their jersey’s OVER their shorts, and the tag belt on the hip outside the jersey, thus making it possible for the flags to be clearly visible at all times.  One flag has to be on the left hip area, and the second flag on the right hip area of the player.  Flags cannot be rolled around the tag belt to be away from the hips.  Before each play, it is the responsibility of each player to check to confirm that their jersey is over the short and both flags are in place.  A player cannot put the ball into play after a stoppage of play if that player does not have both flags (i.e. tap, quick line out, etc).

The referee will make sure that before each scrum and line out all players adhere to the above rules. Simply said, an attacking player cannot initiate any offensive play or participate in an offensive play without both flags on the belt. The referee will penalize the player violating this rule by awarding a tap to the opposite team from the place of the infringement.

Anyone who purposely pulls flags incorrectly (i.e. late), will be warned by the ref, sin-binned, and finally ejected from the game.

(NOTE:  JERSEYS WILL BE WORN OUTSIDE THE SHORTS AT ALL TIMES SO THAT FLAGS CAN BE PROMINENTLY DISPLAYED.  IF A PLAYER IS SEEN TO HIDE HIS FLAG ON PURPOSE, HE WILL BE PENALIZED).

4) Hand/Warding off an opponent in open play:
In keeping with the sprit of this tournament, NO warding-off is allowed. Repeated non-compliance will result in penalties, sin-bins or ejections from the game. 

In the same manner, any form of obstruction of his tag-flags by an attacking player designed to thwart the removal of his tags will be penalized. This includes covering of tag-flags by the ball. 

Penalties for improper warding off or obstruction of tag-flags could be warnings, sin-bins or ejections, depending on the gravity of the offense and/or repeated infringements.   The referee is the final authority on appropriate punishment
5) Line outs:
Set line-outs will consist of two players from each team at all times.  (Exceptions are when a quick throw-in is taken by the opposition – At or behind the place the ball had gone to touch).  The referee is the final arbitrator on whether a quick throw-in has been taken at the correct spot.   NOTE:  If a ball kicked to touch in open play is touched by a spectator, a quick throw-in is disallowed.  

A player who uses both hands to catch the ball in a line out, must be allowed to bring it down by the opposition and ‘feed’ the scrum half.  His flag cannot be pulled by the defense unless, in the opinion of the referee, he makes a definite move to make a break, at which time his flag could be pulled and a ‘tackle’ awarded. 

The defense cannot approach the scrum half until the ball has been passed out of the line out.  This rule applies to the three-quarters too - who are to line 10 meters away. They can start their attack only after the ball has been passed or tapped from the line out to the scrum half. 

Lifting in the line-outs is prohibited.  

6) Scrums: 
Scrums will consist of three players from each team at all times (a hooker and two props).  (Usual rules of engagement apply:  i.e.  hookers feet down, scrums halves ‘feed’ the ball in a straight line, and opposing scrum halves must be on the side the ball is put in).  The three players in the front row must be bound by waist and shoulders in one line.
All three-quarters can line up to the last foot on their side of the scrum.  (Obviously, the side winning the ball will drop back as far as they need to).  

Once the ball put into a scrum has gone past the last mans foot of either front row, it is playable by any player on the field.

Scrums will be awarded for forward passes and knock-on’s - and other normal scrum infringements.

7) Rucks & Mauls: 
Anytime a ball is held up by one or more player from each team, in a ruck or maul situation, the referee will stop play immediately and order a scrum to the attacking side (the side that last had possession). 

8) Penalties:

All off-sides and other major infractions will result in a penalty kick awarded to the non-offending team with all applicable IRB rules.

A player cannot participate in any offensive or defensive play while he is on the ground. The definition of “on the ground” is when even one knee of a player hits the ground.

Penalty Retreat: The usual ten-meter retreat rule on the defense applies.  

9) Marks:  

Marks will be allowed in as long as the player making the Mark shouts “Mark” as he catches the ball on the fly, inside his own 22 meter while remaining still.  Note:  the new rule allows a player to be airborne while making a mark.   A free kick will be awarded at the mark.  A mark can be taken only by the player making the mark (unless injured).  There can be no conversion made directly from a mark.  
10) Kicks to Touch:
Usual rules will apply.  On the fly, from within the 22 meter line, throw-in is at the point of touch.  For kicks to touch on the fly from outside the 22, the throw-in is from where the ball was last kicked.
11) Foul/Dangerous Play: 

When foul/dangerous play has been detected by the referee, the referee will warn, penalize, sin-bin and/or eject players, depending on the severity of the infraction. Sin-bins could last from a minimum of 1 minute to a maximum of 3 minutes.   The referee is the final authority on the punishment meted out.  

In keeping with the spirit of this tournament, all forms of unwarranted aggression will be immediately dealt with by the referee. 
No tackling is allowed at any time.  A penalty, warning and ejection will be meted out by the referee for repeated tackling by a player. 

12)   Time-Keeping:
The referee will use a stopwatch to record all stops that are outside the normal run of play (re-adjusting/ re-attaching flags, injuries, kicks to goal). Any willful wastage of time by a team (taps, line-outs, scrums) will be penalized. 
The Tournament Marshals will also monitor the time and confer with the referee when warranted.

13) Advantage Law:
Advantage laws will be applied according to normal IRU rules.

14) Dead Ball Rule:
When a ball is kicked out of the dead-ball area by the attacking team, the defense has the option of a 22-meter drop out OR a scrum from where the ball was last kicked.  

15) Points: 
Normal scoring will apply:

a) Try - 5 points

b) Conversion - 2 points

c)  Penalties and Drop Goals - 3 points each. 

16) Touch Judges:

Each team will nominate a competent touch judge for the tournament.  Referees will utilize touch judges who do not represent the teams on the field.  The Tournament Marshals will appropriately inform captains of their turns in providing touch judges.  Touch judge rulings can be overturned by the referee - who is the final authority on all matters on the field.

17) Disciplinary Committee
The TOC will nominate a five (5) member Disciplinary Committee prior to the commencement of the Tournament.  The Head Referee will be a member of this committee.  The views of the game referee and tournament marshal(s) may be sought by the Disciplinary Committee on all disciplinary actions made during the tournament.

If there is a serious breakdown in discipline on or off the field by players or their supporters, the referee can call off a game.  Points for the cancelled game could be awarded to any one of the teams, or shared by them, or not awarded at all to either team – depending on the ruling by the Disciplinary Committee.

Supporters are the responsibility of the team they support.  If teams fail to distance themselves from a rowdy supporter, they could be penalized by the Disciplinary Committee.  On the other hand, a spectator who is not recognized as a supporter by any team will be ejected from the field by the National Park Service Police on recommendations of the Controller, for any rowdy behavior.  The Head Referee is this year’s Controller.  (Note: The National Park Service Police in attendance has been notified and is supportive of this).      
