TRY COLORADO

RULES & REGS– 2010

(MODIFIED to meet the needs of Colorado TRY rugby development)

#1 GOAL

Safety.

CORE PRINCIPLES

1.  Safety

2.  The Spirit of the Game

3.  Player development through fundamental technique to skill progression

4.  Team development focused on continual progressive improvement in quality of play.

5.  Game development by maximizing the occurrence of safe, appropriate, meaningful competition.



6.  Creating the value of "The Rugby Difference" as perceived by players, 


parents and fans.
AGE DEFINITION
A player who is 15 years old on May 1 is eligible to play with the 15’s group, same with 13’s, etc.  (Example:  If a player turns 16 on May 2 they are eligible to play this year).  We encourage 15 year old freshman to play TRY as it gives them a chance to mature as ruggers for H.S. play. 

Players are not permitted to “play up” nor “play down” an age group.

AGE GROUPS:
Official age groups are as follows:

7 and Under  Co-ed Touch


9 and Under Co-ed Touch (2010 is one year trial)

9 and Under Boys Tackle (2010 is one year trial)

11 and Under Co-ed Touch (2010 is one year trial)

11 and Under Boys tackle (2010 is one year trial)

Girls 13 and Under tackle

Boys 13 and Under
 tackle

Boys 15 and Under tackle

Girls 17 and Under tackle

These age groups may be referred to as the 7’s, Coed 9’s, 9’s Tackle, Coed 11’s, 11’s Tackle, Girls 13, Boys 13, Boys 15, Girls 17.

BALL SIZE:

Size 3 for all the "Littles" ... 7's, 9's and 11's.

Size 4 for 13's and 15's.

Reminders:

1.  Please be role models in dealing with referees.  DO NOT yell at them, question calls from the sidelines, etc.  Talk with them at the breaks re: questions you may have.

2.  Coaches are in charge of your team's sideline / spectators.  If your sideline / spectators get out of line the ref will stop the match and ask you to control the sidelines.

Clarifications:

1.  Kicking is permitted in 13's and 15’s play.  Rationale:  Building rugby skills.

2.  No wheeling of scrums.  Wheeling should be immediately whistled by the ref and a "do over" with the same team putting in the ball.

Rationale:  As per U19 Law.

3.  There is no offside in open play.  Rationale:  As per Law.

4.  Kickoffs:


A.  When the ball is kicked off, goes 10, bounces in play and then goes into touch, the lineout is given to the opposing team.


B.  When the ball is kicked off, goes into touch in goal or through the dead ball line in goal, the receiving team may choose either a rekick or a scrum midfield.

Rationale:  As per Law.

5.  The "hand slap" in touch is legal in preventing a tag.

Rationale:  Building "fending / stiff arm" skills

PLAYING TIME … “SPIRIT OF THE GAME”

No uninjured player should sit out more than one consecutive quarter.

REFEREES / COACHES:

All 7 / 9 / 11 coaches should be prepared to ref ½ of their match with the opposing coach doing the other half of the match.

TOUCH / TAG for younger ages

The main differences from the standard game are that 2-hand tag (below the waist and above the knee) replaces the tackle.

How does the tag work? Let's say in open play a defender tags the ball carrier. (Important point: it's a tag, not a push or shove or twist or pull or anything potentially dangerous, for which the sanction is a penalty kick.) The referee then shouts "Tag!" and the ball carrier must "immediately" play the ball by passing it to a teammate. The definition of "immediately" varies by age group: for 11 & Under kids, it might mean a quick 2-count (tag, one, two). The defender who made the tag cannot interfere at all with the ball carrier's attempt to play the ball.  Defenders need to clearly retreat behind the last foot of the tagger who has assumed a non-interfering position after the tag.

7 & Under  Co-ed Touch: 

1.   Seven minute quarters x 4 = 28 minutes total.

2.  Touch only.

3.   No scrums, rucks, mauls or lineouts.

4.   Seven players per side.

9 & Under Co-ed Touch:

1.   Seven minute quarters X 4 = 28 minutes total.

2.  Touch only.

3.  Uncontested scrums (3 meter offside line), NO rucks, NO mauls and uncontested 
    lineouts (5 meter offside line).

4.   SEVEN players per side.

5.  No kicking.

9 & Under Boys Tackle:

1.  Seven minute quarters X 4 = 28 minutes total.

2.  Beginning with touch, then tackle in a tightly controlled match in 


Jamboree I and progressing to a more open game as the season 



progresses.

2. Uncontested scrums (3 meter offside line), NO rucks, NO mauls and uncontested lineouts (5 meter offside line).

4.  SEVEN players per side.

5.  No kicking.

11 & Under Co-ed Touch:

1. Seven minute quarters x 4 = 28 minutes total.

2. Touch only.  IRB forbids co-ed tackle in youth rugby!

3. Scrums are uncontested in Tag rugby (3 meter offside line).

4. No rucks or mauls … this is introduced at the 13 & Under level.

5. Lineouts are contested but when ball is caught the contesting stops (5 meter offside line).

6. Kicking is limited to kickoffs and restarting play.  Team that scored kicks to non-scoring team.

11 & Under Boys Tackle:


1.  Seven minute quarters x 4 = 28 minutes total.

 2.  Beginning with touch, then tackle in a tightly controlled match in  


Jamboree I and progressing to a more open game as the season 



progresses.

 3. Scrums are uncontested at this stage of tackle development. (3 meter 
offside line).

 4. No rucks or mauls … this is introduced at the 13 & Under level.

 5. Lineouts are contested but when ball is caught the contesting stops (5 
meter offside line).

  6. Kicking is limited to kickoffs and restarting play.  Team that scored 
kicks 
to non-scoring team.

13 & Under Girls / Boys Tackle:  

POSITION TITLES:

4 Backs and 3 Forwards

1.  Seven minute quarters x 4 = 28 minutes total.

2.  Season starts with touch and quickly progresses to tackle.

3. No push scrums progress to contested scrums as the season matures (5 meter offside line).

4. Rucks, mauls and lineouts (10 meter offside line) are contested but will be blown very quickly as a safety stop when play breaks down.  

5. Kicking is permitted.

15 & Under Boys Tackle / 17 & Under Girls Tackle

Each team has 7 players, with substitutions allowed at each quarter break. No uninjured player should sit out more than one consecutive quarter.

POSITION TITLES:

4 Backs and 3 Forwards

1. 4 x 7 minute quarters = 28 minutes total.

2. Season starts with tackling.

3. Contested scrums (5 meter offside line), rucks, mauls and lineouts (10 meter offside line).

4. Kicking is permitted.
RULES SUMMARY (summary is to aid rugby new comers and highlight modifications, if any, of “The Laws of the Game” 7 a side and U19 variations.)

SCORING POINTS - A team scores points by scoring TRIES AND CONVERSIONS. The best result is from scoring a TRY. If you can ground the ball over your opponents' try line you get FIVE POINTS for your team. The try scoring team also gets a chance to add another TWO POINTS by CONVERTING a place kick (a placed kick from the ground) through the field posts and above the crossbar.

NOTE:  NOT ALL MATCHES WILL HAVE POSTS IN WHICH CASE THERE WILL BE NO CONVERSION KICKS, PENALTY KICKS NOR DROP GOALS.

KICKOFFS AFTER TRY SCORED – Team that scored will kick to non-scoring team.  This insures both sides have access to playing offense as opposed to one team dominating play.

STOPPING THE TEAM FROM SCORING - All opposing players on the field can stop his target getting over their goal-line by tackling him and stopping movement of the ball.  When a player is tackled and held he must do something immediately … either play the ball or release it.

MAULS & RUCKS – Mauls and rucks are contested with referees whistling quickly when play breaks down.  NO BRIDGING in rucks.  Players stay on their feet. Breakdowns stopped for safety will result in a scrum to the team in last clear possession.

PASSING THE BALL - There is no limit as to how many times the ball is passed from one player to another but at no time can the ball be passed forward or fumbled forward with the ball touching the ground.

KICK - The attacking team may kick in general play and attempt to regain the ball, only if the players contesting the ball are behind the kicker when it is first kicked.

LOSING POSSESSION - When a player fails to catch a ball cleanly and knocks it forward the end result is a scrum with the opposing team controlling the feed of the scrum into the middle. A team also loses possession when the ball is kicked, carried over or rolls over the sideline (or into touch), causing play to be restarted with a lineout.

SCRUMS - Is when the '3' forwards from each side form opposing rows, face each other and then pack down and lock heads. Props each bind firmly with one arm around their hooker and the hooker with arms binding firmly around each prop.  In all binds the hands will be be at or below the level of the armpit.  The referee will talk the players through the sequence of “CROUCH, TOUCH, PAUSE, ENGAGE.”  The referee will then instruct the Scum Half to release (or feed) the ball into the middle of the scrum where the two packs of forwards push against each other to control the direction and the outcome of the ball.  As per 2009 ELV, 5 meter offside line for 13 and 15’s … 3 meter offside line for 7’s, 9’s and 11’s.

LINEOUTS - Lineouts are used to restart play when the ball has gone out of bounds.  The two props stand in a line facing the sideline or "touchline", the opposition matches up with them.  When ready, the hooker stands at sideline, and throws in the ball to one of the props.  They catch (hopefully) the ball while the scrumhalf waits for a quick pass from the props.  The scrumhalf then restarts general play with a run or pass out. Remember, it is contested, so defenders may go after the ball, though they cannot barge or push an opponent (penalty kick).  NO LIFTING!  Offside line of 10 meters for 13’s and 15’s … 5 meter offside line for 7’s, 9’s and 11’s.

OTHER SCORING - As well as scoring tries and conversions, you can also score points by kicking a place kick over the cross bar if you are awarded a PENALTY which is worth THREE POINTS. Or, with the ball in play, you can kick a drop-kick through the posts for a FIELD-GOAL to score ONE POINT. This normally happens late in a tightly fought game when both sides are avoiding a tie or draw.

NOTE:  NOT ALL MATCHES WILL HAVE POSTS IN WHICH CASE THERE WILL BE NO PENALTY OR DROP KICKS.

OFFSIDE - If a player is in front of a team-mate who kicks forward, he is offside and must retreat to at least 10 meters from where the kick will land. Players offside at the kick only become onside when overtaken by the kicker or another player who was onside at the time of the kick.

FOUL PLAY - High tackles (contact with the head) are not allowed, and incur a penalty.  Impeding or blocking a man when he hasn't got the ball is a penalty.

