REFEREEING DOCUMENT FOR MATCHES AT LEVEL 5
Match Officials also have obligations and responsibilities:-

· to ensure highest standards are maintained at all times

· to promote the reputation of the game and Officiating and not to bring either into disrepute

· be respectful to Club Officials and players – before, during and after the match

· engage in constructive dialogue with players and Coaches after the match 

· acknowledge their mistakes

· no Club Coaches in the referee’s changing room prior to the match or for half an hour after unless by the referee’s invitation

It is to be remembered that Match Officials as well as players and coaches are accountable for their actions.
1. SCRUM

Mark and Engagement

· Referee to make a mark.
· Referee calls “Crouch, Touch, Pause, Engage”.
· The cadence of the engagement sequence will be measured and equal.
· There will be a pause after “Crouch” has been called.
· Once crouched, and with both teams level and straight, the referee will invite the teams to touch by calling “Touch”.  Referee to ensure that props release after touch and do not remain in contact with opponents.
· Referee once satisfied that all safety aspects are in place will call “Pause” and then “Engage”.
· Once crouched, players who stand up or try to engage prematurely are liable to be penalised.

· Players who fail to engage once a call has been made render themselves liable to be penalised.
· Referees will not call when the ball is out of a scrum, however if asked if the ball is out they will respond “Yes” or ‘No”.

· Referees will be vigilant on binding of front row and back row forwards. 

Collapsed and Popped Scrums

· Safety is paramount

· Referees to consider the difference between a scrum which goes up on the mark as opposed to on the retreat.

· No quick penalties or free kicks from collapsed or popped scrums (safety).
Wheeled Scrum

· Referees to ensure that the scrum is square and stationary prior to the throw in.

· If a scrum wheels quickly on its fulcrum, the referee must be absolutely convinced it is as a result of an illegal/unsafe wheel. Teams who do this are liable to penalty.

· A scrum will not be “turned over” unless the front row wheels more than 90 degrees.
Summary

· A fair contest is paramount. Provided there are no safety issues, referees are not to de-power a legally dominant scrum.

· Referee to control the Engagement Sequence and adopt a low tolerance threshold to those not complying. 

· Square and stationary until throw in.

2. TACKLE

· Tackle must be a fair contest.
· Timing of:-

· the arrival 

· verbal communication  

· the whistle 

are essential for the effective refereeing of this phase.

· Advantage only if quick ball available or a score is imminent and safety is not compromised

· Accuracy of decision making is paramount.

Tackler

· Tackler must immediately release the tackled player.
· Tackler must immediately get up or move away from the tackled player and ball.

· Tackler must get to his feet before playing the ball.

Tackled Player

· Tackled player must attempt to make the ball available immediately.
· Tackled player must immediately pass or release the ball.
· Tackled player must release the ball to a player on his feet.
Arriving Players

· After a tackle a player must be on his feet when he plays the ball.

· Players must enter from behind the ball and directly behind the tackled player i.e. through the “gate”.
· Players who voluntarily go to ground render themselves liable to penalty.

 Summary

· Sequence:-   

1. Tackler    

2. Tackled player    

3. Arriving players

· Tacklers, by definition, who have gone to ground, have the right to play the ball from any direction provided they comply with their obligations i.e. they release the tackled player and get to their feet.
· Other players involved in a tackle and who remain on their feet, i.e. are holding the tackled player as he is brought to ground by another player, must first release the tackled player and then enter through “the gate” from their side of the ball.
· Allow a fair contest.
· Play Advantage only if the ball emerges quickly or a score is imminent.
· Low tolerance threshold with players who voluntarily go to ground with material effect.

· There is a place for “unplayables”, however they are not an excuse for players to not fulfil their obligations at the tackle.
3. ADVANTAGE
· If there is no material gain then the referee should return for the penalty/scrum.
· Referees to recognise the importance of a kickable position and the tactical advantage gained from a penalty kick to touch and the resultant throw in at the line-out.
· Clear signal and communication is essential to ensure players are aware of their options.

· Referees to communicate either “Advantage – penalty” or “Advantage – scrum”

· Referees to communicate  “Advantage over”
· The recognition and application of advantage is very much a refereeing skill.

· Coaches and players should be able to trust referee’s judgement.

4. FOUL PLAY

High and dangerous tackles

· A player must grasp an opponent when attempting tackle – the use of shoulder leading is unacceptable.

General

· A deliberate, cynical offence should be a yellow card.

· Repeat offences can be serial or team.
· Referees to consider the use of the yellow card sooner rather than later in the game. It is a management tool – not a weapon.

· No place for Foul Play in The Game.

 5. RUCK AND MAUL

The Ruck

Forming and entering a ruck

· The ball is on the ground. This needs two players, in physical contact, on their feet, one from each side.

· Once the ruck is formed referees will endeavour to call “Ruck ”
· Apart from the player who was on his feet and had his hands on the ball in an attempt to gain possession before the referee calls “Ruck”, all other arriving players are to refrain from using their hands even if they are on their feet. 
· Joining players must do so from behind the hindmost foot of a team-mate and through the “gate”.
· Provided a player intends to ruck the ball with studs toward his own goal line and near the ball, play on. 

· Provided he comes from an onside position through the “gate” a player may drive through the middle of a ruck

Successful end to a ruck

· When a ball is on or over the goal line.
· When acting scrum half clearly has his hands on the ball and can play it.

· Referees will not call “ruck over” or “ball out” but may say “play on”.
· Referees if asked if the ball is out will respond “Yes” or “No”.

The Maul

Forming a maul

· Maul occurs when there are least three players in physical contact, all on their feet, ball carrier and one from each team.

· Referees will endeavour to call “Maul”.
· A maul can become static and then restart. If the maul becomes static for a second time the referees will call “use it”. 

· If the maul is collapsed illegally, referees will award a Penalty Kick having first considered advantage. When a maul ends unsuccessfully by collapsing and not as a result of foul play, the referee will indicate that it is an “Unsuccessful Maul’’ and the ball we be turned over.

Successful end to a maul

· Maul ends successfully when:
· the ball, or a player with the ball, leaves the maul;
· the ball is on the ground;
· the maul is on or over the goal line.
Unsuccessful end to a maul

· Maul ends unsuccessfully when:
· it remains stationary or has stopped moving forward longer than 5 seconds;
· the ball becomes unplayable or collapses (not as a result of foul play).

In both cases a scrum will be ordered and the ball thrown in by the team not in possession when the maul began, i.e. turnover ball.
6. LINE-OUT

· The referee will endeavour to communicate when the line-out is over.
· Referees are encouraged to allow a quick throw when law is adhered to. 

· If players fail to form a line-out when opposing players are at the line of touch they are liable to being penalised.

· If a team form a line-out away from the line of touch and then move toward the line of touch, the referee may ask them to stop until a metre gap is set and observed.

· Players arriving late must not cross the line of touch as they jump.

· Once a line-out is formed, and movement has commenced, the referee will ensure that the ball should leaves the thrower’s hands without undue delay.

· The side not throwing in must have a player between the touchline and 5m line who should be 2 metres from the lineout.

· ‘Receivers’ must be 2 metres from the lineout.
· Ball thrown beyond 15m = line-out over. 

· Any players moving beyond 15m will be deemed offside unless the ball is thrown to them

· Referees to be vigilant over players being taken out.
· A defender may make a tackle when the catcher returns to ground and before a maul is formed (i.e. a “Sack”).
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