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Introduction

Company Athletic Rugby (CARU) at USMA takes the form of a popular rugby variation called Seven-a-Side Rugby, often referred to as “Sevens.”  This manual serves as a reference for you to learn how to officiate the game.  

This manual incorporates the rules and guidelines set forth in the following sources:

1.  International Rugby Board www.irb.org  

The governing body for rugby union worldwide.  Website offers complete Laws of the Game (.html format) and useful piece on officiating signals.  Additionally, the “Play the Game” module included partially herein is intended to assist players and coaches in learning the specifics of rugby.

2.   USA Rugby  www.usarugby.org
The governing body for rugby union in the United States.  Website offers complete Laws of the Game (.pdf format) and excellent piece on application of the Law for referees.  Several resources for coaching.  USA Rugby development guide partially included, specifically the Spectator’s Guide and field of play.

3.  USCC Circular 28-1 Competitive Sports Manual 

http://www-internal.dpe.usma.edu/competitivesports/Cir28-1(01-02)%20finalfinal.pdf
Governs the conduct of the competitive sports program. (Proponent DPE, USCC) 

4.  Rugby7  www.Rugby7.com 

Site dedicated strictly to the Sevens variation of Rugby Union worldwide.  Several archived articles for players and referees regarding Sevens.  See works by Bruce Carter and Emil Signes/Tim Orenbuch.

Responsibilities and Duties
Responsibilities of Officials
· Pre-Season:

· Become an authority on the Laws of the Game. 

· C/D side Refs:  Assist in teaching the game during official/coaches clinics.

· Sign for equipment from Officials CIC.

· During Season (Each CA Session):

· Have a notepad, pencil/pen, and watch

· Conduct contests as scheduled IAW prescribed Laws of the Game.

· Line up and check each team’s players for proper uniforms, cleats, and mouthpieces.

· Ensure pre-game police call of field for safety by both teams.

· In the event of coach’s protest over rule interpretation, contact CIC or DPE Sport Educator immediately for a decision. 

· Enforce game rules and sportsmanship with yellow/red cards.

· Utilize one touch judge from each team per half.

· Post-Season:

· Submit After Action Report comments through Officials CIC.

· Ensure turn-in of all equipment received.

Record Contest Duties

· Sole judge of law and fact

· Keep time

· Keep score; report to CIC after contest

· Control players leaving and entering field of play

· Record awarding of yellow and red cards and to which players
The Field

While CA Rugby fields may not be regulation size, the markings are the same if smaller in scale.  Officials will position themselves so as to offer the best coverage of the field.  Recommended positions are at diagonals as noted below by the yellow circles.
[image: image1.png]DEAD BALLLINE

22METRE UNE

OMETRE UNE.

HALFWAY LINE

10METRE LINE

TZMETRELIVE

DEAD BALLLINE
= Rod dots are goal posts and red ine s the crossbar

WwooL Buposow o

73

BupseowioN

]
EupeseIoN




Laws of the Game

In this section, rules are highlighted to ensure clarification and understanding in CARU.  On occasion where there are slight differences from the IRB Laws, this manual is the final authority.  All questions concerning the Laws should be directed to the DPE Sport Educator.  

Team Composition and Game Length

· All games are played with 7 players on the field per team.  Per USCC Cir 28-1, each member of the team must play at least one half.

· Teams consist of a minimum of 12 cadets and a maximum of 14 cadets.
· Games will be 14 minutes long, divided into (2) 7-minute halves.   Games tied at the end of regulation will be decided in extra time periods of 5 minutes--the first team to score in extra time wins the match. 

· Halftime lasts 1 minute.

· A referee on the field keeps time and makes adjustments for injuries and delays.

· Games begin with a coin toss or “pick a number”.  Winning team selects either to receive kick or selects goal to defend.  The team that kicks off to start the game, receives the ball at the start of the 2nd half.

· A game ends only in a dead ball situation.  

· The Brigade Championship game is extended to (2) 10-minute halves per standard tournament rules.

Scoring 
There are 4 ways to score points: 
· A try counts as five points
· A conversion drop kick following a try is two points 

· A drop kick from the field of play is three points
· A penalty kick (drop kick in 7s) is three points
A try results from grounding the ball in the in-goal area. Downward pressure and control must be applied to the ball in order for a try to count.  Unlike 15s, all kicks (except for the start of the game/half and clearing kicks) are drop kicks (IAW IRB Laws.)  

· Conversion kicks are drop kicks taken along a line parallel to the touch/side line, beginning from where the try was grounded, away from the in-goal zone.  The kicker may take the kick as far or near to the goal as desired.  The scoring team has 40 seconds to attempt a conversion kick after a try.  All players line up behind the kicker on the 10m line while the kick takes place.  

· Penalty kicks are drop kicks taken from a point designated by the referee.
Forming a Scrum 
· Consists of 3 players from each team.

· Scrums will be uncontested (i.e. no driving, pushing, wheeling).

· Never within 5 meters of touchline.

· Ball can only be played with feet; once ball free, scrum ends.

Tackling 

· All practices will start with “rough-touch” tackling.  The intent is to stop all forward momentum of the ball carrier by wrapping them up below the hips.  There will be no intent to knock a player off their feet.  Transitioning to full tackle will be at the DPE Sport Educator’s discretion.

· When an official has noted that all forward momentum has stopped, he/she will call “Tackle”.  This is to inform all players involved in the tackle to transition to the breakdown before continuing play.

· All tackles must be below the shoulders, preferably at the hips.  Referees will penalize players for high tackles to ensure safe play throughout the game.

· Wrapping a ball carrier quickly is the intent of Sevens, not the tackling found in American Football.  Wrap and wait for your supporting teammates to win possession of the ball. 

· A tackled player must release the ball immediately.  No participation in the play is allowed for any players on the ground.   

· There is no blocking in rugby.   Obstruction is the penalty for blocking.

Lineouts 
· Consists of a maximum of 3 players from each team on the line of touch.  The offensive team may elect to have fewer than 3 players, but the defensive team may never outnumber the offensive team.

· Each team must be half a meter from the line of touch.  
· Ball must be thrown in straight and travel at least 5 meters.

· Teams will not physically interfere with the opposing players.

· Teams may also take a quick throw in option before a lineout can form.  The team must throw the ball in immediately, straight and at least 5m, or give the opposing team time to form a lineout.  If the ball is not straight or does not travel 5m, the opposing team may take a scrum on the 15m or a lineout.
Infringements and Penalties

Card System
Officials will utilize the yellow card and red card system for managing play.  The intent is to penalize players who intentionally disregard the laws of the game.  Officials have the option of awarding a red card directly (bypassing a yellow) if the infringement is significantly dangerous to play.  Players awarded cards will be recorded and their names reported to the CIC following the contest.

Yellow Card: player is suspended from play and sent off the field for 2 minutes.  Team must play one player short for duration of penalty.  A second yellow automatically becomes a red card.

Red Card:  Player suspended from play and sent off the field for rest of game.  Player may be replaced and play continued.
Advantage

Officials will play advantage in order to make play more continuous with fewer stoppages.  Players should play the whistle and stop play only when a whistle has been blown.  The advantage must be real and clear and may consist of either territory gains or a strategic advantage.  If a team has broken a law (i.e. a knock on) but the opposing team gains an advantage from the penalty, the official will let play continue.  If play continues and no advantage arises, the penalty will be called back to the place of infringement.

Penalty Kicks
Penalty Kicks are awarded to the non-offending team for infringements made by their opponents.  The drop kick must occur at or behind the location of the infringement as determined by the official.  A team awarded a penalty kick may choose a scrum instead with their put-in.  The kicking team must be behind the kicker.  The opposing team must immediately turn and run at least 10m from the place of the kick.  They must do so, even if the kick is already taken!  The opposing team may not obstruct or in any way interfere with the kicker.  If an infringement occurs, the penalty kick is taken again, 10m in front of the original penalty kick.

Scrums
The intent of a scrum is restart play safely, fairly, and quickly after minor infractions or stoppages.  Officials will call “crouch” then “touch”. The front rows crouch

and using their outside arm each prop touches the point of the opposing prop's outside shoulder. The props then withdraw their arms. The referee will then call “pause”.  Following a pause the referee will then call “engage”. The front rows may then engage.  The ball is thrown in straight, with both hands, with a single forward movement.
Foul Play
Below is a list of all infringements and recommended penalties for Law 10, Foul Play.[image: image2.jpg]16.0 Recommended Penalties for Foul Play Infringements

to, biting, neck holding, hair pulling).

Infringement Law 10 First Repeat
Offense | Offense

Obstruction. 1(a-f) 1 2

Deliberately playing unfairly or voluntarily infringing a Law. 2(a) 1or2 20r3

Voluntarily throwing or knocking the ball into touch 2(c) 1 2

Repeated infringements. 3(a-c) 20r3 3

Wasting time. 2(b) 1 2.

Striking an opponent as follows:

1. One-on-one punching. 4(a) 12,0r3 |3

2. Blind, third man in. 4(a) NA

3. Continuing on after whistle. 4(1) 2o0r3 3

4. In retaliation. 4(j) Tor2 3

5. Head butting. 4(a) 3 NA

6. Grasping or striking the genital area. 4(a) 3 NA

7. Using elbow or knee. 4(a) 1,2,0r3 |3

8. Eye gouging. 4(a) 3 NA

Trampling an opponent on the ground away from the ball. 4(b) 3 NA

Trampling an opponent near the ball as follows:

1. On body or legs, near the ball. 4(b) Tor2 3

2. On body or legs, not near the ball. 4(b) 2o0r3 3

3. On head. 4(b) 3 NA

Kicking an opponent. 4(c) 3 NA

Tripping 4(d) 1or2 20r3

Tackling an opponent as follows:

Early. 4(e) 1,2,0r3 |2o0r3

Late. 4(e) 1,2,0r3 |2o0r3

Dangerously, including dangerous charging. 4(eorg) | 1,2,0r3 |20r3

While opponent is jumping for ball in the air, including tapping or | 4(eorh) | 1,2,0r3 | 2o0r3

pulling jumper’s foot in line-out.

Playing an opponent without the ball. 4(f) 1,2,0r3 |20r3

Playing dangerously in a scrum, ruck or maul: 4(i)

1. Scrum: front row charging. 1or2 2o0r3

2. Scrum: lifting or forcing opponent upwards out of the scrum. 1or2 2o0r3

3. Scrum: front row player standing up. 1or2 20r3

4. Scrum, ruck or maul: voluntarily collapsing. 1or2 20r3

5. Ruck or maul: charging into without binding on a team-mate. 1or2 20r3

Late charging the kicker. 4(m) 1or2 20r3

Using Flying Wedge or Cavalry Charge. 4(n) 1or2 2o0r3

Misconduct while ball is out of play. 4(1) 1or2 20r3

Acting contrary to good sportsmanship (including, but not limited | 4(k) 1,2,0r3 |20r3

The above table uses the following codes for penalties:
1 = Penalty kick with admonishment.

2
3 = Penalty kick and send off (red card).

enalty kick with caution and temporary suspension (yellow card).

NA = Not applicable for a repeat offense (player sent off at first offense).





The following is a short list of what CARU officials should understand at a minimum to call a game.

1.  Dangerous/Foul Play – you MUST ensure safe play

2.  Tackle – when to call, procedures

3.  Offsides – during general play and at the breakdown

4.  Knock-on; calling advantage, unintentional = scrum, intentional = penalty kick
5.  Lineouts – knowing procedures and formation, allow for quick throw-ins
6.  When to use yellow and red cards

7.  Scoring – Trys, conversion kicks, penalty kicks, goal kicks, held up ball

This manual is not all inclusive.  You should actively seek information from the aforementioned resources, the DPE Sport educators, or another credible source of rugby information.  Good Luck!
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