Met NY U12/U14 Laws 2017

Players and match officials must endeavor to ensure the World Rugby Laws of the Game, modified by the following playing rules, are observed when playing U12/U14 rugby. The game is designed for players (playing in appropriate age groupings) aged as young as eleven (under 12 or sixth grade) to players as old as thirteen (under 14 or eighth grade). Players may be older, particularly those that have had little or no previous rugby experience. The aggregate level of previous experience of the players and the quality of the support for them are more important determinants for the timing of the introduction of tackle rugby than is the age of the  players.  Ideally most of the players involved should have had some exposure to rugby, and players that have had no previous rugby experience should be integrated into youth tackle programs not more than one or two at a time.

Object:

The object of the game is to score a try (five points) and conversion (two points). A penalty try will be awarded if a try would probably have been scored but for foul play by the defending team.

Teams:

The game is played between teams having 12-13 players (U-14) or 7-10 players (U-12).  Each team can have an agreed number of substitutes.  Substituted players can be re-used at any time. Substitutions may only take place when the ball is dead or half time and always with the referees knowledge.	

Field Dimensions:
1. U10/12:  Play sideways across the field
2. U14:  Use American Football lines when playing 12/13 a side.
Balls:
1. A size 4 ball shall be used.
Equipment:
1. A mouthguard is required by all players at all times.  No other equipment not authorized by World Rugby shall be used.
Playing Time:
1. U-12:  (3) 10 minute periods or (4) 8 minute periods.
2. U-14:  (3) 15 minute periods or (2) 20 minute periods.

5-Try Rule:
1. Once a team is up by 5 tries, the losing team starts at mid field with a free kick.
Starts:
1. A drop-kick from the center of the half-way line is used to start the game, the second half, and for all restarts after a score. The kicker’s team must be behind the ball until it has been kicked and the receiving team must be at least seven meters back from the ball.

2. If from the kick-off, the ball is kicked directly into touch, the opposition has the choice of:

· The kick-off being taken again; or
· The throw-in to a scrum at the center of the half-way line;   or
· Accepting the  kick and contesting  a  line-out  at the  half-way line.

3. If from the kick-off the ball is not kicked seven meters and the ball is not first touched by an opponent of the kicker, the opposition has the choice of:

· The kick-off being taken again; or
· Their throw-in to a scrum at the center of the half-way   line.

4. If from the kick-off the ball is kicked into in-goal, without having touched or been touched by a player, the ball goes directly into in-goal and is then immediately touched down or made dead, or the ball goes into touch-in-goal, the opposition has the choice of:

· The kick-off being taken again; or
· Their throw-in to a scrum at the center of the half-way line.

5. Following an infringement for:

· Off-side; or
· High or late tackle

The match restarts at the place of infringement with a penalty kick to the non-offending team.

6. After  any stoppage  not covered  elsewhere  in this  Section  (e.g. an injury), the match  restarts  with  a  scrum  to the team  moving forward  or, if neither team  was  moving forward,  to the team  last in possession of  the ball.

General Play:

1. In general play, the ball can only be passed sideways or backwards, defined as 'towards the player's own dead-ball line”.  If the ball is thrown forward or knocked on, a scrum is awarded to the opponents unless the referee plays advantage to the non-offending team.

2. Off-side in general play is penalized in accordance with the World Rugby Laws of the Game. A player off-side in general play is to be penalized for being off-side unless that player is making an obvious attempt to return to an on-side position.  Penalty:  Penalty kick.

3. If a player carrying the ball goes to ground in general play or if a player goes to ground to gather the ball in general play, the player must immediately do one of three things, or be penalized:

· Get up with the ball;  or
· Pass the  ball to  another  player; or
· Release the ball for another player to pick up.

Note:  If a player releases the ball by placing it on the ground and the player's team-mates drive over the ball to prevent the opposition gaining possession, a ruck will generally be formed, and in this case the ball may not be picked up by hand until the ball has left the ruck, as described in Rucks.  Penalty:  Penalty kick.

Tackling:

1. Players who have the ball and are on their feet (except in a maul) can be tackled.  Following a tackle:

· The tackler must immediately release the tackled player and get up or move away from the tackled player and the ball. The tackler must get up before playing the ball.

Note 1: Any tackle level with or above the armpit is to be considered a high tackle.

Note 2: The scrag-type tackle (i.e. swinging the player round by the shirt) must be considered dangerous play and must be penalized.

Note 3: The piledriver-type tackle (i.e. lifting the ball carrier off the ground and then slamming the ball-carrier to the ground violently) must be considered dangerous play and penalized.

· The tackled player must immediately pass or release the ball and must get up or move away from the ball. The tackled player  may put the  ball on the ground  in any  direction, or  may push the  ball along the ground in any direction  except  forward  (towards the opponents' goal  line),  providing  this  is done immediately.

· At a tackle, or near to a tackle, players other than the tackler(s) or tackled player who play the ball must do so from behind the ball and from behind the tackled player, or the tackler closest to those players' goal line.

· Any player who first gains  possession of the ball at the tackle  or near  to  it may be tackled  by an opponent,  providing that the opponent   does so from behind the ball and from behind the tackled player or tackler  nearest  that  player's goal line.

Penalty: Penalty kick.

2. If, after a tackle, the ball becomes unplayable, a scrum is awarded. The scrum is awarded to the team that was moving forward immediately prior to the tackle or, if no team was moving forward, to the attacking team (the team in the opponents' half of the  pitch).

3. No player shall use the technique known or referred to  as 'Squeezeball' and no person involved in the teaching or coaching of Youth Rugby may teach or coach or encourage players to use the 'Squeezeball' technique.   Penalty:  Penalty kick.

Note: 'Squeezeball' is a technique where the ball carrier goes to ground, head forward  (touching  or  close  to  the  ground),  irrespective  of immediate contact with opponents, usually  keeping  parallel to  the touch line, holding and protecting the ball close to the chest and, when on the ground,  pushes the  ball back between the  legs.

4. It is illegal for any player to voluntarily fall on or over a player lying on the ground with the ball in the player's possession or to voluntarily fall on or over players lying on the ground with the ball between them, or near them. Penalty: Penalty kick.

Note: No advantage shall be played. A player is assumed to have fallen voluntarily unless the referee is absolutely certain the fall was accidental. In the very rare instances when the fall is accidental, play  must be stopped and a scrum awarded to the team previously in possession. The objective is to remove a dangerous area of play keep players by keeping on their feet and preventing them from falling to the ground. This will create proper rucks and mauls through encouraging players from  both teams  to  remain  on their feet.

Maul:

1. A maul occurs when a player carrying the ball is held by one or more opponents, and one or more of the ball-carrier's team-mates bind onto the ball-carrier. It is helpful if the referee calls 'Maul formed'. All the players involved are on their feet.

2. Once a maul is formed, other players may only join the maul from   behind the foot of their hindmost team-mate in the maul. Players joining the maul from in front of this (e.g. from the side) are off-side and should be penalized. Penalty: Penalty kick.

3. A maul ends successfully when either the ball or a player with the ball leaves the  maul or the  ball is on the  ground  or the  maul is on or over  the goal line (when the ball may be grounded for a try or touch-down  as  the case  may be).

4. A maul ends unsuccessfully if the ball becomes unplayable or the maul collapses (not as a result of foul play) and a scrum is awarded. Should a maul collapse, the referee must immediately blow the whistle to stop play, to prevent a pile-up from developing.

5. When a maul remains stationary or has stopped moving forward for more than five seconds, but the ball is being moved and the referee can see it, a reasonable time is allowed for the ball to emerge. If it does not emerge within a reasonable time, a scrum is ordered. It is helpful in all maul situations if the referee calls "Use it or lose it" prior to awarding a scrum.

6. When a maul has stopped moving forward it may start moving forward again providing it does so within five seconds. If the maul stops moving forward for a second time, and if the ball is being moved and the referee can see it, a reasonable time is allowed for the ball to emerge. A scrum is awarded if it does not emerge within a reasonable time.

7. In the case of a scrum following a maul the team not in possession of the ball when the maul began will throw the ball in at the subsequent scrum.   If the referee cannot decide which team had possession, the team moving forward before the maul stopped throws in the ball. If neither team was moving forward, the attacking team throws in the ball.

8. Any player at any stage in a maul who has or causes an opponent to have the shoulders lower than the hip joint must immediately be penalized by awarding a free pass. The object of this rule is to prevent the pulling down or collapse of a maul. Any player who has the shoulders lower than the hip joint can only move downwards unless the player has very great strength. The force through the shoulders should be directed forwards and upwards. All players should remain on their feet, thus preventing a pile-up and possible injury.

Rucks:

1. A ruck occurs where one or more players from each team, who are on their feet, in physical contact, close over the ball on the ground. It is helpful if the referee calls "Ruck formed". Players are rucking when they are in a ruck and using their feet to try to win or keep possession of the ball, without being guilty of foul play. Players must not stand on any part of another player's body in a ruck - Penalty: Penalty   kick.

2. Once a ruck is formed, other players may only join the ruck from behind the foot of their hindmost team-mate in the ruck. A player may join alongside this hindmost player.  Players joining the ruck from in front of this (e.g. from the side) are off-side and should be penalized. Penalty: Penalty kick.

3. Players must not use their hands to pick up the ball while it is still in the ruck. Penalty: Penalty kick.

4. A ruck ends successfully when the ball leaves the ruck, or when the ball is on or over the goal line (when the ball may be grounded for a try or touch-down as the case may be).

5. A ruck ends unsuccessfully when the ball becomes unplayable and a scrum is awarded. Should a ruck collapse, the referee must immediately blow the whistle to stop play, to prevent a pile-up from developing.

6. Scrum following ruck: The team that was moving forward immediately before the ball became unplayable in the ruck throws in the ball. If neither team was moving forward, or if the referee cannot decide which team was moving forward before the ball became unplayable in the ruck, the team that was moving forward before the ruck began throws in the ball. If neither team was moving forward, then the attacking team throws in the ball. Before the referee blows the whistle for a scrum, the referee allows a reasonable amount of time for the ball to emerge. If the ruck stops moving or if the referee decides that the ball will probably not emerge within a reasonable time, the referee must order a scrum.

7. Any player at any stage in a ruck who has or causes an opponent to have, the shoulders lower than the hip joint must immediately be penalized by awarding a penalty kick. The object of this rule is to prevent the pulling down or collapse of a ruck.  It is to help the coach teach good technique and the referee to penalize bad technique. Any player who has the shoulders lower than the hip joint can only move downwards unless the player has very great strength. The force through the shoulders should be directed forwards and upwards. All players should remain on their feet, thus preventing a pile-up and possible injury.

Scrums:

1. The scrum will be made up 6 players from each team - the front row (a row of three players,  i.e. a prop/on either side of the  hooker)  and two locks forming the second row! The locks must bind to each other using the inside arm, with the outside arm around the hips (not between the legs) of the front row (props). Neither of the locks may- unbind to pick up the ball at the rear of the scrum but must remain bound onto the scrum until the ball is carried or passed out by the scrum-half. Penalty: Penalty kick.

2. Before starting the engagement procedure the players from each front row will bind together approximately half a meter from their opponents, with the props each binding firmly with one arm around their hooker, and the hooker with arms binds firmly around each prop. In all binds the hands will be at or below the level of the armpit.   The locks will then bind to each other and to the props - the referee should check that each team’s locks are bound on to the front row before proceeding. The referee will call "crouch" and then "bind". The front rows crouch and using their outside arm each prop must bind. A loose head prop must bind on the opposing tight head prop by placing the left arm inside the right arm of the tight head and gripping the tight head prop's jersey on the back or side.

3. All scrums are uncontested & there are no 8 man or scrum half picks.  The scrum half must pass the ball.  Penalty:  Penalty Kick

Line-outs:

1. If the ball or player carrying the ball goes out of play, a contested line­ out will take place (U14 Only).  If a line-out is awarded within five meters of the goal line, the line-out is to be taken at a mark five meters out from the goal line. The opponents of the team who carried or last touched the ball before it went into touch throw the ball in. A quick throw-in is not permitted.

2. The line-out will be made up of 3 players from each team (who stand between two and ten meters from the touch line) plus the player throwing the ball in and an immediate opponent (who must stand within two meters of the player throwing the ball in) and one player from each team in a position to receive the ball (i.e. scrum-half). All lineouts are uncontested and only the throwing team is permitted to have a jumper.  Players not taking part in the line-out must stay behind the off­ side line until the line-out ends.  No mauls are permitted from a line-out.

3. The defense cannot advance until the scrum half releases the ball.
Penalty:  Penalty Kick

4. The off-side line for all players not participating in the line-out (all players other than those described above) is seven meters back from the line-of-touch, parallel to the goal line, and they must remain behind that off-side line until the line-out has ended. If the line-out is closer than seven meters to the touch line, the goal line is the off-side line.

5. The line-out will extend from two to ten meters from the touch line. Should the ball be thrown beyond ten meters without contact, the opposition will be awarded the throw-in.  Should the opponents then throw beyond 10 meters without contact; a scrum will be awarded to the team originally throwing in. The scrum will be formed ten meters in from touch opposite the point where the ball went into touch.  No advantage is to be played in any of these circumstances.

Kicking:

1. All the World Rugby Laws of the Game pertaining to kicking in open play will apply, with the following exceptions:

· On a kick, the off-side line is seven, rather than ten meters from  the
place of the kick. The kicker's team-mates must either be behind the kicker or behind a line seven meters in front of the receiving opponent (or the place where the ball will land) or they are off-side.
· Kicking a loose ball when it is on the ground (often called fly hacking) is not permitted - this includes a front row player kicking a ball out of the scrum.
· Kicking outside your own 22 is not permitted (U14).
· No kicking other than restarts and conversions (U12).

Penalty: Penalty  kick.

2. After a try has been scored, the team can attempt to convert the try with a goal. The kick at goal may take place from anywhere in front of the posts and may be by a place kick or a drop-kick.

3. When an infringement occurs, a penalty or penalty kick will be awarded in accordance with the World Rugby Laws of the Game. The referee will make a mark for the kick. The opposition will retire quickly to seven meters from the mark. If the kick is taken so quickly that opponents have no opportunity to retire, they will not be penalized for this. However, they must continue to retire without interfering with the game until they are either seven meters from the mark or a team-mate who was standing seven meters from the mark has run in front of them. The opposing team must not do anything to delay the penalty kick or obstruct the kicker. Any infringement by the opposing team results in a second penalty seven meters in front of the mark for the first kick. On the second occasion the kick will not be taken until all opponents have retired seven meters. No penalty can be taken within five meters of the goal line.

4. Following the award of a penalty, a kick at goal or drop-goal is not permitted. Should the team awarded the penalty opt to kick to touch and do so directly they will be awarded the subsequent throw-in at the line-out.

5. Drop-goals are not permitted.

In-Goal:

1. The in-goal area includes the goal line (i.e. the try-line) but not the touch-in-goal line, the dead-ball line or the corner posts.

2. If the attacking team grounds the ball in in-goal without having committed an infringement then a try is awarded. A ball is grounded by applying downward pressure by hand, arm, or chest when the ball in contact with the ground.

3. If the attacking  team  is unable to ground the  ball for  a try  because the ball is not in contact with the ground (e.g. a  hand or  body  is  in between)  or the attacking player is unable to apply downward pressure, a scrum is awarded to the attacking  team on a line five  meters out from  the goal   line.

4. If the defending team grounds the ball in in-goal, or the ball becomes dead by going or being carried into touch then:

· If the attacking team carried the ball into in-goal or last touched the  ball before it went into in-goal, a drop-out is awarded to the defending team on a line 15  meters out from the goal  line;
· If the defending team carried the ball into in-goal or last touched the ball before it went into in-goal, a scrum is awarded to the attacking team on a line five meters out from the goal . 




















































THE GOOD COACH'S CODE

Coaches of players should:

· Recognize the importance of fun and enjoyment when coaching players.

· Understand that most learning is achieved through doing.

· Appreciate the needs of the players before the needs of the sport, specifically coaches MUST be aware of any size mismatches and move players to compensate.

· Be a positive role model, and think what this implies.

· Keep winning and losing in perspective, and encourage players to behave with dignity in all circumstances.

· Respect all referees and the decisions they make, even if they appear to make a mistake (remember it could be you refereeing next week), and ensure that the players recognize that they must do the same, Refrain from shouting out decisions from the touchline, It simply confuses players and can cause them to lose potential advantages being played.

· Provide positive verbal feedback in a constructive and encouraging manner to all players, both during coaching sessions and matches.

· Provide rugby training matched to the players' ages and abilities, as well as their physical and behavioral development.

· Provide a safe environment, with adequate first aid readily on hand.

· Avoid the overplaying of the best players by using a squad system, which gives everybody a satisfactory amount of playing time.

· Never allow a player to train or play when injured.

· Provide good supervision of players, both on and off the field.

· Recognize that players should never be exposed to extremes of heat, cold or unacceptable risk of injury.

· Develop an awareness of nutrition as part of an overall education in lifestyle management.

· Recognize that it is illegal for players under 21 to drink alcohol and those under 18 to smoke, Coaches should actively discourage both.

· Keep their knowledge and coaching strategies up to date and in line with USA Rugby philosophy.

· Be aware of, and abide by, the USA Rugby recommended procedures for taking young people on residential tours at home and abroad.

· Coach to the laws and keep up-to-date on law changes.






THE GOOD PLAYER'S CODE

Players should be encouraged to:

· Recognize and appreciate the efforts made by coaches, parents, match officials, and administrators in providing the opportunity to play the game and enjoy the rugby environment

· Understand the values of loyalty and commitment to adults and teammates.

· Recognize that every player has a right to expect their involvement in rugby to be safe and free from all types of abuse.

· Recognize that they are part of the safety equation and have a role in decreasing the chance of being hurt while participating in rugby.

· Understand that if an individual or groups of players feel they are not being treated in a manner that is acceptable, then they should tell an adult either at the Club or School or outside of the game.

· Play because they want to do so, not to please coaches or parents.

· Remember that skill development, fun and enjoyment are the most important parts of the game.

· Be attentive at all practice and coaching sessions.

· Work equally hard for themselves and their team-both will then benefit.

· Recognize good play by all players on their team and by their opponents.

· Be a sportsman-win with dignity,  lose with grace.

· Play to the World Rugby Laws of the Game and accept, without question, all referees' decisions even if they appear to make a mistake.

· Control their emotions. Verbal or physical abuse of teammates, opponents, coaches, match officials or spectators is not acceptable.

· Treat all players, as they would like to be treated themselves. Do not interfere with, bully, or take advantage of any player.

















THE GOOD SUPPORTER'S (PARENTS') CODE

Parents supporting the game should be encouraged to:

· Recognize and appreciate the efforts made by coaches, match officials, and administrators in providing the opportunity to play the game and enjoy the rugby environment.

· [bookmark: _GoBack]Understand the values of loyalty and commitment to adults and teammates.

· Recognize that every player has a right to expect their involvement in rugby to be safe and free from all types of abuse.

· Remember that skill development, fun and enjoyment are the most important parts of the game.

· Recognize good play by all players on their team and by their opponents.

· Be a sportsman-win with dignity, lose with grace.

· Control their emotions. Verbal or physical abuse of players, opponents, coaches, match officials or spectators is not acceptable.

· Treat officials with respect.

· Supporters are encouraged to support their teams. Shouting out opinions on decisions does not help the players and may distract them and cause them to lose advantages being offered by the referee.

· Under no circumstances is it acceptable to boo or jeer the opposition or the match official.

























