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The Flag Rugby Handbook single game guidelines established by USA Rugby are followed for Rugby Idaho’s Rookie Rugby (U10) program. This law clarifications and additions document is intended to clarify and establish law variations for Rugby Idaho’s Rookie Rugby program and should be considered an addendum to the Flag Rugby Handbook. Where any conflicts between this addendum and the Flag Rugby Handbook exist, this document shall take precedence.  


· Teams will consist of 7 players.  If both coaches agree, this may be changed with a minimum of 4 to a maximum of 10 players
· Open substitutions are allowed where any players may be subbed in and out at any dead ball.  Players do not need to check in with referees to sub
· Games will consist of two 10-minute halves with a halftime not to exceed 5 minutes.  
· As this is developmental rugby, brief game stoppages will be allowed if coaches or referees see anything that they feel should be immediately addressed with players.  The referee may stop the game at his/her discretion and coaches may request a brief stoppage from the referee.
· If a player does anything during a game that would be considered dangerous, unsportsmanlike or not within the spirit of the game, coaches should temporarily remove the player from play and make sure the player understands the transgression before returning to play.  The player should be removed regardless of whether or not the transgression was recognized by the referee.  
· Each team must have one coach (or other qualified individual) ready to referee on game days in case referees are not available.  No special certification or formal training is required, just an understanding of all the rules with an emphasis on safety
· Teams will kick off to start each half and to restart after a try where the scoring team kicks.  This can be a “punt” as opposed to a drop kick.  Kicking team cannot recover the ball, ball does not need to go 10 meters, and if the kick goes straight into touch the receiving team is awarded a restart at midfield.
· If a penalty is called on the defense, they must retreat 10 meters with a restart by the attacking team.  No quick taps.
· Spinning is not allowed 
· If a player fails to pass the ball within three seconds/three steps of getting their flag pulled the referee will stop play. Teams will reset their lines before play is restarted with the defense back 5 meters.  If the referee feels like the lack of passing is intentional or repetitive, a penalty to the other team may be awarded. 
· Players are considered tackled if:
· They receive the ball but do not have both flags attached
· They are running with the ball and a flag falls off
· They go to ground with the ball
· Absolutely no diving allowed.  This includes diving on a loose ball or diving into the try zone to score.  Referees are encouraged to remind players/coaches before the game and penalize offending players. This is an important safety rule.
· A player “tackled” near the try line or in the try zone can still score within three steps/seconds
· Once a flag is pulled, the “tackler” must return to an onside position in front of the ball before he or she can continue play.  This is to help keep the tackler from grabbing the flag of the support player on a continuation pass from an offside position or interfering with the continuation pass. 
· There is no limit to the number of flag pulls for possession.  The attacking team basically keeps possession until they score or commit an infraction.
· [bookmark: _Hlk199794736]If players have already established themselves on a team and another team forms closer to them, the player will have the option of switching to the closer team or remaining on the team already joined. 

Rugby Idaho may decide to include the Ball Down option where a tackled player sets the ball down instead of passing.  For this option the following additional variations will apply:
· Once a flag is pulled, the ball carrier player must place the ball down as soon as possible, allowing for reasonable forward momentum, then step over the ball and wait for the “tackler” to return the flag. Rolling the ball back to the offense with their foot is allowed but not required
· The defense must fall back to on offside line 5 meters from where the tackled players flag was pulled. 
· This offside line will be 5 meters from where the tackle occurred regardless of where the tackled player stops. 
· If tackled player does not stop within 5 meters of the tackle, referee will require tackled player to return to the point where the tackle was made. 
· Referee will mark the offside line if possible
· The offside sanction will be a penalty of 10 meters back. Ref may consider materiality.
· “Tackler” must retreat to where the ball carrier has stopped and return the flag. They must retreat further to the defense offside line before they can engage the attacking team
· Scrum half can be any player and must pass the ball after a tackle
· The defense can advance once the ball is lifted from the ground by the scrum half.
· Scrum half will be encouraged to pass the ball out quickly, Ref may call “Use It”
· Tap and Pass with Restarts (Touch, Knock on, Forward pass)
· If a flag is pulled just before the try zone, the ball carrier must set the ball down as soon as possible, allowing for reasonable forward momentum. If the player is in the try zone when they stop, Try is awarded. If the tackled player stops within 5 meters of the try zone, the defensive offsides line is now the try zone line.
· Ref will make a judgment call on whether a flag was pulled before or after a pass. If the flag was pulled after the pass, play continues with the passer and tackler both out of the game until the flag is returned to the passer. “Play on” or “tackle” can be used by the Ref to help guide play. Ref should encourage continuity of play.
· Instead of typically staying in line with the ball, referee will typically stay around 5 meters ahead of the ball to help players identify where 5 meters is.

PLAYOFFS AND CHAMPIONSHIPS
Rugby Idaho will confirm with each youth rugby group before each season starts how playoffs, rankings and championships will work with the following default as a basis. This is typically accomplished during a collaborative meeting all head coaches are encouraged to participate in. If no alterations to the default format below are confirmed by Rugby Idaho, the approach below will be used.

· Follow a traditional approach based on team rankings after initial pool play with #4 playing #1 and #2 playing #3 in playoff matches.  Both winners advance to the championship.
· If there are fewer than 4 programs involved, no playoffs are required and #1 plays #2 for the championship.
· Rankings are determined by Match Facts
· For programs that split into two teams that will later form A and B sides for playoffs, the A side ranking will be based on total points earned by both teams from the split.
· Championships as well as playoff games where a winner must be determined will follow these guidelines if the score is tied and the end of regulation play:
· Both teams will have a 5-minute break and will then play an additional 5-minute overtime period.  The referee will do a coin toss during the 5-minute break to determine which team kicks off.  The team that scores the first try during overtime wins and the game is over.  If no try is scored during the 5-minute overtime the winner will be decided by a coin toss managed by the referee.
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