RULES OF TAG RUGBY

Tag rugby is an exciting form of non-contact rugby. It is played using a belt and 2 tags attached by Velcro. Tag can be played by men and women of all ages and skill levels. Tag rugby is more continuous than other forms of rugby and has added advantages such as it clearly shows when a tag is made thus stopping any discrepancies, encourages correct lines of running and gives a real incentive for defenders to defend.

1. Team Composition 

A maximum of six players are allowed on the field at any one time with a total of 12 players comprising the squad. A minimum of five is required to play.

2.  The Toss - The captain winning the toss shall receive possession of the ball AND a choice of direction.

3.  * Duration - The Game shall be 7 minutes each way with a 1 minute break at half time. 

A Free Pass is used to commence and recommence games and also after a touchdown has been scored. (Opposition to retire 5 metres)Semi finals and Final will be 10 minutes each way with 1 minutes break.

4.  Player Attire - All team members must be correctly dressed in shorts and T-shirts with T-shirts tucked into shorts. Footwear must be worn. Bare feet, spikes and footwear with screw studs are not permitted. Tags must be worn around the waist with tags located directly on each hip.

5.  Scoring - A touchdown will be awarded when a player has crossed the score - line with both tags attached, in control of the ball and is on his/her feet. Both feet must cross the score - line. Diving is NOT permitted. A touchdown will count for one point.

6.  Interchange of Players - Teams may interchange players at any time. Players coming on the field may not do so until the player being replaced has come off. Substitutions must occur at the halfway line.

7.  Free Pass - A way of starting the game, restarting the game after an infringement, restarting the game after a try has been scored. This is taken by placing the ball on the ground on the mark, releasing both hands, tapping the ball with the foot a distance of not more than one metre and retrieving it cleanly. The ball must then be passed immediately to an attacking team player.

- Play will re-start on the Referees command (No quick restarts)
- The defending team must retire 5 metres.

Infringements include:

· Forward Pass

· Knock on

· Ball in contact with foot

· Stepping out of field of play while in possession of the ball

· Incorrect Rip-ball

· Too slow to complete pass after tag

· Too slow to complete rip-ball

· When the Referee indicates

8.  Passing - A player can pass, flick, knock, throw, drop or otherwise deliver the ball to any onside player in the attacking team (The ball can go to ground in the process). Passing forward is not permitted.

1.  The Tag - A tag is made by a defender who detaches one or both tags from the attacking player with the ball. He/she must then proceed to SHOUT TAG with arm raised to signify the tackle, then the tackler must hand the tag back to the tackled player before either of them can rejoin the game. 

Failure to do so may result in a Penalty Free Pass being awarded to the non-defending team.

      (Tags are limited refer table 1)

10.  Tag and Pass - A tagged player has a time limit to either pass the ball to a fellow team player or shout Rip Ball and return immediately to the point of tag (return to the mark). Failure to do so will result in a Free Pass being awarded to the opposition.

(Time to pass is limited refer table 1)

11.  Rip Ball - A Rip ball is an option where the tagged player, who is unable to complete a pass to a team-mate, shouts RIP BALL before the time limit is up. Then returns to the point of tag immediately, to set up the Rip Ball, by turning to face their team-mates and waiting for a team member to arrive and rip the ball from them. A pass is not permitted. The player who has ripped the ball is not permitted to run with it. They must pass the ball to a team member who is in an on-side position.

The tagged player may then replace their tag.

The number of Rip-balls may be limited refer table 1
The Defending team is not allowed to make contact with either the tagged player or the player ripping the ball during the Rip-ball and must remain behind the off-side line which is the line at the point of tag.

12.  Rip Ball - A Free Pass will be awarded to the defending team if a team exceeds the allocated number of Rip-balls.

1.  Sideline - If a player touches or crosses the sideline with or without tag he/she is deemed to be out of play and change of possession occurs. Play restarts with a Free Pass up to 5 metres in from where the player went out. If a tag is made before the player goes out and he or she calls rip-ball play can continue, and the tag counts.

2.  Obstruction - Players of the attacking team are not to obstruct defending players from effecting a tag. Defending players are not to obstruct/ interfere with attacking players supporting the ball carrier.

Forms of obstruction are: - fending or pushing off 

- covering or holding tags with free hand

      
- covering tags with the ball

      
- tags not in the correct position (one on each hip)

15. Penalty Free Pass  - A player/team may be penalised when they infringe particular rules. When a player/ team is penalised the opposing team shall restart play with a Penalty Free Pass. This is taken by placing the ball on the ground on the mark, releasing both hands, tapping the ball with the foot a distance of not more than one metre and retrieving it cleanly. The ball must then be passed immediately to an attacking team player. The defending team must retire ten metres from the mark until the ball is tapped.

· Play will re-start on the referees command (No quick restarts)
· The defending team must retire 10 metres. 


Penalty infringements include:  

· Obstruction

· Initiating Contact (intentional collision with defending player)

· Shouting tagged when no tackle has occurred

· Failure to hand the tag back to the tackled player.

· Foul Play

· Tagging a ripper who is ripping the ball

· Not shouting tag

· Pulling on shirts or shorts before initiating tag

· Offside

· Kicking 

16. Advantage - The principle of advantage to the non-offending team is to apply at all times, providing some advantage is readily obvious. Once a team is given the advantage that team does not necessarily forfeit the right to other action that may be more advantageous.

1.  Contact - Any player who initiates body contact with an opposite team player resulting in a defender not being able to carry out a tag or causing a direct collision to occur with the ball carrier while not intentionally attempting to tag them will be penalised or sent to the sin bin for five minutes depending on the severity of the offence.

2.  Foul Play Will Not be Tolerated - Any foul play (the referee being the sole judge) will result in the player being penalised, sent to the sin bin for 2 minutes, or being sent from for the field for the remainder of the game, depending on the severity of the offence.

3.  Off – Side – Off side occur immediately after a tag has been made. Once a tag has been made all defenders must make an effort to get back on their side of the ball and not deliberately stand offside blocking the pass or waiting for an interception.
4.  The Referee - The referee is the sole judge on matters of fact and is required to adjudicate on the rules of the game during play. The referee may impose any sanction necessary to control the game. All officials, players and coaches involved in the game are under the control of the referee.

Table 1

	
	Tags
	Rip-balls
	Time to pass (seconds)

	A Grade / Open Grade

B Grade
	4

6
	3

3
	1

1

	Novice

Women’s Open
	6

6


	3

3


	2 – 3 (Ref Discretion)

2 – 3 (Ref. Discretion)








