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SKANDINAVISKE SPILLEREGLER 2018 (English Translation)


	
	Under 8

(tag rugby)
	Under 10
(intro to tackling)
	Under 12
(intro to scrum, ruck & maul)
	Under 14
(intro to line-out & controlled kicks)
	Under 16
(World Rugby U19 variation)
	Under 18
(World Rugby U19 variation)

	Age-group
	Born in 2008 or before
	Born in 2007 and 2006
	Born in 2005 and 2004
	Born in 2003 and 2002 (also 2001 for girls)
	Born in 2001 and 2000 (also 1999 for girls)
	Born in 1999 or 1998

	Maximum pitch size
	12 x 22 metre

	22 x 35 metre
	30 x 50 metre
	45 x 55 metre
(1/2 senior pitch)
	65 x 100 metre
(senior pitch)
	65 x 100 metre
(senior pitch)

	Goal posts
	No
	No
	Yes
	Yes
	Yes
	Yes

	Pitch markings
	Lines & cones
	Lines & cones
	Lines & cones
	Lines & cones
	Lines & flags
	Lines & flags

	Ball size 
	3/4
	4
	4
	4
	5
	5

	No. of players 
	5 (mixed)


	7 (mixed)


	9 (mixed)

(3 scrum, 6 backs)
	12 (mixed)

(5 scrum, 7 backs)
	15 (mixed)

(8 scrum, 7 backs)
	15 (boys / girls)

(8 scrum, 7 backs)

	Shirts
	No need for numbers
	No need for numbers
	No need for numbers
	No need for numbers
	Numbers 1 to 15
	Numbers 1 to 15

	Playing time
	2 x 7 minutes
	2 x 10 minutes
	2 x 12 minutes
	2 x 15 minutes
	2 x 20 minutes
	2 x 30 minutes

	Max time per day
	50 minutes
	60 minutes
	70 minutes
	80 minutes
	90 minutes
	90 minutes

	Half-time (mins)
	2
	3
	5
	5
	5
	5

	Start/restart
	Pass from centre spot with opposition 5 metres back. Play starts with pass to team-mate
	Tapkick from centre spot with opposition 5 metres back. Play starts with pass to team-mate
	Tapkick from centre spot with opposition 5 metres back. Play starts with pass to team-mate
	Dropkick from centre spot with opposition 7 metres back. 
	Dropkick from centre spot with opposition 10 metres back.
	Dropkick from centre spot with opposition 10 metres back.

	Freepass/Tapkick
	Free Pass:

For all offenses restart the game with a free pass.
Ball is passed sideways or backwards to a team mate when the referee calls “play”. No player can run before the ball is passed and the opposition must be 5 metres away.
	Tapkick:

For all offenses restart the game with a tapkick.

Ball placed on the ground and then kicked with foot to be brought into play. Ball is then passed sideways or backwards to a team mate.

No player can run before the ball is passed and the opposition must be 5 metres away.
	Tapkick:

Ball placed on the ground and then kicked with foot to be brought into play
	No
	No
	No

	Scrum
	No, freepass
	No, tapkick
	Yes
Scrum composed of 3 nearest players and all into front row. 

No shove and the scrum cannot turn.

Both teams may hook the ball.
Scrum-half must pass and can’t run.
Scrum finished when scrum-half has passed or the referee calls ”break” 
	Yes
Scrum composed of 5 players - 3 front row and 2 second row.

Scrum can move 1.5m and turn 45 degrees.

On formation of scrum referee calls: ”crouch – bind – set”. Both teams must keep same formation. 
No kick against opposition hooker and no pulling down on scrum.
Back foot = offside line
	Yes
Scrum composed of 8 players - 3 front row, 2 second row and 3 back row.

Scrum can move 1.5m and turn 45 degrees.

On formation of scrum referee calls: ”crouch – bind – set”. Both teams must keep  same formation. 

No kick against opposition hooker and no pulling down on scrum (FR).

Back foot = offside line.
	Yes
Scrum composed of 8 players - 3 front row, 2 second row and 3 back row.

Scrum can move 1.5m and turn 45 degrees.

On formation of scrum referee calls: ”crouch – bind – set”. Both teams must keep  same formation. 

No kick against opposition hooker and no pulling down on scrum (FR).

Back foot = offside line.

	Line-out
	No
Freepass 2 metres from the sideline.   Opposition gives 5m and play starts with pass to team-mate.
	No

Tapkick 2 metres from the sideline.   Opposition gives 5m and play starts with pass to team-mate.
	Scrum 5m from the sideline.  


	Line-out refereed when ball goes out.

2 man with no lifting

	Minimum 2 man lineout with lifting only on shorts. Jumper must be supported up and down
	Minimum 2 man lineout with lifting. Jumper must be supported up and down

	Kicking
	No kicking allowed
	Tapkick
	Tapkick
	Yes, controlled kicking from inside your 22 
	Yes, controlled kicking all over pitch
	Yes, controlled kicking all over pitch

	22 metre drop 
	No

Free pass from referees mark
	No

Tapkick from referees mark
	No

Tapkick from referees mark
	Drop-kick over the 22
	Drop-kick over the 22
	Drop-kick over the 22

	Free-kick 
	Free pass

	Tapkick 


	Tapkick 


	Ball kicked freely from the mark.

Opposition gives 7 metres
	Ball kicked freely from the mark.

Opposition gives 10 metres
	Ball kicked freely from the mark.

Opposition gives 10 metres

	Tackling
	Tag rugby...
Ball carrier:
If he has been tagged the player must pass the ball within 3 seconds / 3 steps. If it takes longer, then it becomes a free pass to the other team.
Tagged player must pick up the tag and put it back onto tag-belt.
A player who is tagged cannot score.

Defender:
After tagging another player he must give the tag back before he can rejoin the game.
	Tackle is defined as contact under the elbow (in a horizontal line above the body by the navel) of the ball carrier, which results in the ball carrier being stopped. Tackle must be under the elbow on the jersey, shorts or around the legs.
Only the ball carrier can be tackled. Ball Carrier can run and avoid potential tacklers, but must not handoff (with hands or ball)

If the ball carrier is brought to ground, the referee will call “tackle release”

It the ball carrier remains on his feet, but has been stopped then it is a tackle situation and the ball must be played to a team-mate. (possession retained)

The ball-carrier can continue to run and there is no tackle if he is just held, not stopped.
	Same as U10 rules – but with handoff allowed
	Tackle is defined as contact under the armpits of the ball carrier, which results in the ball carrier being stopped. Tackle must be under armpits on the jersey, shorts or around the legs.
Only the ball carrier can be tackled. Ball Carrier can run and avoid the tackle and may also handoff

If the ball carrier is brought to ground, the referee will call “tackle release”


It the ball carrier remains on his feet, but has been stopped then it is a tackle situation and the ball must be played to a team-mate. (possession retained)

Ball-carrier can continue to run and there is no tackle if just held, not stopped.
	Chest and below
	World Rugby U19 laws.



	Handoff
	No
	No
	Yes

Handoff under shoulder height. The arm should be easily stretched. A handoff must not be a blow and must be a flat hand.
	Yes

Handoff under shoulder height
	Yes

Handoff under shoulder height
	Yes

Handoff under shoulder height

	Ruck
	No
	No
	A ruck is formed when a standing player from each team are in physical contact with the ball on the ground. Players 'Ruck' when they are in a ruck and using their feet to win the ball or keep possession of the ball without committing 'foul play'. Maximum of 2 per team in ruck

Ball is not in open play.

When the ball is clearly won by a team in a ruck and the ball is available, the referee will call ”use it”, after which the ball is played after 5 seconds. If the ball is not played after 5 seconds the referee shall award a tapkick to the team which was not in possession of the ball 
	Same as U12 rules but with 3 maximum per team in the ruck
	World Rugby U19 laws
	World Rugby U19 laws

	Maul
	No
	No
	A maul is formed when a player from either team join the ball carrier and tackler. There must be no more than two players from each team (including ball carrier and tackler) in a maul.
The ball is not in open play.
When a maul has been formed, the ball must be made available within 5 seconds. The referee shall call “use it” and the ball is moved away from the contact area. If neither team can move the ball away then a tapkick is given to the defending team
	Same as U12 rules but with 3 maximum per team in the maul
	World Rugby U19 laws
	World Rugby U19 laws


	
	Under 8
	Under 10
	Under 12
	Under 14
	Under 16
	Under 18

	Penalty Kicks 
	
	Tapkick from the mark, oppositions at 5 metres

Play starts when ball passed
	Tapkick from the mark, oppositions at 7 metres

Play starts when ball passed
	Ball kicked freely from the mark, opposition at 7 metres. 

Play starts with kick. 
	Ball kicked freely from the mark, opposition at 10m. 

Play starts with kick.
	Ball kicked freely from the mark, opposition at 10m. 

Play starts with kick.

	Penalty Given for
	
	- Foul play 

- Hand off 

- Obstruction

- Dangerous play 

- Late tackle 

- Swing tackle

- High or tap tackle

- Offside

- When a team has too many players on pitch


	- Foul play 

- Hand off above shoulder height
- Obstruction

- Dangerous play 

- Late tackle 

- Swing tackle

- High or tap tackle

- Offside

- When a team has too many players in ruck or maul

- When a team has too many players on pitch


	- Foul play 

- Hand off above shoulder height
- Obstruction

- Dangerous play 

- Late tackle 

- Swing tackle

- High tackle (chest)

- Offside

- Cavalry charge or flying wedge

- Squeeze ball

- Too many players in ruck or maul

- When a team has too many players on pitch
	- Foul play 

- Hand off above shoulder height
- Obstruction

- Dangerous play 

- Late tackle 

- Swing tackle

- High tackle (chest)

- Offside

- Cavalry charge or flying wedge

- Squeeze ball

- Too many players in ruck or maul

- When a team has too many players on pitch
	- Foul play 

- Hand off above shoulder height
- Obstruction

- Dangerous play 

- Late tackle 

- Swing tackle

- High tackle (chest)

- Offside

- Cavalry charge or flying wedge

- Squeeze ball

- Too many players in ruck or maul

- When a team has too many players on pitch

	Yellow cards or exclusions 
	 
	- 3 minutes

- Repeated dangerous tackles

- Repeated challenging of referee
	- 3 minutes

- Repeated dangerous tackles

- Repeated challenging of referee
	- 5 minutes

- Repeated dangerous tackles

- Repeated challenging of referee
	- 5 minutes

- Repeated dangerous tackles

- Repeated challenging referee
	- 5 minutes

- Repeated dangerous tackles

- Repeated challenging referee

	Scoring
	5 point try
 
	5 point try 

 
	5 point try 

2 point conversion
	5 point try 

2 point conversion 

3 point penalty kick 
	5 point try 

2 point conversion 

3 point penalty kick 

3 point drop-goal 
	5 point try 

2 point conversion 

3 point penalty kick 

3 point drop-goal

	Other
	Handover after a maximum of 7 tags

Game always starts with free pass

Referee is both referee and the coach

Focus is on playing the game and enjoying rugby and not the result
	
	
	
	
	



