
Primary Aged Competition Rules 

Competition Rules 

Laws: All games will be played in accordance of the World Rugby (WR) Laws of the Game 
http://laws.worldrugby.org/?law=showallbysections as varied for 7 a side and further varied by 

ARU Rugby Sevens across-Field Tackle U10+. 

Field Size: Under 9s, 10s and 11s - 70m x 35m maximum i.e. usually ½ field.  

Under 12s – Regular Full Sized field 

Team Numbers: The number of players on the field at one time will be 7. The maximum a squad 

can have will be 12 players, with 12 participating in the game (5 bench players). 

Substitutions: Rolling substitutions are allowed and these are unlimited in number but can only 
be made when the ball is dead (i.e. stoppage in play). If a player is taken off the field injured, he 
or she must not return to the field for that match. If the player wishes to play again that day they 
must be cleared by a Qualified First Aid trainer. 

Methods of scoring: Try is worth 5 points. A conversion is worth 2 points. Dropped Goals or 
Penalty Goals are not permitted. 

Offside: Normal offside laws from general play (last feet of the Ruck). Scrum – All players not 
taking part in the Scrum must be back at least 5 metres. Lineout – All players not taking part in 
the Lineout must be back at least 10 metres 

Kick Off: Must be a drop kick. Note: If the kick goes dead in goal or out on the full it is the non-
kicking teams Free Kick on half way 

NOTE: Restarts after tries: THE SCORING TEAM KICKS OFF, the team scored against receives.                 

Lineout: 2 players from each team. Lifting is NOT permitted in the lineout. 

Scrums:  3 players from each team are involved in the Scrum forming a front row. Pushing is 
NOT permitted in the scrums. 

Kicking in General play: There will be kicking allowed in general play. 

Temporary Suspension & Send Offs: The referee can at any time Temporarily Suspend (Yellow 
Card) or Send Off (Red Card) a player from the field. The Yellow Card will be encouraged as a 
time out for players when it is needed (Yellow Card means 2 minutes off the field), the team may 

replace the temporarily suspended or sent off player. The Send Off (Red Card) will only be for 
players who have committed foul play or have been given two Yellow Cards. 

Judiciary: If a player receives a Red Card the player is immediately suspended from the 

remainder of that match and is subject to a Judicial Hearing immediately following the 

match in which the send off occurred. The Judicial procedures will be held under 

accordance with the TDRU competition rules and judicial procedures to be found on the 

TDRU website. 

Teams and Players: No players at any time are allowed to play for another team or in another 
age group outside the ARU’s Age Dispensation Policy and Procedures – 
http://www.rugbyaustralia.com.au/runningrugby/PolicyRegister/AgeGradeSeniorRugb

y.aspx  

 

Game Times: All teams must be ready for the kick off of their game 2 minutes prior to kick off 
time. Teams that are not there on time, as determined by the Referee, will forfeit the game. The 

commencement and finish of all games will be indicated by the signal hooter and confirmed by the 
referee blowing his or her whistle – for the end of the match at the next breakdown after the 
signal hooter has been sounded. 

http://laws.worldrugby.org/?law=showallbysections
http://www.aru.com.au/Portals/18/Rugby%207s%20Cross-Field%20Tackle%20U10%20Plus.pdf
http://www.rugbyaustralia.com.au/runningrugby/PolicyRegister/AgeGradeSeniorRugby.aspx
http://www.rugbyaustralia.com.au/runningrugby/PolicyRegister/AgeGradeSeniorRugby.aspx


Extra Time: There will be no Extra Time in any games throughout the night due to the tight 
schedule. If any of the finals games are tied the team that scored the first try of the match will be 

awarded the win. This will only occur for the Cup Finals, and Semi Finals. Any other playoff match 
(3/4th or 5/6th) or pool game will be called a draw. 

For a full account of 7 a side Rugby laws please refer to the WR laws on their website. 

 http://laws.worldrugby.org/?variation=2 

For a full account of the aforementioned ARU Rugby Sevens Cross-Field Tackle U10+ 

Variations, please refer to the following link: 

http://www.aru.com.au/Portals/18/Rugby%207s%20Cross-

Field%20Tackle%20U10%20Plus.pdf  

POINTS SYSTEM 

Win 4 Points 

Draw 2 Points Each 

Loss 0 Points 

Scoring 3 or 3 + tries 

more than your 

opponent 

1 Point 

Team Requirements and Responsibility 

Coaches:  At least one (1) Coach (Aged 18+) / team must hold a current SmartRugby 

Accreditation 

Match Balls: Teams are required to supply their own match balls – Size 4 - for all games 

throughout the tournament 

Game Times: Teams are required to be ready to take the field 2 minutes prior to their kick off. 

When the hooter sounds time will begin with or without teams on the field. If a team is not on the 

field 2min after the hooter had sounded the match will be forfeited as determined by the referee. 

Half Time: Half time will only be 1minute long, teams will have 30 sec to get a drink and talk and 

then the referee will blow the whistle to get ready for the ensuing kick off. 

Behaviour: Teams are responsible for the behaviour of their players, coaches and supporters. 

Please try your best to manage any bad behaviour from parents or supporters. Please notify a 

TDRU employee if necessary.  

Results: Results sheets need to be handed in to the management tent immediately after each 

game.  

 

NOTE: If teams finish on the same 

ladder points after pool or round 

robin games, it will come down to 

whichever team won when the 

teams met and then whichever 

team has the better for and 

against, if the teams have the same 

for and against it will be decided by 

which team scored the first try in 

the match they played.  

 

http://laws.worldrugby.org/?variation=2
http://www.aru.com.au/Portals/18/Rugby%207s%20Cross-Field%20Tackle%20U10%20Plus.pdf
http://www.aru.com.au/Portals/18/Rugby%207s%20Cross-Field%20Tackle%20U10%20Plus.pdf

