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RULE 1 - DEFINITIONS AND TERMINOLOGY 

 

 Advantage    

Advantage is that property or part of play, which gives one team the potential to improve its position 

to score relative to the other team.   

 

 Attacking Team   

Attacking team is the team, which has possession or is gaining possession of the ball.   

 

 Attacking Score line   

Attacking score line is the line on or over which a team has to place the ball to score a touchdown.   

  

Behind   

Behind means in a position or direction towards a team’s defending score line.   

 

 Dead Ball   

Dead ball means when the ball is out of play and includes the period following a touch until the ball 

is brought back into play. The period following a touchdown or penalty, until the match is 

recommenced, and when the ball goes to ground and/or outside the boundaries of the field of play.   

  

Defending Score line   

Defending score line is the line, which a team has to defend to prevent a touchdown.   

 

 Defending Team     

Defending team is the team without possession of the ball.   

 

 Deliver  

Deliver means to part with the ball.   

 

 Field of Play  

Field of play is the playing area bounded by the sidelines and Touchdown Zone lines both of which 

are out of bounds.  
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Forward   

Forward means in a position or direction towards a team’s own attacking score line.   

 

 Full Time  

Full time occurs at the expiration of the normal time allowed for play.   

  

 Mark   

Mark (for a touch) is the position where the attacking player in possession of the ball is at the time 

of the touch.   

 

 Offside   

Offside means in a position forward of the ball for an attacking player and in a position liable to 

penalty for a defending player.   

 

 Onside   

Onside means in a position whereby a player may legitimately become involved with play.   

  

Penalty   

Penalty is the action by the referee in awarding a tap when a player or team infringes the rules of 

the game.   

 

 Rebound    

Rebound occurs when the ball deflects from or makes contact with a player other than the player 

who first had possession.   

 

 Ruling   

Ruling is the decision made by the referee as a result of particular circumstances. It can result in a 

play on, a tap or a change of Possession.   

  

Score line    

Score lines are the lines separating the Touchdown Zone from the field of play.   
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 Sidelines  

Sidelines are the side boundaries of the field of play.   

 

 Drop Off    

Drop off (kick off) is the method of commencing the match, recommencing the match after half time 

and after a touchdown has been scored.   

  

Tap   

Touch is contact on any part of the body between a player in possession of the ball and a defending 

player. A touch includes contact on the ball, hair or clothing and may be made by a defending player 

or by the player in possession.  

  

Touchdown   

Touchdown is the result of an attacking player, except the half, placing the ball on or over the team’s 

attacking score line.  

  

 Touchdown Zone  

Touchdown Zone is the area bounded by the sideline, score line and Touchdown Zone Line.   

 

 Touchdown Zone Line   

Touchdown Zone Line is the line joining the sidelines extending no less than five (5) meters and not 

more than ten (10) meters past the score line.   

  

 

RULE 2 - THE FIELD AND THE BALL  

  

 Field of Play   

The Field of play is rectangular in shape and measures seventy (100) meters in length from score line 

to score line and fifty (70) meters in width. (Subject to change)  

 

 Playing Surface   

The playing surface is normally grass.   
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 The Ball (size 5)  

The game is played with an oval, inflated ball of a shape, colour and size approved by Touch Football 

Australia. The ball shall be inflated to the recommended air pressure and if applicable it will be the 

officially sanctioned ball endorsed by TFA as at that time. The approved ball size is 36cm long and 55 

cm in circumference.   

 

PLAYER NOTES   

Team captains have the right to lodge a complaint regarding field conditions and dimensions or 

environmental conditions (e.g. weather or state of the ground or field markings) prior to the 

commencement of a match.   

The ball must not be hidden under player attire.   

 

REFEREE NOTES   

The Referee is to inspect the field of play, boundaries and markers for clarity and safety, prior to the 

commencement of the match.   

  

PARK COMPETITION   

The size of the playing field can be varied to suit local council requirements and/or conditions. As a 

minimum, it is essential that score lines, sidelines, touchdown zone lines (if utilized) and the halfway 

line are correctly marked. The controlling association can approve the ball used by any team. The 

touchdown zone lines and distance of touchdown zone (if utilized) can be set by the controlling 

association to suit environmental and local council conditions. Any decision or variation to field 

dimensions or on the playing rules or conditions rests with the controlling association’s officials.   

  

  

RULE 3 - PLAYER ELIGIBILITY AND ATTIRE  

 

 Eligibility   

All participating players are to be registered with the association/club they represent and are 

authorized to play with. Teams playing unregistered or unauthorized players will forfeit such 

matches.   

 

 Uniforms   

All participating players are to be correctly attired in team uniforms approved by the local controlling 

Association. Uniforms consist of upper apparel, shorts and socks with footwear.   
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 Footwear   

Shoes with screw-in studs or cleats are not to be worn by any player. Light leather or  synthetic 

boots with soft moulded soles are  permitted. 

 

 Identification Numbers    

All Players are to wear an identifying number, not less than sixteen centimetres (16 cm) in height, 

clearly displayed on the front OR rear of the upper garment.  Numbers may be positioned on both 

sleeves as an alternative providing the numbers are not less than eight (8) centimetres in height. No 

two (2) players of the same team may wear the same number.   

  

Jewellery and Fingernails   

Players are not to participate in any match while wearing any item of jewellery, which might prove 

dangerous. Long or sharp fingernails are to be trimmed or taped.   

  

REFEREE NOTES   

Referees are not to allow players to participate in any match unless the above dress requirements 

are met. Referees are to inspect team clothing and footwear prior to matches.  Fingernails and 

jewellery of all competitors are to receive specific inspection.   

PARK COMPETITION   

Identification numbers of participating players should be in numerical order.  However, this is not 

mandatory. The controlling association may approve minor dress variations, including non-

prescription sunglasses and the checking of same may become an administration task not a referee’s 

role.   

  

RULE 4 - MODE OF PLAY, DURATION AND SCORING  

  

 Object   

The object of the game of Touch is for each team to score touchdowns and to prevent the 

opposition from scoring.   

 

 Mode of Play   

The ball may be passed, knocked or handed between onside players of the attacking team who may 

in turn run or otherwise move with the ball in an attempt to gain territorial advantage and score. 

Defending players prevent the attacking team from gaining a territorial advantage by touching the 

ball carrier either defending or attacking players may initiate touches upon which, play stops and is 

restated.   
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 Duration   

The match is ten (10) minutes duration, consisting of two (2) five (5) minute halves. There is a Two 

(2) minute halftime break. The duration may only be extended for exceptional circumstances. From 

final stage each halves will be seven (7) minutes with 3 minutes break.  

 

 End of Play   

When time expires play is to continue until the ball next becomes dead. Should a penalty be 

awarded during this period, the penalty is to be taken.   

 

Scoring   

A touchdown is awarded when a player (without being touched and other than the half) places the 

ball on the ground on or over the team’s attacking score line and within the boundaries of the 

Touchdown Zone. A touchdown is worth five (5) points.   

  

 The Winner  

The team who at the end of play has scored the most points is declared the winner. In the event of 

neither team scoring, or in the event of both teams scoring the same number of touchdowns & 

conversions, a draw is declared until the final stage. 

 

 Competition Points    

Points are awarded in competition matches as follows:   

• TRY   5 POINTS     

• CONVERSION    2 POINTS   

• WIN       4 POINTS     

• BYE     4 POINTS   

• DRAW   2 POINTS   

• LOSS   0 POINTS   
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Extra Time for Drawn Matches   

The following procedure will be utilized to establish a single winner.   

This will only take in to account from the semi-finals stage for each Cup Plate Bowl & shield levels.  

In the 1
st

 rounds if the matches are drawn the controlling association will decide on the teams who 

are through to the next rounds by the number of points scored in each pool games.  

From the semi-finals level onwards, when the match is drawn at the expiration of full time, the 

referee will wait until the ball is dead, halt play, and then signal to the tournament control area or a 

tournament official that the game is drawn.  

One minute break will occur prior to commencement of the 3 minutes of play for each half and 1 

minute break with 5 players only on field and a golden point where first team to score will go trough 

At the conclusion of three minutes of extra time, a signal is sounded and the referee will stop play at 

the next touch or dead ball. In between the 3 minutes the 1
st

 scoring team will gain the win and play 

will stop as soon as one team scores and if none of the teams manage to score during extra time 

winner will be decided with a toss of a coin, if the scores are level in the final stage two teams will be 

awarded as joint champions. 

 

RULE 5 - TEAM COMPOSITION AND SUBSTITUTION  

  

 Number of Players   

A team consists of ten (10) players, no more than Seven (7) of who are allowed on the field at any 

time and non Sri Lankan players allowed in the teams. 

  

Substitution (interchange station)  

Teams will have rolling substitution and there will be one entry point of all the substitutions and it 

will be called interchanged station. During the match if team will have to make interchange they will 

have do it through interchanged station and during stop of play failed to do so will lose position of 

the ball.  

 

PLAYER NOTES   

Although a team consists of Ten (10) players, a minimum of Five (5) is required for the match to 

continue.   

All players who are involved in the match both on and off the field of play are under the direct 

control of the referee.  
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Should the number of players on the field from one team fall below five (5), the match is finished 

and the no offending team is declared the winner. This applies if players have been dismissed for the 

remainder of the match, but not for injuries or dismissals for a period of time.  Players who arrive 

late may enter the field immediately, providing their team does not already have seven (7) players 

on the field.   

  

RULE 6 - COMMENCEMENT/RECOMMENCEMENT OF PLAY  

 

 The Toss   

Team captains are to toss the coin in the presence of the referee with the winning captain’s team 

receiving possession for the commencement of the first half, or the playing side for 1
st

 half of the 

match.   

Match starts with a kick off and after every touchdown (try) the same team who score a try will get 

the ball for a drop out. Second half starts with a drop out by the receiving side of the ball in the 1
st
 

half.  

 

 TAP  

There is only one way to take a legal tap in this year's tournament and The tap is taken by placing the 

ball on the ground at or behind the mark, releasing both hands from the ball, tapping the ball with 

either foot., and retrieving the ball cleanly. Any player of the attacking team may take the tap. Any 

onside player of the attacking team may retrieve the ball once the tap has been taken.   

  

 Defending Team   

All players of the defending team are required to retire a distance of not less than ten (10) meters 

from the mark for the tap. Defending players may move forward of their positions once the ball has 

been tapped with the foot.  Referees should penalize players who attempt to delay play following a 

touchdown. If the delay is caused by the team scored against, the penalty should be awarded from 

the center of the halfway line. If the team who scored is causing the delay, the penalty should be 

awarded at a mark ten (10) meters forward of the halfway line. (subject to change)  

 

RULE 7 - POSSESSION  

 

General  

Providing other Rules do not apply, the team with the ball is entitled to one (1) touch prior to 

changing possession with the opposing team.   

Whenever the defending player tap the attacking player while handling the ball will gain possession 

of the ball.  
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 Ball to Ground  

If the ball is dropped to the ground, this won’t result a change of possession. Play is to continue 

unless it’s a knock-on.  

  

 Mishandled Ball  

If a player mishandles the ball and providing the ball does not go to ground, play is to continue.   

  

Intercepts  

Intercepts by onside defending players are allowed. Following an intercept, play continues until a 

touch is effected, a touchdown is scored, or a stoppage occurs as a result of other actions.   

  

RULE 8 – PASSING  

 

 General   

A player in possession may pass, flick, knock, throw or otherwise deliver the ball to any other onside 

player in the attacking team.  

  

 Forward Pass   

A player in possession is not to pass, flick, knock, throw or otherwise propel the ball in a forward 

direction.  

Knock forward and forward pass from the attacking side may lose the possession of the ball and will 

be given to the defending side.  

RULING - A penalty awarded to the non- offending team at the mark where the ball was passed, 

flicked, knocked, thrown or otherwise propelled forward.   

 

RULE 9 - THE TOUCH  

 General  

Players of both defending and attacking teams are to use the minimum force necessary to effect 

touches.   

  

 Actions Following Touch  

After a touch has been affected, the player in possession is required to stop, return to the mark 

where the touch occurred if the mark has been over-run.  
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 Passing after Touch  

A player is not to pass or otherwise deliver the ball after a touch has been effected  

RULING - A penalty awarded to the defending team at the mark where the touch occurred.   

  

Claimed Touch  

A player must not claim or otherwise call for a touch unless a touch has actually been effected.   

RULING - If an advantage is apparent, the referee will indicate “play on”, otherwise a penalty is 

awarded to the attacking team where the touch is claimed.   

 

 The Mark   

The mark for the ball is dependent on the position of the player in possession at the time of the 

touch.   

 

 Touched While Scoring  

On the rare occasion a player places the ball on the ground on or over the score line at the same 

time a touch is effected, the touch counts and a touchdown is not awarded.   

  

PLAYER NOTES   

• When effecting touches with the ball, attacking players are to ensure minimum force is used   

• Attacking players cannot delay the ball.  

• Calling a touch prior to contact is subject to a penalty.  

• A player who is touched while in the act of passing should attempt to refrain from releasing 

the ball.   

 

REFEREE NOTES   

More than the minimum physical force to effect a touch should be dealt with severely.   

  

RULE 10 - BALL ON OR OVER SIDELINE/SCORELINE  

  

On or Over Sideline   

The ball becomes dead when it or a player in possession touches or crosses the sideline and a 

change of possession results. However if a player in possession  is touched prior to crossing the 

sideline,  then the touch counts and play continues  with a tap at the mark where the touch  

occurred.   
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RULING - The team NOT responsible for the ball touching or crossing the sideline restarts play five (5) 

metres infield from where the ball or the  player in possession touched or crossed the sideline, or at 

the position of best  advantage to the attacking team.   

  

Touched over Attacking Score line  

If a player in possession of the ball is touched after crossing the attacking score line and prior to the 

scoring of a touchdown, the touch counts. Play is restarted with five (5) meters infield from where 

the player in possession crossed the score line.   

 

 Ball on or Behind Defending Score line  

If a player in possession of the ball  is touched whilst on or behind their  defending score line, the 

touch counts and  play is restarted with five (5)  meters infield from where the player in  possession 

was touched.   

  

 Actions near Attacking Score line  

When a touch is effected within five (5) meters of the attacking score line, a player in possession 

may move directly behind the mark a distance of up to five (5) meters   to restart play.  

  

 Actions further than Five (5) Meters from Defending Score line  

When defending players are required to defend further than five (5) meters from their defending 

score line, they must move forward beyond the five (5) meter line and continue to move forward in 

an attempt to effect a touch on the player in possession.   

RULING - A penalty awarded to the attacking team at the position of the ball at the time the offence 

is identified.   

 

PLAYER NOTES  

When the player in possession is further than five (5) meters from the `score line and the defending 

team is defending on or within five meters (5) of their defending score line, the defending team must 

move forward in an attempt to effect a touch. This means the whole team must move out to beyond 

the five (5) meter line and can only return to the score line once a touch is imminent. They may   

However move back beyond the five meter broken line to realign for the next defensive move once a 

touch is about to be effected by either the attacking or defending player.   

When a player in possession is on or within five (5) meters of their attacking score line, the 

defending team are permitted to remain on, and defend their score line.   
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REFEREE NOTES   

Players who are onside at their  defending score line may lean over the  score line to touch an 

attacking player,  and remain onside provided both feet  remain on or behind the score line and  

contact with the ground is not made  with the hands inside the field of play.   

Before a penalty is awarded, the referee must warn the defending team to move forward in an 

attempt to effect a touch. If the defending team does not move forward in accordance with the 

referee’s direction a penalty will result.   

 

RULE 11 - BALL TOUCHED IN FLIGHT  

 

• Intentional Contact by Defender  

If the ball goes to ground following a defender’s attempt to gain possession, the attacking team 

retains the ball and the touch count restarts. This also applies if the defending player deliberately 

knocks the ball to the ground. The mark where the 1
st

 touch occurs is where the ball first pitches or 

where the defender touched the ball, whichever is of best advantage to the attacking team.   

  

• Intentional Contact but Not to  Ground  

If a defending player touches the ball in flight and the ball is retrieved by an attacking player, play 

continues and the touch count restarts at the next touch.   

 

• Rebound and Ball to Ground  

If the ball rebounds from a defending player, who has not made an attempt to retrieve it, and the 

ball goes to ground, a change of possession results. Play restarts with a touch where the ball first 

pitches or where the ball rebounded from the defender, whichever is of best advantage to the team 

gaining possession.  When the attacking team handling the ball if the defending team intentionally 

tap the ball in the air will award a penalty to the attacking team.  

 

RULE 12 – OFFSIDE  

  

 •  Attacking Team   

A player in the attacking team is offside when that player is forward of the player who has 

possession or who last had possession. In general play, offside attacking players who interfere with 

play should be penalized.   
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 •  Attacking Player Offside at Tap   

Attacking players are to remain onside at a tap until the ball has been tapped.   

  

PLAYER NOTES   

Attacking players who are offside are non-effective and should return to an onside position as soon 

as possible.   

Offside defending players must at all times make an effort to retire to an onside position.  

REFEREE NOTES   

Defending players who are retiring should not normally be penalized while taking no active part in 

the match.   

 

RULE 13 - OBSTRUCTION  

 

• Attacking Team   

Players of the attacking team are not to obstruct defending players from attempting to effect a 

touch. A player in possession must not run or otherwise move behind the referee or other players in 

the attacking team in an attempt to avoid a touch.   

Obstruction is defined as a deliberate attempt by an attacking player to gain an unfair advantage by 

preventing a defending player from effecting a touch.   

 

RULING - A penalty awarded to the defending team at the mark where the infringement occurred.   

• Defending Team 

Players in the defending team are not to obstruct or otherwise interfere with the attacking players 

supporting the player in possession.   

Penalty awarded to the non-offending team at the mark of the infringement providing the stoppage 

is not to the disadvantage of the attacking team.   

 

RULE 14 – PENALTY  

 •  General   

A penalty is to be awarded for an infringement by any player in accordance with the rules contained 

herein.   

  

 

 



 

 16
WWW.KINGSWOOD.NET.AU 

 

 

 

 

• Location of the Tap for a Penalty   

The mark for a penalty is normally at the location of the infringement unless otherwise detailed in 

specific rules.  For infringements which occur on the  boundaries, within five (5) metres of the  

defending scoreline or outside the field of  play, the location of a tap from a penalty is  to be five (5) 

metres infield (or on the five metre line) from where the infringement  occurred.  

 

•  General Attacking Team   

Players of the attacking team are to be onside at the tap.  

RULING - A change of possession at the mark.   

 

• Defending Team   

Players of the defending team are to be onside at the tap   

RULING - A penalty awarded to the attacking team along a line ten (10) metres directly forward of 

the original mark and nearest the infringement.  

  

• Penalty Touchdown   

A penalty touchdown will be awarded if any action by a player or spectator deemed by the referee 

to be contrary to the rules or spirit of the game prevented the attacking team from scoring a 

touchdown.   

 

PLAYER NOTES   

The player who is to take the tap is required to wait until the referee indicates the location of the 

mark before the tap can be taken. However a player may take a quick tap providing the referee 

acknowledges such a request and providing the tap is taken at or behind the correct mark.   

For any tap, players may take the ball directly behind the mark up to a maximum of ten (10) metres.   

 

REFEREE NOTES    

To allow the full advantage of a penalty to be realised there is to be minimum delay between 

awarding a penalty and the indication of the appropriate mark.   

A player may take the ball back behind the mark up to a maximum distance of ten (10) metres 

behind the mark for a tap to allow room to execute a move. In such cases the defending players 

must remain not closer than ten (10) metres from the mark or at the scoreline, whichever is the 

closest.   

If an attacking player effects a touch  on an offside defending player (usually  following a quick tap) 

in an attempt to  gain a further penalty, the referee may  call “play on” depending on the actions of 

the defending player, but only  provided the offside player or team  has been warned.  
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If an offside defending player, (whether that player is retiring or not), attempts to obstruct or effect 

a touch on an attacking player following a quick tap, the referee should play the  

advantage and allow play to continue.  Alternatively a penalty could be awarded, whichever is of 

greater advantage to the attacking team.   

For control to be maintained during a sequence of quick taps, the referee is to ensure that the 

location of the mark is correctly indicated.   

With regard to awarding a penalty touchdown, a referee is to be sure that a touchdown would have 

occurred had it not been for the illegal action of the player or spectator concerned.   

 

RULE 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 as described in these rules.   

When defending team gained possession of the ball after a tap they can get the mark correctly and 

can play an advantage play only once in such situations.  

 

PLAYER NOTES   

Players should at all times play in accordance with the rules of Touch and allow the referee to 

interpret the advantage.  

Players who use unnecessary force or whose actions unfairly prevent any other player from gaining 

an advantage will be liable to penalty.   

 

RULE 16 - DISCIPLINE AND PLAYER MISCONDUCT  

 

• General   

Players who infringe the Rules of Touch are liable to penalty or other appropriate action according to 

the seriousness of the infringement. Penalties are to be awarded in accordance with applicable rules.   

 

• Frequent Infringements  

A Player who continually breaches the playing rules is liable for dismissal. Team captains are 

responsible for the conduct of players in their respective teams and should be aware that 

undisciplined players are disruptive to the spirit of the game.   
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• Dismissals  

Any player may be dismissed as follows:   

 

Period of Time  

 A player dismissed for repeated infringements or any offence requiring more than a penalty is to 

move from the field of play and remain in a position  midway along the team’s touchdown zone line 

and no closer than five (5) metres to  the touchdown zone line. The dismissed player cannot be 

replaced.   

  

 •  Remainder of Match  

A player dismissed after any previous ‘Period of Time’ dismissal, or for an offence such as gross 

misconduct or a dangerous act is to take no further part in that match and is to move to and remain 

not closer than ten (10) metres from the scoreline.  The dismissed player cannot be replaced and 

that player shall receive an automatic two (2) match suspension from all matches in Kingswood 

Rugby 7’s. Two (2) matches refer to the period of time it takes for two matches to be completed by 

the team in the segment from which the player was suspended. A bye does not count as a match 

completed.   

  

• Striking Officials  

Any player who is found guilty of striking and/or assaulting an official, referee or line judge is liable 

to disqualification from taking part in Kingswood Rugby 7’s for life.   

 

• Misconduct  

Players guilty of misconduct will be penalized and could be excluded from the match.  

Misconduct includes:   

• continual breaches of the rules  

• swearing  

• back-chatting referees or other  match officials  

• bad sporting behavior  

• fighting  

• using physical force in making a  touch;   

• attacking the head of an opponent;   

• Tripping, any other action which is not in the spirit of the game.   
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 RULE 17 - THE REFEREE, LINE JUDGES & TOUCHDOWN ZONE OFFICIALS  

  

• Manner of Appointment   

The appointment of all referees, line judges or touchdown zone officials will be made by delegated 

officials of the controlling association.   

  

• 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 match and in 

particular, award penalties for infringements against the rules.   

  

• Authority of Referee  

Players, coaches and officials of both teams are under the control of the officiating referees.  

 

• Area of Control  

The playing area under the control of the referee extends from the boundaries of the field of play, to 

an area which covers substitute players and officials involved in the particular match.   

  

• Line Judges Touchdown Zone  Officials  

Line Judges and Touchdown Zone Officials should be appointed to assist the referee with tasks 

substitutions, matters of backplay and other advice when sought by the central referee.   

  

PLAYER NOTES   

Team captains may respectfully enquire of the referee, matters of varying interpretation or causes of 

penalties.  Any discussion is to be brief and polite and must not delay play. Other team members 

should not talk to the referee.   
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