
Capilano RFC 7s Tournament Rules

Declaration of Squad
The team manager or coach shall be required to submit a squad (max 12 players for Elite, max 15 for Social) for the tournament. The squad shall be submitted no later than 72 hours prior to the start of the tournament. 

All players must be registered with BC Rugby, and have a completed Rugby Canada registration Insurance form.  If they are not registered, they can purchase 2 week Tournament insurance for a cost of $35.00. The 2 week tournament insurance can be purchased 2 separate times within a season through the BC rugby office. 

Should more time be required, the annual registration fee is $93.93. If a person has already paid the 2 week tournament fee, they can be reimbursed $25.00 from each 2 week insurance payment.

Pool Play
No extra time will be played in pool matches. Points will be awarded for pool play on the following basis 

Win = 3 points 
Draw = 2 points 
Loss = 1 points 
No show = 0 points 

If a Team willfully refuses to play, or willfully abandons a Match in progress, without the prior consent of the Match Referee, then, subject to confirmation by the Disputes Committees, that Team will be expelled from the Tournament 

If a Team has been expelled from the Tournament, for whatever reason, then that Team shall be deemed to have been awarded no pool competition table points and to have scored no tries or points in the pool Matches; 

and 

for the purposes of determining standings in the pool competition table, all Match results against such Team shall be deemed null and void. This means that all pool competition table points awarded in Matches against the expelled Team and tries and points scored or conceded in Matches against such Team will not be taken into account in determining standings in the pool competition table. 



Determining Pool Table Standings

Position in the pool competition table shall be determined by competition points as set out above. 

If at the conclusion of the pool stage two Teams are equal on competition points for any position in the pool, such position in the pool competition table will be determined on the result of the Match between the two equal Teams. The Team that won that Match shall be deemed to have finished higher in the pool competition table. 

If the Match between the two Teams equal on competition points at the end of the pool stage was a draw, then the following process shall be used to determine the placings.

The margin of points scored for and against a Team in all pool Matches shall be considered. The Team with the highest positive margin of points shall be ranked higher in the pool competition table:- if the tie remains unresolved then: 
The margin of tries scored for and against a Team in all pool Matches shall be considered. The Team with the highest positive margin of tries shall be ranked higher in the pool competition table: if the tie remains unresolved then: 

The Team that has scored the highest number of points in the pool Matches shall be ranked higher in the pool competition table: if the tie still remains unresolved then; 

The Team that has scored the highest number of tries in the pool Matches shall be ranked higher in the pool competition table: if the tie still remains unresolved then: 

The tie will be resolved by the toss of a coin between the Team Managers concerned 

If at the end of the pool stage more than two Teams are tied on points then the following process shall be used to determine the placings: 

The margin of points scored for and against a Team in all pool Matches will be considered. The Team with the highest positive margin of points shall be ranked highest in the pool competition table: if the tie remains unresolved then: 

The margin of tries scored for and against a Team in all pool Matches will be considered. The Team with the highest positive margin of tries shall be ranked higher in the pool competition table, if the tie remains unresolved then: 

The Teams concerned shall be ranked by reference to the number of points scored in all pool Matches. The Team with the highest number of points scored in the pool Matches shall be ranked higher in the pool competition table: if the tie remains unresolved then: 

The Teams concerned shall be ranked by reference to the number of tries scored in all pool Matches. The Team with the highest number of tries scored in the pool Matches shall be ranked higher in the pool competition table: if the tie remains unresolved then: 

The tie will be resolved by the toss of a coin between the Team Managers concerned. Following the completion of the pool games, the pool winners will play the second place team in the opposing pool in a playoff (Knock-out) competition.

 
During the Knock-out Competitions, in the event of a Match being drawn at the end of normal time, extra time will be played until a winner is determined. Extra time will be in periods of five minutes. After each period the Teams will change ends without interval. In extra time the Team which scores first will immediately be declared the winner without further play. 

The Team that first kicked off will do so again in the first period of extra time, and subsequent kick-offs will alternate between the two sides. 

The duration of Matches, other than the Elite Mens, Elite Womens, and Social Mens Finals will be seven minutes each half with a two-minute half time interval. The duration of those respective finals will be 10 minutes each half with a two-minute half time interval. 

Apart from the willful abandonment of a match and subsequent expulsion under 8.2 in the event of a Match having to be stopped after its commencement under the provisions of the Laws of the Game, then subject to confirmation by the Disputes Committee, the following procedure shall apply: 

Pool Matches

Where a pool Match has been abandoned either at half-time or at any time in the second half the result and any points and tries scored by each team in the match shall stand. 

Where a pool Match has been abandoned during the first half the result shall be declared a draw. 

Where a pool Match has been declared a draw then for that Match each Team will be awarded two Match points and any points and tries scored will count towards the total points and tries scored by each Team in all their pool matches 

Knock Out Matches

Where a Match has been abandoned either at half time or at any time in the second half the result shall stand. If both Teams are tied then the Team having scored the most tournament points shall be declared the winner. If this does not produce a winner then the provision within clause 8.3 shall be used to ascertain a winner. However, if one of the Teams participated in a Pool where a Team was expelled, for whatever reason, then the matter will be referred to the Disputes Committee which shall decide the most appropriate method for determining the winner of the tied knock out Match. 

If a Match has been abandoned during the first half the result shall be declared a draw and the provisions within clause 8.3 shall be used to ascertain the winner. However, if one of the Teams participated in a Pool where a Team was expelled, for whatever reason, then the matter will be referred to the Disputes Committee which shall decide the most appropriate method for determining the winner of the tied knock out Match. 

Substitution Rules
A match shall be played by no more than seven players in each team on the playing area. A player may be replaced on account of injury or substituted. A team cannot nominate more than five replacements/substitutes in Elite ( 8 in social); up to three players in Elite (8 in social) may be replaced or substituted. Temporary replacement for a blood injury to a player is permitted. A player who has been replaced through injury may not resume play in the same match except if temporarily replaced for a blood injury. A player who has been substituted may not resume play in the same match except as a temporary replacement for a player with a blood injury. No replacement or substitution may be made except with the permission of the Referee, and only during a stoppage in play. 

Playing Rules
Only players, the referee, touch judges and medically trained persons in order to tend to an injured player may enter the playing area. During the interval coaches, waterboys and camera crews may enter the playing area but they must leave it before resumption of play and must not do anything to delay the punctual resumption of play. 

The Standard Set of Variations for the Seven-a-Side Game in relation to Law 10 Kick-Off, Law 13 Kick at Goal After a Try, and Law 27 Penalty Kick apply, except that all infringements at a Kick-Off by the kicking team as specified below will result in a Free Kick at the centre of the half-way line awarded to the non-offending team. 

- Ball not reaching opponents' 10 metre line, unless first played by an opponent; 
- Ball kicked directly into touch; 
- Players of the kicker's team in front of the ball when it is kicked; 
- Ball kicked into in-Goal where it is immediately made dead by the non-kicking team, or the ball becomes dead by crossing the Touch-in-Goal or Dead Ball lines. 

A player sent from the field, under Law 10, will not be permitted to play again until the matter has been dealt with, in accordance with the applicable Tournament Disciplinary rules. 

Team Jerseys - Colour Clashes

Every endeavour will be made to avoid clashes, however the participating Unions acknowledge that the issue of colour clashes between Team Kits normally worn by Participating Unions is of critical importance. 


Teams must play all matches in the registered jersey/shorts colours. No variations to these will be permitted except in the case of a pre-determined colour clash. 

Where pre-determined colour clashes do occur, the alternate colours must be registered. 

The following rule shall be observed by Participating Unions and the Teams: For all matches where there is a colour clash, the team wearing the alternate kit will be determined by coin toss. 

Toss 

The toss to decide who will kick off and to chose ends will take place at half time in the preceding match. The toss shall be conducted by the match referee with the captain of each team in attendance.
LAW 3: NUMBER OF PLAYERS – THE TEAM

3.1 MAXIMUM NUMBER OF PLAYERS ON THE PLAYING AREA 

Maximum: each team must have no more than seven players on the playing area. 

3.4 PLAYERS NOMINATED AS SUBSTITUTES 

ELITE: A team may nominate no more than five replacements/substitutes total of 12 in the squad.
ELITE: A team can substitute or replace up to three players per match.

SOCIAL: A team may nominate no more than 8 replacements/substitutes total of 15 in the squad.
SOCIAL: A team can substitute or replace up to 8 players per match.

3.12 SUBSTITUTED PLAYERS REJOINING THE MATCH 

If a player is substituted, that player must not return and play in that match even to replace an injured player.
Exception: A substituted player may replace a player with a bleeding or open wound. 

LAW 5: TIME

5.1 DURATION OF A MATCH 

A match lasts no longer than fourteen minutes plus lost time and extra time. A match is divided into two halves of not more than seven minutes playing time.

Exception: A competition final match may last no longer than twenty minutes plus lost time and extra time. The match is divided into two halves of not more than ten minutes playing time. 

5.2 HALF TIME 

After half time the teams change ends. There is an interval of not more than two minutes. 

5.6 PLAYING EXTRA TIME 

When there is a drawn playoff match and extra time is required, after a break of one minute the extra time is played in periods of five minutes. After each period, the teams change ends without an interval. 

LAW 9: METHOD OF SCORING

9.B CONVERSION KICK
9.B.1 TAKING A CONVERSION KICK 
The kick must be a drop kick.
The kicker must take the kick within forty seconds of a try having been scored. The kick is disallowed if the kicker does not take the kick in the time allowed. 

9.B.3 THE OPPOSING TEAM 

All the opposing team must immediately assemble close to their own 10-metre line.


9.B.4. EXTRA TIME – THE WINNER 

In extra time, the team that scores points first is immediately declared the winner, without any further play. 

LAW 10: FOUL PLAY

Note: Temporary Suspension (Yellow Card): When a player has been temporarily suspended, the player’s period of suspension will be for a period of two minutes

A player who receives a red card while participating in a BC Rugby 7 Series

tournament shall not be eligible to play in any subsequent game until the player has appeared before the pertinent Tournament Discipline Officer or the BCRU-DC.

LAW 13: KICK-OFF AND RESTART KICKS

13.2 WHO TAKES THE KICK-OFF AND RESTART KICK 


After a score, the team that has scored kicks off with a drop kick which must be taken at or behind the centre of the half way line.
Sanction: Free Kick at the centre of the half way line. 


13.3 POSITION OF THE KICKER’S TEAM AT THE KICK OFF 

All the kicker’s team must be behind the ball when it is kicked. If they are not, a free kick is awarded to the non-offending team at the centre of the half way line.
Sanction: Free Kick at the centre of the half way line. 

13.7 KICK-OFF OF UNDER 10 METRES AND NOT PLAYED BY AN OPPONENT 

If the ball does not reach the opponents’ 10-metre line, a free kick is awarded to the non-offending team at the centre of the half way line.
Sanction: Free Kick at the centre of the half way line. 

13.8 BALL GOES DIRECTLY INTO TOUCH 

The ball must land in the field of play. If it is kicked directly into touch, a free kick is awarded to the non-offending team at the centre of the half way line.
Sanction: Free Kick at the centre of the half way line. 

13.9 BALL GOES INTO THE IN-GOAL 

(b) If the opposing team grounds the ball, or if they make it dead, or if the ball becomes dead by going into touch-in-goal or on or over the dead ball line a free kick is awarded to the non-offending team at the centre of the half way line.
Sanction: Free Kick at the centre of the half way line. 

LAW 20: SCRUM

DEFINITIONS 

A scrum is formed in the field of play when three players from each team, bound together in one row, close up with their opponents so that the heads of the players are interlocked. This creates a tunnel into which a scrum half throws in the ball so that the players can compete for possession by hooking the ball with either of their feet.

The tunnel is the space between the two rows of players. The middle line is an imaginary line on the ground in the tunnel beneath the line where the shoulders of the two rows of players meet. The middle player is the hooker.


20.1 FORMING A SCRUM 

Number of players: three. A scrum must have three players from each team. All three players must stay bound to the scrum until it ends.

20.8 FRONT ROW PLAYERS 

Kicking out. A front-row player must not intentionally kick the ball out of the tunnel or out of the scrum in the direction of the opponent’s goal line.
Sanction: Penalty kick 

LAW 21: PENALTY AND FREE KICKS

21.3 HOW THE PENALTY AND FREE KICKS ARE TAKEN 


Any player may take a penalty or free kick awarded for an infringement with any kind of kick: punt, drop kick but not a place kick. The ball may be kicked with any part of the leg from below the knee to the toe but not with the heel. 

21.4 PENALTY AND FREE KICK OPTIONS AND REQUIREMENTS 

No delay. If a kicker indicates to the referee the intention to kick at goal, the kick must be taken within thirty seconds of the penalty having been awarded. If the 30 seconds is exceeded the kick is disallowed, a scrum is ordered at the place of the mark and the opponents throw in the ball. 

