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Scrum 
Law 8.3 

Advantage may now be played (if it is safe to do so) when a scrum 
collapses, or when a player stands up in a scrum and their feet are on the 
ground.  

Advantage still cannot be played if a player in the scrum is forced upwards 
AND has no support on the ground. Safety should always be the priority 
when a scrum collapses. 

Law 20.1 
A team must be ready for the referee to call “crouch” within 30 seconds 
from the time the referee makes the mark for the scrum (Free Kick). 

Law 20.10 
When a team has the ball at the #8’s feet but the scrum is not moving 
forward, the referee will call “Use it!” The team must use the ball 
immediately (turnover scrum). 



Scrum 
Law 20.11 

When a scrum is legally wheeled through 90 degrees, this no 
longer results in a turnover.  

 

The scrum is reset with the same team feeding the ball, 
regardless of who had possession at the time of the 
stoppage. 

 

Law 20.12 

The scrum-half of the team that doesn’t win the ball in the 
scrum may not move into the space between the flanker and 
No. 8 when following the ball through the scrum. 

(Penalty Kick).  



Maul 

Law 17.3 

The ball can be moved backwards hand-to-hand once the 
maul has formed. A Player is not allowed to move/slide to the 
back of the maul when he is in possession of the ball. 

(Penalty Kick – Obstruction Law 10.1) 



Substitutions 

Law 3.14 

A player who has been tactically substituted may return to 
the field to replace a player who has been injured as a result 
of foul play.  

 

If the team chooses to replace the injured player with a fresh 
reserve, the team does not gain any extra replacements. 



Timing at the End of  
a Game  

Law 5.7 

If a try is scored close to time expiring, so long as the 
conversion is kicked (boot striking ball) before time expires, 
there will be a restart.  

 

A team may decline to take the conversion so long as they 
indicate this before time expires.  

 

In this case, there will be a restart, and the kicking team 
cannot kick the ball out on the full, or not 10 metres, etc… to 
end the game. The game will continue with appropriate 
sanctions options given to the non-kicking team. 



Foul Play 

Law 10.2 

It is now explicitly illegal for a player to “simulate” that they 
been subject to any infringement at all, including (but not 
limited to) foul play. 

 

(Penalty Kick) 



Knock On 

Law 12 

If a player, in tackling an opponent, makes contact with the 
ball and the ball goes forward from the ball carrier’s hands, 
that is a knock-on. 

 

If a player rips the ball or deliberately knocks the ball from an 
opponent’s hands and the ball goes forward from the ball 
carrier’s hands, that is not a knock-on. 



Mark for Penalty and Free 
Kicks Near In-Goal 

Law 21.2 

The mark for all FKs and PKs awarded within 5 metres of a 
goal line is now 5 metres back from the goal line.  

 

Previously this was only true for an attacking team’s mark 
within 5 metres of the defending team’s goal line. 

 
Law 18.2 - Mark 

The kick is awarded at the place of the mark.  If the mark is made in the 
in-goal, the kick is awarded 5 metres from the goal line in line with where 
the mark was made. 



Seven-a-side 

Law 9.B.1 

The kicker must take the kick within thirty (30) seconds of a 
try being scored.  The kick is disallowed if the kicker does not 
take the kick in the time allowed. 

 

Penalty Kick – 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. 


