X Rugby - LAWS OF XRUGBY

The game format is flexible. X Rugby was designed as a seven a side variation but it can be further modified

according to the Union’s requirement.

X Rugby pitch markings can be created with cones or painted lines.

The 1.) The dimensions of the playing area are half pitch of a standard rugby pitch as shown in the
ground ground diagram.

2.) Where two games are played side-by-side, (e.g. cross pitch on a full-size pitch) a minimum
space of 6m must be created between the two pitches.
3.) The touchline nearest the goal posts must be at least 3m away from the posts.

Scoring
1.) Atryresultsin a 5-point score.

2.) A good conversion results 2 extra points after a try.




Team

1.) Each team has no more than seven players in the playing area during play.

2.) A team may nominate up to five replacements for each game.

3.) No limitations on substitutions but can only be made when the ball is dead and with
permission of the referee. Replacement can only be made at their designated area after
the replaced player has left the field of play.

Player’'s | 1.) Spectacles are not allowed except contact-lenses, unless approved by organizer.
Clothing 2.) All players must wear a mouth guard.
3.) The tournament organizer and the referees reserve the right to disallow any of players to
play the game who fail to fulfill the requirement.
Ruck 1.) Aruck comprises a maximum of two players (max 2v2 at contest) from each team. Not
counting the player on the ground who has been tackled. Sanction: Penalty.
Maul 1.) A maul comprises a maximum of three players (3v3 at contest) from each team. Sanction:
Penalty.
Tackle 1.) The tackler must grasp the ball carrier below the armpits, on the shirt, shorts or around
the legs.

2.) A player must not tackle, or attempt to tackle, an opponent above the line of the
armpit, even if the tackle starts below the line of the armpit. Sanction: Penalty.

3.) When a tackle is made, two offside lines are created, parallel to the goal lines, one for
each team. Each offside line runs through the hindmost body part of the player(s) on the
ground.

4.) A player from either team not involved in the tackle may play the ball only by entering
from behind the hindmost body part of the player(s) on the ground. This player can only
be tackled when the ball is lifted from the ground and they have made a move to step,
run, pass or kick the ball. Sanction: Penalty.

5.) The offside line remains until the ball is lifted from the ground by an arriving player.

Hand-off | 1.) A hand-off must be a push action below the line of the arm pit. Sanction: Penalty.
Scrum 1.) Ascrum is formed by any three players from each team.

2.) Neither team is allowed to push from the mark, but the scrum is contested in that
both teams can hook the ball and thereby win possession in the scrum.

3.) Hooker is not allowed to hook the ball early or have their feet up before the ball goes
in. Sanction: Free kick.

4.) No player is permitted to go past the midpoint of the scrum, where the front rows come
together, until the ball is lifted by the scrum half of the team which gains possession of
the ball.

Lineout 1.) Alineout is formed by at least three players from each team including the player who

throws the line-out. Defending team can choose to match the number or fewer but cannot
excess. Sanction: Free kick.




2.) Participating players stand within 5m to 15m from the throwing point. Non-throwing team
must have a player remaining at 2x2m from the throwing point. Sanction: Free kick.

3.) Line-out is contestable by any ways except lifting players are not allowed. Teams have to
remain a clear gap in between during the lineout . Sanction: Free kick.

4.) Non-participating players of both teams should remain 10metres behind the lineout until
the lineout ends. Sanction: Penalty.

5.) Lineout ends either the ball is caught by a participating player or go over 15metre.

6.) The ball has to be thrown in straight line and reach 5m before it hits the ground or is

played. Sanction: Option of lineout or scrum. If the ball again is not thrown straight again, a
scrum is awarded to the team that originally threw in the ball.

Kicking 1.) Kicking is allowed in open play, the ball must be kicked into the ground (in the style of a
grubber kick). Sanction: Penalty.

2.) If, from a grubber kick, the ball goes straight out (the ball does not touch the down
before into touch), lineout will be awarded to opposite team in line of where the kicker
kicked the ball.

3.) If, from a grubber kick, a defender touches down in their own in-goal, or if the ball goes
dead, play is restarted with scrum for non-kicking team at where the kicker kicked the ball.

Starts and 1.) Kick off with a drop kick and the ball has to reach 10m. Kicking team has to be behind the

kicker. Sanction: Free kick at midpoint.
restarts

2.) The team who scores a try will restart the game at the middle of the pitch, with a drop kick
within 30 seconds after the conversion. Sanction: Free kick at midpoint.

3.) Quick tap is allowed at the referee mark. Defense team cannot interfere the play
intentionally until they reach 10m away from penalty mark or already reach their own try
line. Sanction: Penalty. Play on if the attacker runs into an offside defense player who has
no intention to interfere the play.

1.) Conversion kick will be awarded to the team who scores a try.
Conversion

2.) It will be kicked under the post, where the post is set up at middle of the pitch (given
playing at cross pitch)
3.) The kick must be performed with a drop kick.

Foul play | 1.) Any player issued with a yellow card leaves the field of play for 2 minutes and cannot be

replaced within that period.

The rest of Sevens rules under World Rugby apply unless it is listed in this

form. HKCR reserve the final right of explanation.
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