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New Laws: As the new season gets closer and as this is the year after the World Cup, World Rugby 

has sent out a flurry of new Laws of the Game and interpretations / clarifications for some existing 
Laws. These are marked below by (L) or (I/C). 

 
Number of Players  (Law 3.5) 

In the past few seasons the professional leagues around the world (and the BCRU CDI Premier 
Men’s League) have allowed clubs to carry a game day roster of 23 players…. 15 on the pitch 
and 8 on the bench.   World Rugby has now said that this can be allowed at any level... the 
BCRU Competition Committee will have the final say for BC. (L) 

 
The only stipulation is that in the 8 on the bench, there must be 3 who are suitable trained and 

experienced to play in the front row and also that each of the 3 front row positions must be 
represented. So on your roster you’ll have a total of 4 props (2 LH and 2 TH) and 2 hookers. 
They could be playing some other position too, but are trained and experienced front rowers. (L) 

 
An injured player who is “replaced” (for injury) can never return to play in that game. A substituted 

player (ie. left the pitch for “tactical” reasons) may now return to the game to replace another 
player who has been injured by foul play.  This reason joins the other 2 reasons: replace a front 
row player or a player off to have bleeding stopped. (L) 

 
Time and Scoring  (Law 5) 

If a try has been scored, the scoring team may decline to take the conversion kick (tell the referee 
“no kick”). If the time in the game has not run out, the restart kick will be taken and play 
continues until the ball next becomes “dead”. (L) 

 
In the above situation (time has run out but the restart is to happen), the kick-off must allow the 

opponents to play the ball.  The kick-off cannot go directly into touch or out the back of the 
opponent’s goal area or not travel over the 10m line. (L) 

 
Also If a conversion or penalty kick is taken close to the end of a half or the game and the time 

runs out after the ball was kicked, the referee will let play restart with the lineout, scrum, 22m 
kick or kick-off.  The half or the game will end the next time the ball goes dead. (L) 

 



 

 2 

 

Advantage (Law 8) 

In the past, as soon as a scrum collapsed or players stood up (even if they had their feet on the 
ground), the referee was to stop the games. Referees are now allowed to play advantage… ie. 
Let the team that has won the ball, play it.  It must be safe to play the advantage and none of the 
front-row players have been lifted off the ground. (I/C) 

 
Foul Play (Law 10) 

It is now illegal for a player to “simulate” that an opponent has committed and infringement against 
them.  It can be any infringement and not just foul play.  {All “soccer players” take note!!} (L) 

  
Knock-on or Throw Forward (Law 12) 

It is not a knock-on/throw-forward, if a defender deliberately pulls or rips the ball out of the ball-
carriers hands.  Referees are to consider that the defender has caused the ball to travel back 
toward the defender’s goal line. (L) 

 
 Note: it is still a knock-on/throw forward if the ball is dislodged during a tackle and goes forward. 

(I/C) 
 
Maul (Law 17) 

In the past few years, referees have been fairly lenient with the ball carriers and their teammates. 
The ball carrier has been allowed to back up in the maul and his teammates join in front of them. 
They have been much less lenient with the defenders joining the maul. (I/C) 

 
Now, the Law has been clarified to prevent this. Once the maul is truly formed, to move the ball to 

the back of the maul, it must be handed backwards, player-to-player.  Referees are to be vigilant 
with teammates joining in front of the ball carrier.  No new Law, its just that the Law is to be 
applied. (I/C) 

 
Scrum (Law 20) 

A team’s scrum must be ready for the referee to call “crouch” within 30 seconds from the time the 
referee makes the mark for the scrum.  (L) 

 
There will be no longer a turn over if a scrum legally wheels more than 90º; the scrum is re-set with 

the original team having the put-in. This brings the Law into alignment with the U-19 Variations. 
(L) 

 
The scrumhalf of the team, which does not win the ball, as they follow the ball along the side of the 

scrum, may not step into the space between their opponent’s #8 and flanker.  This is now in Law.  
In the past referees have talked the scrumhalf out of doing it. (L) 

 
When a team has the ball at the number 8’s feet, and is trying to move forward but is not 

succeeding in doing so, the referee will call “use-it” once the ball has been at the number 8’s feet 
for a reasonable amount of time (3-5 seconds). The team must then use the ball immediately. 
(L)
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Penalty and Free Kicks (Law 21) 

If the mark for a penalty kick or free kick is within 5m of a goal line, the mark will be on the 5m line.  
This Law applies for defending teams and attacking teams. (L) 

 
Really? 
 
Some brains scratchers about the Laws of the Game 
 
1) Whenever a maul is formed and the ball does not come out (it becomes unplayable), the team that 

did not have the ball when the maul formed has the put-in to the scrum.   
 (Use-it-or-Lose-it) 
    True / False 
 
2) If the referee thinks a player is too injured to safely continue to play in the game, they can order the 

player to leave, even though the player, their coach and their team’s trainer think that they’re OK to 
continue to play. 

    True / False 
 
3) A teammate behind you kicks the ball and you find that you’re standing next to your opponent who 

catches the ball.  You know you’re offside and move toward your goal line.  After about 4 metres, 
the teammate who kicked the ball runs past you.  You can now tackle your opponent because 
you’re now on side. 

 True / False 
 
4) A referee must play advantage throughout the game except for foul play. 
    True / False 
 
5) If a player is suspected of having a concussion, they can be taken off the pitch for examination and 

another player take their place on the field.  If, within 10 minutes, they are found not to have a 
concussion, they can return to play. 

    True / False 
 
6) You are about 8m from an opponent who kicks the ball. You jump and the ball hits your hands and 

rebounds back toward the kicker. This is a knock-on. 
  True / False 
 
7) In a maul, one of your opponents is bound up in the maul but on your side of the ball.  To get clear 

access to the ball, you can grab them and pull them out of the maul. 
 True / False 
 
8) A player holding the ball in one hand runs across their opponent’s goal line.  To score a try, they 

must touch the ball to the ground with downward pressure.  
 True / False 
 
Answers:  

1) F [17.6]   2) T [3.10]   3) T [11.4]   4) F [8.3]   5) F [3.12]   6)  T [12 defns: exception]     
7) F [17.3]   8) F [22.1] 


