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Referee Summer 7’s Guidelines
1. All kicks are drop kicks. Including penalty kicks at Goal and kicks after tries. Players may punt for touch on a penalty. No charge on kicks after a try, tell the Capt’s to have a player stay back to fetch the ball for the next kick off.  Have the team that was scored on move to position to receive the kick off.  If the ball goes out of play you may stop time. 

2. All kick off infractions are free kick at the center of the pitch. Ex, directly to touch, directly to in goal and downed straight away, kicked touch in goal, off sides on the kickoff. The team that scores kicks off. 
3. Pulling is not allowed in the scrum. Wheeling may only happen if the props go forward first.  Engage call is:  Couch and Hold (Pause)  Engage. If they have problems go to Couch (Pause) Touch (Pause) Engage.
4. Hooker may bind over or under, but teams must have three heads in the front row.

5. The hooker may only strike at the ball. Kicking the ball straight out thought the other team is a penalty. 

6. Work to create space, space = scores. Make sure the scrum halves have a chance to play the ball at the scrums. Don’t let the defending scrum half hit the offense scrum half early. Scums, rucks and mauls keep the players on the back foot. At line outs make sure backs are 10 meters from the line. 

7. Throw not 5m on a line out is a free kick. Easier to make call if the pitch is lined properly. 
8. Be very clear when you call advantage on and advantage off. Ex: Advantage Blue!!! --------------- Advantage over!!!! If you want to move it to a higher level you can say Scum Advantage Blue, or Penalty Advantage Blue. This let’s the players know what length of advantage to expect and what is coming if the whistle goes. 
8. On a penalty tap, if they go quick, it must leave the players hands.  If the defense is not back ten and they get a second tap, it can not be quick.

9. Sin bin two minutes. Three subs are allowed. 

10. Half time 1-2 minutes. 

11. Teams must not delay play. 

12.  Ties stand in pool play. In knock out rounds, one five minute period will be played. If still tied another five minute period will be played. A coin flip will determine kick off and receive at the beginning of the first extra period. If at the end of two extra periods it is still tied, the final period will be sudden death. First score wins. 


