    REFEREE           
                                                                                                                   ATTACKING                                                                                                              REFEREEING is an ART, not a SCIENCE        CHANNEL          
                                                                                                                  Approx 10/15m                DIRECTION OF PLAY
Offside Line  5m from Hindmost Foot of Scrum

                                                                                                                               5  m
                                                                                                                                                                                                                    
                NO GO AREA   FOR   PLAYERS                 SH                          SCRUM      DON’T GET TIED UP IN THIS AREA                                                                                        

                                         NOT TAKING PART IN SCRUM    R         SH
                                                                                                                                                                                                                     
                                                                                                             R               5  m                                                   On Toes keep moving
Offside Line 5m from Hindmost  Foot of Scrum            
                                    FACE DEFENDERS  EYE CONTACT!     R                                               R
                                                                   BOSS OFFSIDE                    REFEREES                      
                                                                                         KEEP OUT OF 
  LAW 20    read :- www.irblaws.com                                                       THIS AREA                       
Once you have set a scrum come back out of 
the way, usually on attackers side to one side or other as channelled ball or direction of play dictates. DONT GET DIRECTLY BEHIND SCRUM. But back far enough to allow yourself free passage across and as Play develops you don’t get caught up in “Traffic” following Play. One other point is that if you have official `Society` Touch Judges, get them to “Make Players Honest”. That is to get a Five Metre Clear space behind hind most Foot of Scrum. BOTH SIDES!!

Offside Line                                                                                                GATE

DIRECTION of
                                                                        TACKLE                                                            PLAY
Offside Line
                                                                                                                                                                   
                                                                                                R                     GATE                   R                       R
                                                                                                                                                                                                                                                    
                   REFEREES  APPROACH  GET TO FAR SIDE TO SEE ARRIVING PLAYERS.. GENERALLY. FACE DEFENDERS  !
              MAKE SURE PLAYERS  JOIN FROM BEHIND LINE THROUGH GATE  REMEMBERING THAT THE SIZE  OF `GATE` CHANGES SIGNIFICANTLY  DEPENDING ON THE ORIENTATION OF TACKLED PLAYER !
  (i e :- IF THEY ARE PARALLEL TO TOUCH LINE THE `GATE` IS VERY NARROW !
LAW 15. READ THIS LAW. AND UNDERSTAND DEFINITION AND REQUIREMENTS FOR PLAYERS TO CONFORM.www.irblaws.com
BOSS OFFSIDE & MOVE  ACROSS AS PLAY  DICTATES     EYE  CONTACT!
COME BACK FROM  LINE IF NEED BE, LEAVE ROOM TO CROSS BEHIND BREAKDOWN AS PLAY DICTATES                                                                 PRO-ACTIVE    REFEREEING :-  MOVE IN CLOSE , POSITIVE IDENTIFICATION.PUT NUMBERS ON COLOURS. MOVE OUT. REFEREE PLAYERS JOINING,THROUGH GATE. FACE  DEFENDERS AND THEIR GOAL LINE..EYE CONTACT! 
  NOTHING ON!! A MUDDLE, SCRUM.IT!                                                                                                                                          As a Referee this Phase of Play is important to the Smooth Running of the Game. You must be Impartial,
Pro-Active and Consistent. Positive in identifying would be Offenders to prevent infringements and establish Continuity of Play. Therefore you must be Fit to be on Hand or Near when Tackle is made,( has tackled player released ball? has tackler released tackled player ?  ) or as Play Dictates  when setting up a Phase. Is BALL AVAILABLE? This is make up your mind Time, as you only get a few seconds, The “Buzz Word” is 
“IMMEDIATELY” For Players to Conform to the LAW.
Refereeing has to take into consideration the SKILL LEVEL of PLAYERS and more Latitude given to Players of a Lower Competence when Refereeing Breakdowns.


                                                                                                                        GATE                     DIRECTION OF PLAY
Offside line

                                                                                                                                                       POST TACKLE  LEADING TO RUCK  OR MAUL
NO GO AREA FOR PLAYERS NOT  `BOUND IN` RUCK or  MAUL                           WATCH FOR PLAYERS OBSTUCTING TAKING LONG 
                                                                                                                                             WAY BACK TO ON-SIDE    AND “POSTING”  GUARDS!
Offside line

                                                                  R                          GATE                       R
At this Phase, we are looking for QUICK BALL   from RUCK or if MAUL ,a QUICK PICK UP &  CLEAR and CLEAN POSSESION  With PLAYERS – Joining through “GATE” from BEHIND  Offside Line.
                                                                                                                                                                                                 GW  2004    (Modified 2008 )
ELBOWS UP OK

                                                             SCRUM MANAGEMENT                                                                                       Make Sure Backs are Parallel  to Ground. Hips slightly below shoulders.  Before and on initial engagement. 

      

             NOT HERE ! x                  Quickly Check angle [ 120 O  approx ] of Thigh to Body and Watch out for `Hairpin`
X A NO-NO
                 Keep Props Elbows Up       REMEMBER ! the PUSH SHOULD be in a FORWARD DIRECTION 
                 LONG BIND     Be Strict on Step & Walking round Destabalising ! Remember that it`s still OK to Wheel a scrum up to 90 0 


                           

       Keep  Eye on Bindings and angles of Players Backs HIPS BELOW SHOULBERS 

           L H            T H           H               H              T H            L H
        Try and keep sight of Ball


                                                                                                                                       Fig 1                                             Fig 2


On initial formation of scrum, stand in  fairly near ( Fig 1 ) so you can see binding of Players of each side and get them down level with backs parallel with ground and Steady, before you start engagement sequence. After engagement ensuring a GOOD HIT and Proper Binding of Props, Front Rows, second and back Rows, Step Back so as you can see Scrum Half putting Ball in Scrum Straight and the Hookers strike for it. DO NOT Bend down and look into Tunnel go back ( Fig 2 ) so as you can see IN and OVER Scrum. 
If you are too close and bending down you will not be able to see anything else going on!

If there is any instability BEFORE (Jumping the Gun) or AFTER engagement, RE-SET ! if it`s Player induced Penalise ! BE FIRM! With Free Kick or if dangerous a Penalty Kick. They only get one chance at engagement !Zero tolerance !
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                                                     Matt O`Grady is in a Good position to Manage proceedings.  12/06/09
                              KUBAN STATE UNI (Russia)  v  UNI of COIMBRA (Portugal) EUSA 7 `s CUP FINAL
                                                                                                                                                                                     GW 2009

         FRONT ROW PRE-MATCH BRIEFING 

Tell the LH & TH you are looking for the Head & Shoulder  to be Above the Hip and the Hit to be straight.

Tell the T H you are Looking and Want a Straight Hit Every Time.

Ensure and remind them of your Scrum engagement procedure. You want them to be Tightly Bound and straight before you Call Crouch !
And above all, Remind them, we all want a Safe and Steady Scrum Throughout, especially at Junior Level.

                                                                 MANAGEMENT

Early Engagement ( Jumping the Gun ! ) One Warning ! Reset and if repeated Free Kick ! If you consider that they are not listening  ( and Taking the Piss ! ) Bang them with Full Penalty !
Scrum, Crabs away from Ref. Watch for T H Prop your side engaging at angle. Watch for L H Backside Out after Engagement. Feet positions have to be square !
Scrum, Crabs towards Ref,  Similar  Problems Far Side, Keep LH honest. If you have official TJ`s Use them !
When dealing with Collapsed Scrums, be quick and strict and observant at Engagement. Rule of thumb is if you are getting a stable put in ( say on Red Ball ) and it`s all over the shop on Blue Ball , you can draw your own conclusions ! Emphasize to the Dominant Side their responsibilities and tell them you will let them scrimmage but not destroy ! ( Common Sense ). Penalise Sooner than Later !
Hooker Standing Up ! This will happen when the Engagement is Iffy and other side have been `Quick on the Draw !`( taken the initiative ) Pay attention to opponent T H ! or could be weak front row.
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           Engagement Procedure ! Have REDS Good alignment ? What about REDS  Front Row`s Feet ?   We want all players in and ready to engage.  After Engagement make sure that all  players are in Pushing positions !                         As a Referee and for the Good of any Game WE WANT A STABLE SCRUM ! Also we need to identify other sources [ outside of the Scrum ]of would be trouble and likely Flashpoints as soon as possible in a Game. In other words `Set out your Parameters early` and deal positively with any would be transgressor ! as we say “SOONER THAN LATER” BE AWARE and if it needs you to stand nearby Do So !
                                                                                                                                           GW 2009
