CONTINUITY! AS REFEREES DO WE UNDERSTAND THE GAME ?
TACKLE
DOES :-

1)   The tackier release the tackled player and move away, AT ONCE ?

2)  The tackled player immediately make the ball available?

3)  The arriving players stay on their feet ?

4)  Subsequent players arriving "Go through the Gate" and Stay on their feet ?

5)  When the ball is unplayable, the Scrum "put in" is by correct side ?
Law 15 :- A Tackle occurs when the Ball carrier is Held by one or more opponents and is brought to Ground.
A Ball carrier who is not Held, is Not a Tackled player and a Tackle has Not Taken place.
Opposition Players who Hold the Ball Carrier and bring that Player to Ground, and who Also go to Ground. Are Known as Tacklers.
Opposition Players who Hold the Ball Carrier, and do not go to Ground, Are Not Tacklers. 

Under the NEW iRB 2010 rules of interpretation, Players on their feet must release Hold on Player on ground ! to maintain a Space & Clear view of ball !

As Players, whether Ball carrier or defender must make the tackle situation their Advantage and on their terms.

Defender "Tackler" make the tackle, turn the "Ball Carrier* so as support defenders can get a "Turnover" when and if Ball is released.

Attacker "Ball Carrier" take the tackle on their terms, Drive through the tackle and “ If “ brought to Ground and held "Post" ball, Pass ball, in other words make it available, AT ONCE to his support to Pick up and Drive or  RUCK  - OVER !

As a referee this phase of Play is most  important  to the smooth running of the game. He must be Impartial,  Proactive and Consistent. Positive in Identifying would be offenders (Numbers on Colours etc )to prevent infringements and establish continuity of play. This is make up your mind time and you only get a few seconds, the buzz word is IMMEDIATELY" for Players to conform to the Law. 

As a referee keep up to date with latest  iRB LAW RULINGS for interpretations @ www.irb.com 

Therefore you must be FIT to be on hand or near when TACKLE is made, or as Play dictates in setting up a phase. The problem with "Modern Coaching Methods" they believe you can`t score from sets or first phase. This is the influence ( wrongly )of "Rugby League" where they have the Six tackle Rule, and use this to "Set Up" a position from where to score.

Be positive & direct in managing the TACKLE.  Use Voice to good effect, Sparingly !  IF YOU CHATTER it will become  “ WHITE NOISE” and players `SHUT-OFF` and  will not be listening! LESS IS BEST ! 

SO WE HAVE !                                                                                                                                                                   Has Ball been released, presented and available? YES.

Tackier and Tackled Rolled away? YES .
Arriving PLAYERS ON THEIR FEET, Picking up ball immediately from behind and Creating a driving. MAUL , YES.  Or Binding and Forming RUCK.    “Through the Gate"? YES.
If all the answers are YES , Then we have a good chance of continuing with play! PLAY ON !

RUCK

Law 16 :- A RUCK is a phase of Play where one or more Players from each Team, WHO ARE ON THEIR FEET, in physical Contact, close round the BALL which is on the GROUND. OPEN PLAY has ENDED. RUCKS are the natural extension of the TACKLE / POST-TACKLE. ( BALL ON GROUND, PLAYERS ON FEET.) 

Here Referees need to use some Common sense. It is inevitable that some Players will Fall over, Trip Over, or be Pushed Over by Players Joining from Behind. You have to BE THERE to decide the AVAILIBILITY of the BALL, WHERE IT IS ? CAN IT BE USED BY SCRUM HALF or Player not in RUCK and BEHIND OFF-SIDE LINE ? Again if it`s Playable PLAY – ON. 

If the Ball has become Un-Playable through no fault of the Players, SCRUM-IT! But if on the other hand its become Un-Playable by the Action of Players and you have been Pro-Active in seeing Fair-Play, Your Options are Clear. Initial Infringements, PENALTY Persistent Infringements PENALTY, WARNING or YELLOW CARD. SOONER RATHER THAN LATER !  AND in Near Goal Line Offences PENALTY TRY.

 In both these Circumstances, DO-NOT allow things to Drag – On. Delay can and will cause Frustration and Lead to “FLASH-POINTS” such as Trampling / Stamping and what we call a “GOOD SHOEING” Remember that a Good RUCK should be Dynamic, not Static. RUCK BALL should be QUICK-BALL. 

Here your Priorities are Clear. Again be Pro-Active in preventing Handling Ball on Ground, Off-Sides, Coming in from Sides, Obstruction by Players in front of Off-Side Line, ( this applies to both teams who set up “Guards” to Obstruct Positive Play) while all this is going on Don’t Forget the BACKS, Remember the Off-Side line Stretches from Touch-Line to Touch-Line. RUCKS will always be RUCKS and cannot become MAULS.

RULE OF THUMB ! PLAYERS WHO ARE ON THE GROUND ARE OUT OF GAME AND CAN`T INTERFERE WITH BALL OR OBSTRUCT! THERE ARE NO EXCUSES FOR WHICH EVER WAY THEY GOT THERE. THEY MUST ROLL AWAY GET TO THEIR FEET AT ONCE, TO PLAY THE BALL OR RETURN TO “ON – SIDE” ! BY THE SHORTEST ROUTE ! There is a tendency nowadays to go past the Ball, ON OR OFF their FEET and LINGER ! BE HARD ON THESE PLAYERS.
MAUL

Law 17 :- A MAUL occurs when a Player carrying the Ball is Held by one or more Opponents, and one or more of his Team-mates, who Bind on to Him.. Therefore a MAUL consists of at least Three Players, the Ball Carrier and a player from each Team. They all have to be on their feet and bound in. Open play has Ended.

MAULS by there very nature are ATTRITIONAL ! It’s a means of containing Play in a Small confine and to Intimidate and dominate the Opposition.

You can have a MAUL from a TACKLE provided it HAS -  NOT become a RUCK. With Players on their feet and the “Old, Pick up and Drive” and at times is Very Dynamic.

Sometimes a MAUL is made into a RUCK by the Attacking Side ( with Ball) this is for the purpose of releasing the Ball to the Scrum –Half ( or receiver ) this can only be done by the Player in possession of the Ball, who slides to the ground and pushes the Ball back towards the receiver immediately without holding on to it once he is on the Ground.

All the Laws for Off-Sides at RUCK and MAUL apply and requires Players to join from behind Off-side lines. As a Referee Off-Sides are only one of your priorities another one is :- players that become detached have to return to On-side immediately and either Rejoin the MAUL from behind or Stay Behind the Offside lines. This an area of potential “FLAIR UPS”/ Players that have become detached take “The Long Way Back” and Obstruct and stay in front of Offside Lines acting as “Guards”!

Remember Dragging Players out of MAULS is illegal and should be Penalised. Another possible flashpoint: do not allow Players to grab hold of an opponent around the Neck for the same reason.

Refereeing has to be Pro-Active here, Positive direction of player and you being mind-full of the opportunity to play Advantage. You have to be mobile at this phase to circulate and switched on to the players that will try and stop MAULS in some cases by any means. Collapsing, Falling Backwards, Diving in at the Feet etc.. 

The DRIVING MAUL from a Line-Out is used a lot near the opponents Goal-Line, to drive over and score. Here as a Referee you have to be “On your Toes” and not lose sight of the Ball or Player in possession.

Law 17.6 a “ UNSUCCESSFULL END TO A MAUL” :- “ A  MAUL ends unsuccessfully if it remains STATIONARY or has STOPPED MOVING FORWARD for longer than 5 seconds.” A Scrum is ordered “Turnover”

DO NOT allow teams more than Two goes at Moving the MAUL :- “MOVE IT OR LOSE IT”.

Remember the Law states FORWARD NOT SIDEWAYS.

As a Referee you must use every opportunity to use what we call “DOWNTIME” when the Ball is out of Play or Play has stopped, i.e. :- Running to a line-out, a player injured etc communication and rapport is essential to “running” a Game. Work through the Captains (Priority) but also players if you have noticed they are starting to get “Out Of Line”. The quiet word here and there works wonders, but beware; not always! Then you use the Law.

ADVANTAGE

1)      Opportunities were used to play territorial / tactical advantage in accordance with the spirit of the match.

2)     After territorial / tactical advantage had been gained play did not return to the original infringement.

3)     Advantage was played without putting non-offending players under undue pressure.


4)     Read LAW 8. 3 as in certain circumstances You can`t Play Advantage.
It means what it says! Play may continue by the side that gain an advantage from a mistake or infringement by the other side. But depending on the situation Advantage is not played if there is blatant foul play by the opposition. Except if a TRY is about to be scored  Where a penalty or Penalty Try is awarded at once.

Foul play can and is sometimes committed by the team in possession and you must deal with this strictly, it negates all or any Advantage !

Remember what a YELLOW ( Professional Foul or Repeated Infringements) or a RED ( Serious Misconduct or Foul Play )  Card is for and when issuing them there should always be a Penalty Kick awarded. 

Under present day Laws the Penalty Kick is the best advantage in certain situations, ( ie in their 22 m area) by not putting defenders under undue pressure, Unless there is a definite “Overlap” where a “Counter Attack “ can be devastating to the other side and lead to a try !

When Playing Advantage, Always go with play, remember the "First Offence" you can always come back.

Don't hang around waiting for something to happen! If nothing on! Whistle, then (loud voice ) "NO ADVANTAGE". IF IT`s ON ! Tell Players (loud voice ) "ADVANTAGE" [ make the physical & mental note of offence by saying it to yourself not so loud ! ]  if play is to continue and advantage in your opinion is GAINED, again (loud voice ) "ADVANTAGE OVER " and remember Primary signal! Remember the TIME differential for ordinary offences and Penalty offences !
ADVANTAGE, is a Referees personal contribution to a game, refereeing is an "Art" and there is no set rules  ( Except Blatant Foul Play, as already stated and those laid out in Law,) as to when advantage is played. It is essential that a Referee "Understands the Game in front of Him"

In some cases you can and must NOT ALLOW ADVANTAGE if teams are undisciplined! Make in known to the Captains of Both Teams in no uncertain terms why you are doing it. Remember the Captains are responsible for their Teams Discipline! 

You can only Referee what you SEE, DON'T GUESS!

In all cases when you Stop Play make time for yourself ( Down Time ) get your thoughts together if an explanation is needed!

You need to be FIT not only in Body but you need to have your thoughts straight. Take on liquids as the last 20 minutes of a Game is as Important as the First. 2% Dehydration can mean up to 20% loss of Concentration !

 G W  [Brought up to Date now & Then.]

