
Middlesex  
Ready4Rugby Competition  

 
 

The competition to be played under the RFU Ready4Rugby Guidelines which 
must be read in conjunction with the following adaptations and clarifications. 
 
Each team will consist of 10 Players with 5 replacements, all of who have to 
be bone fide Club players. 
 
Teams will be made up of two props, one hooker, two locks, two flankers, a 
No8, scrum half, fly half, two centres, two wingers and a full back. 
 
Matches to start with on prop, one hooker, one lock, one flanker, No8, scrum 
half, fly half, one centre, one wing and one full back (ten players) 
 
Unlimited rolling substitutions but teams must keep at least four forwards on 
the field at all times, two of which must be front five. All players must get 
game time of at least 15 minutes. 
 
The duration of the match will be one hour made up of 4 x 15-minute periods, 
with a break of no more than 2 minutes between each period 
 
Administration: - 
 
Results to me from the home side mmt@middlesexrugby.com within 24 hours 
of the completion of the game 
Home team is responsible for arranging the referee and covering any 
travelling expenses. 
Matches to be played on the dates set by the organiser with a 2.30pm ko 
unless both teams agree to any changes.  

Points will be awarded as follows: - 

One point per try 
Three extra points to the winners of the match 
Two points to each team if the match is drawn 
One point to the losing side 
Where teams are unable to honour a fixture, the match will be awarded to 
their opponents with ten points at the discretion of the organiser once all the 
facts have established 
There will be no penalty points deducted from the team which was unable to 
fulfil the fixture. 
  
      Game adaptions: - 
  

1. Full size pitch to be used. 
2. The Attack Zone will be from the half way line to the opposition goal 

line. 
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3. All Touch “tackles” on the waist or below must be two handed to 
replicate a normal two arm tackle. 

4. After the 2nd Touch the ball carrier must place the ball on the ground 
and back heal or “chicken scratch” the ball to the scrum half 
position who must immediately pass and not carry. (This 
amendment replaces the overhead throw procedure) 

5. A penalty offence committed by a defending player will reset the 
Phase count to zero for the attacking team. 

6. A try will be awarded to the attacking player if touched in the act of 
scoring. 

7. An attacking “one touched” player cannot score or cross the try line 
but must pass to the next attacking non touched Player whilst still 
“in play”. However, if 2nd touch made then Game adaption 4 above 
comes into action. 

8. To start a match teams must have 5 forwards and 5 Backs as 
already stated. However, if a team only has four replacements, they 
must include two front five forwards and two backs whilst with three 
again two must be front five forwards and only one back. 

9. By prior agreement between the teams, matches can be played 
with up to a maximum of 10 replacements per team with the proviso 
that all players must have at least 15 minutes games time. 

10. A yellow card will see the player removed from the field of play for 
two minutes 

  
   
Clarifications: - 
  
Point 3  
All Touch “Tackles” will continue to be: - 

a. either be a two-handed touch by one player or 
b. a one-handed touch by two separate Players almost simultaneously 

 to the waist or below of the ball carrying opposition player. 
  
For the first a) or b) Touch in Phase 1, the Referee will call Touch1. 
For the second a) or b) Touch, the Referee will call Phase 1 and the touched 
player then “chicken scratches” the ball to the 9 who cannot run with the ball 
but must pass. 
  
For the first a) or b) Touch in the next Phase 2, the Referee will call “Touch2”  
For the second a) or b) Touch in this Phase, the Referee will call “Phase2” 
and the touched player then “chicken scratches” the ball to the 9 who again 
cannot run with the ball but must pass. 
  
The same procedure applies to Phase3. 
  
When Phase 4 is reached the Referee will finally call “Phase4 Turnover” with 
the ball carrier placing ball to ground and retiring a minimum 2 metres with his 
team to be onside. 
  



Reference: Para 5 A penalty offence committed by a defending player will 
reset the phase count to zero for the attacking team; furthermore, a penalty 
offence by an attacking team will be a Turnover to the defending team. 
 
Reference: Para 7 An attacking one touched player cannot score or cross the 
try line; if the player crosses the try line whilst in first Touch then the Referee 
will call Turnover to be taken on the 5-metre line by the defending team. 
 
To confirm that both teams have a continuous 4 phases of play in each Zone; 
this is a maximum number of phases before turnover. However, a team may 
be able to leave a Zone before or during the 4th phase, i.e. cross the ½ way 
line. At this point a new 4 phase count will commence immediately. 
 


