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HJRU U/8 Game Management Plan 2010

These tables summarise the NSWJRU mini laws being applied to the Under 8’s in 2010.
**yellow highlight signifies HJRU variations – please take careful note**
Management Laws

	Playing Area
	50m x 25m

	Player No
	8 per side, teams to match numbers

	Time
	15mins each way

(No Injury Time)

	Ball
	Walla – Size 2 or 2.5

	Scoring
	Try 5 Points, if posts are available then a conversion can be taken in front 2 points

	Tackle
	Yes

	Ruck Off Side
	Hind most foot

	Maul Off Side
	Hind most foot


Kicking Laws

	Start Game
	Punt or Drop Kick (5m circle rule for receiving team)

	Restart
	Punt or Drop Kick (5m circle rule for receiving team)

	Penalty
	Tap or kick for touch

	Drop Out
	Drop kick from midpoint of 10m line (5m circle rule)

	General Play
	No kicking allowed, no toeing the ball through

	Kick for Goal
	No kicks allowed other than conversions


Scrum Laws

	Features
	Non – Contested 

	Numbers
	3 players

	Push
	Non – Push 

	Scrumhalf Attacking
	Must pass the ball immediately

	Scrumhalf Defending
	Defending scrumhalf cannot go past the mid line of the scrum

	Off side Line
	5m from last feet


Lineout Laws

	Features
	Non – Contested 

	Numbers
	3 players from each team 

	Length
	2m – 5m 

	Spacing
	1m between teams

	Throw
	Down the line of Touch

	Beginning
	Ball leaves throwers hands. Non throwing Hooker must be 2 metres from lineout. Scrumhalf must be 2 metres from lineout.

	End
	Scrumhalf has passed the ball or play is stopped.

	Off Side
	5m from the line of touch

	Supports
	No Lifting


