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IPSWICH





TOUCH





FOOTBALL
 
 


VENUE:  JIM FINIMORE OVAL LEICHHARDT



 DAYS:     MONDAY, TUESDAY & WEDNESDAY NIGHTS

                               TIMES:    6.30pm, 7.20pm, 8.10pm and (9.00pm if needed)
 


PO BOX 394

IPSWICH QLD 4305

Ph: 0411 783 008

EMAIL: admin@ipswichtouch.com
www.ipswichtouch.com

ABOUT IPSWICH TOUCH ASSOCIATION
Ipswich Touch Association (ITA) is an incorporated, community based, not for profit organisation conducting Touch Football competitions in Ipswich, Queensland.  ITA is part of the officially recognised structure (recognised by Australian Sports Commission) for administering and developing the sport in Queensland, Australia and internationally.

 

ITA is based at LEICHHARDT, IPSWICH who is affiliated with the Australian Sports Commission’s who recognises National and State touch football bodies and operates at Jim Finimore Oval. The venue consists of 4 floodlit fields built specifically for Touch, with a modern amenity building and a public car park.

 

At Jim Finimore Oval, ITA conducts adult and juniors’ competitions in Winter and Winter.  Same sex and mixed formats are available.  Grades cater for beginners to elite players.

 

Participants in ITA competitions are eligible to represent South West Queensland, Queensland and Australia.  These opportunities are available to junior, open and over-age players.

 

ITA supports junior development activities.  ITA provides refereeing and coaching support for school-based Touch, and makes facilities available for interschool and junior representative events.

 

ITA is managed by an Executive and a part time competition administrator.  

 

ITA's executive are elected by team delegates at the Association's Annual General Meeting (AGM) held in late-January each year.  

 

Information about competitions, including draws, results, rules, and consequences of wet weather are available on ITA's Website: 

 

 

 

 

 

www.Ipswichtouch.com

 
ADMINISTRATION/SERVICES

1. Referees

It is requested, but not compulsory, that each team has a qualified referee.  Incentives apply, referee rebates scheme (see item 12), ITA financial assistance for Level 1 courses. If you are interested in paid refereeing, please contact the ITA administrator Rick Borg on 0411 783 008. 
 

2. Information Services
ITA’s website is updated regularly.  It provides fixture draws, scores, ladders for all grades and              other important information.  Automatic email reminders of fixture games can be provided to all team           members.  Members are requested to check the website before calling the administrator. Teams may also be notified via sms.  

 

3. Individual Players
ITA compiles a list of individual players seeking teams.  Teams requesting players will be sent the list and asked to contact players independently of ITA.  While every effort is made to accommodate single players, we cannot guarantee applicants with a position in a team.

 

4. Wet Weather
ITA’s website and wet weather message (SMS) are updated with wet weather information as appropriate.  All team contacts, who have provided accurate email addresses and mobile phone details (message via sms), are contacted after a decision to cancel games.  Where possible, a decision will be made at 4pm. 

 

5. Photos of Playing Area

All participants are advised that photos may be taken and used by ITA for informative purposes when at the venue.

 

6. Complaints

All complaints are to be in writing and addressed to the Administrator. Written complaints may be lodged to one of the executives at the grounds on each night or by mail, email.  In general, complaints lodged on match nights will not be addressed before the next business day.  

 

7. Insurance Cover

The Touch Football Australia Accident Insurance Scheme covers all players and officials who have met the insurance criteria of a TFA affiliated competition.  Full details of the cover are available on the TFA website, www.austouch.com.au, under Member Benefits.  Income protection is not included.  Players are advised to consider the adequacy of the cover and decide whether or not to take out their own insurance.  ALL injuries should be reported to the referee at the time of the injury for noting on the back of the score card.  If not noted by the referee, an incident report may be submitted to the ITA Competition Administrator.  Claim forms can be downloaded from TFA’s website, www.austouch.com.au, or obtained from Sports Cover on 1300 736 390.
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ITA ADULT COMPETITIONS

1. General Season Information 

ITA’s Season 1# 2023 at Jim Finimore Oval commences week beginning Wednesday 01 MARCH (Mens), Monday 06 MARCH (Ladies) and Tuesday 07 March (Mixed) and will consist of 12 weeks of competition fixtures and 2 round of finals.  Men’s, Women’s and Mixed teams are invited to nominate.  The schedule for the season includes spare nights to provide for rescheduling of games cancelled because of weather conditions, blackouts, or other circumstances. Grand Finals will be FRIDAY 23 June 2023. 
2. Team Composition
ITA’s competitions are 6-a-side (as per touch football Australia rules) with no maximum number of registered players.  However, a maximum of 20 players are allowed to play in each round game and the finals series.  

 

In mixed competitions, the maximum number of males allowed on the field of play is 3.  The minimum male requirement on the field of play is 1.  Teams must have a minimum of four players to take the field.  Fewer numbers than these will result in a forfeit.  Players must be 12 years of age or older. Players cannot play for 2 different teams on the night. E.g. (Play with Tigers and go and play for Cobras)
Females can only play in women’s or mixed competitions.  Males can only play in men’s or mixed competitions.

 

*WHAT COMPRISES A TEAM / PARTIAL CLUB / CLUB?  -  A TEAM is a single team which plays in only one grade. A PARTIAL CLUB is made up of two or three teams, players in partial clubs may only play for one grade each week. A CLUB consists of four or more teams, players may move between the grades in accordance with the by-laws of the association. 

PROMOTION AND RELEGATION OF PLAYERS - To be used by clubs only. No more than two players who have played in a grade are eligible to play in the next consecutive highest or lowest grade in the same fixture round. This means either two players can play in the higher grade, two players can play in the next lower grade, or one player may play in the next higher grade and one player in the next lower grade. If you do not understand, please ask! In the last 7 rounds of fixtures if you play 4 or more games in the higher grade you must stay in the higher grade. There will be no, up and downs in the final series. 
 
3. Team Nominations
Teams wishing to play in ITA’s Season 1# 2023 competition at Jim Finimore must complete a team nomination form, which can be downloaded from our website, and submit it to the administrator with a $200 (must be paid prior to fixture games), by MONDAY 27 FEBRUARY 2023. Total cost per team is $980 for a 12 week season + 2 rounds of finals. All nominations received electronically by email or via post will receive a confirmation email confirming their acceptance into the ITA competition. All forms can be done electronically online and emailed back to the administrator. All player’s must register with MY SIDELINE.
 

Important season dates are emailed to all team contacts well in advance of the approaching season.  Acceptance of nominations are contingent on the following:

1. A signed nomination form (with 2 team contacts) is received by the ITA competition administrator.

2. The $200 non-refundable deposit is received with the nomination form.

3. Signed Confirmation sheet is submitted with deposit and nomination form

Acceptance of team nominations is at the discretion of ITA executive and administrator. 

4. Team Names
Each team is to propose a team name when submitting a nomination form.  Names deemed to be offensive or in poor taste will be rejected.  Teams in the same competition must have different names.  A team proposing a name that has already been taken will be asked to propose an alternative name.

5. Team Contacts’ Responsibilities

Team contacts are to ensure that:

 team fees are paid in-full by the due date;

 all players taking the field are to be registered on the players registration form which must be submitted  by the completion of Week 7 of the competition; Teams who fail to submit their team’s registration by this time may lose competition points for each week it is late. 

 the Administrator is advised immediately of any changes to your contact details in writing; and all players abide by ITA rules and procedures (including uniform, footwear and Code of Conduct).

 Team contacts must supply accurate names of players for issues (i.e. Referee incident reports) or teams risk severe penalty (suspension or expulsion)

 Team contact is the team captain when participating in scheduled games.
 Team contacts must notify ITA of any forfeits, sms or phone call. 

6. Game Times

All competitions are played in the evening.  Allocation of games to available time slots is at the discretion of the Administrator.  Teams must be available to play all timeslots, as we cannot accommodate requests for the exclusion of a particular timeslot.  Game duration will typically be 2 x 20 minute halves with a maximum half time break of 5 minutes. 

Games on Monday, Tuesday and Wednesdays will range between a 6:30pm start to a 10.30pm completion depending on nominations.

 
7. Team Fees

Jim Finimore: The balance of team fees owing, after the nomination fee has been deducted, is due by the completion of the fourth week of each division of competition.  Teams with outstanding fees after this date will forfeit competition points and maybe subject to further penalties.  
 

Teams with outstanding fees will have the team contact’s details forwarded to ITA’s debt collecting agency, and a 30% collection charge added to the outstanding balance.  Further legal action may occur if team fees are not resolved. 

ITA reserves the right to forfeit points won by teams that do not pay fees by the due date.

 

Please note that any team that withdraws on or after the first competition night are liable to pay the full balance of team fees owing, regardless of the number of games actually played.

 

8. Draw and Re-Gradings

A draw will be produced for the first four games of the season, after which re-grading will take place at the discretion of the Administrator/Executive. Teams seeking re-grading should make a written request to the Administrator prior to the fourth week of games. Points accumulated in the first 4 weeks will be carried into the new grade.  Regarding can happen at any time at the discretion of the ITA executive.
If a grade has an uneven number of teams in the competition, it will be necessary for that grade to have a bye.  

 

All draws and ladders are available on ITA’s website www.ipswichtouch.com under fixtures/results. All players can sign up to your team and receive automatic match reminders. 

 

9. Ladders and Results

All results are updated on ITA’s website. Queries about results or ladders should be directed to the Competition Administrator via email.
Teams will be given 3 points for a win, 2 for a draw, 1 for a loss and zero if they forfeit.  Teams that win on forfeit will be given 3 points and a score of 5 touchdowns for, and zero against.  Positions on ladders are determined by points, then touchdown differences, then percentages.

In grades where teams might be disadvantaged by inconsistencies with respect to byes, 3 points may be awarded for each bye.

After a game, it is the responsibility of the team Captain to sign the score card as a true and correct reflection of the results of the game. If the score card is incorrect, the Captain does not have to sign and the situation may need to be investigated if it cannot be agreed to by the Referees and the opposing Captain. Any score disputes must be received by the ITA Administrator within 48 hours of the game
 10. Finals Series 

Finals will be conducted on a night set down by the ITA executive. 
The finals series in each grade will consist of semi-finals and a grand final. Trophies will be awarded to the winners in each grade and best and fairest in each division.
All Players are required to sign on before their final game. ALL TEAMS must be in full uniform and No bibs are allowed (Shirts/singlets) are only allowed. In finals all players must be in all the same shirt/singlets.   Teams who are short of players cannot use players from other teams in other divisions. Eg taking players from Women’s or Men’s to play in the mixed division or taking players from mixed division to play in the Ladies or Men’s.  Teams cant use players from other teams on the night you play.
Players must have played 2 or more games in that division to qualify. You must be registered to My Sideline to qualify. 
 
ITA COMPETITIONS RULES and PROCEDURES

 

 

1.  Rules of Play

ITA competitions are conducted under Touch Football Australia Rules, 8th Edition & Amendments.  TFA rules can be found on the TFA web site at www.austouch.com.au.  Subsequent sub-sections specify supplementary competition rules and procedures to be applied by ITA.  Teams participating in competitions conducted by ITA agree to be bound by TFA and ITA rules and procedures.  ITA rules and procedures can be found on the ITA website: www.ipswichtouch.com
 2. Scheduling of Fixtures

Safety of participants and preservation of ITA facilities, particularly the playing surface, will at all times take precedence over the competition program.  If games are affected because of wet weather or other reasons, teams/clubs will be notified.  Every effort will be made to replay postponed games.  If time constraints prevent this, alternative fixture nights and/or days may be used.  ITA reserves the right to adjust the fixture program as deemed appropriate. A round may be cancelled if both spare weeks have already been utilized.

There will be no appeal over the rescheduling of fixture matches.  

3. Forfeits

Teams must be in attendance at their playing fields five minutes before the commencement of their match.  Teams that cannot field a team on the scheduled, or rescheduled, date and time will be required to forfeit.  Should it be necessary for a team to forfeit its scheduled fixture game, the team contact must advise the ITA office by phone, by midday on the day before the scheduled game so that the referees and opposition may be contacted.  Teams who forfeit after 5:00pm on their nominated match day will be deducted 3 premiership points.  Failure to notify ITA or not turn up to a game with no notification teams will lose 3 competition points and may be fined $50. A game will be considered forfeited if a team doesn't take the field within 10 minutes of the start time. 

Should a team forfeit a game without adequate notification, their nomination for the season following will be reviewed? Please note if a team pre forfeits against you the team contact must submit a team sheet with players names on it. This must be done within 24 hrs.
 

4. Grading

ITA will attempt to grade teams according to level of ability, but reserves the right to re-grade any team, at any time, in the best interests of a fair and even competition.

 

5. Code of Conduct

Except as provided in this section, ITA and all teams and participants agree to be guided in respect of judiciary and code of conduct matters by A Ready Reference Guide on Judiciary Matters prepared by Touch Football Australia.

 

ITA requires all players, coaches, managers, referees, parents and other spectators to behave in a sportsmanlike, respectful, non-abusive and non-violent manner at all times.  Team coaches, managers and captains are responsible for the behaviour of all players and spectators.   ITA will not tolerate inappropriate behaviour or disrespect on or off the field at its competitions.  This is in line with the Australian Sports Commission recommendations. 
Referees are entitled to caution players, coaches, managers, and spectators.  Referees have the authority to send abusive spectators from the playing field.  Captains are responsible for the behaviour of their teams on the field and will be the primary communication link between teams and the referees.  The captain is the only player permitted to communicate with the referee on rulings.  Players shall not comment upon or question referees’ decisions.  Referees may require a player to be replaced temporarily, to go to the “sin bin” for a period of time, or to leave the field of play for the remainder of the game.  Coaches, managers, and spectators displaying inappropriate behaviour may be asked to move away from the sidelines or ends of the field.  Referees at their discretion may take action against teams for the conduct of their coaches, managers, and spectators, if in the referees’ judgment cited persons are displaying inappropriate behaviour.  Referees are the
sole judge of fact. There will be a 15 minute cooling off period where players are not permitted to approach the referee. A player sent from the field for the remainder of a game is required to serve an automatic 2-week suspension. For offences receiving a suspension of two weeks or less, a full judiciary panel does not have to be convened, with the Judiciary Chairperson only required to adjudicate the penalty.  The Judiciary Chairperson, on consideration of any incident reports, has the right to reduce the penalty or to refer the matter to a full Judiciary for determination of increase, decrease or retention of the automatic penalty.

 

Written incident reports submitted to ITA citing a player, team, club, association, official or other person for misconduct will be forwarded to the Judiciary Chairperson for consideration.  The Judiciary Chairperson may decide to dismiss the matter, issue a suspension up to a maximum of 2 weeks and/or convene a Judiciary to consider appropriate action.

Any player who receives three separate periods of time in three separate games with in the same season, will RECEIVE AN AUTOMATIC 2 WEEK SUSPENSION. If this is deemed further action is warranted it would be forward a judiciary hearing. Any appeals by a Player, Coach or Manager there has to be a deposit of $100 which will be refunded if you win the appeal.
 
6. Apparel

 

Uniforms

Players must wear matching playing tops or matching one-piece outfits.  WHITE UNIFORMS are not permitted as they are the same colour as the referee uniforms. All Teams must be the correct uniform by week 2 of the competition otherwise a written statement must be forwarded to the ITA administrator. NO BIBS ARE ALLOWED IN PLACE OF SHIRTS/SINGLETS.
 

All players are to wear identifying numbers, not less than 16cm in height, clearly displayed on the front or rear of the top or one-piece outfit.  No two players of the same team may wear the same number.  Numbers cannot be temporarily taped to shirts. No Roman Numerals. Numbers must be no more than double digits. Three digit numbers are not allowed i.e. 100. 

 

 

 

Footwear
Shoes with screw-in studs or cleats are not to be worn by any player.  Light leather or synthetic shoes with soft-moulded soles are permitted, provided individual studs are no longer than 13mm in length; the measurement being taken from the sole of the boot.
 

 

Jewellery and Fingernails

All players must remove all jewellery including elastic wrist bands prior to the game.  Jewellery that cannot be removed must be taped.  Fingernails must be kept short or must be taped.

 

7. Balls

Each team must be able to supply a Touch ball for each game.  

 

8. Injuries

All injuries should be reported to the referee at the time of the injury, for noting on the back of the scorecard.  An incident report should also be submitted to the Administrator no later than the next business day after the injury was incurred.

 

The only first aid that will be attended at the venue is immobilising and applying ice to the injury.  If the injury requires further treatment either an ambulance will be called, or you must attend a medical practitioner of your choice.  Our staff are at the venue as administrators and not medical staff.  Team managers are more than welcome to provide their own first aid boxes.
9. General Use of Fields

Use of ITA's fields other than for scheduled fixtures and finals is not permitted. These grounds are under the control of the IPSWICH CITY COUNCIL.
 

10. Interrupted Games

In the event of a total power failure, washout or other circumstance where games that have commenced cannot be completed, the following will apply:

 

 Event occurs during the first half—result will be declared void and the game will be replayed at a time and date to be advised.

 Event occurs at half time or during the second half, the score will stand.

 

Where disruptions are temporary (of no longer than 20 minutes), the evenings schedule will continue as soon as possible.
 
11. Field Restrictions in 2023
Every effort is being made by ITA to ensure the integrity of our fields playing surface.  ITA may have to take measures to ensure that the playing surfaces are maintained for sustainable use.  This may result in restrictions on field use in the future, including reducing game times and/or team numbers.

 

12. Amendments to Rules and Procedures

ITA reserves the right to add or amend any rules, procedures and/or conditions as it deems appropriate from time to time.

13. New Rule book and changes for Season 1 2023 
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14. Referees
 Replacement Option

This option comes into play when the referee feels a sin bin is too harsh, a penalty in not quite enough or if the referee feels a player needs a ‘cooling off’ period. 

This option is used in a similar way to a Yellow Card in soccer. However, this is in no way meant to be a soft option, players still must take responsibility for their actions. 

If it is the case that the referee replaces a player, the signal is both arms crossed and above the head.
The replacement player must be off the field, before the substitute can enter, as per replacement rules, however, the game should continue while the players are changing. 

If a player is replaced, it is the duty of the coach, manager or captain to control this player while they are off the field. If the player returns to the field and is still a problem, utilise any option necessary to maintain control.

Any player who receives three separate periods of time in three separate games within the same season, will RECEIVE AN AUTOMATIC 2 WEEK SUSPENSION. If this is deemed further action is warranted it would be forward a judiciary hearing. 

Australian Sports Commission Code of Conduct

 

http://www.ausport.gov.au/supporting/ethics/strategy/codes/pages/template 
The Essence of Australian Sport template code of behaviour is intended to be the minimum standard for anyone involved in sport.
operate within the rules and spirit of your sport, promoting fair play over winning at any cost

encourage and support opportunities for people to learn appropriate behaviours and skills

support opportunities for participation in all aspects of the sport

treat each person as an individual

display control and courtesy to all involved with the sport

respect the rights and worth of every person regardless of their gender, ability, cultural background or religion

respect the decisions of officials, coaches and administrators in the conduct of the sport

wherever practical, avoid unaccompanied and unobserved one-on-one activity (when in a supervisory capacity or where a power imbalance will exist) with people under the age of 18 years

adopt appropriate and responsible behaviour in all interactions

adopt responsible behaviour in relation to alcohol and other drugs

act with integrity and objectivity, and accept responsibility for your decisions and actions

ensure your decisions and actions contribute to a safe environment

ensure your decisions and actions contribute to a harassment free environment

do not tolerate harmful or abusive behaviours

Athletes
give your best at all times

participate for your own enjoyment and benefit

Coaches
place the safety and welfare of the athletes above all else

help each person (athlete, official etc) reach their potential - respect the talent, developmental stage and goals of each person and compliment and encourage with positive and supportive feedback

any physical contact with a person should be appropriate to the situation and necessary for the person’s skill development

be honest and do not allow your qualifications to be misrepresented

Officials
place the safety and welfare of the athletes above all else

be consistent and impartial when making decisions

address unsporting behaviour and promote respect for all people

Parents
encourage children to participate and have fun

focus on the child’s effort and performance rather than winning or losing

never ridicule or yell at a child for making a mistake or losing a competition

Spectators
respect the performances and efforts of all people

reject the use of violence in any form, whether it is by spectators, coaches, officials or athletes

 
COVID-19
Hi teams there  will be some regualtions and strict guidelines we must follow to commence our Season 1 2023. 


MUST SIGN IN BEFORE EVERY GAME ON THE SCORECARD PROVIDED AT THE HALFWAY LINE ON EVERY FIELD. 
· We must comply to 1.5m social distancing where possible
· If youre sick stay home

· If youre waiting test results stay home
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                    NOMINATION FORM
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Adult Teams Season 1 2023 
Team Name:           ​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​         

Previous team name:                                                               Previous Grade:       


Division:  MON         FORMCHECKBOX 
 Ladies  

     
                       TUES         FORMCHECKBOX 
 Mixed     

     


                   WED         FORMCHECKBOX 
 Men
           
     

UNIFORMS: Teams shirts colours must be supplied and approved before acceptance into the competition 
         
                                         _________________________________________________________
Contact Details: 
Contact Name #1              

Address                              

Suburb                                                                                       Postcode        

Daytime Contact No                                                          2nd Contact No        


Email                                  


Contact Name #2               

Daytime Contact No                                                          2nd Contact No        

Email                                  

Qualified Referee Name (not compulsory)
Name                                 

Daytime Contact No                                                          2nd Contact No        



Email                                  



Which night/s is this person willing to referee: 

                                      FORMCHECKBOX 
  Monday          FORMCHECKBOX 
  Tuesday             FORMCHECKBOX 
 Wednesday
Pages 10 and 12 must be returned for acceptance into the competition 

ITA (the Association) is primarily an Association of affiliated clubs/teams.  Clubs/teams admitted to affiliation with the Association shall be bound by the Constitution of the Association and the by-laws determined from time to time by the Management Committee/Administration of the Association. Clubs/teams shall not be admitted to affiliation with the Association until their nomination is accepted by the Association and payment of affiliation fees is received by the Association.  Until clubs/teams are affiliated with the Association (i.e.: nomination accepted by the Association and full payment of affiliation fees received by the Association) such clubs/teams may not be covered by the insurance maintained by or for the benefit of the Association and clubs/teams affiliated with the Association. ITA is working towards becoming a paperless club, so all draws will only be emailed and available on the ITA website.
The contact person (the first person stated on the Nomination Form) agrees to be solely responsible for all nomination and related fees payable for the season for the club/team.  The contact person must be over 18 years of age.
Please read the conditions of entry for more information

Important Dates
Nominations & Deposit Due: MONDAY 27 FEBRUARY 2023
Season Commences: Week beginning WEDNESDAY 01 MARCH MENS, MONDAY 06 MARCH LADIES, Tuesday 07 MARCH MIXED*
Balance of Fees due:  4th week of the competition for each division 

Grand Final: FRIDAY NIGHT 23 JUNE 2023 Please Note there will be NO games in the school holidays  APRIL from 1/4 to 16/4 Games will be played Tuesday 25 April and Monday 01 May
*Please note that these dates are subject to change 
COST PER TEAM: $980 (12weeks + 2 weeks finals)

A $200 non-refundable deposit is due with your nomination to secure your position in the competition.  Nominations will only be accepted once this form and the deposit are received by email or post. An email will be sent confirming the acceptance of the team. 
Full payment of fees is required by the completion of the 2nd fixture round for individual teams and 4th fixture round for clubs.

PAYMENT OPTIONS
1.   Payment by EFT – Preferred payment method 
BSB: 633 000 ACC NO: 1133 36457  BANK: Bendigo Bank
ACC NAME: Ipswich Touch Association 
Please email remittance advice to admin@ipswichtouch.com and use your team name as reference.
2.   Payment by cash or cheque via mail or in person. 
Due to a small number of teams who default on our payment terms, teams who fail to pay fees by the prescribed date will be referred to our debt collection agency.  A collection fee of 30% will be added to cover costs.  Competition points for teams with overdue fees will be forfeited.
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CONFIRMATION CHECKLIST & DECLARATION
 Season 1, 2023
Team Nomination Form

All information on the Team Nomination form is completed and signed by the team contact.  The team contact must be over 18 years of age.  If contact is not 18, the team nomination will not be accepted.  Team contact may be requested to show proof of age.  
 FORMCHECKBOX 
 Agreed

Deposit

The $200 deposit is due when submitting a team nomination.  A team will not be accepted into the competition until the deposit is received.  
 FORMCHECKBOX 
 Agreed

Team Fees

Team fees are to be paid in full by completion of week 4 of the competition. Teams with outstanding fees after this date will forfeit competition points and may be subject to further penalties.  

 FORMCHECKBOX 
 Agreed

Conditions of Entry

I acknowledge that I have read the ITA Conditions of Entry, and agree to accept those conditions on behalf of my team.  I also acknowledge that all communication including draws will be by electronic means (website and email) only

 FORMCHECKBOX 
 Agreed

Forfeits

Team contacts must notify ITA by midday if they are unable to attend their game.  Penalties may be imposed if the team forfeits without adequate notification. 

 FORMCHECKBOX 
 Agreed

Uniforms

Players must wear matching playing tops by week 4 of the competition.  Uniforms that are more than 50% White are not permitted.  All players must wear identifying numbers 16cm in height, clearly displayed on the rear of the top.  Triple digit numbers are not permitted.  No two players may wear the same number.  Numbers cannot be taped to shirts.  Players without correct uniforms after week 4 will not be permitted to take the field.  
 FORMCHECKBOX 
 Agreed

  FORMCHECKBOX 
  I have read the Conditions of Entry, Attached Deposit, Signed the Confirmation Form

DECLARATION

I hereby nominate the                                                                         team in the  Season 1, 2023 Competition at ITA.
I acknowledge that I have read the conditions of nomination and ITA Conditions of Entry booklet, and agree to accept those conditions on behalf of my team.  I also acknowledge that the team will abide by the Competition Rules & Procedures and accept all decisions made by the ITA Committee/Administration in relation to those Competition Rules and Procedures as final.  

Printed Name         
                                                                                      Date        /        /     

Please return this form to:
Ipswich Touch Association PO BOX 394, IPSWICH QLD 4305
admin@ipswichtouch.com | PH: 0411 783 008
                                                                                                                                                                                            Page 13 of 13
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Preamble

There is no compulsion for any TFA Affiliate or
authorised competition provider to adopt these
Rules at their local or park level competitions.

TFA encourages our member organisations to
set varying features in the rules of their local
competitions so that the player can experience
a wide variety of enjoyment from the game.
These Rules in no way restrict any TFA Affiliate
or authorised competition provider from having
different match conditions to these Rules. Any
adaptation of or alterations to the Rules for local
competitions should be clearly articulated in
relevant competition guidelines and be readily
available for players, coaches and referees alike.

These Rules are the official TFA Rules and will be
referenced throughout TFA Coach and Referee
Education and applied by TFA when conducting
events.

For information on the rules associated with
alternative formats such as League Touch, Beach
Touch and junior competitions please contact
Touch Football Australia.
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Touch Football Australia Playing Rules - 8th Edition





<« Definitions and Terminology »

Unless the contrary intention appears, the following definitions and terminology apply

to the game of Touch:

TERM/PHRASE DEFINITION/DESCRIPTION

Advantage The period of time after an Infringement in which the non-
offending side has the opportunity to gain Advantage either
territorial, tactical or in the form of a Try.

Affiliate As defined by the TFA Constitution.

Attacking Try Line The line on or over which a player has to place the ball to
scorea Try.

Attacking Team The Team which has or is gaining Possession.

Behind A position or direction towards a Team’s Defending Try Line.

Change of Possession

The act of moving control of the ball from one Team to the other.

Dead/Dead Ball When the ball is out of play including the period following a Try
and until the match is recommenced and when the ball goes to
ground and/or outside the boundaries of the Field of Play prior to
the subsequent Rollball.

Dead Ball Line The end boundaries of the Field of Play. There is one at each end

of the Field of Play. See Appendix 1.

Defending Try Line

The line which a Team has to defend to prevent a Try.

Defending Team

The Team without or which is losing Possession.

Dismissal When a player is sent from the Field of Play for the rest of the
match.

Drop-Off A procedure used to determine a Winner following equal scores at
the expiration of normal Duration.

Duration The length of time a competition match lasts, which is normally
forty-five minutes, inclusive of a five (5) minute Half Time.

End of Play When the Referee indicates completion of the match.

Exclusion When a player is sent to the nearest Sin Bin Area following three

(3) penalties by the Defending Team upon entering their Seven
Metre Zone. The player is counted as a player on the Field of Play
and cannot be replaced or interchanged.
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Highlight

Formerly a player was sent back to the sub-box after two consecutive penalties for not moving forward from the 5m zone.

The player will return once their team is in possession.





Field of Play

The playing area bounded by the Sidelines and Dead Ball Lines,
both of which are out of bounds. See Appendix 1.

Forced Interchange

When a player is required to undertake a compulsory Interchange
for an Infringement ruled more serious than a Penalty but less
serious than a Permanent Interchange, Sin Bin or Dismissal.

Forward A position or direction towards the Dead Ball Line beyond the
Team’s Attacking Try Line.

Full Time The expiration of the second period of time allowed for play.

Half The player who takes Possession following a Rollball.

Half Time The break in play between the two halves of a match.

Imminent About to occur, it is almost certain to occur.

Infringement

The action of a player contrary to the Rules of the game.

In-Goal Area The area in the Field of Play bounded by the Sidelines, the Try
Lines and the Dead Ball Lines. There are two (2), one (1) at each
end of the Field of Play. See Appendix 1.

Interchange The act of an on-field player leaving the Field of Play to be

replaced by an off-field player entering the Field of Play.

Interchange Area

A marked rectangle for each Team on opposite sides of the Field
of Play usually measuring 20 metres long by no more than five (5)
metres wide, extending ten (10) metres either side of the Halfway
Line and not less than one (1) metre from the Sideline. It is the area
in which all off-field players must remain until an Interchange is
initiated. See Appendix 1.

Kick Strike or propel forcibly with the foot, a blow or forceful thrust
with the foot to the ball. A Tap to commence or recommence play
or a Penalty Tap is not defined as a kick.

Line Markings Markings of the Field of Play. See Appendix 1.

Link The player beside the Wing player.

Mark (for a Tap) The centre of the Halfway Line for the commencement or
recommencement of play, or the position where a Penalty Tap is
awarded as a result of an Infringement.

Mark (for a Touch) The position in the Field of Play where the player in Possession
was at the time the Touch was made.

Middle The player inside the Link player.
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Highlight

Now formally added to the rulebook (previously only allowed via competition rules)





Obstruction

A deliberate attempt by either an attacking or defending player
to gain an unfair Advantage by interfering with the opposition to
prevent them from gaining a rightful Advantage.

Offside (Attacker) An attacking player in a position forward of the ball.

Offside (Defender) A defending player in a position closer than seven (7) metres from
the Mark of the Rollball; or ten (10) metres from the Mark of a Tap.

Onside A position whereby a player may legitimately become involved with
play. A player with both feet on or behind their Defending Try Line.

Pass The act of changing Possession between individual attacking
players by propelling the ball laterally and/or backwards and may
include a flick, knock or throw.

Perimeter A border not less than five (5) metres from the boundary of the
Field of Play. See Appendix 1.

Penalty The Ruling by a Referee to award a Tap when a player or Team
infringes the Rules of the game.

Possession Refers to the player or Team that has control of the ball. Providing
other Rules do not apply, the Team with the ball is entitled to six (6)
Touches.

Referee The match official(s) appointed to make Rulings during the conduct
of a match.

Rollball The act of bringing the ball into play following a Touch or a Change
of Possession.

Ruck/Rollball Area The area, not exceeding one (1) metre in distance, between the
player performing a Rollball and the Half.

Ruling The decision made by a Referee as a result of particular

circumstance and may result in a Play On, a Tap Penalty, a
discipline option, Change of Possession or a Try.

Seven Metre Zone

The area between the seven (7) metre line and the Try Line. See
Appendix 1.

Sidelines

The side boundaries of the Field of Play. See Appendix 1.

Sin Bin

A player sent to the Sin-Bin Area for a period of four (4) completed
Possessions. The player is counted as a player on the Field of Play
and cannot be replaced or interchanged.

Sin Bin Area

The area between the Dead Ball Line and the Perimeter where
players are sent for either a Sin Bin period or Exclusion for
repeated Seven Metre Zone Infringements. There are four (4) Sin
Bin Areas. See Appendix 1.

Spirit of the Game

The act of good sportsmanship and fair play.
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Formerly 5m from rollball
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Formerly "5m zone"
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Highlight

Formerly "Period of Time", and was at the discretion of the referee.

Now a set period of 4 completed possession (i.e. two per team).
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Highlight

Formerly in the middle, behind the dead-ball line.

Players are now sent to the corner closest to their sub-box.





Substitute Player The player who replaces another player during Interchange.
There is a maximum of eight (8) substitute players in any Team
and except when interchanging, in the Sin Bin, dismissed or on the
Field of Play, they must remain in the Substitution Box.

Tap and Tap Penalty The method of commencing the match, recommencing the match
after Half Time and after a Try has been scored. The Tap is also
the method of recommencing play when a Penalty is awarded.
The Tap is taken by placing the ball on the ground at or behind the
Mark, releasing both hands from the ball, tapping the ball gently
with either foot or touching the foot on the ball. The ball must not
roll or move more than one (1) metre in any direction and must be
retrieved cleanly, without touching the ground again. The player
may face any direction and use either foot. Provided it is at the
Mark, the ball does not have to be lifted from the ground prior to a
Tap being taken.

Team A group of players constituting one (1) side in a competition match.

TFA Touch Football Australia Limited

TFA Affiliate Member As defined by the TFA Constitution

Touch Any contact between the player in Possession and a defending
player. A Touch includes contact on the ball, hair or clothing and
may be made by a defending player or by the player in Possession.

Touch Count The progressive number of Touches that each Team has before a
Change of Possession, from zero (0) to six (6).

Try The result of any attacking player, except the Half, placing the ball
on or over the Team’s Attacking Try Line before being Touched.

Try Lines The lines separating the In-Goal Areas from the Field of Play. See
Appendix 1.

Voluntary Rollball The player in Possession performs a Rollball before a Touch is

made with a defending player.

Wing The player outside the Link player.

Winner The Team that scores the most Tries during the match.
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See rules regarding intercepts and "zero touch"





4 Mode of Play »

The object of the game of Touch is for each Team to score Tries and to prevent the

opposition from scoring. The ball may be passed, knocked or handed between players
of the Attacking Team who may in turn run or otherwise move with the ball in an attempt
to gain territorial Advantage and to score tries. Defending players prevent the Attacking
Team from gaining a territorial Advantage by touching the ball carrier.

Rules of Play
1 The Field of Play

1.1 The Field of Play is rectangular in shape measuring 70 metres in length from Try
Line to Try Line, excluding the In-Goal Areas and 50 metres in width from Sideline
to Sideline excluding the Interchange Areas.

1.1.1 Variations to the dimensions of the Field of Play may be made but must be
included in relevant competition, event or tournament conditions

1.2 Line Markings should be 4cm in width but must be no less than 2.5cm. Line
Markings are to be laid out as shown in Appendix 1 - The Field of Play. Sidelines
extend seven (7) metres beyond the Try Lines to join the Dead Ball Lines and
define the In-Goal Areas which measure fifty (50) metres wide by seven (7) metres
in length.

1.3 The Interchange Areas are located no closer than one (1) metre from each
Sideline.

1.4 Suitably sized markers, cones or corner posts of a distinguishing colour and made
from safe and pliable material should be positioned at the intersections of the
Sideline and Halfway line and the Sideline and the Try Line.

1.4.1 Markers, cones or corner posts placed on the junction of the Sideline and Try
Line are deemed to be in the Field of Play.

1.4.2 All other markers or cones are deemed to be out of the Field of Play.

1.5 The standard playing surface is grass. Other surfaces including synthetic grass
may be used but shall be subject to TFA approved standards.

1.6 The Field of Play boundary lines are deemed to be out of play. Play becomes Dead
when the ball or a player in Possession touches the ground on or over a Sideline
or Dead Ball Line.

2 Player Registration

2.1 Participating players are to be registered with a TFA Affiliate Member or with an
approved TFA competition provider.

2.2 Teams playing unregistered players are liable to forfeit any match in which
unregistered players have competed.
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3 The Ball

3.1 The game is played with an oval, inflated ball of a shape, colour and size approved
by TFA.

3.2 The ball shall be inflated to the manufacturers’ recommended air pressure.

3.3 The Referee shall immediately pause the match if the size and shape of the ball
no longer complies with clauses 3.1 or 3.2 to allow for the ball to replaced or the
issue rectified.

3.4 The ball must not be hidden under player attire.

4 Playing Uniform
4.1 Participating players are to be correctly attired in matching Team uniforms

4.2 Playing uniforms consist of shirt, singlet or other item as approved by the TFA
Affiliate Member or TFA competition provider, shorts and/or tights and socks.

4.3 All players are to wear a unique identifying number not less than 16cm in height,
clearly displayed on the rear of the playing top.

4.3.1 Identifying numbers must feature no more than two (2) digits.

4.4 Hats or caps are permitted to be worn during a match provided they are safe and
meet TFA regulations.

4.5 Safe footwear must be worn with exceptions allowed for game variants such as
Beach Touch.

4.6 Light leather or synthetic boots with soft moulded soles are permitted.
4.6.1 Shoes with screw-in studs are not to be worn by any player or Referee.

4.7 Players are not to participate in any match wearing any item of jewellery, chain,
identification band/bracelet or similar item that may prove dangerous. Any
jewellery or other items that cannot be removed are to be taped to the satisfaction
of the Referee.

4.8 Long (extend beyond the finger flesh when viewed from the palm) or sharp
fingernails are not allowed.

4.9 Referees and players may wear spectacles or sunglasses provided they are safe
and securely attached.

4.10 Referees and players may wear sport monitoring equipment and medical supports
such as knee or ankle braces provided, at the sole discretion of competition’s
controlling body, the items are not dangerous.

(¥,

Team Composition

5.1 A Team consists of a maximum of 14 players, no more than six (6) of whom are
allowed on the field at any time.
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Ruling = A Penalty awarded to the non-offending Team at the time the offence is
identified seven (7) metres infield on the Halfway Line or the position of the ball,
whichever is the greater Advantage.

5.2 A Team must have a minimum of four (4) players on the field for a match to
commence or continue, except during a Drop-Off.

5.3 Where the number of players on the field from one Team falls below four (4),
the match is to be abandoned and the non-offending Team is to be declared the
Winner.

5.3.1 This does not apply for players sent to the Sin Bin Area.

5.4 In mixed gender competitions, the maximum number of males allowed on the Field
of Play is three (3), the minimum male requirement is one (1) and the minimum
female requirement is one (1).

6 Team Coach and Team Officials

6.1 The Team coach(s) and Team officials may be permitted inside the Perimeter but
shall be required to be positioned either in the Interchange Area or at the end of
the Field of Play for the duration of the match.

6.2 The Team coach(s) and Team officials may move from one position to the other
but shall do so without delay. While in a position at the end of the Field of Play, the
Team coach(s) or Team official must remain no closer than five (5) metres from
the Dead Ball Line and must not coach or communicate (verbal or non-verbal) with
either Team or the Referees.

7 Commencement and Recommencement of Play

7.1 Team captains are to toss a coin in the presence of the Referee(s) with the
winning captain’s Team having the choice of the direction the Team wishes to run
in the first half; the choice of Interchange Areas for the duration of the match,
including any extra time; and the choice of which team will commence the match
in Possession.

7.2 A player of the Attacking Team is to commence the match with a Tap at the centre
of the Halfway Line following the indication to commence play from the Referee.

7.3 For the recommencement of play following a Half Time break, Teams shall change
directions and the Team not commencing the match with Possession is to re-start
the match with a Tap.

7.4 For the recommencement of play following the scoring of a Try, the Team against
which the Try was conceded will recommence play with a Tap.

7.5 A Tap may not be taken until all attacking Players are in an Onside position.

Ruling = The Player will be directed to return to the Mark and to take the Tap again.
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Highlight

Penalty for 7 (or more) players on the field.

Halfway if in own half, where the ball is if in attacking half (i.e the mark doesn't go backwards).

No more confusion around whether to take it on the end of the subbox, etc.)
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Highlight

Clarification around whether a player in the sinbin (formerly "period of time") counts as "on field strength" - the answer is yes they do!
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Highlight

Coaches may move between the subbox or behind the deadball line (min. 5m) at any time.

If there isn't at least 5m (safely), then they can't be there.

When behind deadball, they must be silent.
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Highlight

Formerly did not have this option - if they won the toss then they tapped. Now they can elect for the other team to tap first.
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Highlight

Formerly it would've been a changeover if a tap was taken while an attacker was in front of the ball (i.e. offside).

Now players will be directed to do it again.





7.6 A Tap may not be taken until at least four (4) defending players are in an Onside
position or unless directed to so by the Referee. Where the number of players on
the field from the Defending Team falls below four (4), all players must be in an
Onside position for a Tap to be taken unless directed to do so by the Referee.

Ruling = The Player will be directed to return to the Mark and to take the Tap again.

7.7 The Tap to commence or recommence play must be performed without delay.

Ruling = A Penalty to the non-offending team at the centre of the Halfway line.

8 Match Duration

8.1 A match is 40 minutes in duration, consisting of two (2) x 20 minute halves with a
Half Time break.

8.1.1 There is no time off for injury during a match.
8.2 Local competition and tournament conditions may vary the duration of a match.

8.3 When time expires, play is to continue until the next Touch or Dead Ball and End of
Play is signaled by the Referee.

8.3.1 Should a Penalty be awarded during this period, the Penalty is to be taken.
8.4 If a match is abandoned in any circumstances other than those referred to in

clause 24.1.6 the TFA Affiliate in its sole discretion shall determine the result of
the match.

9 Possession

9.1 The Team with the ball is entitled to six (6) Touches prior to a Change of
Possession.

9.2 On the Change of Possession due to an intercept, the first Touch will be zero (0)
Touch.

9.3 Following the sixth Touch or a loss of Possession due to any other means, the ball
must be returned to the Mark without delay.

Ruling = A deliberate delay in the changeover procedure will result in a Penalty
awarded to the non-offending Team ten (10) metres Forward of the Mark for the
Change of Possession.

9.4 If the ball is dropped or passed and goes to ground during play, a Change of
Possession results.

Ruling = The Mark for the Change of Possession is where the ball makes initial contact
with the ground.

9.5 If the ball, while still under the control of the Half, contacts the ground in the In-
Goal Area, Possession is lost.
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Highlight

Formerly there was no requirement to have defenders onside before resuming play.

Now, referees will not restart play until 4 defenders are onside, and will only resume play otherwise if defenders are time wasting. (A penalty for delaying play may occur instead)
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Highlight

Formerly, the first touch after an intercept would have been touch #1.

Now, it is zero touch, regardless of field position.
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Highlight

Clarification of the "acting half accidentally attempting to score" situation.

Regardless of whether the half released the ball or not, it is a changeover.





Ruling = Play will restart with a Rollball at the nearest point on the seven (7) metre line.

9.6 If a player mishandles the ball and even if in an effort to gain control, the ball
is accidentally knocked Forward into any other Player, a Change of Possession
results.

10 The Touch
10.1 A Touch may be made by either a defending player or a player in Possession.

10.2 A defending player may not claim a Touch if contact has not been made. If a player
claims a Touch has been made but the Referee is unsure the Touch will count.

Ruling = A Penalty to the Attacking Team at the point of the Infringement and the
offending player sent to the Sin Bin.

10.3 Players of both Defending and Attacking Teams are to use the minimum force
necessary to make a Touch. Players must ensure that the method employed in
making a Touch does not pose an unnecessary risk to player safety.

Ruling = A Penalty to the non-offending Team at the point of the Infringement.
10.4 If the ball is accidentally knocked from the hands of a player in Possession during
a Touch, the Touch counts and the Attacking Team retains Possession.

10.5 The defending player must not deliberately knock the ball from the hands of a
player in Possession during a Touch.

Ruling = A Penalty to the Attacking Team at the point of the Infringement.

10.6 A player must not pass or otherwise deliver the ball after a Touch has been made.

Ruling = A Penalty to the Defending Team at the point of the Infringement, or if In-Goal
the nearest point on the seven (7) metre line.

10.7 The Half may pass or run with the ball but cannot get Touched while in Possession
of the ball.

Ruling = A Change of Possession occurs at the point of the Touch, or if In-Goal the
nearest point on the seven (7) metre line.

10.8 If a Touch is made in the In-Goal Area before the ball is grounded, the player in
Possession is to perform a Rollball seven (7) metres from the Team’s Attacking Try
Line, provided it is not the sixth Touch and the player is not Half.

10.9 If a player in Possession is Touched while on or behind their Defending Try Line,
the Touch counts and once the Referee sets the mark seven (7) metres directly
forward of the contact point from the Defending Team’s Try Line, a Rollball is
performed.

10.10 If a player in Possession intentionally makes a Touch on an Offside defender who
is making every effort to retire and remain out of play, the Touch counts.
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Highlight

Previously there was no formal clarification around this scenario.
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Highlight

"Phantom touch" is an automatic sin-bin





10.11 If a Touch is made on a player in Possession while the player is juggling the ball
in an attempt to maintain control of it, the Touch counts if the attacking player
following the Touch retains Possession.

10.12 If a player in Possession is Touched and subsequently makes contact with either
the Sideline, a field marker or the ground outside the Field of Play, the Touch
counts and play continues with a Rollball at the Mark where the Touch occurred.

10.13 When a player from the Defending Team enters its defensive Seven Metre Zone
the Defending Team must move forward at a reasonable pace until a Touch is
Imminent or made.

Ruling = A Penalty to the Attacking Team at the point of the Infringement.

10.14 When a player in Possession enters the Defending Teams’ Seven Metre Zone the
Defending Team is not obliged to move Forward but cannot retire back towards
their Try Line until a Touch is Imminent or made.

Ruling = A Penalty to the Attacking Team at the seven (7) metre line in line with the
point of the Infringement.

11 Passing

11.1 A player in Possession may not kick, pass, flick, knock, throw, hand-off or
otherwise propel the ball in a Forward direction, either intentionally or otherwise
to another player.

Ruling = A Penalty will be awarded to the Defending Team at the Mark where the ball
was propelled Forward unless Advantage is applied.

11.2 A player in Possession may not intentionally kick, pass, flick, knock, throw, hand-
off or otherwise propel the ball in a Forward direction over an opposition player
and regain Possession.

Ruling = A Penalty will be awarded to the Defending Team at the Mark where the ball
was propelled Forward.

12 Ball Touched in Flight

12.1 If a player from the Defending Team deliberately makes contact with the ball in
flight and the ball goes to ground, the Attacking Team retains the ball and the
Touch Count restarts as zero (0) Touch.

12.2 If a player from the Defending Team deliberately makes contact with the ball in
flight and the ball is retrieved by an attacking player, without touching the ground,
play continues and the next Touch is zero (0) Touch.

12.3 If a player from the Defending Team deliberately makes contact with the ball
in flight, propelling it forward and an attacking player, in an attempt to regain
possession, drops the ball, the Attacking Team retains Possession and the Touch
Count restarts as zero (0) Touch.
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Highlight

Formerly players could move forward at a snails pace, this is no longer the case.

Reasonable pace is "moving forward with positive intent to make a touch".

Please refer to TFA video regarding this for examples.
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Highlight

Formerly players could return to their scoreline once the ball entered the 5m zone.

Now, players don't have to go forward, but cannot go backwards.
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i.e. you can't throw a forward pass to yourself.

This was never formally written with any clarity, but was interpreted through the previous rule (11.1).
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Highlight

Attempted (and failed) intercept that goes back to the attacking team without touching the ground - in this case the next touch is zero.

Formerly this would have been touch #1.
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Highlight

If the ball goes forward from the defender, and an attacking player tries to regather but drops it, the attacking team retains possession and the touch count restarts.

This is the same as 7th edition.





12.4 If a player from the Defending Team deliberately makes contact with the ball in
flight, propelling it towards the Defending Team’s Dead Ball Line and an attacking
player, in an attempt to regain possession drops the ball a Change of Possession
occurs.

12.5 If a player from the Defending Team unintentionally makes contact with the ball in
flight and the ball goes to ground a Change of Possession occurs.

12.6 If a player from the Defending Team unintentionally makes contact with the ball
in flight and the ball is retrieved by an attacking player, play and the Touch Count
continues.

12.7 A player from the Attacking Team cannot pass the ball into a defending player
intentionally seeking a rebound or a restart of the Touch count.

Ruling = A Penalty to the Defending Team at the point of the pass.

13 The Rollball

13.1 The attacking player is to position on the Mark, face the opponent’s Try Line, make
a genuine attempt to stand parallel to the Sidelines, place the ball on the ground
between the feet in a controlled manner and:

13.1.1 step forward over the ball; or
13.1.2 roll the ball back between the feet no more than one (1) metre; or
13.1.3 pass a foot over the ball.

Ruling = A Change of Possession to the Defending Team at the point of the Infringement.

13.2 A player must perform the Rollball on the Mark.
Ruling = A Penalty to the Defending Team at the point of the Infringement.

13.3 A player must not perform a Voluntary Rollball.
Ruling = A Penalty to the Defending Team at the point of the Infringement.

13.4 A player must not delay in performing the Rollball.
Ruling = A Penalty to the Defending Team at the point of the Infringement.

13.5 A player may only perform a Rollball at the Mark under the following
circumstances:

13.5.1 when a Touch has been made; or
13.5.2 when Possession changes following the sixth Touch; or

13.5.3 when Possession changes due to the ball being dropped or passed and goes
to the ground; or

13.5.4 when Possession changes due to an Infringement by an attacking player at a
Penalty, a Tap or a Rollball; or
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Highlight

If the ball goes backwards from the defender and an attacker tries to regather but drops it, possession goes to the defending team.

Formerly the direction of the knock was irrelevant and the attacking team retained possession anyway.
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Highlight

To allow for the more modern style of play where players will step off to the side.

Note - players still cannot step backwards over the ball.





13.5.5 when Possession changes after the Half is Touched or when the Half places
the ball on or over the Try Line; or

13.5.6 in replacement of a Penalty Tap; or
13.5.7 when so directed by the Referee.

13.6 A player is to perform a Rollball seven (7) metres in-field under the following
circumstances:

13.6.1 when a Change of Possession takes place due to a player in Possession
making contact with the Sideline or any ground outside the Field of Play, prior
to a Touch being made; or

13.6.2 when the ball not in possession of a player makes contact with the Sideline or
any ground outside the Field of Play.

13.7 A player may not perform a Tap in replacement of a Rollball.

Ruling = The offending Team must return to the Mark and perform the Rollball.

13.8 An attacking player, other than the player performing the Rollball, may receive the
ball at the Rollball and shall do so without delay. That player is referred to as the
Half.

13.9 The Half may control the ball with a foot prior to picking up the ball.
13.10 A player ceases to be the Half once the ball is passed to another player.

13.11 Defending players are not to interfere with the performance of the Rollball or the
Half.

Ruling = A Penalty to the Attacking Team at a point ten (10) metres directly forward of
the Infringement.

13.12 Players of the Defending Team must not move Forward of the Onside position until
the Half has made contact with the ball, unless directed to do so by the Referee or
in accordance with 13.12.1.

13.12.1 When the Half is not within one (1) metre of the Rollball, Onside players of
the Defending Team may move forward as soon as the player performing the
Rollball releases the ball. If the Half is not in position and a defending player
moves forward and makes contact with the ball, a Change of Possession
results.

13.13 If in the act of performing the Rollball, the Attacking player makes contact with
the Sideline or any ground outside the Field of Play a Change of Possession will
occur with the Rollball to be taken seven (7) metres in field.

13.14 After a Touch is made between the Dead Ball Line and the seven (7) metre line,
an Attacking Team is permitted to Rollball on the seven (7) metre line at a point
directly in line with where the Touch was made.
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Highlight

Formerly this would have been a change of possession.
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Highlight

Formerly the rule said "when there is no half in position" but did not clarify what that meant.
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Highlight

The player performing the rollball cannot step on the sideline while rolling the ball, or stepping over it.

The half (once they make contact with the ball) also cannot touch the sideline.





14 Scoring
14.1 A Try is worth one (1) point.

14.2 A Try is awarded when a player, other than the Half, places the ball on or over the
Try Line without being Touched.

14.3 In attempting to score a Try, a player must have control of the ball prior to placing
it on or over the Try Line.

14.4 If a Player places the ball on the ground and releases it short of the Try Line while
attempting to Score a Try, the Player is required to perform a Rollball to restart
play and a Touch is counted. If a Player does not release the Ball from their hands,
the match continues and no Touch is counted.

14.5 At the End of Play the team that has scored the most Tries is declared the Winner.
In the event of neither team scoring, or in the event of both teams scoring the
same number of Tries, a draw is declared.

15 Offside

15.1 At a Rollball, all players from the Defending Team must retire a distance of seven
(7) metres or to the Defending Try Line as indicated by the Referee.

Ruling = A Penalty to the Attacking Team at the point of the Infringement or on the
seven (7) metre line directly forward of the Infringement.

15.2 At a Tap, all players from the Defending Team must retire a distance of ten (10)
metres from the Mark or to the Defending Try Line as indicated by the Referee.

Ruling = A Penalty to the Attacking Team at the point of the Infringement or on the ten
(10) metre line directly forward of the Infringement.

15.3 At a Rollball or Tap, players from the Defending Team must not retire an
unreasonable distance beyond the Defending Try Line.

Ruling = A Penalty to the Attacking Team at the point of the Infringement or on the
seven (7) metre line directly forward of the Infringement.

15.4 When a Rollball occurs within Defending Team’s Seven Metre Zone or a Penalty
Tap within ten (10) metres of the Defending Team’s Try Line, all players from the
Defending Team must have both feet on or behind their Try Line and no other part
of the body in contact with the ground forward of their Try Line.

Ruling = A Penalty to the Attacking Team at the seven (7) metre line directly forward of
the point of the Infringement.

15.5 After effecting the Touch, the defending player must retire the required seven
(7) metres or to the Defending Try Line as indicated by the Referee without
interfering with the Attacking Team.

Touch Football Australia Playing Rules - 8th Edition m



Kerrod

Highlight

Formerly the rule said "not less then 5 metres" which lead to inconsistent distances set by referees.

Now, the rule is 7 METRES ONLY.



Kerrod

Highlight

A new rule to keep defenders close to the scoreline rather than trailing behind and then slowly moving forward.

Previously, players were able to start on the dead ball line and then slowly move forward (as per the stand off/no freeze rule), remain onside the whole time, and then quickly shoot forward once the ball was rolled.
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Highlight

Players cannot lean into the field of play with their hands on the ground in front of the scoreline - if they do, they will be offside.

Not a new rule, rather a clarification.
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Highlight

Formerly players were not allowed to change their direction (they could run on an angle after making a touch but had to run in a straight line and not change until they were onside).

Now, players CAN change direction, but cannot interfere with the attacking team (i.e. they still cannot intentionally block an attacking player).





Ruling = A Penalty to the Attacking Team ten (10) metres forward of the Infringement
or if on the Defensive Try Line, on the seven (7) metre line.

16 Obstruction

16.1 A player in Possession must not run or otherwise move behind other attacking
players or the Referee in an attempt to avoid an Imminent Touch.

Ruling = A Penalty to the non-offending Team at the point of the Infringement.
16.2 The player in Possession is not to hold or otherwise impede a defending player in
any way.
Ruling = A Penalty to the non-offending Team at the point of the Infringement.
16.3 An attacking player in support of the player in Possession may move as necessary

to achieve a supporting position but must not grab, hold, push or otherwise
deliberately interfere with a defending player attempting to make a Touch

Ruling = A Penalty to the non-offending Team at the point of the Infringement or on the
seven (7) metre line if the Infringement occurs in the In-Goal Area.

16.4 Players in the Defending Team may not obstruct or interfere with an attacking
player.

Ruling = A Penalty to the non-offending Team at the point of the Infringement or on the
seven (7) metre line if the Infringement occurs in the In-Goal Area.

16.5 Should a supporting, attacking player cause an apparent and involuntary or
accidental Obstruction and the player in Possession ceases movement to allow a
Touch to be made, the Touch is to count.

16.6 If the Referee causes Obstruction on either an attacking player or a defending
player including when the ball makes contact with the Referee, play should pause
and recommence with a Rollball at the Mark where the interference occurred and
the Touch count remains unchanged.

17 Interchange
17.1 Players may Interchange at any time.
17.2 There is no limit to the number of times a player may Interchange.

17.3 Interchange players must remain in their Interchange Area for the duration of the
match.

17.4 Interchanges may only occur after the player leaving the Field of Play has entered
the Interchange Area.

17.5 Players leaving or entering the Field of Play shall not hinder or obstruct play.
Ruling = A Penalty to the non-offending Team at the point of the Infringement.
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17.6 Players entering the Field of Play must take up an Onside position before
becoming involved in play.

Ruling = A Penalty to the non-offending Team at the point of the Infringement.
17.7 When an intercept has occurred or a line break made, players are not permitted to
Interchange until the next Touch has been made or ball becomes Dead.

Ruling A =If a player enters the Field of Play and prevents the scoring of a Try, a Penalty
Try will be awarded and the offending player sent to the Sin Bin.

Ruling B = If a player enters the Field of Play but does not impede the scoring of a Try
the offending player will be sent to the Sin Bin.

17.8 Following a Try, players may Interchange at will, without having to wait for the
player to enter the Interchange Area, but must do so prior to the Tap being taken
to recommence play.

18 Penalty
18.1 The Tap must be performed in accordance with the Definitions.
Ruling = The Referee will instruct the offending Team to return to the Mark and perform

the Tap again.

18.2 For Infringements that occur between seven (7) metre lines, the Mark for the
Penalty Tap is at the point of Infringement unless otherwise indicated by the
Referee.

18.3 For Infringements that occur within the Seven Metre Zone the Tap must be taken
at the nearest seven (7) metre line.

18.4 For Infringements that occur beyond the Field of Play or in the In-Goal Area the
Mark is seven (7) metres infield from the Sideline, or directly forward of the
Infringement on the seven (7) metre line nearest the Infringement or at a position
indicated by the Referee.

18.5 The Mark must be indicated by the Referee before a Penalty Tap is taken.

18.6 The Penalty Tap must be performed without delay after the Referee indicates the
Mark.

Ruling = A Penalty to the non-offending team at the point of Infringement.

18.7 A player may perform a Rollball instead of a Penalty Tap and the player who
receives the ball does not become the Half.

18.8 If the Defending Team is penalised three (3) times upon entering their Seven
Metre Zone during a single Possession, the last offending player will be given an
Exclusion until the end of that Possession.

18.9 A Penalty Try is awarded if any action by a player, Team official or spectator,
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Highlight

Players no longer have to enter in an onside position, but must make it onside before being involved in play.
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Highlight

No interchanges can occur during a breakaway.

Interchange players must wait until the touch has been made.



Kerrod

Highlight

No taps can be taken inside the 7m zone.

Previously, if the infringement occurred within the 5m zone (e.g. 2m from the scoreline), the tap would be taken on that mark (in that case, 2m from the scoreline).
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Highlight

Formerly a player was sent back to the sub-box after a team concedes two consecutive penalties for not moving forward from the 5m zone.

Now, ANY THREE penalties within a possession, will result in the last offending player being sent to the CLOSEST sin bin area.

The player will return once their team is in possession.





deemed by the Referee to be contrary to the Rules or spirit of the game clearly
prevents the Attacking Team from scoring a Try.

19 Advantage

19.1 Where a Defending Team player is Offside at a Tap or Rollball and attempts
to interfere with play, the Referee will allow Advantage or award a Penalty,
whichever is of greater Advantage to the Attacking Team.

19.2 Should the Attacking Team in the act of taking the Advantage subsequently
infringe, the Ruling on the initial Infringement will apply.

20 Misconduct

20.1 Misconduct warranting Penalty, Forced Interchange, Sin Bin or Dismissal includes:
20.1.1 Continuous or regular breaches of the Rules;

20.1.2 Swearing towards another player, Referee, spectator or other match
official;

20.1.3 Disputing decisions of Referees or other match official(s);
20.1.4 Using more than the necessary physical force to make a Touch;
20.1.5 Poor sportsmanship;

20.1.6 Tripping, striking, or otherwise assaulting another player, Referee, spectator
or other match official; or

20.1.7 Any other action that is contrary to the spirit of the game.

21 Forced Interchange

21.1 Where the Referee deems it necessary to implement a Forced Interchange
following an Infringement, the Referee is to stop the match, direct the ball to
be placed on the Mark, advise the offending player of the reason for the Forced
Interchange, direct that player to return to the Interchange Area, display the
relevant signal and award a Penalty to the non-offending Team.

22 Sin Bin

22.1 The on-field Referee is required to indicate the commencement and the end of the
Sin Bin time.

22.2 Any player sent to the Sin Bin must stand in the Sin Bin Area at the opposition’s
end of the Field of Play and on the same side as their Interchange Area.

22.3 Any player sent to the Sin Bin must return to the Interchange Area prior to re-
entering the Field of Play.

22.4 Any action that causes the Touch Count to restart will result in a continuation of
that Possession. For the avoidance of doubt, should a defender knock the ball
down or give away a Penalty, this does not mean that the Possession has been
completed, but rather the Possession continues.
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Highlight

Now formally adopted as a rule.

Previously this was only allowed as a result of competition by-laws or conditions of entry.
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Highlight

Formerly, players were to stand in the middle and behind the deadball line.
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Highlight

Players cannot return directly to the game from the sin bin area.





23 Dismissal

23.1 A player or official dismissed for misconduct is to take no further part in that
match and is to move to and remain outside the Perimeter for the remainder of the
match.

23.2 The dismissed player or official cannot be replaced and, in accordance with TFA
Disciplinary Regulations, that player shall receive an automatic two (2) match
suspension.

24 Drop-Off

24.1 Should a Winner be required in drawn matches, the following Drop-Off procedure
is used to determine a Winner.

24.1.1 Each Team will reduce their on-field Team to four (4) players and within 60
seconds take up a position to restart play from the Halfway Line, defending
the same end of the field as at the End of Play.

24.1.2 The Drop-Off commences with a Tap from the centre of the Halfway Line by
the Team that did not commence the match with Possession.

24.1.3 The Drop-Off will commence with a two (2) minute period of extra time.

24.1.4 Should a Team be leading at the expiration of the two (2) minute period of
extra time then that Team will be declared the Winner and Match complete.

24.1.5 Should neither Team be leading at the expiration of two (2) minutes, a signal
is given and the match will pause at the next Touch or Dead Ball. Each Team
will then remove another player from the Field of Play.

24.1.6 The Match will recommence immediately after the players have left the
field at the same place where it paused (i.e. the Team retains Possession at
the designated number of Touches, or at Change of Possession due to some
Infringement or the sixth Touch) and the Match will continue until a Try is
scored.

24.1.7 There is no time off during the Drop-Off and the clock does not stop at the
two (2) minute interval.

24.1.8 Substitution during the Drop-Off is permitted in accordance with normal
Interchange Rules.

24.2 Mixed gender Teams may have no more than (2) males on the field during the
Drop-Off.

24.2.1 In the case of a male player serving time in the Sin Bin at the commencement
of the Drop-Off the offending Team will start with no more than one (1) male
on the field.

24.2.2 Where a male player has been dismissed for the remainder of the match, the
offending Team will be permitted to have no more than one (1) male on the
field for the duration of the Drop-Off.

24.3 At the commencement of the Drop-Off, if there is a player serving time in the Sin
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Highlight

Drop-offs now start with 4 players per team (under normal circumstances).

See 24.3, 24.4 & 24.5 for scenarios when a player is serving time in the SIN BIN or has been DISMISSED from the game.
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Highlight

No longer based on who won the toss, but rather who tapped off in the first half.
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Highlight

This is not sudden death but rather a minimum 2 extra minutes of game time.



Kerrod

Highlight

There is no "right of reply"
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Highlight

There are now tighter rules around drop-offs in mixed games.





Bin and is yet to complete the required time, their Team commences the Drop-Off
with one (1) less player on the field than their opposition and continues to play
with one (1) player less until the Sin Bin period has been completed.

24.4 At the commencement of the Drop-Off, if a Team has had a player dismissed for
the remainder of the match that Team continues to play with one (1) player less
than the opposition Team for the duration of the Drop-Off.

24.5 For the avoidance of doubt for clauses 24.3 and 24.4 the non-offending Team will
retain a numerical advantage on the Field of Play during the Drop-Off.

25 Match Officials

25.1 The Referee is the sole judge on all match related matters inside the Perimeter
for the Duration of a match, has jurisdiction over all players, coaches and officials
and is required to:

25.1.1 Inspect the Field of Play, Line Markings and Markers prior to the
commencement of the Match to ensure the safety of all participants.

25.1.2 Adjudicate on the Rules of the game;

25.1.3 Impose any sanction necessary to control the match;

25.1.4 Award Tries and record the progressive score;

25.1.5 Maintain a count of Touches during each Possession;

25.1.6 Award Penalties for Infringements against the Rules; and

25.1.7 Report to the relevant competition administration any Sin Bins, Dismissals or
injuries to any participant sustained during a Match.

25.2 Only Team captains are permitted to seek clarification of a decision directly
from the Referee. An approach may only be made during a break in play or at the
discretion of the Referee.
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Appendix 1 - Field of Play
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