
     Technical Area - Rules and Guidelines                                                           
Technical Areas - 
                                                                                                                                                                Marked Technical Areas:   2 metres from touchline 3 metres deep x 10 metres long.    
Variations – must be at least 1 metre from touchline,- width typically 3 metres but this isn’t explicitly defined in the rules and up to a  maximum of 10 metres. And 5 metres from the halfway line.   
Technical Areas may be on both sides of the playing area                                              
Purpose:                                                                                                                     To restrict permitted personnel to a specific area during the match.
Permitted Personnel: Club coach ( or Director of rugby), Replacements, 2 water carriers, Physio and yellow carded players are the only individuals permitted within the technical area during the game, other than half-time.
Restrictions: Coaches and replacements are restricted to these areas when not actively involved in the game (e.g. during a substitution / water breaks / medical intervention).
Alternative if Marking Impractical: If it’s impractical to mark out technical areas, personnel must remain on the side/ sides of the pitch designated by the home club, between the centre and 10m lines, and 2m back from the touchline. (cones may be used to mark out technical area)
If the Club is using Cones to mark out technical area the Club takes full responsibility for all Safety Requirements.
RFU regulations require Technical areas to be marked out on any pitch that is being used for a RFU league or Cup game or in a competitive ( league) youth game. 
They are also required in Cumbria Cup games at any level.







Cumbria Referees Society Guidelines                                                To aid Referees and Clubs and ensure the safety of players and match officials.
Technical Areas Protocols                                                     Permitted Personnel
1. Coach
2. Replacements
3. Physio
4. Yellow carded player(s)
5. 2 water carriers
Responsibilities of Permitted Personnel
Coach or DOR
The Coach or DOR must always stay within the technical area. He can enter the field of play only at half time. If the coach wants to move up and down the touchline it must be done from behind the barrier. However, it must be one or the other he/she cannot switch it must be technical area or behind the barrier not both. They are not permitted to stand in or behind the in-goal area.
Replacements
Replacements must stay in the technical area and have shirt/top on that differentiates them from the players on the pitch. The only exceptions are.
1 During a break in play replacements ( acting as a water carrier) can take water on to the pitch, If a player requires water at any other time he/she must come to the technical area.
2. One replacement may enter the field of play to take on the kicking tee.
3. A player may leave the technical area to warm up prior to replacing a player. This must be done in an area that does not impact on the match in progress. 
4. If they are required to run touch.
Physio (medical)
The Physio must stay in the technical area except when entering the field of play to attend to an injured player. ( if they have concern re player safety they may move along the touchline to monitor the player but not to Coach the team.)
Water Carriers (2) Water carriers may only enter the field of play during stoppages in play,  and after a try has been scored. The Head Coach is not permitted to be a water carrier.
Yellow Card
When a player is suspended ( yellow card ) the player may stand in the technical area, but the player must stay silent and not shout instructions to the players.
Replacements
If a replacement is ordered from the technical area prior to replacing an on field player that player can take no further part in the match.


Overall Conduct
All people in the technical area are under the same jurisdiction and control as the players on the field and are subject to refereeing sanctions. Any person, including replacements, can be asked to leave the technical area. Serious offences can result in a red card being issued and reported in the normal way. Players and coaches often think that because they are in the technical area they are allowed to complain or abuse the opposition or the referee, they are not.  

Referee Responsibilities .   
 It is the Referees responsibility to manage Technical areas when the game commences.
 It is not the Referees role to Advise the Clubs . The Clubs must be aware of their responsibilities  
Advise the Home Club that if on arrival there are  if no Technical areas are  marked out the game will not commence until they are provided.
Monitor the behaviour of all allowed in the technical area.
                         
 Clubs Role and Responsibilities 
Clubs are responsible for awareness and ensuring compliance to  ALL RFU rules and guidelines
The Home Club has total responsibility for all safety Requirements    
Cumbria Referees Society requests that  when confirming the game to advise the opposition and the Referee, if the two technical are on both sides of the playing area.
Once the game has kicked off it is the home club’s responsibility that spectators are complying with the rules.
 Clubs must ensure all  their Players and Club Officials are aware of the personnel allowed in the Technical Area and the Technical area protocol.                                                           
 Ignorance of these guidelines will not be treated as an excuse for non-compliance.
Clubs are reminded - there are no variations to RFU LAWS, because of ground limitations.







