

Youth League Details
  
Team Entries 

Age group – U14, U16 & U18 
Teams should include FHBC Provincial, FHC Next Gen Athletes, and TAP athletes 
All players can play for 1 team only (in each age group)
Clubs must be registered with FHBC as a community Club

Team Benches
18 Players Max (including goal keepers) but no limitations to the roster
1 Manager, 1 Coach, 1 Assistant Coach

General Conduct
Negative vocal communication by team officials and players on the team bench must not in
 	any way be directed at the umpires, technical officials, or members of the opposing team.
The TD will take further disciplinary action after the match, depending upon the circumstances.
Players warming up on the sidelines must wear a bib or some form of clothing that is different in colour to both teams’ uniform.

Team Composition
No Limits to the roster. 18 players max at a game. 
All players must be registered with FHBC. 
No one can participate in more than one club in the tournament – including team managers.
Substitutions will take place within 3 meters of the centre line.
Time only stops for GK substitutes done with help of umpire.
Familiarize yourself with the Regulations around substitutions.

Match Duration
4 x15 minute periods 
2-minute interval at end of 1st and 3rd period
Teams will be called in with 30 seconds before the start 2nd and 4 period.
5-minute interval at end of 2nd period
Teams will be called in with 1 minute before the start 3rd period.
Matches should start on time to allow for full match time. 
Every team should have their own medical kit and ice at all matches

Penalties
Green Card - 2 minutes
Yellow Card - Minimum of 5 minutes
Umpires communicated length of suspection to TD on duty.
Time of suspension starts when player is seated at technical table.
Timing controlled by TD on duty.
TD will advise player when suspension is completed, and they can return to field.
If during a PC, the player must wait until the PC is completed or another PC is awarded.
Offending player must leave field immediately after card issued, if player interferes with the play while leaving the field, the card may be upgraded.
GK receiving card will have time stopped to return to game.

Uniforms and Team Colours

All players should be dressed their team’s official clothing as enter the field of play and during the entirety of the match. Players who do not fulfil these requirements will not be allowed on to the pitch, nor be allowed to take part in the game. The umpire will have the power to take this decision.

Every team should designate a captain from within their players list who will be the only representative of the team during the game. They should wear a captain’s band that identifies them and therefore makes them responsible for the behaviour of the players in their team and the only person who may acts as a spokesperson with the umpires.

Goalkeeper
Jersey must be different than both teams field player’s jerseys.

All teams

Additional items must be of similar colour to the adjoining piece.
TD will determine if colours of two teams are too similar
Away team will be required to change their uniform
TD will complete the score card and be responsible to send it in to the league organizer. 
Carry both sets of uniforms where possible.

Team Colours list
TBD

Equipment	
White or yellow dimpled Kookaburra ball 
Shin guards mandatory
Mouth guards mandatory

Standings
3 Points for a Win
1 for a Tie
0 for a Loss
1 additional point is available for the winner of the shootout (no ties in the shootout) 

Pre-Match Warm up 
3 minutes before game time teams will be called in.
Horn/whistle to call teams off field.
Captains called.
Final team preparations
At 1 minute to game time
Teams line up in front of benches.
Teams walk out, following the umpires.
Teams shake hands if possible 
Watering cycle will happen during warm up, we ask that teams are flexible with this

Match Details
· All matches are played on Crofton, Rutledge and Tamanwis fields, depending on age group. 
1. Rescheduling Games and Forfeiting 

A. No forfeits are allowed but If a game is forfeited there’s No Rescheduling – if teams cannot play then the team that cannot play will default both the win to the other team (5-0 win) as well as the extra shootout point
Forfeit Rules
· Forfeiting team loses by a score of 5-0 and loss of shoot out point.
· Forfeiting team to pay full umpire and field costs to the league
· Forfeiting  team loses 3 league points  
· $150 fine

B. If the team tasked with supplying umpires fails to fulfill their duty or if the umpires arrive late, the home team will forfeit the match by a score of 5-0 and forfeit any shootouts. In such cases, coaches are permitted to act as umpires, ensuring that the game proceeds as scheduled.
2. Technical and Organisation Zones

Rules about the behaviour of subs and other team members in dugouts

The only people allowed on the field of play and the only people allowed to sit in the dugouts are the players that appear on the match day report card, the coach, the team manager, and assistant coach. The umpires will order anyone who does not comply with the aforementioned conditions to leave the dugout and/or areas close to the dugout.
Observation:
The coach can stand but cannot move outside of the area of their team’s dugout.
In cases where the coach leaves their team’s dugout, the TD or TD will demand that they do not leave their designated area and if the coach continues to breach this.
The captain is responsible for the behaviour of their team in the dugout (subs, coach, team manager, medic and physio who should appear in the match day report card) during the entirety of the the game.
Bad behaviour of team members in the dugout could lead to a sanction for the team captain, as the person responsible for the behaviour of their team. This sanction will be a temporary ejection from the game with either a green or yellow card.

Dugouts
The dugouts and a 10x3m space continuing out from either side of the dugouts, cannot be occupied by any person who is not included in the match day report card or forms part of the competition organisers.
As a result, a 10x3m space, that cannot be occupied by any person who is not included in the match day report card or forms part of the competition organisers, should be clearly marked.
At the same time, the access behind the dugout and the technical table is only available to the people who are included in the match day report card or forms part of the competition organisers.
Rules about registering players
· From the moment of being registered, a player can only be registered and play for the Club that they have been registered for (ie. A player can play in two age divisions but only for the same Club). Player can be older when she’s in the correct grade at school. 
· Goal keepers are allowed to play one age group down. When a club has multiple teams in one age group goalkeepers are allowed to play for both teams in that age group.
· Players are allowed to play up one age group if they are in that respective age group school grade. 
· Each team is responsible for their players complying with this rule given that, breach of said rule could result in a sanction for both the player and their team.
· When registering teams and their members the following information should be included:
· Name of the club 
· Name and surname of the players
· Date of birth of players. The complete and exact transcription of the above information is mandatory and the club/team is responsible for the veracity of this information.
· Players can be called up as long as they have not played for another Club in the competition and they of the correct age. 
Protocol of verification and control of documentation
If players are all registered, then the TD can check the game card and check off the players before start of each match

If a player is called up then the coach or manager of the team must inform the TD before the game with specific details – name, date of birth, etc.

Coach/manager signs off the result at end of each game

Shoot Outs
In the shoot out competition there will be an alternative execution of 5 penalty shoot outs by 5 different players in each team. The team that scored the most from their 5 shoot outs will be declared the winner.
If, after finishing the 5 shoot outs there is still a draw then the competition will move into a sudden death format until one of the teams does not manager to score and the rival does. In which moment the competition will be over and the team that scored their shoot out will be declared the winner.
The sequence or order of the players will not necessarily be the same as that used in the initial 5 shoot outs.
Only players who are included in the match day report card and have not received a red card during the game are permitted to participate in the shoot out competition.
League Positions
When two teams are tied on points, the final classification of these teams will be established according to the following criteria and in the following order:
The result of the game played between said teams (not including the shoot out competition), with the winner being given the higher league position
The goal difference from the entire competition, with the team with the better goal difference given the higher league position 
Number of goals scored by each team, with the team with the more goals given the higher league position
A shoot out competition between the two affected teams
9. Coaching behaviour: 

Yellow Card: This is typically a warning. It serves as a formal notification to the coach that their behavior is not acceptable. The coach may have to leave the vicinity of the field for a specified period (e.g., 5 or 10 minutes). 
0. Red Card: This is more serious and results in the coach being ejected from the match. The team may have to continue without the coach’s presence for the remainder of the game. 
0. 
Dispute or Argument: If a coach is disputing or arguing with the umpire about calls during play, the umpire may warn the coach first verbally. 
Persistent Disruption: If the dispute continues or if the coach is being particularly disruptive (e.g., shouting, using offensive language), the umpire may then decide to issue a card. 

Types of Cards: 

Umpire's Judgment: Issuing a card is at the discretion of the umpire, who assesses the situation based on the severity of the coach's behavior and its impact on the game.



