Waynesboro Youth Soccer Association
Official Rules   4 v 4 Soccer Tournament 2010
 Current FIFA Laws will apply, except for these Rules of Competition: 
1. Age Groups:
          U-8  Born on or after 8-1-2001
          U-10 Born on or after 8-1-1999
          U-12 Born on or after 8-1-1997
          U-14 Born on or after 8-1-1995                                                                                                                                            High School – Must have attended high school in the 2009 – 2010 year                                                                                U35 – Born on or after 8-1-1974
                                                                                                                                           Over 35 – Born prior to 8-1-1974 
2. Level of Play - Recreational and Competitive 

3. In case of cancellation due to weather, a refund of $60.00/team will be given.  

I. FIELD: Games are played at Waynesboro Youth Soccer Complex at 11500 Country Club Rd, Waynesboro PA. The fields are approximately 25x40 yards. Each goal is 4’ x 6’.  A nine-foot NO-ENTER-ARC is centered on each goal. 

II. BALL: The ball is a size 4 for U8, U10 and U12 games and size 5 for U14 and older. 

III. PLAYERS: The game is played by 2 teams of 4 players each, with no goalkeepers. Roster size is limited to 6 players. A player may play on only one team within each age division, but may play in more than one age division. Age divisions are determined according to CPYSL rules, i.e., the player’s age as of July 31, 2009. 

If sufficient numbers of girls teams register, there will be Girls-only Divisions. The Directors reserve the right to combine Girls-only Divisions with the Co-ed Divisions to provide sufficient playing opportunities for all. 

The Directors also reserve the right to combine divisions within an age group (i.e. recreational and competitive) into a single tournament. 

Teams must be registered and present 30 minutes before the beginning of play for their age group, upon which they will receive any final rule changes and their game assignments. 

IV. EQUIPMENT: Players must wear shin guards and matching jerseys. In case of a conflict of uniform colors, the first listed 'home team' will wear pinnies or alternate jerseys. Appropriate foul weather gear (hats, gloves, sweat clothes) is permitted. 

V. DURATION OF GAMES: All games are 20 minutes with a brief half time. Each team will play a pre-determined number of games in the preliminary period. Depending on the Division, teams may successively play one game and sit one game, or games may be played sequentially. Minimum number of games will be determined by number of teams entered. 

GAME CLOCK: An Official Master-Field-Marshal Game Clock is used to START all games simultaneously, signaled by a single whistle or air horn blast. Two whistles or a single blast will signify that regulation time is over on this clock. 

VI. KICK-OFF: The home team is the first team listed on the schedule, will kick off. The visitor will choose which goal to defend. The ball may move forward or backward at kick-off.
VII. SCORING: Goals cannot be scored directly from a start or restart, i.e., a kick-off, kick-in, indirect kick, or drop kick, except that a goal MAY be scored directly from a direct penalty kick from the halfway penalty spot (see below). A goal may not be scored DIRECTLY from the defensive half of the field. 

VIII. BALL OUT-OF-TOUCH RESTARTS: A ball going 'out of play', whether over the goal line or touch line, is played “in” as an indirect kick by the opposing team. There are no throw-ins. Balls last touched by a defender that go out over the goal line will result in a corner kick and balls last touched by an offender will result in a goal kick at the top of the arc. The kicker has 5 seconds to kick the ball once the ball is properly placed for any restart. The penalty for delay of game is an indirect free kick. 
The defending team must be at least 3 yards from the ball on all restarts, except for drop kicks and except where the NO-ENTER-ARC makes this impossible. In the latter case, the defense is permitted a ‘wall’ on the arc, but the kick need not be delayed to prepare for this. 

IX. SUBSTITUTIONS: Unlimited substitutions can be made from the mid-field ‘on-the-fly’ during regular play and during ANY stoppage of play. The referee need not be notified. The player must exit at the mid-field before the substitute can step on, at the same mid-field point. An indirect free kick can be given for a premature entry or an exit or entry point violation. 

X. INFRINGEMENTS, FOULS, and MISCONDUCT: All referee decisions are final. Appeals will be heard and promptly ignored. 

TARDY: A team failing to enter the field of play at least one minute prior to the designated game start time will result in an automatic forfeiture. The score is recorded as1-0, against the offending team. 

INDIRECT FREE KICK: All minor infringements of the rules will result in an indirect free kick. 

DIRECT FREE KICK: Deliberate handballs, repetitious attempts to ‘kill the clock’, dangerous sliding tackles, and violent or intentional fouls will result in a direct free kick. 

PENALTY KICK: Any foul that would warrant a red card, or a defensive intrusion into the no-enter arc to prevent a goal, will result in a penalty kick taken from the center of the mid-field line against an undefended net.  All other players will stand behind and at least 10 feet from the kicker. The ball is considered dead if it does not enter the goal. There are no rebounds from a penalty kick; the defending team is given a goal kick. 

OFFSIDE: There is no offside penalty in this tournament. 

ENTERING THE NO-ENTER-ARC: An indirect free kick is awarded at a point 10 feet out roughly perpendicular to where the defender enters the zone, if the ball is not touched inside the arc. If a defender intentionally touches the ball while it is in the no-enter-arc to prevent a goal opportunity, a goal will automatically be awarded to the offensive team.  If a defender goes into and/or through this arc to gain a defensive advantage, a direct penalty kick from the mid-field line will be awarded. “Dead balls” in the no-enter-arc are retrieved at the referee’s signal and played as if it had gone over the goal line. A goal kick is awarded to the defense if an attacker intentionally enters the arc, whether or not the ball is touched. 

XI. CAUTIONS and EJECTIONS: Standard FIFA rules are used concerning yellow caution and red ejection cards. A red-carded player must sit out the remainder of that game plus the next game. The team plays a man short for the remainder of that game. The team need not play short during the subsequent game if it has a fifth player on the roster. Two red cards, or fighting, will result in the immediate and permanent ejection from this and all future tournaments. 

XII. DRAWS: All games ending in a draw in the preliminary rounds will remain as such. 

XII. SCORING SYSTEM: win = 3 points, Tie = 1 point, loss = 0 points. 

IMPORTANT: All coaches MUST sign or initial the referee's scorecard at the end of each game. The signed scorecard will then be turned into the Field Marshall. 

XIV. TIE BREAKERS: Ties for ranking points at the end of preliminary rounds are broken by results of : 

1. Head to head competition between the two
2. Goal differential (maximum credit of 4 per game)
3. Goals against
4. Penalty Kicks Sudden Death from midfield. 

PLAYOFFS: (If bracket requires playoffs) Games will begin on the Playoff Fields roughly 10 minutes after the completion of the last preliminary game for each age group. There is not less than five or more than 10 minutes between games. 
PLAYOFF DRAWS: A tie is decided by a penalty kick shootout among three of the four players on the field at the end of play. The shootout is a single shot from the center mark. The player is given 5 seconds to shoot. A coin flip called by the team with the lesser record will decide which team shoots first. The players must decide in which order they will shoot before shooting begins. After all 3 players have shot, the team with the most goals wins. If necessary, the shootout is repeated as a sudden death shootout with the same players, in the same player order, until a one shot decisive winner is determined. 

XV. TROPHIES: The first and second place teams will receive individual trophies. 
