WESTPORT INDOOR TOURNAMENT
2011/12 rules & regulations
Please note that this is a less formal tournament environment, however we use the FIH Rules of Indoor Hockey 2011 unless otherwise noted.
A. MODIFICATIONS TO THE RULES OF INDOOR HOCKEY 2011

1. All Divisions
· A medical reason is not required for face protection equipment.  Cage/lacrosse-type goggles are permitted.
2. Age Group Divisions (U14, U16, U19)
· Mouth and shin protection is required
· No jewelry will be allowed
3. A running clock will be used
· The time out rule will not be used
B. UNIFORMS

1. Each team must have the same colored shirts with similar shorts and socks. Teams should have pinnies/white shirts available in case of conflicting colors.
2. Goalkeepers or designated goalkeepers must wear a completely different color shirt from that of the colors worn by both teams.
C. TEAM AREA & SUBSTITUTIONS

1. Players and substitutes are under the jurisdiction of the umpires during the whole game, including any period of temporary or permanent suspension, and are therefore subject to the umpires’ decisions under the Rules of Indoor Hockey.
2. Substitutions shall be made from the side of the pitch where the team benches are located and at, or near to, the center of the pitch.  Players coming off of the pitch shall also leave at the side where the benches are located.
D. POINTS

Teams will receive:

1. 3 points for a win
2. 1 point for a tie
3. 0 points for a loss
E. GAME TIME

1. Games in the Age Group Divisions will consist of 25-minute games with 5 minutes between games.
2. All games will start and stop with a central horn.
3. The first team listed on the schedule has the pass back.
4. Time lost due to injury or other “time outs” (penalty strokes, issuance of cards, etc.) will not be added to the game.
F. ARRIVAL TIME

Teams arriving for a match later than 5 minutes after the starting time forfeit that game.
G. TIES AT THE END OF POOL PLAY

If there is a point tie among teams at the end of pool play, the following procedure will be used to break ties:
1. Points
2. Head to head
3. Most wins
4. Goal differential
5. Goals for
6. Coin toss

H. CROSS-OVER PLAY
A. Middle School Division – Teams will be ranked within their pool for a final cross-over game. The 1st place teams from Pools A and C will play, and the 1st place teams from Pools B and D will play. The 2nd place teams from Pools A and C will play, and the 2nd place teams from Pools B and D will play. The 3rd place teams from Pools A and C will play, and the 3rd place teams from Pools B and D will play. The 4th place teams from Pools A and C will play, and the 4th place teams from Pools B and D will play. 
 B. High School Division - the placing for the cross-over will decided with the above procedure being used to establish who are the 1st, 2nd,, 3rd, and 4th placed teams in each pool. The top 2 teams in each pool will qualify for the playoff rounds.
The 1st place teams from Pools E and G will play, and the 1st place teams from Pools F and H will play. The 2nd place teams from Pools E and G will play, and the 2nd place teams from Pools F and H will play.

The winners of the #1 games will play for 1st and 2nd place. The losers of the #1 games will play for 3rd and 4th place. The winners of the #2 games will play for 5th and 6th place, and the losers of the #2 games will play for 7th and 8th place.
C. If there are three Pools the placing for the cross-over will decided with the above procedure being used to establish who are the 1st, 2nd,, 3rd, and 4th placed teams in each pool.

The first placed teams from each of the three pools will play in the Semi-Finals along with the 2nd place team with the highest ranking. The highest ranked 1st place team (seed # 1) will play the highest ranked 2nd place team (seed # 4). The 2nd and 3rd ranked teams (seed #s 3 and 2) will play in the other Semi-Final.

The other play-off games will be the remaining two 2nd place teams, the top ranked 3rd place teams will play each other, the bottom ranked 3rd place team will play the top ranked 4th place team, and the other two 4th place teams will play each other. 

I. TIES DURING PLAYOFF 
If a game is tied during playoff, the two teams will immediately take part in a 3-player stroke off.
1. A coin toss will determine whether the team chooses to stroke or defend first; the team “visitors” will call the toss.
2. If the score is tied after the initial stroke-off, the teams will go to a sudden-victory stroke-off using three different players from their roster.
3. The team that stroked first in the first round will now defend first.
4. If the score remains tied, the team will repeat the stroke-off in the sudden-victory format using the first round of strokers.  Strokes continue in the sudden-victory format, alternating first and second round strokers until a winner has been determined. 
J. APPEALS PROCEDURE FOR GAME PROTESTS: Game protests will not be allowed at the tournament.
Basic Rules for Indoor Hockey

Indoor Hockey differs from conventional 100 yard long outdoor hockey in that it requires tighter play in a smaller area.  Adaptation in the outdoor rules was made to compensate for this tighter play.  These rule adaptations require players to refine their passing and ball control skills.  In Indoor Hockey, boards are used along the sidelines.  The ball can be played off these boards and stay in play.

The Indoor Hockey rules are the same as outdoor rules with these exceptions:

1. Teams:  teams consist of not more than 6 players on the court (this may be 5 field players and a goalkeeper or 6 field players with a “designated goalie”).


2. Playing the ball: Players must not hit the ball, and must not raise the ball off the pitch except for a shot at goal. Field players must not play the ball while lying on the pitch or with a knee, arm or hand on the pitch other than the hand holding the stick.
3. Push-in:  for balls out of bounds over the sidelines, the ball is placed 1 meter inside the boards.  The opponents must be 3 meters away from the player taking the push-in.

4. Free Push:  all opposing team members must be 3 meters away from the player taking the free push.  If the free push is within 3 meters of the opponents circle, players from both teams must be 3 meters away.

5. Self Pass/Indirect Circle Entry: From a free hit outside the circle, the ball must travel 3 meters, or be touched by another player, before entering the circle. The ball may be played off the side boards directly into the circle.
6. Push out:  awarded when the ball goes out over the endline either a) by the attack, or b) unintentionally off the defense.  The defense takes the push out from the top of the circle in line with where it went out.  Opponents must be 3 meters away.

7. Penalty Corner:  all defenders must be behind the goalline and on the opposite side of the goalcage from where the corner is taken.  Only the goalkeeper may be in the goalcage. The ball must leave the circle and be brought back in to score.
8. Offsides:  there are no offsides in indoor hockey.

9. Fouls:  A player may not:

a. hit the ball;

b. lift the ball except for a shot on goal;

c. hit at or play the ball in the air;

d. “jab” tackle or play the ball intentionally into an opponent;

e. play an aerial ball outside the circle with a hand or dead stick (player must wait for the ball to settle)

