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2011 FIL RULE CHANGES

Rule 1.A: Except for the goal line, all field markings will bet5.1.0.2 cm
wide. It is recommended that all linbe painted white.

Guidance: On multipurpose fields,i t s recommended t hat
be painted a single contrasting color.

Rule 6: Players may wear close fitting cloth sweat bands, but they may not

be worn to cover illegal jewelry.
arm pads.
Rulel1lA:Added: OAIll substitutions mu:

sustitution area. 6

Guidance. Playerssubstituting after a goal is scored must enter the game
through the substitution area but do not have to wait for the teammates
they are replacing to come completely off the field.

Rule 12.A: During the draw, a maximum of five players from each team
maybe between the restraining linethe centers and four other players

from each team. All othefield players must be belowither restraining
line.Players must not step on or over the center cirdlee or the

restraining lines until the whistle sounds to start plBpth goalkeepers

must remain bel ow/ goal side of the
the draw.

Guidance: When the game starts or restarts with a free position or a throw

at the center line rather than with a draw, players will take positions as they

would for the draw and must stand until the whistle sounds to resume play.

Rule 12.A.2.b: If both players draw illegallgndit cannot be determined
why the draw was illegal, or an umpidetermines that the draw was
unsuccessful because it was set incorrectlg, ampire will call time out to
reset the draw. ExceptionWhen agreed prior to thegaméevent the

clock will continue to run after goals if one team is leading by 12 or more
goas.



2011 FIL RULE CHANGES

Rule 14.D.1: When the goalkeeper is inside the goal circle and the
nearest playeto the ball when it crosses the boundarste will be
awardedthe ball inside the goal circte restart play

Rule 14.E: When a shot or adefleced shot goes out of boundsndthe
goalkeeper is inside the goal circle and the nearest player to the ball when
it crosses the boundary, stwill be awardedhe ball inside the goal circle

to restart play.

Rule 18.A: A team must not have more than seven attack players
below/goal side of the restraining line in their offensive/attacking end of the
field. A team must not have more than eight defense players below/goal
side of the restraining line in their defensive asfdhe field. One of these
eight players is usually, but not necessatiilg goalkeeper.

Rule 18.B: When a team is offside, the penalties for both attack and
defense offside are the same, and the free position is set relative to the
spot of the ball wien the violation is called. Violation of the restraining line

is a minor foul. Offside is an immediate whistle unless the defense is offside
when the attack is on a scoringay

Rule 19.A.5: A player must not allow any part of her body to deliberately
impede, accelerate or change the direction of the ball.

Guidance:o De ! | ber at eo [ mplies i ntent and
actions on the field. Ball contact from an unexpected deflection may not be
deliberate.

Rule 20.A.12.a and 12.b, clarification : When the defense is called for a
three second violation and:

a. The attack player in possession of the ball is above or below the
goal line extended, the free position will be set relative to the
position of the ball to restart play.

b. Theadvantage flag was raised for the violation and the scoring
play ends without further foul or shot on goal He free position
will be set relative to the spot of the ball when the flag was raised.
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2011 FIL RULE CHANGES

Rule 20.A.13, added: A player musnot use the shaft of the crosse to
hit, push, or displace an opponent.

Rule 22.B.2: A player receiving a yellow card must leave the field for a
two minute timed penalty suspension; a substitute may not take her place.
Her team must play with one less player below/goal side of the restraining
lines for the duration of the two minute pengj.

Rule 24.G: For FIL Tournaments, a penalty point system will be in place
for players receiving warning cards for personal fouls and to deter
unsportsmanlike or dangerous conduct by players.

RULE 25: MANUFACTURER3S SPECI F
2010 MODIFICATIONS

Rule 25.A.8: Sidewall stringing holes: Pockets must be attached to and
anchored along the bottom rail of the sidewall through stringing hdles.
distance fom the bottom of the sidewall to the bottonof the stringing
hole shall not banore than 1.0 cm.

Guidance. Decorative holes in the sidewalls that do not meet these
specifications may not be used as stringing holes.

Rule 25.D.1.a: Longitudinal leather or synthetic thongs shall@& cm
to 1.0 cm wide. Thongs may now be made of twisted nylon cording.

Rule25:For al |l FI'L Womends World Ever
crosses that have been evaluated and approved by the laboratory three
months (90 days) prior to the scheduled firstydaf play

NOTE: All modificationamadeto Rule 25since 2007 are highlighted in
gray.



RULE 1: FIELD MARKINGS

The playing area will be marked wittsalid lined rectangular

boundary, 100 to122 meters long between end lines and 50 to 60
meters widebetween sidelinegzour cones may be used to mark the
corners of the fieldExcept for the goal line, all field marking lines will
be 5.1 to 10.2 cm wideThe goal line will be 5.1 cm widk.is
recommended that all lines be painted whido unauthorizedines

or marksmay be added to the field. A playing area of 122 x 60 nsete
is desirable for FIL events. (Rule 24)

The playing area must be flat and free of stones, glass and protruding
objects. The team bench sideline boundamnystbe 4 meers away
from the scorerds tabl e. There n
opposite sideline and spectatofBhere must be 2 to 4 meters adpace
beyond the end line boundaries and any natural or artificial objects,
such as trees, bushes, athletic tradences, spectators, or stands.
Guidance: Spectators must stay back at least 4 m from the sidelines and

are not allowed directly behind the team benches or score table. No
spectators are allowed behind the end lines unless permanent seating is
avallable.

A goal line will be marked at each end of the fidlle goal lines will
be no less than 82 mete and no greater tha®2 meters apartThe
goal lines will be 1.83 meters in length and will be marked parallel to
the end lines. (Rule 2)
Theremustbe 9 to 15 meters of playing space behind each goal line
running the full width of the field. The 9 to15 meters of playing space
behind each godine ismeasured from the back, outsigsige of the
goal line extendetb the front, inside edge of the enihk.
1. Two small circles 15 cm in diameter must be added to the field
behind each goal, 4 meters in from the boundary ahdneters
from the center of the goal line. These marks indicate the nearest
spot to restart play when the playing space from theldive to
the end line boundary is less than 15 meters.
Around each goal line, a goal circle will be marked. It will have a radius
of 3 meters measured from the center back edge of the goal line to
the outside edg of the goal circle. (Diagrad)
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RULE 1/ FIELD MARKINGS

F. Restraining lines will be marked aah end of the field27 meters up
field from each goal line. These solid lines will extend across the full
width of the field. The 27 meters imeasured from the back edge of
the goal lingo the front/midfield edge of the restraining line.

G. Inthe center of the field, a center circle will be marked and have a
radius of9 meterswhen measured from the center of the circle to its
outside edge. Through the center of this circle, a centee I3 meters
in length will be marked parallel to the goal lines.

H. Directions for marking the 11 Meter Area and the Marking Area.
(Diagram?2)

1. Locate D, a point on the center, back edge of the goal line. Using
point D as the center, draw a circle thi aradiusof 3 meters
measured from point D to the outside edge of the goal circle.
Lightly mark lines AB and DB as shown.

2. Using point D as the centelightly draw a semicircle with i@dius
of 11 m measured from point D to the outside edge of the
semicircle. Mark point G (perpendicular to tlenter of the goal
line at D).

3. Connect A to B and extend this line to the 11 meter semicircle.
Mark point C on each side as shown. (Lines BC are at’a 45
degree angle to the goal line extended; <EBC 345

4. Draw a hash mark 31 cm in length at point G. This hash mark will
be perpendicular to the center of the goatdi and bisected by the
11 metersemicircle at point GMake three additional hash marks
on the semicircle every 4 metexa each side of point G. There
will be a total of seven hash marks as shown.

5. At point H, 11 meters from the center of the goal circle on the
goal line extended, draw two additional 15 cm marks that are
perpendicular to the goal line extended. (Thewsarks are not
hash marks but indicate where the 11 meter semicircle would
intersect the goal linextended if the semicircle wadrawnas a
solid lIline.) This entire &demic



RULE 1/ FIELD MARKINGS

6. Mark the curve of the arc with a solid line from C to C. Mark
each side of the arc with a solid line from B to This smaller

enclosed area is calTlhed 6tph e 60 ¥

<HBC, is referred ttdheaMad ki nMe
7. Measurements

A-G = 14.0m B-C = 8.65m D-H=11.0m

A-C =12.85m D-G =11.0m D-E = 15.0m

A-B=4.2m D-C =11.0m <EBC =48

I. 15 Meter Fan:
Using point D as the center, draw a semicircle with a solid line and
radiusof 15 meters measured from D to the outside edge of the
semicircleThi s entire semicircladi s c
intersects the goal line extended at point E, as shown. The 15 meter
fan designates the maximum distance for calling obstruction of the
free space to goal. It also defines the part of Huwantage flag area
above/in front of the goal line extende@iagram 2)



RULE 1/ FIELD MARKINGS

9m215m

o
g
<
S
c
5 §
£ - —
é Restraining Line

p.e

SR 82m > 92m
<
£
e e
A £ ta7m
E -
3
(L4

A\l

9m215m

< >y

Guidance: No additional lines or marks may be added to the field.

Diagram 1
Field Markings
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RULE 1/ FIELD MARKINGS

J.

Diagram 2
Directions for M arking the 11 Meter Area, the
Marking Area and the 15 m Fan

A scorerf6s and ti mer
meters box that is s
bench side of the field.

Eact eamds substitution area wil
two cones/ markers placed 4 meter
ti merds table extended. Pl ayers
this gate area only. Players waiting to substitute must stand behind the
markers and are the only team/bench personnel permitted in the
substitution areaThe coaches and otheeam benclpersonnel must
remainoutside the boundary, behind theJel of the score table
extendedand inside the team bench area. The team bench areas will
be 28 meters long and 5 meters deep

0s tablIxé wil
et 4 meters
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RULE 1/ FIELD MARKINGS

Team Bench Area Sub Score Sub Team Bench Area
28m x 5m Area Table Area 28m x 5m
4m 5m x 5m 4m
@) Q ©) ®
4m I A 4m
Y
Boundary Line Boundary Line
Diagram 3

Scor er 0 s Table, A@bstitution Area &
Team Bench Area

NOTE: Domesticallf]L emerging addveloping nations ncapose tplay

the followinghodifications:

Teams plagn the smaller field, 82m between goals.

A full squad of 16 players.

Tenplayers per team on the field time. One playerigsually a
goalkeeper.

A team must not have more than seven attack players below/goal side «
the restraining line in their offeresid of the field or more than eight
defense players below/gatg of the restraining line in their defensive end
of the field. One of these eight players is usually, but not necessarily, th
goalkeeper.

wh e

e

For al |l FI'L Event s, the official F
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RULE 2: THE GOALS

A. A goal cage will be placed in each goal circle.

1.

A goalcageconsiss of two vertical posts/pipes joined at the top

by a rigid crossbar. The posts/pipes will be 1.83 meters apart and

the top horizontal crossbar will be 1.83 meters from the ground.

All measurements are inside measurements. The goal posts/pipes

and crossbar il be 51 cm square or 5L cm in diameter and

must be silver or painted white or orange.

a. If afreestanding goal is used, all ground, side and center back
supports must be padded theéntire lengthwith material
that limits the rebound of the ball. Is not necessary to pad
goals with flat or angled ground supports that prevent the ball
from rebounding off the supports into the playing area. No
supporting braces should be placed in the corners of the goal
that would prohibit a gal from being scoredDiagramb)

Mesh cotton or nylon goal netting must not be larger than

4 cm. The goal net must beecurely attached to the postspes,

the crossbar and to a point on the ground 2.1 meters behind the

center of the goal lineThe net should be strungptlimit the

rebound of the ball.

a. Any structure supporting the net behind the goal must allow
the goalkeeper to move freely in the back part of the goal
circle.

The goal linewill be drawnbetween thetwo goalposthipes and

mustbe continuous withthem and the same width as thgoal

posts/pipes, 5.1 crtRule 1.A)
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Diagram 4

Rule 2
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RULE 2 / THE GOALS

Goal Circle and Goal Cages



RULE 2 / THE GOALS

SUPPORTS MUST BE PADDED

Rounded Pipes Darkened supports must be padded
the entire length with material that
limits the rebound of the ball.

SUPPORTS WHICH DO NOT REQUIRE PADDING

Flat Supports where the bottoms Angled Ground Pipes which prevent
are flat metal, not pipes. the ball from re-entering the playing
area after hitting the ground.

Diagram 5
Goal Supports
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RULE 3: THE CROSSE

The full cossespecifications are1 Rule 25Manufaat r er 6 s Speci
Only those aspects of the crosse specificatitimat are necessary and
useful for umpires, coaches ankhyers during a game are includeelow.

A. All Field Crosses:

The primary intent of the field crosse specifications is to ensure that

the ball moves freely within all parts of the head and pocket so that

the ball may be dislodged from a crosse without an excessively
forceful check. A crosse that has been alteredurch a way as to give
an unfair advantage to a player is illegal.

1. The head of the field crosse will be constructed of wood, plastic,
fiberglass, nylon, leather, rubber, gut, and/or any other synthetic
material.

2. The head of a field crosse wileliriangular in concept.

(Rule 25, Diagrams 12 &3)

a. The inside width between the sidewalls of the head must
continually increase from the center of the bridge or ball stop
to the widest point at the top of the head. At the widest
point at the topof the head, the inside widthetween the
walls of a plastiotolded head crosse will be 16 cm minimum
and 15 cm to 16 cm for a wooden crosse.

b. There may be no protrusions or outcroppings on the inside
surface of the sidewalls. The sidewalls may not be lined with
any additional material.

3. The handle of the field crosse
be constructed of wood, metal alloy ather composite material.
The crosse will not have sharp or protruding parts or edges and
will not be dangerous to players in any way.

Guidance: A *bent* handle may only be used with the heads that

are specifically designed to accommodate them. *Bent* handles

are head and manufacturer specific.

a. Recessed metal screws with rounded heads will be used to
attach the head of a plastic molded head crosse to the handle.
The butt ends of all handles will have an end cap, be taped or
sanded smooth, if wood.

16



RULE 3/ THE CROSSE

4. The overall length of the fid crosse will be 0.9 m /90 cm
minimum to 1.1 m/ 110 cm maximum. End caps are included
when measuring the overall length of a crosse.

Guidance: Junior players who are under the age of 15 may use a
crosse shorter than 0.9 m to allow it to fit comfortably along the
/ ength of the playerdés arm

5. The pockets of all field crosses will be strung with 4 or 5
longitudinal leather and/or synthetic thongs and 8 to 12
knots/stitches of cross lacinijlesh po&ets are not allowed.

a. Longitudinal thongs shall #e3 cmto 1.0 cm wide. Thongs
mustnottouchand must &dnominall yd &
the length and across the width of the head. Loose ends of
thongs may not be woven back up through the pocket of the
crosse and during play must be secured to the handkhef
crosse. (Rule 25, Diagrafr®).

b. Crosslacing in a traditionally strung pocket is defined €8
knots/stitcheswhere two strings intertwine aa common
pl ace on a thong and evenly
the shape formed between longitudinal knots on a thong and
horizontal knds.)

c. Crosslacing in a prananufactured detachable pocket is
defined as 8.2 evenly spaced pocket nylon laces that are
sewn or traditionally woven between evenly spaced
longitudinal thongs. Extra lengths of sidewall nylon ties must
be cut to 4 cm maxihum.

d. Pockets must be attached to and anchored along the bottom
rail of thehead through stringing holes. The distanwaf
the bottom of the sidewall to the bottonof the stringing
hole shall not banore than 1.0 cm.

Guidance: Decorative holes in the sidewalls that do not meet
these specifications mustnot be used as stringing holes.

6. Field crosses will have no more than two separate shooting/throw
strings. Shooting/throw strings will not be rolled or coiled more
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RULE 3/ THE CROSS

than twice between each thong. Flat hockey or boot laces may

not be used as shooting/throw strings.

a. Both shooting/throw strings must be attached in the upper
third of the head, or the top shooting/throw string must be
attached in theupper third of the head, and the bottom
shooting/throw string may be
must be attached in the upper odwlf of the head, as
measured from the top, outside edgé the scoop. (Rule 25,
Diagram16)

7. The field crosse meets spiicatiors if:

a. It complies with the criteria in this rule and in the
Ma n u f a cSpegifications felid¢ld crosses as approved by
the FIL in Rule 258

b. The top of the ball, when dropped into the pocket of a
horizontally held crosse, muske visible and remaiabove
the top of the entire wooden or plastic sidewall wall after
reasonable force with one hand has been applied to and
released from a ball.

c. The ball must move freely within all parts of the head and
pocket, both laterally and along its full length. The ball must
not become wedged between the wallsder the guard or
the bridge of a wooden crosser in the ball stopor under
the walls of a plastic/molded head crosse. The ball must easily
fall out of the po&et of the crosse when the crosse is turned
upside down.

8. At any time during playan umpire may take time out tmspect

the pocket ofa field crosse, or any playen the field may request

an umpireto inspect the pocketofan pponent datanyr o

time during playthe ball becomes lodged in a figddl a yc®ssé s

the crosseno longer meetsspecificationsThe umpire will take

time out to remove theillegalcrossetothes c or er 6 s t ab

To resume play,ie opponent nearest to the bakill be awarded

afree position for a minorfoul. (Rules19.A.1419.A.15& 19.A.16)

18



RULE 3/ THE CROSSE

B. Goal keeperds Crosse

1.

2.

The crosse will be constructed of wood, plastic, fiberglass, nylon,
leather, rubber, gut, and/or any other synthetic material.
The handle of the crosse will be straight and may be constructed
of wood, metal alloy or other composite materi®®ecessed metal
screws with rounded heads must be used to attach the head to
the handle. The butt end of the handle will have an end cap, be
taped or sanded smooth, if wood.
The crosse mushot have sharpr protruding parts or edges,
mustnot be dangeous to players in any way.
The overall length of the crosse will be®Ometers/90 cm
minimum to 1.35 meters/135 cm maximum.
The entire head of the crosse will be triangular in concept. The
inside width between the sidewalls of the head must coratilyu
increase as measured from the center of the bridge or the ball
stop to the widest point at the top of the head.
The pocket of the crosse may be strung traditionally with 6 or 7
longitudinal leather or synthetic thongs and 8 to 12
knots/stitches of ansslacing, or the pocket may be mesh.
The goal keeperds crosse may ha
throw strings and flat hockey/boot laces may be used as
shooting/throw strings. There are no restrictions regarding the
design or placement of shooting/throwrisgs in the pocket of
the crosse.
T he g o aslchoseneets specifications when
a. It complies with the criteria in this rule and in the
Manufacturerds Specification
approved by the FIL in Rule 25.E.
b. The balimoves freg} within all parts of the heagbcket,
both laterally and along its full length.
c. The crosse with the ball in it is held at eye level with the long
axis of the stick vertical to the groundandmore than one
half of the balls visibleabove the ball stop.
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RULE 4: THE BALL

A. The ball will be solid, smooth rubber and may be any solid color. For

FIL tournaments, the color of the ball must be solid yellow. (Rule 24)

1. The circumference of the ball will not be less than 20 cm or more
than 20.3 cm.

2. The ball will weigh not less than 142 grams or more than 149
grams. It must have a bounce of not less than 1.1 nseted not
more thanl.3 meters when dropped from 1.8 nees onto
concrete at a temperature of approximately i@ to 23°C.

RULE 5: TEAMS

A. A game is played between two teanfar FIL events, a roster of
eighteen (18) players constitutes a full team; the remaining six (6) are
substitutes Any numberof players up to twelve (12) are permitted on
the field at the same time. One of the twelve players on each team
may be a goalkeeper. If a team chooses to play without a goalkeeper,
an unprotected field playe@l e p unbay d@nly enter the goal circle
accading to the criteria in Rule 17.A.4 and mustverenter the goal
circle to defend a shot(Rule 23: Definitions)
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RULE 5/ TEAMS

FIRSTHOME A
SECOND HOME A
THIRD HOME A A RIGHT ATTACK WING

A LEFT ATTACK WING

A\ LEFT DEFENSE WING

THIRD MAN A A RIGHT DEFENSE WING
COVERPOINT A
POINT A

N ”

1 A 1

\Y/ GOALKEEPER

Diagram 6
Team s
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RULE 6: UNIFORMS AND EQUIPMENT

With the exception of the goalkeeper, all team members must be
dressed uniformly. The goal keepe
her teamds top and must shoaldewor n
arm pads The bottom of her uniform must be the same predorant
color of her teambds kilt or shor
Each pl ayer 6s bemmbemdideticalyran theé fromu s t
and backEach team member will have a different number and the
color of the numbers must clearly contrasiith the color of the
shirts. If a team wears a patterned shirt, the numbers must be
superimposed on a solid, clearly contrasting color block background.
1. Numbers must be solid block font Numbers on the center
front of the shirt must be at least5 cm tal] and numbers on the
center back of the shirt must be at lea®d cm tall For FIL
Tournamentsnumbers 140 only are permitted on team shirts.
(Rule 24)
All visible garments worn on the field are considereddmpart of the
team uniform. All Visible garments worn under the Kilt or shorts must
be the same predominant color as the kilt/shorts, or be one solid dark
color. All visible undergarments worn under the uniform shirt must be
the same predominant color as thaniform shirt. All players wearing
visible undergarments must be dressed in the same solid color.
Guidance: This ruling does not apply to medical sleeves.

Players must wear shoes with plastic, metal, leatteubber
cleats/studsSpikes are not peritied. Regardless of their
composition, the exposed surface of dllids/cleats must be smooth.
All players, including the goalkeeper, must properly wear a
professionally manufactured intomal mouth guardhat fully covers
the upper jaw teeth. Moutlguards must not be altered to decrease
protection and field players must remoyeotruding tabs. Closditting
gloves, nose guards, and eye guards may be worn. Field players are nc
permitted to wear headgear or face masks.
1. Players choosing to wear eyguards may only wear eye guards
that comply with all safety aspects in FIL Rule 6.H.
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RULE 6 / UNIFORMS & EQUIPMENT

Guidance: Eye guards worn during an FIL contest must comply with
the safety aspects listed in Rule 6, or meet certification requirements
of any country, organization or standard. However, the FIL does not
guarantee the safety of the eye guard to the player wearing them or
other players. The FiLdoes not monitor the safety or effectiveness of
any eye guards, such as the ability to withstand impact from a ball or
a crosse, ror does the FIL review or approve the certification process
of any country, organization or sta ndards organization .

A player may wear prescription glasses or sunglasses, and
Shatter resistant frames/lenses are strongly recommended.

2. Additionalprotective devices warranted ogenuine medical
necessity will be evaluated beforestgame and may be worn
provided the umpires agree that tregquipment is not dangerous
to other players. All protective devices must be close fitting and
padded where necessary and must not be of excessive weight.

F. Players may wear securely taped medatait jewelry with

information clearly visibland close fitting cloth sweat bandshey

must remove any other soft jewelry, necklaces, earrings, bracelets, and

watches. Rings must be taped securely to the player or be removed.

Flat barrettes or hair slideare legalHats/visors with soft neoprene

brims may be wornThe umpire may rule any hair or body decoration

as dangerous to the player or to others and remove it from the field

of play. If applicable, the player will be penalized for a minor foul.
Guidance. Sweat bands may not be worn to cover fllegal jewelry.

G. The goalkeeper mat wear a chest or body pa@, helmet with
facemaskand an attached throat protector. The distance that the

throat protector hangs from the helmet must be less than the

diameter of the ball. In addition to the attached throat protector, a

wrap-around type throat protector may be worn.

1. The goalkeeper may wear padded gloves, shoulder/arm pads and
leg pads. All pating must fit securely anabt increase the width
ofthegoal keeper s body b e@addingthet h
maximum thickness of padding i€@ntimeters.Padded gloves
must be tiedsecurely at the cuff and must not have any webbing.
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RULE 6 / UNIFORMS & EQUIPMENT
H. No equipmaent, including protective devicemay be used unless it

complies with Rule 6,,andéheaunpieest ur
agree that the equipment is not dangerous to other players.

RULE 7: CAPTAINS

Each team will designate one speaking captain for the game. The designate
captainmaychoose to wear a distincty  ar mband. The cafy
will be noted on the official team score sheet

A. The captain will:

1. Meet with the charge/head umpire to call the coin toss for choice
of end to defend. The visiting or lower seed team captain will call
all coin tosses.

2. Meet with the umpires to agree on the length of playing time and
halftime intermission.

3. Meet with the umpires to be informed about the safety and use of
protective equipment that will be used during the game.

4. Indicate that her team is ready to play at the beginning of each

half.

Indicate a substitute for an injured player or suspendegyei.

Confer with the umpires if weather conditions or any other

extenuating circumstances make the continuation of the game

guestionable. (Rule 10.F)

7. While on the field, be permitted to request a team time out
directly to the umpire after gyoal has been scored. A coach may
request a team time out throug

8. Approach the umpires for clarification of rules during a team time
out, at halftimgand immediately following the game. A coach may
request a ruleglarification from the umpires during haifne and
at the end of the game, buiot during a team time out. (Rule 8.A)

9. When ateam receivesheir first green card for delaying thgame
orotherper si stent minor f oexttosheir a
capt ai rordtlse teama so@e sheet. (Rule 22.p.1
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RULE 8: UMPIRES

The umpires will enforce the rules in accordance with the procedures and
guidelines set forth by the FIL. The umpires are solely responsible for
judging safe and fair play,ahd u mpi r esd deci si ons a
without appeal.

NOTET he FI L wo me n ddsvelgpmgan appealipochssildr r e
there be a misapplicatmi t he rul es. Any <change
regard will be available to countries delltheekite wheifinalizecand

accepted by member nations

A. The umpires will:

1. Be in charge of game 30 rimutes prior to the start of the game.

2. Prior to the game, inspect the grounds, goals, the ball, crosses,
clothing, boots/shoes, jewelry and piotective equipment to
ensure they comply with the rules
Guidance: Careful inspection of all equipment prior to the start of
the game eliminates unnecessary delays and penalties. All crosses
must be measured and pockets checked, regardless of whether or
not they will be used in the game.

To check crosses, players fon a line and hold t heir crosses
raised horizontal at shoulder height. The umpire drops a ball into
each of the crosses. Tie top of the ball must be seen and remain
above the entire top edge of the wooden or plastic sidewall after
reasonable force with one hand has been applied to and released
from the ball. The ball must move freely within all parts of the
pocket and head. The ball musteasily fall out of the pocket when
the crosse is turned upside down. Umpires must also look for rough
or sharp edges on any part of the crosse.

If the crosse s illegal, the player moves away from the line. All
players with illegal crosses or equipment will remain together and
aajust their equipment for re -inspection by the umpire. If a crosse
cannot be made legal prior to the start of the game, the crosse
must remali n at t hedustoowaftbehdlsifa abl e
crossecan be made legal during halftime, the crosse may be
rechecked and used in the second half and overtime.

3. Agree about the safety of protective equipment warranted
genuine medical necessity. (Rule 6)
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RULE 8 / UMPIRES

10.
11

12.
13.

Ensure that thescorer and timerunderstand their responsibilities.
The charge/head umpire will conduct all coin tessvith the
captainsand the visiting teanwill callall coin tosses.

When three umpires call a game, the charge/head unwille

begin the game in the ctar position, and theywill rotate their

field positions clockwise following every goal or every two goals.
When two umpires calh game, the charge/head umpire will be

on the table side of the fieJ&nd theywill officiate on the same

side of the fieldor both halves 6the game.

Agree with the captains and/@oaches on the lengtbf playing

time and halftime, andyaee whether or not to stop the clock

after goals if one team is ahead bydranore goals. (Rule 1D)
Confer with the captains and/or coaches if weather conditions or
any other extenuating circumstances make the continuation of the
game questionable. If a game must be interrumeduspended,
the umpireds decision is final
Officiatethegme i n accordance with th
Report goals and player warnings or suspensions to the scorer.
Be available tolarify rules for the captains during a team time out
and for captains and coaches during halftimeienmdediately
following the gme.

Make the game official by signing the team score sheet.

Wear a black and white vertical stripe (2.5 cm) shirt and/or

jacket, a black kilt, appropriate length black shorts or black long
pants. Black or white visors/hats, blaakvehite short socks or

long black socks may be worn. All other garments and accessories
must be black. It is recommended umpires be similarly attired.
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RULE 9: SCORERS AND TIMERS

A. The scorer will:

1.

2.

Record the rosters, names and shitumbers, of both teams on
the team score sheet 20 minutes prior to the start of the game.
Keep an accuratrecord of the goals scored artdam time outs,
and display an accurate score for all participants.
Record all warning and suspension catts,time on the game
clockwhenthe player is suspended and the time the player or her
substitute may reenter the game. Inform the carded player and
her coach at what time the penalty suspension will expire.
(Rule 22)
Guidance: Inform the nearest umpire when a yellow card is a
pl ayerds second and a green card
Cards for personal fouls are: yellowo y 6, yebyobwbyr ed
red-0r O. Cards for delay of game o
violations are: green0 g 6, gr e-®@m/ w&l | @awm @ gy rrece n
Inform the nearest umpire when there has begmillegal
substitution. An extra player, an ineligible suspended player or an
illegal player, one incorrectly or not listed on the team score
sheet, are all illegal substitutes. (Rule 11.A)

B. The timer will:

1.

2.

Prior to the game, confirm with the umpirgke length of each

half and overtime, when played.

At each draw, start t ldRuled ock
10.D.1, 12. A2 & 19.A.9)

Stop the cl ock atdgbahsignalaftgachr e 6 s
goal for the entire gameexception Upon agreemenprior to the

game or event, the clock will continue to run after goals if one
team is leading by 12 or more goalsmers will rotify the

umpires when there is a 12 goal differeniRules 10.D.1)

During the last two minutes of eadhalf, stop the clock on every
stoppage of play. When play is stopgeribr to the last two

minutes, the timer will stop the clock when it reaches twortes

if play has notresumed-he c¢cl ock will resta
whistle.
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RULE 9 / SCORERS & TI MERS

10.

Notify the umpires when there are twminutes remaining in each
half and display a yellow flag
Notify the umpires when there are 30 seconds remaining in each
half and replace the yell owag. fl
Guidance: On game fields where a score board with an electric

clock isclearly visible, use of the yellow and red flags is optional

when agreed prior to the game or event.

The timer or reserve umpire will verbally count down the last 10
seconds of each half to the nearest umpire and sound the horn
when time is expired.

Guidance. The horn will indicate the end of time in each half.

When a horn is not available, the field ump i r e &tk (ttwek short
blasts) will indicate the end of time. (Rule 10./)

Notify the umpires and sound the horn when two minutes remain
during halftime intermission. (Rule 19.A.21)

Time the recovery ime allowed for an injureglayer. A field

player is allowed up to two (2) minuteand the goalkeeper up

to five (5) minutes recovery time.

Time the penaltysuspensions of:

a. Two minutes before thesuspendegblayer or a substitute

may enter the game following a personalgwl card.

b. Five minutes before a substitute may enter the game following
apersonal yellow/redard shown together.

c. Ten minutes before aubstitute may enter the game
following a personal straight red card.

d. Five minutes before theuspendegblayeror her substitute

may enter the game flowing a team green/red card.

1) Inform the nearest umpire if a suspended player or a
substitute re/enters the game before the timed penalty
suspension expires. The player or her team must reserve
the penalty suspermi. (Rules 22.B. & 22.D)

2) Inform the umpires if a penalty suspension will carry over
into the second half.

11. Time the 90 second team time out following a gq&ulel10.H)
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RULE 9 / SCORERS & TIMERS
12. When an umpiresoundsthe whistle and signals time qutop the

clockfor unusual circumstances timoserequired byRule 10.E.
Play will resume accordirtg Rule 12.C.

RULE 10: DURATION OF PLAY

A. The duration of the game will be 60 minutes maximum; two 30 minute
periods/halves.

B. The horn indicates the end of time in each half and overtime period.
After halftime, wiich may not exceed 10 minutegams will change
ends.

Guidance: The length of the halves may be reduced for competition
that is not an official FIL event. The umpires and captains/coaches must
agree on the length of the halves.

C. The umpireds whistle starts and
to stop play, all playergxcept br the goalkeeper wheshe is inside
the goal circle, mush s t amd andy not moveintil the whistle
soundst o resume play. The game begi
whistle at the opeing draw. The game is restartedth a draw after a
goal is scoredfollowinga team time out, and followinigalftime
intermission In some instanceshe game begins with a throw or a
free position.

D. The clock is stopped olsignallkvieena mpi
goal is scoregdand at every whistle that stopsgy during the last two
minutes of each half. When play is stopped prior to the last two
minutes, the timer will stop the clock when it reaches two minutes if
play has not resumed

1. Exception Event coordinators, coacheslptains and umpires
may mutually agree not to stop the clock after goals if one
team isahead by 12 or more goals. If the goal difference
becomes lesthan 12 goalghe stop clock will be reinstated.
The clock willalwaysstop on every whistle that stops play
within the last two minutes of each half.

29



RULE 10/ DURATION OF PLAY

E. Play shouldbe continuous, buat the discretion of the umpirea time
out may be taken for unusual circumstas@ecluding: a broken
crosse,an animal on the field, a lost ball or a ball thas gone too far
out of bounds, an inadvertent whistle, delay thegame orspectator
interference The umpires must also stop play fatliness, mjuries and
accidents, to issue warnimgrds, to inspect a crosse and temove
illegal substitutedn some instances the clock will stop to reset
draw.

F. If weather conditions or any other extenuating circumstances make
play dangerous, the umpires will suspend the game after consultation
with the captains/ coaaefirals. The u
Guidance: Umpires must be cautious about deciding to continue a
game when weather conditions become a factor. Safety must be the

pri mary concern. Secondary consi der
time and expense.

FIL Lightning Safety Policyd When an umpire, athletic trainer or
other official staff personnel hears thunder or sees lightning, activate a
safety plan. Game personnel should identify a safe shelér before the
start of an event or game. At ANY sign of lightning, the field and site
must be cleared. Play should not resume until atleast 30 minutes after
the last thunder/ lightning strike.

G. A game is considered legal and complete if 80% of the playing time has
elapsed. Eighty percent of a 60 minute game is 48 minutes. If an
interrupted game (one in which less than 80% of the ghasebeen
played) is continued on the same day, it will be restarted from the
point of interruption. A suspended game that is replayed on another
day must be replayed from the beginning
Guidance.: To accommodate the time constraints of a tournament, a
sugpended game that is replayed on another day may be restarted from
the point of interruption.

H. Each team may request two 90 second team time outs per game, after
a goal has been scored. A coach may request the time out through the
scor er ds ¢aptdinloahe field maytmake the requestrectly
to the nearest umpire. Onlpne team will be granted a teatime out
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RULE 10/ DURATION OF PLAY

after a goal. Team time outs nosad during regulation game tinaee
permitted during overtime.

Guidance: When a team time out is requested, the 90 seconds will

begin at the sound oft he horn or the umpireds
aavise the umpires and teams when 30 seconds remain. Teams must be
on the field and ready to resume play at the 90 second horn/w histle. If a
team is not ready to play, a minor foul free position will be awarded to

the opponents at the center line .

I. Itis recommended that a horn be used to end each half and team time
out . When a horn is not awhkort! abl
blasts) will indicate the end of each half.

RULE 11: SUBSTITUTION

A. Each team may substitute an unlimited number of players at any time
during the play, including overtime, after every goal, after a team time
out and at halftimeAll substititions must be made through the
substitution areaand during playall players, including the goalkeeper,
must come off the field and exit betweeine cones/markers before a
substitute may go on to the field. No other players or coaches are
permitted in the substitution area except those players waiting to
immediately enter the game. When an illegal substitution occurs, the
scorer/timer will immediately notify the nearest umpire.

Guidance. Players substituting after a goal is scorednay immediately

enter the game and do not have to wait for the teammates they are

replacing to come completely off the field. All players must enter and

exit the field through the substitution area. Umpires should count the

players on the field before restarting play.

1. An extra player, an ineligible suspended player or an illegal player
are all illegal substitute®@nce the game starts, a player whose
name and number are listed incorrectly ,cor havebeen omitted
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RULE 11 / SUBSTITUTION

from, the team score sheeimay enter the game when the

correction ismade.Her team will be penalized for aldgal

substitution.

2. If the attacking team substitutes ildly, the umpire will stop play
immediately and award free position to the opponents.

a. Ifthe illegal substitute isiscovered on the attacking team
after a goal is scored artzkfore the next draw, the goal will
not count. The illegal player will be removed, players must
stand, and the opposing goalkeeper wdldwarded a free
position insidethe goal circle(Rule 19.A.1y

3. If the defending team substitutes illegally and the ball is in the
midfield, between the restraining lines, the umpire will stop play
immediately. If the ball is below/gdle of the restraining line,
the umpire will stopplay following a missed shot or a change of
possession. If the attack shoots and scores, play will resume at
center with a draw.

4. When an illegal substitution occurs, the umpire will call time out
and remove the illegal player frothe field and award ainor
foul free positionto the opponents at or near the spot of the ball.
If players from both teams substitutéetyally, a throw will be
taken  resume play.

5. If a player on the field is both an illegal subsétanhd offside,
remove theplayer andpenalize the offside to resume pldiRule
18.B.7)

B. When a player receives a yellow card, a yellow/red card together, a
straight red ard, or green/red card togetherht player must leave
the field for a timed penalty suspension. During the suspension her
team must play with one less player below/goal side of the restraining
lines.Carded players will serve suspensions in their team bench area.
1. If afieldplayer receives a yellow card or green/red card together,

the player or a substitute may fenter the game when the timed

penalty suspension expires.
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RULE 11 / SUBSTITUTION

3.

a.

If the goalkeeper receives a yellow card, &ed team has a

0 s e c 0 n d godlkeeperstleeddtond goalkeeper will
replace the suspended goalkeeper. If the suspended
goalkeepei s h e rd otnel aym tgisalleapsr eslednay
remain in the game. The teammate who is below/goal side of

the restraining |line and nea
area must leave the field to begin the two minute penalty
suspension.

To resume play, the goalkeeper will stand 4 m behind the
attack player awarded the free positiceind the goal circle

will remain empty. Once play resumes, the field player who
was removed from the field to begin the timed penalty
suspension may fenter thegame as long as her team
continues to play short for the duration ofthegol k eep er
penalty suspensio(Rule 22B.2)

If afield player receives a yellow/red card together or a straight
red card, she may not return to the game. Only an eligible
substitue may enter the game when the timed penalty suspension
expires.

a.

If a goalkeeper receives a yellow/red or a straight red card,
she is suspended for the remainder of game. If her teanahas
econd dressedd goal keeper,
goalkeeperl f t he suspended goal ke
dressedd goal keeper, a two m
enable a teammate to put on protective equipment. If that
player is on the field a substitute will take her plathe
teammate who is blow/goal side of the restraining line and
nearest to her team6s substi
begin the two minute penaltyuspension. Play will resume
according toRule 11.B.1.babove.(Rule 22.B3)

If a player or substitute enters the garhefore the time of the
suspension expires, the player or her team must reserve the
entire timed suspension.
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RULE 11 / SUBSTITUTION

4. If a playeiis suspended with less than 2 minutes remaining in the
half for a yellow card, (inutes for yellow/red orgreen/red card,
or 10 minutesfor a straightred card), the suspension will carry
over into the secondalf and overtime when played.

C. Time out is not taken for substitution except in the everttibness,
accident or injuryAn incapacitated field playes allowed up totwo

(2) minutes recovery time, and an incapacitated goalkeeper is allowed

up to five (5) minutes recovery time. No player is allowed to remain

on the field with an open wound or bloedaturated clothingr
equipment. (Appendix C: FRoliciesRegarding Blood

Guidance: The timer will time the 2 or 5 minutes recovery time. During

the recovery time, players may drop their crosses and go to the sdeline

for water; however, coaching is not permitted during an injury time out

unless a goalhas been scored or a team chooses to (se one of their

team time outs. Umpires must supervise the team bench areas during

Injury time outs. Coaching during an injury time out is a major foul.

(Rule 20.A.21)

1. When a substitution is made during an injunpé out, no other
substitutions are permitted. The substitute must assume the same
location as the injured player she is replacing; no advantage will be
gainedUnless the injury substitution occurs after a goal or if the
i njured pl ayerdlriessgiakdeper [@yarsmiag
not exchange positions on the field duriag injury time out until
play resumes
a I'f the injured goal keeper 0s

she may leave the game to put on protective equipment and
replace the injued goalkeeper. A player from the bench may
replace that field player.

Guidance: When a player is removed for an injury or for an

Hlegal uniform or equ ipment, and the game is restarted

without a substitute taking her place, the returning player or

her substitute must re-enter the game through the substitution
area only.

2. Following an injury time at the game will be restarted according
to Rule 12.C
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RULE 12: START & RESTART THE GAME

A. Each half of the game andertime period and after each g, the
game is started with a Bw except when a free position or throw is
awarded at the center linduring the draw, five players maximum
from each team mayebbetween the restraining linethe centers and
four other players from each teamll other playersmust be below
either restraining line. Playeraust notstep on orover the center
circle line or therestraining lines untilie whistle soundsat start play.
Both goalkeepersnustr e mai n bel ow/ goal side
defensive restraining lirfer the draw. (Rule 19.A.10 & 11
Guidance: When the game starts or restarts with a free position or a
throw at the center line rather than with a draw, players will take

positions as they would for the draw and must stand until the whistle
sounds to resume play.

1.

To draw, two opponents stand with one fodtoeing the center

| i nThed crosses are held in the air above hip level, wood/
plastic to wood/plastic, parallel to and above the center line. Both
the head and shaft must lie along the vertical planthetenter

line. The crosses will be held back to back, the rigidewall is

down, so that each playerds cros
goal she is defending. A playe
throat, the pocket or the sidewall of her crossgRule19.A.1)
Guidance: The right sidewall of a molded head crosse refers to the

right side of the crosse when a player holds the crosse vertically

with the open pocket facing her. The right sidewall of a wooden

crosse is the wooden side.

When setting the draw, umpires must be aware of height
differences between centers and position the height of the crosses
so that neither player gains an advantage.

The umpire places the ball between the crosses. Once the crosses
are set, the umpi rangbaakywadsoubaf e a
the center circle. At the word
mustremain motioless (except for moving their headsitil the
whistle sounds At the whistle, both players must immediatelyaw
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RULE 12 / START & RESTART THE GAME

their crosses up and away from one anoth&he flight of the ball
must go higher than the heads of both players taking the draw.
Guidance: Umpires should vary the time interval between the word

0 Re a dy 6 wiastied The umpire administering the draw should
plan a route out of the center circle so that she does not interfere
with players moving in to play the ball.

a. When an illegal draw occurshe opponent will be awarded
minor foul free position at the centdine. (Rules 19.A.91.7)

b. If both players draw illegally, d@rcannot be determined why
the draw was illegal, aan umpire determines that the draw
was unsuccessful because it was natcgerectly, the umpire
will call time out to reset the drawException:When agreed
prior to the gameevent the clock will continue to run after
goals if one team is leading by 12 or more goals

B. Players outside the center circle and below the restraining lines are
not required to stand during the draw. Players may hang their crosses
into the center circle and over the restraining lines, but their crosses
may not touch the ground and their feet musot touch the center
circle line or the restraining lineg¢Rule 19.A.1D

Guidance. The umpire administering the draw is responsible for

fouls committed by the players taking the draw. The other u mpires are
responsible for fouls committed during the draw by all other players.
Umpires must watch for players around the center circle using their
bodlies and/or crosses o hold or detain their opponent s.

Entering the center circle or moving above the restraining lines
before the w histle is a minor foul and will be called if the player or her
team gains a clear advantage because of theviolation. To restart play, a
free position for an illegal draw will be set at the center line and all
players must stand.

C. If the game must bstopped because of an accideimjury, illness,
interference inadvertent whistle or any other circumstance related or
unrelated to the ball, the game will be restarted in one of three ways
1. If afoul occurred, a free position will be awarded at a spot

determined by the umpire incagordance with the rules.
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RULE 12 / START & RESTART THE GAME

Playmustnot resume within 11 m of the center of the goal line
or within 4 m of the boundary.

2. If a foul did not occur, the ball will be awarded to the player who
was in possession of it whealay was stopped, at least 11 m of
the center of the goal li@ and 4 m inside the boundary. The
opponent must give the ball carriet leastlm of clearspacewith
her stick andfeet.

3. If neither team had possession of the ball when play was stopped,
a throw will be taken at or near the incident and /or the spot of
the ball when play was stoppeat, least 15 m from the center of
the goal line, 4 m inside ¢hboundary and 4 m away from the
restraining lines.

RULE 13: SCORING

A. The team scoring the greater number of goals wins. If the scores are
equal, the result is a tie. When a winnewst be determined,
overtime proceduresare in Rule 24.F.

B. A goal is scored when the whole ball passes completely over the
whole goal line; between the goal posts and unither crossbar from
in front; the ballhaving been propelled from an attaclapt er 6 s | e
crossef rom a deméseanadfefr 63 dbedyender 06s
Guidance: If a player is discoveed wearing jewelry or not wearing a
mouth guard immediately after a goal is scoredq, the goal counts. To
resume play, a minor foul free position is taken at the center line. (Rule
19.A.13)

C. Agoal isNOT scored when:
1. The ballis put in the goal by a nqguayer, itluding an umpire.
2. The ball comes off the person/body of an attack player.
3. The ball enters the goal after a whistle is blown or the horn has
sounded.
4. The attack shooter steps on or over the goal circle lineibany
other attack player enterghe goal circle.
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RULE 13/ SCORING

5. The goalkeeper is inside the goal circle, ahd er her crosse are
interferedwith in any way by an attack player.

6. The umpire rules a shot or follovthroughasdangerous

7. The ball enters the goal while the attacking team has an illegal
player on the field.

8 The ball enters the goal from
9. The player who shot the goal a
request for a pocket inspection; the crosse will be reved from

the game.

10. The ball is shot or otherwise put into the goal by the attacking
teamds goal keeper.

11. The ball entershe goal when the attacking team has more than
seven players below/goal side of the restraining line.

RULE 14: OUT OF BOUNDS

A. When the ball goes out of bounds, the umpire will blow the whistle to
stop play and players must stand. Except in the cdseshot or
defl ected shot oinn gmad s e svhiemn ao fp
caries, propelsor is the last to touch a loose badefore it goes out of
bounds, the opponents will be awarded the lvaien play resumes.
Players may not take an active parthe game when their foot/feet are
out of bounds. During the game players may not run out of bounds and
re-enter to a more advantageous positiqiRule 23: Definitions)

With the exceptions in Rules 1B.3, 14.C.1, anti4.C.2when a

ball goes out of bounds, it is aimplechang of possessioto resume
play,not a foul.
Guidance: To avoid aé p iset kridthe boundary by an opponent, a
player runs out of bounds around the pick and returns to the field in a
position that allows her to checkthe bal |l from t he ball
ILLEGAL: the ball carrier maintains possession 4 m inside the boundary.
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RULE 14 / OUT OF BOUNDS

A player chasing a ball toward the boundary is able to stop th e ball
from going out of bounds with her crosse, and as the ball comes fto rest,
her momentum take s her out of bounds. The player stops, turns and
steps fully back on to the field, picks up the ball and continues with play ,
LEGAL

If a player is offside when the ball goes out of bounds, the minor

offside foul will be penalized to resume play. (Rule 18.B.6)

B. When a player is in possession of the ball and steps on or over the
boundary line, or any part of her body or crosse touches the ground
on or outside the boundary, the ball is out of boundsd the plagr
will lose possession of it.

1. A player isin possessiownf the ball when the ball is in her crosse,
and she can perform any of the normal functions of control such
as cradling, carrying, passing or shooting the ball.

2. A player in possession of éhball may hold her crosse outside the
boundary as long as her foot/feet do not touch the boundary line
and still be considered in bounds. If an opponent, whose feet are
in bounds, |l egally checks the
fall to the grounl outside the boundary, possession will be
awarded to the opponent when play resumes.

3. When an opponent illegally causes a player in possession of the
ball to go out of bounds, the ball carrier will maintain possession
of the ball when play resumes. &lopponent will be penalized for
a major foul. (Rule 20.A.6)

C. When a loose ball touches the boundary line or the ground outside
the boundary line, the ball is out of bounds. The player/team that last
touched the ball before it went out of bounds will lose possession of
it, unless it was a shot or a deflected shot goal.

1. If a player deliberately pushes, flicks or bats the ball into an
opponentds feet or body to cau
opponent will be awarded a major foul free position 4 m inside
the boundary. (Rule 20.A.10)

2. ltis a minor follwhen a player deliberately/with intention uses
her foot/feet or any other part of her body to stop the ball
from going out of bounds. (Rule 19.A.5)
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RULE 14 / OUT OF BOUNDS

D. To resumeplay wherthe ball has gone out of bounds:

1.

The opponent nearest the ball will place the ball in her crosse and
stand 4 m inside the boundary frothe spot where the ball went
out of bounds If the goalkeeper is inside the goal circle and the
nearest player to the &l when it crosses the boundary, she will
be awardedhe ball inside the goal circke restart play.

An umpire may request tier player/¢o move if they were
directly involved in the play or in the immediate vicinity of the
spot where the ball went ouof bounds. Players must maintain
the same relative field pa&in/relationship to the player with the
ball as they had when thehistle sounded to stop play.
Opponents must give the playewarded the ball at least 1m of
free/clearspace (stick, bodgnd feet) All other players must
stand and the gamwill resumeat the whistle.

E. When a shot or deflected shot on goal goes out of bounds, the player
nearest to the ballvhen it crosses thdoundary will place the ball in

her crosse and stand 4 m insidche boundary line from the spot

where the ball went out of bounds. If two players are equidistant from
the ball when it goes out of bounds, a throw will be taken to restart
play. The throw will be set 15 m from the center of the goal laned

4 m insidethe boundary. When the goalkeeper is inside the goal circle
andthe nearest player to the ball when it crosses the boundahe

will be awarded the balhside the goal circle to restart play.

1.

2.

A deflected shofis one that goes directly out of boundfter
hitting the goal post or the g
deflection occurs when a playerarely touches the ball with her
crosse or body and does not gain any distinct/clear advantage or
control of the ball.

A shot or deflected shot remainshot until the kall goes out of
bounds orcomes to rest on the playing field, a player gains
possession of the ball, or a player otherwise causes the ball to go
out of bounds.
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RULE 14 / OUT OF BOUNDS

3.

When a shot or deflected shot goesoutbfounds of f a
body, a throw will be taken to resume play. Wherball rebounds
/deflects off arumpire® body and stays in bounds, play will
continue. (Rule 15.B)

It is the umpirefs responsibil
shot,andt he umpire wil/ i mmedi at el
Guidance. A shot rebounds from the goal post and goes out of

bounds below/goal side of the restraining line. A player , who is
above/behind and may not cross the restraining line, is the player
nearest to the ball when it crosses the sideline. To resume play, the
player above/behind the restraining line will be awarded

possession of the ball.In this instance, move the ball not the player.

A shot that rebounds off the go
or body and then directly out of bounds off any field p | ay er 0 s
crosse/ body or an umpireds body,

Umpires must differentiate between a shot/ deflected shot that
goes out of bounds off a playerds
dangerously propelled at and hits a defender who is legally
marking her opponent in front of goal . Dangerous propelling must
be carded.

A shot misses the goal and comes to rest on the ground. A
player attempts to pick up the ball and the ball goes out of bounds.
To resume play, the nearest opponent will be awarded the ball.

Following a shot, a player in Red tries to pick up the ball as it
rolls toward the boundary and out of bounds. The player i n Red will
be awarded the ball to resume play.

A player in Blue attempts a pass to a teammate. The teammate
misses the ball and plays the ball off her foot to prevent the ball
from going out of bounds. ILLEGAL award the opponents a minor
foul free position for a deliberate body ball. (Rule 19.A.5)

F.  When the ball goes directly out of bounds from a legal draw, a throw

G.

will be taken 4 m inside the boundary, 4 m away from the restraining
line, and at least 15 m from the center of the goal line. (Rule 15.B.10)
When the ball goes out of bounds over and line boundary, play will
not resume within 4 m of the end line dt1 mof the center of the

goal line. (Rule 1.D.1)
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RULE 15: THROW

A. Two opposing players stand with their feet and crosses at least one
meter apart. Each player stands nearer the goalistdefending and
faces in toward the playingea. The umpire stands between 6 ahd
metersfrom the players and sinttaneously blows the whistle and
tosses the ball in a short high arc towards the players so they can
catch or otherwise play the ball dsey move in toward the game.

A throw is administered at or near the incident and/or the spot of
the ball wherplay was stopped, except thall throws must be taken

at least 15 nfrom the center of the goal line, 4 m inside the boundary

and 4 m away from the restraining liné& other player may be

within 4 m of the two players taking the throw.

If the throw is inaccurate or is not touched by either player, it
must be repeated.

B. A throw is taken when:

1. The ball goes into the goal off of a ngtayer, including an umpire.
The two nearest opponents will be awarded a throw on the goal
line extension at least 15 m from the center of the goal line. (Rule
13.C)

2. The ball goesut of bounds following a shot or a deflected shot,
and two opponents are equally distant (stick or feet) from the ball
where it crosses the boundary. (Rule 14.E)

3. Foll owing a shot, the ball def
body. (Rule 14.E)

4. It cannot be determined which team caused the ball to go out of
bounds. (Rule 12.C)

5. There is arincident unrelated to the ball amkither team has
possession of the ball. (Rule 12.C)

6. The game is restarted after an incident related to the ball, meith
team has committed a foul, and neither team has possession of
the ball. (Rule12.C)

The ball lodges in the clothing of a field player or umpire.

Two opponents foul simultaneously (major/major or mimainhor)

(Rule 16.B.5)

© N
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RULE 15/ THROW

Guidance: If fouls are not equivalent, i.e. major and minor, the
major foul will be penalized. (Rule 16)

9. The attacking team fouls, major or minatyring a scoring
play/raised advantage flag, a throw will be taken beyond 15 m,
level with the goal line extension. (Rule 21.C.4)

10. The ball goes directly out of bounds from a draw. The throw will
be awarded 4 m inside the boundary from where itmeut of
bounds and 4 m away from the restraining line. (Rule 14.F)

RULE 16: CONDUCT OF PLAY

A. Theball isH d ewdhehéver an umpire blows the whistle to stop play.
All players, except the goadkper or her deputywhile insidethe goal
circle, musttandand may not move until play resumes unless they
are directed to do so by the umpiréf a player moves after the
whistle, the umpire must direct the player to move back to her
original position.

Guidance: Players who repeatedly fail to stand when the whistle sounds
to stop play, may be carded for delaying the game.

B. Violation of any rule is a foul. The penalty for a foul is a free position.
A free position must not be taken within 11 m of the center of the
goal line, within 4 m of the boundargnd in some instances, within
4 m of the restraining lineException:The galkeeper or adeputy
may be awarded a free position inside the goal circle.

1. The umpire indicates where the player taking the free position
will stand.

2. No ot h e rbody drargsseis allewed within 4 m of the
player awarded the free position. Any player who is within 4 m
must move away to a position indicated by the umpire.

3. The player who committed the foul will move 4 m away from the
player taking the free positiomxcept for the goalkeeper wheshe
commits a goal circle foul or a minor foul while slsecompletely
or partially insidener goal circle. (Rules 17.C.2 & 19.B.2)
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RULE 16 / CONDUCT OF PLAY

a. For minor foulpenalties, the player who committed the foul
will move 4 m away in the directioffom whichshe
approached heopponent before committinghe foul. This
applies to the galkeeper if she is completely (both feet)
outside the goal circle. (Rule 19.B)

b. For major foul penalties, the player who comtad the foul
will stand 4 m directly behind the player who is awarded the
free position. This applies to the goalkeeper, whether she is
ingde or outside the goal circle when she fouléBule 20.B)

4. To resume play, the player taking a free positioacgls the ball in
her crosse, and at the umpirebo®
Guidance: Since the cbck is running, umpires must setup free
positions and resume play quickly. Time out may occasionally be
called to prevent undue delays.

5. Iftwo opposing players foul simultaneously and the fouls are
equivalent (minor/minor or major/major), a throw is takdfithe
fouls are not equivalent, major and min¢ie team committing
the major foul is penalize@&xceptionWhen the attack commits
any major or minor foul during a raised advantage #agfing
play, the foud will be treated as equivalenffsetting fouls and a
throw will be awarded. (Rules15.B.9 and 21.C.4)

C. HELD WHISTLE: An umpire may refrain from enforcing any rule
when it would paalze the nonoffending teamwWhen a player is

fouled but is able to maintaiquality possessioof the ball, the umpire

will indicate that she has seen the foul by extending a straight arm in

the direction that player is attacking.

Guidance: Mere possessionof the ball is not necessarilyan advantage.

Umpi res must not hold whistle to a
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RULE17: GOAL CIRCLE RULES AND
PENALTIES

A. Goal Circle Rules

1. Only one player, eithethe goalkeeper or hedeputy an
unprotected field player, is allowed to be inside the goal circle at
anyone time. A ball resting on any part of tlgwal circle line
belongs to the goalkeeper or thaeputy.

2. With the following exceptions, no other players are allowed to
enter or have their feet, body or crosse on or over the goal circle
line at any time.

a. On ashot, the attack shooter may follow through with her
crosse over the goal circle line, but her feet must not touch
or cross over the goal circle line. The attackisooting
motion must be initiatd from outside the goal circle;
therefore, the shooterds cro
circle when she receives a pass from a teammate to attempt
or complete a shot.

b. On a shot, ory the player/s directly markindéferding the
attack shooter may reach into the gbcircle withtheir
crosse/s to block the shot o
defender/s feet must not touch or crossser the goal circle
line.

3. While insidethe goal circle, the goalkeeper:

a. Must move the ball out of the goal circle within 10 seconds
after the ball has entered the goal circle.

b. May stop the ball with hehand, body and/or her crossé.
she catches the ball, she must put the balher crosse and
proceed with the game.

c. Must remove a ball lodged in the goal netting, her clothing or
pads.andplace it in her crosse and proceed with the game.
Guidance: The Umpire may signal time out to assist the
goalkeeper with dislodg ing the ball from her clothing,
equipment or the goal netting. The 10 second count will begin
once play is restarted.
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RULE 17 /GOAL CIRCLE RULES & PENALTIES

d. May reach outside the goal circle with her crosse and bring
the ball back into the goal circle provided no part of her body
is@ r o u naltsidk dhe goal circle. (Rule 23: Definitions)
Guidance: From inside the goal circle, the goalkeeper or a
deputy may, with one or both feet , step or stand on the goal
circle line. As long as her feet are touching any part of the goal
circle line, she is considered to beinside the goal circle.

In the process of bringing the ball back into the goal circle,
it is a minor foul if the goalkeeper covers the ball with her
crosse and in doing so, prevents an opponent from making a
play on the ball. (Rule 19.A.2)

4. The Deputy:

a. May only enter or remain in the goal circle when her team
has possession of the ball.

b. Must immediately leave the goal circle when her team loses
possession of thball. A player/team isot in possession of a
loose balthat is outside the goal circlen the ground or in
the air.

c. May enter the goal circle to play a rolling lmw bouncing
balt however, a deputymayneverenter the goal circle to
defend any shoincluding a bouncshot.

d. Must move the ball out of the goal circle within 10 seconds
after the ball has entered the goal circle.

e. While insidethe goal circle, must remova ball lodged ithe
goal netting orher crosse, place it in her crosse and proceed
with the game.

5. Once a goalkeeper or her deputy moves the fmait of the goal
circle within 10 seconds, the
goal circle until the ball has beptayedd P | argferglt® an
action whereby t he baadidtoutheddby e s
another player, or her crosse is checked crosse to crosse by an
opponent. (Rule 23Definitiong
a. If the goalkeeper passes the ball from inside the goal circle to

another player, the ball has begptayed.
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RULE 17 /GOAL CIRCLE RULES & PENALTIES

b.

If the goalkeeper moves out of the goal circle with the ball in
her crosse, she may not return the ball to her goal circle until

it has beerplayed.

If the goalkeeper gains possession of the ball outside the goal
circle, she mayeturn the ball to the goal circle for one 10
second count.

Guidance. The goalkeeper is inside the goal circlewhen she

saves a shot on goalthe 10 seconds count begins. While she is
looking for an open teammate, her crossewith the ball in it is
hanging outside the goal circle. As the 10 seconds count is

about to expire, an opponent legally chec ks t he goal k
crosse butis unsuccessitul indislodging the ball. The goalkeeper
quickly pulls her crosse with the ball in it, back into the goal

circle and passes the ball to an open teammate.LEGAL the ball

was outside the goal circle whenthe g oal keeper 6 s cr
played, checked crosse to crose by an opponent.

6. When both feet ofthe goalkeeper oa deputyare completely
outside the goal circle:

a.

b.
C.

d.

She bses all of her goalkeeping privileges.

Guidance: \When the goalkeeper is completely outside of her
goal circle, she may be called forobstructing the free space to
goal.

She may only renter the goal circle without the ball.

She may throw the ball into the gbcircle and then follow it
into the goal circle.

She must return to the goal circle to play the ball that is inside
the goal circle.

B. Goal Circle Fouls
1. Field players

a.

On a shot, the attack shooter and the defender/s immediately
marking the shooter must not step on or over the goal circle
line. No other field players are allowed to enter or have their
feet, body or crosse on or wer the goal circle line at any time.
The shooter must not receive a pass or initiate a shot when
her crosse is inside the goal circle.
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RULE 17 /GOAL CIRCLE RULES & PENALTIES

d.

During and immediately following the shot, the attack
shooter must notillegally interfere with the goalkeeper or
defenders immediately marking her. Defenders must not
illegally interfere with the attack shooter.

Guidance: Defenders who have legally established their position
near the goal circle before the shot must not be penalized for
illegal contact caused by the attack shooter or one of her
teammates.

Defenders must not push the shooter into the goal circle or
in any other way illegally interfere with the shooter or shot.
A deputy field player must nallegdly enter or remain in the
goal circle

2. The goalkeeper and her deputyust not:

a.

Allow the ball to remain insidéhe goal circle for longer than
10 seconds. Once the goalkeeper or a depotgves the bk
out of the goal circle, heteam rrust notreturn the ball to
their goal circle until it has been played by another player.
Guidance: The umpire will use a visible, hand chopping motion
to count each second that the ball remains in the goal circle. The
umpire will count from 1 to 10, and when ne cessary, will count
the last 5 seconds out loud.

Reach outside the goal circlgith any part of her bodyo
play an aerial or grounddll while she is inside the goal circle.
(Rules 17.B.2.&8 20.A.19)

Rake the ball into her goal circle when apagrt of her body is
completely grounded outside the goal cirg(Rule 19.A.2)
Throw any of her equipment to another player.

When outside the goal circlestepon the goal @cle line or
back iro the goal circle iEhe hagpossession of the ball.
Guidance: The goalkeeper straddles the goal circle line to pick
up a ground ball and steps back into the goal circle. lllegal; the
goalkeeper was @rounded 0 To resume play, he goalkeeper
remains at the spot of the foul (inside the goal circle), and the
attack isawarded a free position for the goal circle foul at 15 m
on the goal line extended.
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RULE 17 /GOAL CIRCLE RULES & PENALTIES

C. Penalties for Goal Circle Fouls

1.

With two exceptions below, when the defense commits a goal
circle foul, thefree position is taken 15 m from the center of the
goal circleto the side of the goal nearest the violation, amevel
with the goal lineUnless it is the goalkeeper, the player who
fouled,will move to the 11 m mark on the goal line extended.
a. Whenever the goalkeeper commitsgoal circle foul, she
remains athe spot d the foul, and iEhe was in or partially
insidethe goal circle, sheemains inside the goal circle for
the free position.
b. When the deputy is illegally in the goal circleisia. major
foul and the umpire must stop planmediately. The free
positionwill be awarded to the attack player who is nearest
to the center 11 m hash mark when play stopp@étie illegal
deputywill move 4 m behind the attack player with the ball,
and themarking area will be cleared. The goalkeeper must
NOT return to the goal circle until play resumes at the
whistle.
When the attack commits a goal circle foul, the goalkeeper or a
deputy will take the free position inside the goal circle. If a goal
was scored, the goal will not count. Before play resumes, all
players must move 4 m away from the goal circle.
Guidance: If the goalkeeper is completely outside the goal circle
when the attack commits a goal circle foul, the defense player
closest to the goal circle, which may or may not be the goalkeeper,
shall take the free position inside the goal circle

An attack player in front of the goal receives a pass from a
teammate who is behind goal. The attack p | a yceossdis inside
the goal circle when she receives the passshe shoots and scores
lllegal; no goal, the attack is penalized for a goal circle violation. An
attack shooter must receive a pass andnitiate her shot from
outside the goal circle.

When amajor foul must be cardeduringgoal circle playthe
gamewill resume according t&kule20.B& 22.B.During a scoring
play, the game will resume accordingRale 21.D.5
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RULE 18: RESTRAINING LINE RULE S AND
PENALTIES

A. A team must not:

1. Have more than seven attack players below/goal side of the
restraining line in their offensive/attacking end of the field.

2. Have more than eight defense play&edow/goal side of the
restraining line in their defensive end of the field. One of these
eight players is usually, but not necessarily the goalkeeper.
Guidance: If a team chooses to play without a goalkeeper, they
may have eight field players in their defensive end. However, an
unprotected field player/deputy may never enter the goal circle to
defend a shot on goal. (Rule 17.A.4.c)

3. Plagrsmay exchange places dugiplay, but a player must have
both feet above/behind the restraining line before a teammate
maymove below/goal side of the restraining lie illegal
exchange is an immediate whistle.

Guidance: The goalkeeper in Blue saves a shot and is looking to
clear the ball to a teammate who is above/behind the restraining
line. The teammate in Blue cuts below/goal side of the restraining
line to receive the pass before another one of her teammates has
moved above/behind the restraining Ii ne to make the exchange
legal; the team in Blue isoffside.

4, Any part of a playerodos foot th

a violation. Players may reach over the line with their sticks to
play the ball as long as their foot/feet are not on or over the line.
Guidance: Umpires must watch for pushing, empty crosse checks,
and covering when players are trying to win possession of the ball
at the restraining fine.

5. Therestraining lingule remains in effect at all times, for the
entire game.
Guidance: The team in Bue is playing with one less player because
one of their players has received apersonal misconduct warning

card. The team in Bue must play short below/goal side of the
restraining lines at both ends of the field.
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RULE 18 / RESTRAINING LINE RULE & PE NALTIES

If the team in Blue is playing with less than 12 players for any
other reason, they may choose to play with one less playerin the
midfield between the restraining lines or below/goal side of the
restraining lines.

Violation of the restraining line is a minor fouDffside is an
immediate whistle unless the defenieoffside when the attack is
on a scoring plawithin 15 m of goal(Rules 21.A & 21.B)
Guidance: Umpires indicate a restraining line violation by raising an
arm straight over their head. If there is an inadvertent whistle for an
offside violation and no other foul has occurred, th e game will
resume according to Rule 12.C. The player in possession ate ball
retains possession of it, or if no playerhas possession of the ball, a
throw will be awarded.

B. Penalties

1.

2.

If the attack is offside and a goal is scored, the goahwilcount.

(Rule 13.C.11)

When a team is offside, the penalties both attack and defense

offside are the same, and the free position is set relative to the

spa of the ball when offsidés called.

a. Ifthe ball is in the 15 m fan or anywhere inside the goal circle
when the violation occurs, the opponent neardstthe top
center of the 15 m fan will be awarded the free positidine
nearest player on the team that was offside will move #o
the side of the player awarded the ball. The offside player or
the teammate nearest to the restraining line will move back
onside.

b. If the ball is outside the 15 m fan or below the goal line
extended when the offside violation occurs, the free position
will be awarded to the nearestgponent at the spot of the
ball;at least 11 m from the center of the goal line and 4 m
inside the boundary. The closest player on the offside team
will move 4 m to the side of the player awarded the ball. The
offside player or theeammate nearest the restraining line
will move back onside.
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RULE 18 / RESTRAINING LINE RULE & PENALTIES

Guidance: The side to which a player must move for the free
position is determined by her field position and relationship to
the opponent awarded the ball when the offside was called.

c. Whenever an offsideiolation is penalized, and tlgmalkeeper
is outside the goal circle and has not fouled, the goalkeeper
may return to the goal circle for the free position.

3. If players from both teams areffside, the offsie players will

move back onsidand a throw will be taken at or near the spo

of the ball when play stoppedt least 15 m from the center of

the goal line, 4 m fronthe boundary and 4 m from the restraining

line. (Rule 15.B)

Guidance: The goalkeeper checks anattack player& arm as she

attempts a shot on goal; the ball goes wide and out of bounds. The

trall umpire immediately blows her whistle because an attack and a

defender are both offside. To resume play, he offside players will

move back onside, and the major foul will be penalized. The attack
free position will be awarded on the nearest 11m hash mark in line
with the foul, and the goalkeeper must move 4 m behind. The goal

cage will remain empty. (Rule 16.B.5)

a. If the defense isffside, and play ends with a majoul by
the attack (noadvantage ftgscoring play), penalize the major
foul to resume play. If play endedth a minor foul by the
attack, a throw will be awarded beyond 1%eiterslevel with
the goal line extended.

4. If the defense is offside during an attack scoring play, and the
scoring play ends with a major or minor foul by the attack, the
fouls are offsetting. To resume play, the offside player will move
back onside and a throw will be awarded beyond 15 m levid wi
the goal line extended. (Rules 15.B.9 & 21.C.4)

5.  When play ends with an out of bounds call (no foul) and a player
is offside, penalize the offside to resume play.

6. When an ineligible/illegal player is both on the fiaidl offside
remove the playeand penalize the offside resume play.

52



RULE 19: MINOR FOUL RULES AND
PENALTIES

A. Minor Foul Rules
1. During the draw and at all oth
top hand may not contact the throat of the crosser any part of

sidewall or pocket.
Guidance: For one piece crosses, the thoat begins where the head starts to

flare from the shaft.

2. A player must not cover a ground ball with her crosseany part
of her body when it prevents an opponent from making a legal
play on the ball.

Guidance: A player may quickly place her crosse between an
opponent 6s crosse and the ball to
space or teammate.

3. A player must not guard her crosse with her arm. If one hand is
removed from the shaft of the crosse, an elbow or free arm may
not be used to ward off an opponent deliberately or otherwise,
with or without contact

Guidance. Guarding the crosse should not be confused with the
natural movement of the free arm when a player is running and
holding the crosse with one hand.

4. Afield player must not touch the ball with her hand or use her
thumb or body to keep the ball in her crossmless she is a
goalkeeper or deputy inside the goal circle. (Rule 17.A.3.b)

5. A player must not allow any part of her body to deliberately
impede, accelerate or change the direction of the ball.

Guidance:o De | i b e r aihtenband imtentlisidetesmined by
pl ayer s d thedadiBallcentact flom an unexpected
deflection may not be deliberate.

It is a major foul if the goalkeeper blatantly attempts to stop a
shot on goal by playing the ball off her body while she i s
completely outside the goal circle. (Rule 20.A.19)
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RULE 19/ MINOR FOULS & PENALTIES

6.

9.

A player must not check/tacklma opponent 6s empt
the opponent is trying to gain @session of the ballhis rule

applies when an opponent is attempting to play a ground ball or
could have received a pass.

Guidance: A player need not be in possessionor control of the ball

before hercrossema y be checked. cro88esim a pl
contact with the ball, an opponent may check her crosse. A check is
legal [ f it s simultaneous with
crosse.

A player must not throw her crosse under any circumstances.

A player must not take part in the gz if she is not holding her
own legal crosse.

Guidance:A pl ayer 6s own [ egal crosse
manufact ur er && Rge?t and Has been theaked

prior to the game. A field player may not score a goal with a crosse
that does not meet field crosse specifications.

A player must not draw illegally. An illegal draw occurs when:

a A player moves after the ump
before the umpirefs whistle.
Guidance: Except for moving their heads to watch the umpire,

t he c eadtegandstcks must remain motionless after the

wor d o Rldaudhgire administering the draw must watch

for centers laying back the head of their crosse before the

whistle.

b. A player makes no attempt to draw.

c. The first movement of the crosse is nop and awayn any
direction from the starting point.

d. The ball fails to go higher than the heads of both players taking
the draw.

1) To resumethe gameafter a player draws illegallglayer
positioningfor the draw willapply.The opponent will be
awarded a fregosition at the center lineThe playeron
the team that fouled will movd m away toward her
t eamds daalfatedbchangle tp the center line.
Payersmust stand for the free position.
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RULE 19/ MINOR FOULS & PENALTIES

10.

11.

12.
13

2) If both players draw #gally, orit cannot be determined
why the draw was illegal, or the umpire determines the
draw was unsuccessful because it was not set correctly,
the umpire will @ll time out and reset the draw.
Exception:Upon agreemenprior to the game, if one
team is ahead by 12 or more godisne out will not be
taken to reset the draw(Rule 10.D.1)

During the draw, players must not step on or over the center

circle lire or the restraining lines before the whistle sounds to

start play.(Rule 12.B)

a. When called, he opponents will be awardealfree position
for an illegal dravat the center line(Rule 19.A.9.d)1
Guidance: This rule applies if a player or her team gains a clear
advantage because of the violation.

During the draw, goalkeepers must remain below/goal side of
their teambs defensive restrai
the game, the goalkeeperntus r e mai n above/ beh
offensive restraining line.
a. Ifthe goalkeepeis penalizedor being #ove her defensive
restraining line during the draw, she must move baclsiole
and he opponents will be awarded aef positionfor an
illegal drawat the center line(Rule 19.A.9.d)1

Guidance: This rule applies when a goalkeeper or her team
gains a clear advantage because of her illegal position.

b. Ifagoalkeepeis penalized fobeingg o al si de of
offensive restraining linehemust move back onside ardan
away from the nearestpponent who will be awarded a free
positionjust above the restraining line

A player must not intentionally delay the game. (Rule 22.C)

A player must not take part in a game if any part of her uniform is

illegal, including illegal jewelry or the absenca wfouth guard.

Time out will be calleagnd the player mudeave the field to

correct the violation before reentering the gantieroughthe
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RULE 19/ MINOR FOULS & PENALTIES

team substitution area when play resumgsgceptionWhen the

game is stopped because a player is not wearing a mouth guard
and her mouth guard is on her person when the foul is called, she
may put her mouh guard in her mouth and remaan the field.

a. Toresume play, the opponents will be awarta free
position at or nearthe spot of the ball.

b. If the violation is discovered immediately after a goal is
scored and before the next draw, the goallivgiount. To
resume play, a free position will be awarded at the center
line. Player positioning for the draw will apply; players must
stand.(Rule 13.B)

14. A player must not play with illegal equipment. An umpire may take
time out at any time during thgame to reinspectthe pocket ofa
crosse or other equipmentAny player on the field may request an
umpireto checkthepoc ket of an opponent
requesting the stickheckmust provide the umpire with the shirt
number of the opponent whose crosse will be check@tlle
19.A.15)

Guidance.: Umpires must be alert fto sagging pockets and crosses
that hold the ball after successive hard checks.

a. If the equipment i¢ega) the game will be restarted by
awarding the ball to the player who was in possessioit of
when time out was called. If neither team had possession of
the ball, a throw will be awarded to the two opponents who
are nearest the spot of the ball.

b. Ifthe equipmentiglegal it will be pl ace
table for the remainder of the half. The opponent nearest
the spot of the ball will be awarded a free position. The
player may continue to play with equipment that is legal.

c. Ifagoalis scored with an illegal crosse, and the illegal crosse
is discovered before the game is restarted with a draw, the
goal will not count. All players ust stand and the opposing
goalkeeper will be awarded a free position within her goal
circle.
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15.

16.

17.

18.

d. If any player other than the sheer is found to have an illegal
crosse after a goal is scored and before the game is restarted
with a draw, the goal will count. The game will resume with a
free position for the oponents at the center line. Player
positioning for the draw will applylayers must stand.
Guidance. When a crossecheck is requested immediately after
a goal, umpires must quickly call time out and require players
to stand until the pocket is checked.

A team must not request for a second time during a game, or any

additional times, the inspeotin  of an opponent 6:

meetsspecifications. A free position will be awarded at the spot
of the ball or where play was to resume before the crosse was
checked.

A player must not adjust the thongs of her crossiter an umpire
requests to inspect her crosse.

Guidance: A player may adjust the thongs on her crosse at any time
auring the game before an umpire makes a request to inspect her
crosse. When a player adjusts her thongs after an umpire asks to
check her crosse, thecrosse isruled illegal and must be placed at the
scorerébs table for.the reminder

A player must not substitute illegally. (Rule 11 and 22)

a. The umpire will call time out and remove the illegal player
from the field. The free positiowill be awarded to the
opponent in possessioof or nearest to the ball.

b. If anillegal player is discovered on the attacking team after a
goal is scored, but before the next draw, the goal will not
count. The illegal player will be removed and thigposing
goalkeeper will b awarded a free position insidesr goal
circle.Exception If the illegal player is also offside, the minor
offside foul will be penalizaghen play resumegRule 18.B.7)

A goalkeeper must not score a goal for her team.

a. The goal shall not count, and all players must staihe. T
opposinggoalkeeper will be awardethe free positioninside
her goal circle.

57



RULE 19/ MINOR FOULS & PENALTIES

19. A player must not hold the crosse of an opponent for a short
time during acheck/tackle.
Guidance: A minor foul hold occurs most often during ground ball
play. (See Rule 20.A.14, major foul holding/detaining)

200 Pl ayers must not false start/ m
whistle. A player, who feints or simulatedase start that is
designed to cause their opponent/s to move before the whistle,
will be penalized and may be carded.
Guidance: A player must not be penalized for a false start if the

false start is caused by an umpire or if the umpire is not ready to
start play.

21. A team must promptlyreturn to the field forthe center draw,
following half time, teartime outs andgoas.

a. The free position will be awarded at the center line. Both
teams willtake their legal positions for a draw before the
umpire awads the balto the team that was ready to play.

B. Minor Foul Free Positions:
1. For all minor fouls that occuoutside the 15 m fan or below

the level of the goal line extension, award the free position

where the foul occurredat least 11m fronthe center of the goal

circle and 4 m inside the boundaryrhe player who fouled will
move 4 maway from the opponent awarded the ball in the
direction from which she approached hepponent before
committing the foulThis applies to thgoalkeeper if she commits

a miror foul while she is completelbth feed are outside the

goal circle.

2. When thedefense commits a minor foul within the 15 m

fan (no advantage flag/scoring play), the attack player who was

fouled will be awarded fiee position at a spot on the 15 m fan

that is nearest to and in leawith the foul. The defendewho
fouledwill move 4 m away from thattackplayerrelative toher
field position/relationshivith that playerat the time of the foul.

Guidance: Umpires are encouraged to hold whistle if a minor foul is

committed by the defense when an attack player may have an
opportunity to shoot.
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a. When the goalkeeper commits a minor foahd sheg
partially or completelyinsidethe goal circle, she remains in
the goal circle for the free position. No other defense player
is required to move to within 4 m of the free position.

b. Whenever the goalkeper is completelyboth feet)outside
her goal circle and she commits a minor foul, she el
penalized as a field player and must move 4 m away from the
player taking the free positiofRule 17.A.6)

3. When theattack commits a minor foul inside the 15 meter
fan (no advantage flagting play)a free posiion will be taken by
the defender who was fouledt a spot nearestd and in line with
the foul. The free position may not be set within 11 m of the
center of the goal line unless the goalkeeper was fouled while she
was inside hegoal circle. The attack player who fouled will move
4 m awayrelative to herfield position andelationship with the
defender at the time of the foul.

4. When theattack commits a minor foul during  a raised
advantage flag, a throw will be awarded to resume playRule
21.C.4)

5.  When fouls occur during the draw, play will resume with free
position at the center ling(Rule 19.A.9, 19.A.10 & 19.A11)

6. Any recurring delay of game and/or repeated or persistent minor

fouls may be carded and penalized as major fouls.
Guidance: A number of players are attempting to win possession of
a ground ball. The ball takes a bad bounce hi t s t he back
and goes directly to her teammate B2. Legal play on. B1 did not
make any attempt to @eliberatelydolay the ball off of her leg.

A player in Red is awarded a minor foul free position, and the
umpire notices that she is not wearing a mouth guard. The player
in Red removes her mouth guard from her sock and puts it in her
mouth. To resume play, the umpire awards the opponents in Blue
the free position. Legal the player in Red is not requiredto leave
the field because she has her mouth guard on her body. However,
to resume play, the opponents are awarded a free position.
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RULE 20: MAJOR FOUL RULES AND

PENALTIES

A. Major Foul Rules

1.

A player must not roughly or recklessly check/tackle an
opponentds crosse. Players mus
from within a field crosse wid
approximately 18 ¢cm or the wid
direcion of a check must be aandhy |
checks must be controlledhot intimidating or dangerous.
GuidanceeA check that causes the ball
face or a check that forces an op
iegal.

An attack player must not turn into or force her crosse or body
i nt o an »olwgyoradegallydeld crossethereby, checking
herself. Watch for an attack player illegally forcing through a legal
defensive double team.

A player must not strike an opponent with her crosse or force an
opponent ds cr os sheadiorrbody. Ayellowo p p o
cardmustbe gi ven for a check that
head.

Guidance: Unbalanced body position, stationary feet, and slipped

hands on the shaft of the crosse may result in large sweeping

swings that are reckless and dangerous. To determine the legality

of a check, umpires must consider the amount of force, and the

extent and direction of the back swing and the follow -through.

However, loud checks are not necessarily illegal checks

A player must not hold her crosse within a field crosse width of
an opponentds head or neck. A
crossenear or toward an opponentd
A player must not reach around
to check the opponentds crosse
with the opponent; with or without contact.

Guidance:. The defender& feet mustbe ahead of an opponent

before she may attempt to reach arounad/ acrossher body. This rule

does not prohibit a defender from legally checking an att ack
playerdbés crosse from behind.

60



RULE20 / MAJOR FOULS & PENALTIES

5.

A player in possession of the ball munsit protect her crosse by
holding her crosse near bodyr ow
with or without cradlingthereby, making a legal check impossible.
Guidance: The defense must be allowed to legally check an
opponent OT#s fouf shasild lee called when the attack

player pulls her crosse in toward her heaad/boadly to prevent

defender who is in good defensive position from making a legal

play on the ball. This foul occurs most often when an attack ball

carrier becomes trapped in or tries to go through a legal double

team.

A player must not block, chargbarge, shoulder, push with the
hand, backnto an opponent, or force her wathrough a legal
double team. A player is entitled to a legal field position that is
not alreadyoccupied by an opponent, and in taking that field
position, she must allow the opponent the time and/or space to
stop and/or change direction to avoid contact.
Guigance:A pl ayer s [ egal defensive p
shoulders. It hcludes the space directly in front her extending as far
as the length of her outstretched arms and heré n omi nal | y &
torso. A defender holding this position must be in this position
before the attack player reaches her, and she must not extend her
knees or hips sideways to impede, with contact, an attack player
who is changing her path to goal.

It is charging If an attack player uses her body or crosseto
Interfere with and make body contact with a defender who is
moving with her opponent to mai nt
checki ngd) . This includes i nterfe
crosse.

Body-to-body contact may be called a charge, a block, or
Incidental contact (a no call). Crosseto-crosse contact is either legal
or illegal.

A player must not at any time propel the ball with her crosse in a
dangerous or uncontrolled manner. A yellow cardistbe given
for dangerous propelling.
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a. The penalty for dangerous propelling is awarded to the
endangered player at or near the spot from where the
dangerous ball was thrown; at least 11 m from the center of
the goal line.

Guidance: A pass that isthrown or a shot that is taken without
regard to the positioning of any field player is potentially
dangerous.

A defender D1 is legally marking an attack A1 in front of
goal. The attack player with the ball, A2, shoots from just
outside the marking area as A1 ducks out of the way. lllegal;
A2 must be carded for dangerous propelling , and D1 /s
awarded a free position on the 11 m hash mark nearest to
where A2 took the shot.

8. A player must not, at any time, follothrough with her crossen
a dangerous or uncontrolled manner. A yellow card must be given
for a dangerous followhrough.

Guidance: A dangerous follow -through should be called if the
defender has already established her legal defensive position
before the shot. The shooter should not be penalized if a defender
moves into the path of the stick/follow -through after the ball has
been released.

Because the lead umpire must follow the ball on a shot, a trail
umpire may be the one who best sees the illegal contact on a
follow through.

9. A player must not shoot dangerously or without control. A
dangerous shot is usually directed at the goagliexe A dangerous
shot is judged on anydistaacmbi nat
from the goal, theforce of the shot, and theolacement of the
shot. A shot may be judged dangerous and/or uncontrolled even if
it misses the goal
Guidance: When judging a dangerous shot, consider: Did the
shooter hurl or bat the ball at goal without regard for her
opponents or teammates? Was the shooter off balance? Taking into
account a playerdbés peripheral vis
Was the shot a hard, rising shot aimed directly at the goalkeepers
boady/head?
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a. The goalkeeper will take the free position from inside the
goal circle for all dangerous shots. The offendingeqalavill
move directly behind and 4 mway from the goal circle.

b. If a goalkeeper has time to react and/or moves into a shot, it
is not dangerous. Shots that become dangerous after a legal
defensive check or block should not be penalized. A shot that
becomes dangerous when a goalkeepésplays the ball is
not a dangerous shot.

10. A player must not deliberately push, flick bat the ball into an
opponentds feet or body to cau
(Rule 14)

11. A defense player must not block or guard the goal outside the
goal circle with any part of her body for the purpose of
@bstructingthef r e e s p a c@bstruating the fee¢ space
to goal denies the attacking team the opportunity to shoot safely.
This rule is in effect only when the attacking team is in possession
of the ball within he 15 m fan. (Rule 23: Diagredh
a. Obstruction of the free space to goal occurs when a

defender is illegally in the free spaateher owninitiation.

b. A defender isnot obstructing the free space if she is drawn
into and through the free space to goal by an attack player
whom sheis leggimarkingdvi t hi n a s,ti ckds
approximately 1.5 meters. (Rule 23: Definitipns
Guidance: When a defender is being drawn through the free
space by an opponent she is marking and she continues to
move through the free space without hesitating or stopping,
she must not be penalized for obstructing the free space to
goal.

c. Blocking the freepace to goal requires an immediate whistle
in order to prevent injury. The free position will be set
relative to the spot of the ball. (Rule 20.B.5)

Guidance: This call should be made only if the ball carrier is
looking to shoot, and has the opportunity to shoot.
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If she hasher back toward the goal and/or she is being double
or triple teamed, she does not have an opportunity to shoot.

When approachi ng t he ady.hotcar
her crosse must be outside the free space until she is within a
stickdbés [ ength of the ball carr

Defenders whoarewithi n a stickdés [ engt
teaming a player without the ball are exempt from obstructing
the free space to goal, but they must abide by the three -
second rule.

A player standing below the goal line extended is not
obstructing the free space to goal.

12. A defender must not remain in the marking area in front of the
goal circle for more than three seconds unless she is marking an
opponent within a stickds | eng
same norball player in the marking area.

A defender who ignarking an unmarked opponent standing
6direct!l y behi inekentptfremthg thred cirec
seconds rule, but she is not exempt frabbstructing the free
space to goalShe may not remain in ¢hl1 m area for more than
three seconds if one of her teamates moves behind goal to
directly mark the atack player. (Rule 23, Diagradj

A defender who is inside the marking area because she is
legally marking an unmarked opponent who is directly behind goal
cannot be penalized for the three seconds ruleen drawn into a
double team in front of goal by other attack non ball players.

The three seconds rule takes effect when the team in
possession of the ball crosses the ball over the restraining line
into their attacking end of the field. When the defnis called
for a three-second violation and:

a. The attack player in possession of the ball is above or below
the goal line extended, the free position will be set relative to
the position of the ball to restart play.
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b. The advantagedg was raised for the violation, and the
scoring play ends without a further foul or shot on goal.
The free position will be set relative to the spot of the ball
when the flag was raised. (Rule 21.D.3)

13. A player must noinitiate illegal contact by detaining, holding,
tagging, or pushing aga,breresse an
with her arm, leg or bodyA player must not use the shaft of the
crosse to hit, push, or displace an opponent.

14. When a player is in possass of the ball, an opponent must not
hold the playerds crosse after
movement or balanceSgeRule 19.A.190or the minor foul hold)

15. A player must not use the webbed area of her crossdiook the
bottom end of an opponentdés cr

16. A player must not trip an opponent, deliberately or otherwise.

17. A player must not set a moving or stationary pittat is out of an
oppon&wnit s adoesmot alolw éndbugh time or space
for the opponent to stop or change direction, and contact occurs.
Guidance: lllegal picks set during high speed midfield transition
may be dangerous and carded.

18. A player must notsw i pat léer opponent with her crosse. A
swipe is a recklesard dangerous swing of the crosse that has
potential forserious injury. A swipe will be called regardless of
whetherornotcont act is made with an
body. In addition to awarding the appropriate penalty, a yellow
card mustbe given
Guidance. Swipes occurring in the midfield must be called
immediately. Swipes that occur during a raised advantage flag/
scoring play must be carded and penalized when the scoring play
ends.

19. The goalkeeper, while fully outside the goal circle, nmagt
blatantly or purposely play the ball with any part of her body.

20. An unprotected field player/deputy may not illegally remain in the
goal circle. (Rules 17.A & 17.C.1.b)
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21. A player or any otheteam/bench personnel must not act in an
unsporting manner or display any other inappropriate behavior.
Coaching during an injury time out is not permitted.

22. A player must nouuse her crosse and/or body aforceful,
dangerous or intimidating manneand/or show disregard for her

own or an opponentds safety. T
regardless of whether or not they have possession of the ball.
(Rule 22)

B. Major Foul Free Positions
1. For any major fouls that occur anywhere on the fielda side the
11 meter area, including below the level of the goal line
extended (no advantage flag/scoring plag free position is
awarced at the spot of the foul, but no closer thal m to the
center of the goal line or within 4n of the boundary. Theffender
will stand 4 m directly behind the player taking the fyeasition. If
the goalkeeper is outside her goal circle and has not fouled, she
must stand for the free position and may not return to the goal
circle.
a. Whenever the goalkeeper commits a major foudgardless
of whether sheg inor outside the goal circleshe must move
4 m behindthe player awarded the bédlhr the free position;
the goal circle will emain empty. When play resumes,
deputy may only eer the goal circle to stop a rolling or a
low bouncing ball.
Guidance: A bounce shot is not a low bouncing ball.

2. When a major foul by the defense occusdthin 11 meters
outside the marking area,thg n t
free position is set on the nearest hash mark in line with the.foul
Onlythe® e n a | t will He aleaeed All players must move
their bodies and crosses sideways from the penalty lane relative
to their positions when play stoppe¢Rule 23: DiagramQ)

a. If the goalkeeper is outside the goal circleddras not fouled,
shemust return to the goal circle for the free position.
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3.

When a major foul by the defense occurside the marking

area, the free position is set on the hash mark inside the marking
area that is nearest to and in line with the foAll players must

clear their bodies and crosses from inside the marking .area

The penalty lane mustiso be clearedvhen te free position is
awarded on either of the first hash marks inside the marking area.

a.

b.

When instructed by the umpire, all players must clear the
marking area by taking the shortest route out. Designated
defense players are entitled to a position on the hash marks
closest to the attack player o is awarded the free position.
Designated defese playes are those players whare within

4 m of the attack player who was fouled, or when the whistle
sounds tostop play, are wittn 4 m of the attack player who

is awarded the free position.

If the goalkeeper is outside her goal circleddras not faled,
shemust return to the goal circle for the free position.

If a foul by the defense prevents an almost certain goal, the
umpire may move any player/s, including the goalkeeper, who are
positioned between the free position and the gokthe goal circle
will remain empty(Rules 20.A.11, 20.A.12; 20.A.19, 20.A.20 &
20.A.22)

If any defender is in the free space to goal when a free position is
set, she must not be penalized for blocking the free space to goal
unless she does natnmedigely move out when the whistle

sounds to restart play. (Rule 20.A.10)

Guidance: While a defender must not be allowed to obstruct the

free space to goal, an attack player must never shoot/ propel the

ball at an unprotected player.

When a major foul by the attack occumsside the 11 m area,
(no advantage flag/scoring pl#y? free position will be taken by
the defender who was fouled atspot in line with the foul that is
11 m from the center of the goal line hE attack playewho
fouled willmove 4 m behind.
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a. If the goalkeeper is fully outsidedlgoal circle when she is
fouledby an attack player, the goalkeeper walke the free
position 11 m fromthe center of the goal circle a spot in
line with the foul.

b. If an attak player fouls the goalkeep®mile she is inside or
partially inside the goal circle, the goalkeeper will take the
free position inside the goal circle. The offender will move
behindthe goal circle and 4 m away

7. Whenever awarning cards giverfor a personal foul, the game

will resumeaccording toRules 20.B & 22.B.

Guidance: When a warning card is given for a personal foul

following a scoring play, play will resume according to Rule 21.D5.

RULE 21: ADVANTAGE FLAG

A. The Advantage Flagasheld vhistle for a major foutommittedby the
defense when the attacking team is ofsac o r i nithipld5ay &
metersof goal. A scoring play is a continuous effort by the attacking
team to move the balloward goal to complete a shot.

1. The advantage flagea includes the 15 m fan and the playing area
behind the goal that runs 9 m deep andrb5o each side of the
center of the goal line.

B. The umpire will raise a yellow flag whére attackis on a scoring play
within the advantage flag area g¢hd defense commits a major foul
againstinattack playemwith the ball, or an attack teammate without
the ball The flag will remain raised as long as the attat&ins
possession of the balihd movegoward goalto complete a shot.
Guidance.: Umpires will keep the yellow flag in the waist band or pocket
of their uniform. When a scoring play is in progress and the defense
commits a major foul, the umpire will hold the advantage flag vertically
above her head so that the flag isclearlyv i s i b/l e /laangdo .c a7l hle
umpire must note the shirt numbers of both the attack and defense
playersinvolved. (Rule 23 Diagram7)
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C. The scoring plays complete and endshen:

1.
2.

A shot is taken.

The attacking team passes or carries the ball behind the level of
the goal line and fails to continue thénitial momentum to score

a goal.

Guidance: An attacking team must not be permitted to take or pass

the ball behind the level of the goal line to set up a new scoring

play.

The attacking team stops its continuous effort to complete a shot
on goal, or the player with the ball is forced by thefdnse to

lose her forward momentum.

Guidance. Umpires will end the scoring play if the attack is forced by
good defensive play to lose itsforward momentum to goal, or if the
attack simply stops moving to goal.

The attacking team fouls. If the attacking team commits any major
or minor foul during a scoring play, the fouls will be treated as
equivalent anaffsetting foul.To resume play, ghrow will be

taken beyond 15 m and level with the goal line extendedlg Ru
15.B.9)

Guidance: When possible, it is recommended thatthe center/ 0 C 0
umpire administer throws.

The attacking team loses possession of the ball. A bouncegpass
shot arenot considered los®f possession.

Guidance: The attack may lose possession othe ball by dropping

the ball, making an errant pass that is intercepted or goes out of
bounds, or from a legal check.

The defense commits another major or minor foul that requires
the game to be stopped
Guidance: During a scoring play/raised advantage flag, it is not
necessary to automatically stop play when there are additional/
subsequent defensive fouls. However, the scoring play may be
stopped at any time to prevent injury.

Fouls that are judged intentional, professional, or breakdown
fouls must be carded.
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a. The umpire must stop the scoring plammediatelyfor an
obstruction of the free space violation or for an illegal deputy
inside the goal circle.

D. Following the Advantage Flag:

1.
2.

If a shot on goal is successful, the goal counts.

If the attackingteamltcooses t o shoot, the

by the raiselfig is completghe umpire lowers thdlag and play

continues.

If the scoring play ends without a further foul oshot on gal,

or if ashot on goal is directly and immediately affected by a foul

and no advantage is gainadree pasition will be awarded to the

playerwho was fouledThe opponentwho fouled will move 4 m

directly behindlf the foul occurred:

a. Wi ithin 11 meters outside the markingarea (i n itenhGe
shaped area), the free pition is set on the nearest I hash
mark. Only the penalty lane will be cleared of play@edies
and crosseg(Rule 20.B.2)

b. Inside the marking area , the free position is set on the
nearest hash mark inside the marking area. The marking area
and, when necessary, the penalty lane must be cleared. (Rule
20.B.3)

c. Below the level of the goal line or if the goalkeeper
saves the shot, the free positions set on the nearest 11 m
mark on the goal line extended. Players will clear a penalty
lane abovel/in front of the goal line.

If the defense commits any subsequent/additional majanioior

foul/s anywhere inside or outside the marking ateat endsthe

scoring playthe free position is set on th&1 m hash mark inside
the marking aredhat is nearest to thenost recent foul. The
defender who fouled will mee 4 m behind. The marking area

and, when necessary, the penalty lane will be cled®rdeption:

If the additional foul isalledfor a deputywho is illegallynside

the goal circle, the free positiowill be awaded at the center

hash mark inhe marking area. (Rule 17.C.b)
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5.

If the defense commits major foul that must be carded when the
scoring play ends, the attack will be aded afree position
according to the criteria in Rules 21.D.3 and 21.DSincethe
defeng will beplaying with one less player below the restraining
lines, o other player on he defendig team will be required to
move4m behind for the free position.

a.

If the attack scores a ggahe free position will be awarded at
the center Ine. The center on theeamthat fouledwill move

4 m away toward hedefending goal at a 4&ngleto the

center line.

If the goalkeeper receives a warning card following a goal, the
goalkeeper or her substitute will remain in the goal circle to
resume playTo resume play, the free position will be set at
the center line. (Rule 22.B.2 & 22.B.3

If the attacking team commits any major or minor foul during a
scoring play, to resume play see Rule 21.C.4.
The goalkeepemayreturn to the gaal circle if

a.

She has moved outside the goal ciraled makes an
interception,wins posgssion of arout of bounds balbr
makes any other legal play to ettte scoring play.
Guidance: While the attack is on a scoring play, the advantage
flag is raised for a major foul committed by the defense just
inside the 15 m fan. As the attack continues toward goal, she
passes the ball toward a teammate near the goal circle. The
goalkeeper moves out of her goal circle and intercepts the
pass Legal; the fouled attack player is awarded a free position
set atthe spot of the foul just inside the 15 m fan, the
defender who fouled must move 4m behind, and players
within 4 m of the ball carrier must move 4m away. Since the
goalkeeper ended the scoring play, she may return to the goal
circle for the free position.

The goalkeeper has moved outside the goatle and is
fouled by an attack player, which ends the scoring play.

Guidance: A Throw will be awarded to the attack player who
fouled and the nearest defender, not the goalkeeper.
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c. The goalkeeper is outside the goal circle, has not fouled, and

the free position is sewithin the 11 m area.

RULE 22: WARNING CARDS AND
MISCONDUCT

A. Personal Misconduct Fouls. A player must not:

Conduct herself in a rough, dangergus unsporting manner.
Persistently or flagrantly violate the rules.

Deliberately endanger the safety of an opponent.

Use abusive | anguage or deisiang s s
Use language or exhibit behavior that is intendectobarrass,
ridicule or demean others, i.e. baiting or taunting.

Exhibit any type of behavior w
amounts to misconduct.

Guidance: A card must be given for a check to the head, a swipe, a
dangerous follow -through, and dangerous propelling.

Discretionary cards may be given for other persistently occurring

major fouls due to either lack of skill, recklessnessor an attempt to

gain an unfair advantage.

B. Penalties for Personal Misconduct Cards
1. The penalty fopersonal misconduct suspensions will be the same
as for all major fouls. In addition to awarding a free position, the
umpire will take time out to issue a yellow card, a yellow and red
card together or a straight red card. Whenever a wanyg card is
shown it is considered a warning to all players.

a. When administering a freposition after a card has been
givenand a team is playing with one less person, no player on
the penalized team must move 4 m behind for the free
position.A carded playewill serve her timed suspension in
her teamds bench area.

arwDdOE

IS
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2. A player receiving a yellow card must leave the field for a two
minute timed penalty suspension; a substituigy nottake her
place. Her team must playith one less player below/goal side of
the restraining linefor the duration of the two minute penalty.

a.

If a goalkeeper receivesyallow card, and her team has a

0 s e ¢ 0 n d godlkeepgrthe sdnd goalleper will

replace thegoalkeeperlf her team does not have&s e c o n d

d r e sgoakdeper, thgoalkeeper may remain in the game.

To resume play the goalkeeper will stand 4 m beltime

attack player awarded the free position. The goal circle will

remain empty. The teammate below/gaéle of the

restraining line and nearest
must leave the field to begin the two minute suspension
penalty.

1) Exception If the goalkeeper receives a warning card
following a successful shot on goal, she or her substitute
will remain in the goal circle. Play will resume wdth
free position at the center lingRule 21.D5.b)

Once play resumes, any eligible player may substitute as long

as her team plays short for the duran of the two minute

penalty.

3. A playerreceiving a yellow/red card or a straight red card will be
suspended from further participation in the game; a substitute
may not take her place. Her team must play short with one less
player below/goal side of the restraining line for the duration of
five minutes for a yellow/red card and ten minutes fostaaight
red card.

a.

When a goalkeeper receives a yellow/red or a straight red
card, and her team has a 06se
will replace the suspended goalkeeper. If the suspended
goakkeper i s ©Benl tye goalespsreadnd

minute time out will be taken to enable a teammate to put
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on protective equipment. If this player is on the field a
substitute will take her plac&lay wilresume according to
Rule22.B.2.
4. |If aplayer orsubstitute enters the game before a timed penalty
suspension expireghe player orher team must reserve the
entire pendty and play short for another two, five, or teminutes.
5. Whenever a plger is suspended with less th&mwo minutes

remaining in the hafbr a yellow cardfive minutes for a yellow/

red card or ten minutes for a straighted card,the timed penalty

suspension will carry over into the second half or overtime, when

played.

Guidance: An advantage flag has been raised for a major foul

committed by the defense while the attack was on a scoring play.

As the attack player shoots, the goalkeeper checks the attack

shooter on the head, the shot goes in the goal. lllegal; the goal

counts, and the umpire must give the goalkeeper a yellow card. To

resume play, the attack is awarded a free positionat the center line.

The goalkeeper or a substitute will remain in the goal circle, and a

field player on the defending team must leave the field t o begin the

goal keeper s suspension. ( Rul es 2

6. Without any previous warning, an umpire may suspend a player,
coach or other team/bench personnel from further participation
in the game if they are guilty of flagrant or repeatéalations of
the rules, continued dissent, misconduat abusive language.

a. The suspended person will be requested to leave the field
and the entire playing area. The game will be restarted within
30 seconds with a free position for the opponemtarest the
ball when play was stopped or at the spot where play was to
resume before the card was given

b. If the offender refuses to leave the field and/or playing area
when requested by the umpire, her teamust forfeitthe game.
If the forfeitingteam is behind in scorghe score will stand.
If the forfeiting team is ahead, the score will bdd 0 in favor
of the opponents.
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C. Delay of Game and other Persistent Minor Fouls

1.

2.

Delay of game fouls include:

a Failure to 6standd when the
6creepingéo

b. Failure to move 4 m away for a free position

c. Failureb foll ow an umpireds dire

d. Any other type of behavior which,inthe mpi r eds op
amounts to delay.

Persistent minor fouls include:

a. Repeated false start violatiofRule 19.A.20)

b. Repeated restraining line violatio(Rule 18)

c. Teams that repeatedly waste time returning to center draw
following a gob(Rule 19.A.1p

d Any other minor fouls that i
repeatedly due to lack of skill or to gain an unfair advantage.

D. Penalties for Delay of Game and other Persistent Minor Fouls

1.

The first time an umpire awards a card fdelay of game or
persistent minor fouls, the um
green card, and award the appropriate minor foul free positibn
applicable, at the spot of the hall

For the second delay of game or persistent minor foul penalty,

the umpire will show the offending player a green and yellow card

together and award the appropriate major foul penalty. The
offending player may remain in the game.

For the third or any subsequent delay of game or persistent

minor foul penalties, thempire will show the offending player a

green and red card together and award the appropriate major

foul penalty. The player must leave the field for a five minute
timed penalty suspensiomo resume playno other plagr on the
team that fouled must mové m behind for thefree position.

a. During the five minute penal
must play short with one less player below/goal side of the
restraining lines. When the time expires, the player or a
substitute may enter the game.
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b. If the suspended player or her substitute enters the game
before the penalty expires, she is an illegal substitute.
The playemust leave the field to rservethe penaltyand
her team must play short foan additionalfive minutes.

c. Whenever a player is suspended with less than five minutes
remaining in the half, the suspension will carry over to the
second half or overtime when played.

6. Delay of game and other persistent minor fouls need not be
identical.

E. The warning card procedures for personal misconduct fouls and those
for delay of game and other persistent minor fouls operate
independent of one another. Therefore, it is possible for a player to
receive a yellow card and then receive a yellow/green card.

F. At any time during the game, at
previous warningan umpire may award cards fpersonal
misconduct fouls or for any delay of game or other persistent minor
fouls that are committed in a dangerous or unsporting n&nn
Guidance: Delay of game and other minor fouls are generally
procedural or involve misplays on the ball that do not relate to the
safety of the participants. However, when these fouls are repeated, they
must be carded. Personal misconduct major fouls, which include
del i berate, Obretéssivadal éawadbecavéeu s t
they intimidate, jeopardize the safety of the participants, and reflect
unsporting tactics.

The recommended options for the green, yellow, and red cards are:

a. A green triangle with sides 6.5 cm
A yellow square with sides 6.5 cm
A red rectangle with sides 6.5 cm

OR
b. A green, yellow and red rectangle with sides 9 cm X 6.5 an
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An Advantage Flags aheld whistle for a major foul by the defense when
an attack player, with or without the ball, is on a scoring play within 15 m
of goal. The umpire wildl rai se a 'y

oM oM.
Vo Y
e ~
15M
Diagram 7
Advantage Flag Area
Rule 21

Blocking occurs when glayer moves into the path of an opponent with
the ball without giving that player sufficient time to stop or change
direction and causes contact. When a player is running to receive the ball
a dlindsidé unsighted deendermust give that playeenough time and/or
space to stop or change her direction. (Rule R®)
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Body Checking is atechniquewhereby a defender moves with an

opponent without body contact occurring. The defender mirrors each
movement of the opponentds body ar
causing her opponent to slow down, change directionpass the ball.

Charging occurswhen aplayerwith the ball, pushes into, shoulders, or
backs into and makes bodily contact with her opponent who has already
established her legal defensive position, though not necessarily stationary.
(Rule 20.A.6)

Clear is any action taken g a playewho is legally insidi#he goal circle to
pass orcarry the ball out of the goaircle.

Clear Space indicates the space between players whifree of crosses
oranypartof anot her playerds body.

Creeping islllegal movement by a field player after a whistle is blown to
stop play when players are required to stand.

Crosse Checking is anextension of body checking whereby the
defender attempts to dislodge the
controlled crosseto-crosse contact.

A Dead Ball occurs whenan umpire blows the whistle to stop plathe
ball is referred to as being o0deac

ADeputy isan unprotected field player ¢
team who may enter or remain in the goal circle omfren her team is in
possession of the ball and the goalkeeper is out of the goal circle. (Rule
17.A.3)

Directly Behind the Goal _isthe area between two imaginary lines
extending perpendicular and back from the goal line extended and tangent
to the goalcircle. (Rule 20.A.12)
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Y

Diagram 8
Directly Behind the Goal Circl e
Rule 20.A.12

False Start : Players may nanove their feet, stepr make any
movement feintingimulating the beginning of play that is designed to
cause armopponent to move before the whistle.

Free Space to Goal isan imaginary path to goal as defined by two lines
extending from the ball, which must be within 15 m of goal, to the outside
edges of the goal circle. No defender will be penalized if positidretolw

the extension of the goal line, as shown. (Rule 20.A.11)
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@ D (No Penalty)

Diagram 9
Free Space to Goal
Rule 20.A.11

Grounded referstoanypart of the goal keegher 6
that are completely outside the goal circle line, while attempting to play
the ball from inside the goal circle. (Rul&.A.3.d)

Held Whistle : SeeRulel6.C.

In Possession of the Ball means that glayer has the ball in her crosse,
and she caperform any of the nomal function of control such azadling,
carrying, passing or shooting the ball. (Rule 14.B.1)
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Penalty Lane is a pathto goal defined by two imaginary lines that extend
the width of the goal circle to 4 m on either side of the ball carrier. All
other players must clear their bodies and cressfrom this space when
some free positions for major fouls are awarded withirl In in front of

goal.
BalT @ |
; Bal

Ball

Diagram 10
Penalty lane
Rule 20.B.2

Pick is anoffensive technique by which a player without the ball uses her
positioning to force an opponent to take another route. To be legal,
moving or stationary picks must be
opponent. The opponent must be given enough tiamel space to stop

and/or change direction. (Rule 20.A.14)

Playedr ef er s t o an action whereby th

is touched by another player, or her crosse is checked crosse to crosse by
an opposing player.
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A Scoring Play is a continuous effort byhe attacking team to move the
ball toward the goal and to complete a shot on gaabkcoring play endsis
complete when
1. Ashotis taken
2. The attacking team passes or carries the ball below the level of
the goal lineand stops the continuous attempt to score a goal.
3. The attacking team stops their continuous attempt to score a
goal, or the player with the ball is forced by good defense to lose
her forward momentum.
4. The attacking team fouls.
5. The defense commits anothenajor or minor foul that requires
the game to be stopped.
6. The attacking team loses possession of the ball.

Shot occurs when a player throw/propsthe ball in the direction of the
goal with the intent to score a goal.

Spot Nearest the Foul is on a lire that passes from the center of the
goal line, through the point where the foul occurred, to the 15 m.fan

Swipe occurs when a playemvgngs her crosse atanoppont 6 s cr o
body withdeliberate viciousness or recklessness, whether or not the
opponentds crosse or body is struc

Team/Bench Personnel includes the coach, assistant coaches, manager,
medical staff and gyers. (Rule 1.J & Rule 22)B.6

Team Substitution Area is the space defined by two markers placed 4
mapartandeen with the Scorerds/ Ti mer d
to substitute must stand behind the markers. (Rule 1.J)

Toeing the Center Line refers to the placerant of the foot during the
draw, up to, but not on, the center line. (Rule 12)
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VisualFieldi s a pl ayerds peripheral vis
using her peripheral vision to sec
vision is 180 degrees using a pl ay

her shoulders. (Rel20.A.17)

Within a StickdNSUe&rEgtah crosse | en
extended (approximately 1.5m). It is the maximum distance a player may
be from her opponent and be consideréegally or actively markirthis
opponent. (Rules 20.A.11 20.A.12)

RULE 24: TOURNAMENT RULES

A. For FIL events, a roster of eighteen (18) players constitutes a full
team. Six (6) support staff are allowed in the Team/ Bench Area during
games. (Rule 5.A)

B. The color of the ball will be solid yellow.

C. The scorekeeper will record the time of goals and any other
necessary game statistics.

D. If one team is leading by twelve (12) or more goals, the clock will
continue to run after a goal is scored. (Rule 12)

E. In Tournament Play, when there is a tie oaifts, it is recommended
that the Goal Differential Formula will be applied:

Goals Ford Goals Against

Total Goals

In the formula, the scores of all the games in the Round Robin of the
tied teams are used. The maximudifference in scores allowed per
team will be 12, which is achiev
scores @ used except those matches in which the goal difference
exceeds 12. In these cases, the goal difference is reduced to 12. For
example, a score of 18 1 will be reduced to 13 1 before using the
goal formula.
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F. Overtime Procedures Playing off a tie game when required.

1.

When thescore is tied at the end of regulation playing time, both
teams will have 5 minutes rest and toss the coin for choice of
ends. The lower seeded team or the team dressed in the dark
shirts will call the coin toss for choice of end to defend.

A full 6 mindes of stopclock overtime will be played in sets of
two 3 minute periods. At the end of the first 3 minute period,
the teams will change enagth no delay for coaching, and the
game will be restarted with a céer draw. The team that is
leadingat the end of the full 6minutes wins the game.

When a team has not used its two team time outs during
regulation, they may request a time out/s in overtime play.

If the teams ee still tied after the full @ninutes of overtime, they
will have3 minutes of rest ad change ends.

The winnerwi | | be decidedorydasdepd
overtime ofnot more than 6minutes. If a winning goal is not
scored in thefirst 3 minute periodteams will change ends with
no delay forcoachingand the game will beestarted with a

center draw. The team scoring the first goal wins.

Pl ay will contiicntuoer yhécktshertmips u d d e
periods of 6 minutes in length. Teams will continue to change
ends after each 3 minutes of play. Teams will have 3 minutes of
rest between every #ninute period until a winning goal is scored.

G. Penalty demerit system for FIL World Events.

1.

2.

For FIL Tournaments, a penalty point system will be in place for
players receiving warning cards for personal fouls and to deter
unsporsmanlike or dangerous conduct by players:
a. Yellow card suspension = 2 penalty points,

Yellow/red card suspension = 4 penalty points,

Red card suspension = 6 penalty points.
When a player has accrued 8 penalty pojistse will besuspeded
from the next match of the lkampionship.

84



RULE 24 /| TOURAMENT RULES

3. Penalty points are cumulative. Once a player sits out one match,
she will sit out a second match if she accrues an additional six
points.

4. ltis the responsibility of th&echnical Delegate or Competitions
Chairto advise the Team Manager when a player has accrued six
points.

H. Uniform advertising: A maximum of 3 advertisement emblems/logos
may be worn on the playerds fiel
emblems/logos maisiot exceed 40 square centimeters.

[.  Uniform Shirts:

a. 1st Strip or Lhiform (home eam higher seedor light
colored shirt.

b. 2nd Stip or Uniform (away €am lower seedor dark
colored shirt.

c. Teams mushave two alternate blood shirts in each color.

I.  For FIL Tournaments, numbets40 only are permitted on team
shirts.Numbers at least 15 crtall must be centered on the front of
the shirt, andnumbers at least 20 cm tathust be centered on the
back ofthe shirt. Playing numbers must be writtengtain block font
and the color of the numbers must clearly contrast the color of the
shirts. If a team wears a patterned shirt, the numbers must be
superimposed on a solid, clearly contrasting color block background.
(Rule 6)

J. Technical Delegates will set tournament and bench rules in
accordance with FIL Rules Book Rule 1.J and FIL Werk&ht Bylaws.
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RULE 25: MANUFACTURE!
SPECIFICATIONS

A. All Field Crosses

The primary intent of the field crosse specifications is to ensure that

the ball moves freely within all parts of the head and pocket so that

the ball may be dislodged from a crosse without an excessively
forceful check.

A crosse may be deemed illegaden though it meets all technical
specifications, iin the opinion of the FIWo me n&6s Rul es C
its design is an obvious attempt to aimmvent the intent of the rules.

A crosse that has been altered in such a way as to give an unfair
advantageo a player is illegal.

1. The head of the field crosse shall be constructed of wood, plastic,
fiberglass, nylon, leather, rubber, gut, and/or any other synthetic
material.

2. The handle of the crosse shall be constructed of wood, metal
alloy, or other composite materiglanditmu st be @ n o mi
straight An exception is that a handle may deviate up to, but not
more than, 10 degrees from straight at the end of the shaft that is
within 6.5 cm from the ball stop when the handle is attached to
the head.

Guidance: A *bent* handle may only be used with the heads that

are specifically designed to accommodate them, *Bent* handles

are head and manufacture 6 specific. Heads designed for use with a

*bent* handle will not be legal when mounted/ attached to a

straight handle. Heads designed for use with a straight handle will

not be legal when attached to a bent handle.

a. Recessed metal screws with round heads shall be used to

attach the head of a pstic/molded head crosse to the
handle The butt endsof all hanlles musthave an end cap, be
taped or if wood, be sanded smootfThe crosse shall not
have sharp or protruding parts or edges and shall not be
dangerous to players in any way.
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3.

The overall length of therosse shall be 0.9 m /90 cm minimum

to 1.1 m /110 cm maximum. End caps are included when
measuring the overall length of a crosse.

Guidance: Junior players who are under the age of 15 may use a

crosse shorter than 90 cm/0.9 m to allow the crosse to fit
comfortably along the full | ength

To determine comphlnce with the line measuremespecifications

in Rule 25, all measurements shall be made to the nearest 0.01 cm
The allowed deviation from the standard is 0.09 cm.

Guidance: If the maximum specified length for a particular

measurement is 5.1 cm, then a measurement of 5.19 cm passes and

5.20 cm does not. If the minimum specified length for a particular
measurement is 5.1 cm, then a measurement of 5.01cm passes and
5.00cm does not.

The unstrung headnd the handle of a field crosse shall lie within
a 51cm horizontal plane. (Diagrafr)

Guidance: To determine the 5.1 cm horizontal plane of the head,
place the crosse on a table with the open pocket facing up so that

the long axis of the handle is horizontal/parallel to the floor.
Depending on the shape of the head, it may be necessary to

support th e handle so it is horizontal. With the handle horizontal

and the lowest part of the head in contact with the table , no part of
the head, as defined from the ball stop to the outside edge of the
Scoop, shall be more than 5.1 cm above the table.

a. At the bridge or the ball stop, the top edge of the bridge or
ball stop must be at least 1.3 cm above the center line of the
handle.

b. The top edge of the sidewall must not be more than 0.6 cm
below the center line of the handle.

c. The top edge of the sidewall must not drop below the center
line of the handle prior to 5.7 cm as measured from the
center of the bridge or ball stop.

The overall length of the head, as measured from the center of

the Bridge or Ball stop (where the 1 back edge of the stop pad

meets the plastic) to the top outside edge of the scoop, shall be
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25.4 cm minimum to 30.5 cm maximum. With the open pocket
facing up, all length measurements are taken along the center line
of the handle.

7. The overall outside widtlof the head of the crosse when
measured at the widest poirat the top of the head muse
18 cm minimum to 23 cm maximum. With the open pocket of the
head facing up, all width measurements are taken on a line that is
perpendicular to the extension of the handle.

8. Sidewall stringing holes: Pockets must be attached to and
anchored ang the bottom rail of the sidewall through stringing
holes.The distance fronthe bottom of the sidewall to the
bottom of the stringing hole shall ndite more than 1.0 cm.

Guidance: Decorative holes in the sidewalls that do not meet these
specifications may not be used as stringing holes.

9. The entire crosse (strung head and handle) shall not weigh more
than 567 g.

B. The Wooden Field Crosse

1. The head of a wooden field crosgedefined to consist of four
parts: the Bridge, the Wooden Sidewall gfGuard and the
Scoop. (Diagram.2)

a. The bridge is the woven ball stop of a wooden crosse. The
height of the bridge shall be 5.1 cm maximum to 3.2 cm
minimum.

b. As measured from the center of the bridge to the midpoint
of the head, the actual height of the wooden sidewall shall be
4.5 cm maximum to 3.2 cm. From the midpoint of the head,
the height of the sidewall may taper toward the scoop.

c. The guard is thesoft woven wall of the head. The height of the
guard shall be 7 cm maximum to 3.2 cm minimum.

2. The head shall be triangular in shape. The inside width between
the sidewalls of the head must continually increase as medsur
from the center of the bridg to the widest point at the top of the
head.
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a.

e.

The inside width between the sidewalls of the head, as
measured 3.2 cm from the center of the Bridge, shall be
6.7cm to 7.6 cm and the outside width of the head shall be
7.6 cmto 10.1 cm.

The inside width between the sidewalls of the head, as
measured 5.1 cm from the center of the Bridge, shall be 7 cm
minimum.

The inside width between the sidewalls otthead, as
measured 7.6 cm from the center of the Bridge, shall be 8 cm
minimum.

The inside width between the sidewalls of the head, as
measured 10.2 cm from the center of the Bridge, shall be 9 cm
minimum.

The inside width between the wall$ the widest point at the

top of the head shall be 15 cm to 16 cm.

C. Plasic/Molded Head Crosse (Diagrafmt)
1. The head of the plastic/molded head field crosse is defined to
consist of four regions: the Throat, the Ball Stop, thdeSall and
the Scap. (Diagraml2)

a.

The ball $op is the center inside curved plastic wall of the
head at the throat. The wall of the ball stop must not deviate
by more than 5 degrees from perpendicular to the long axis
of the handle. To determine crosse compliance vatigular
measurement specifications in FIL Rule 25, all measurements
and calculations will be made to the nearest 0.01°. The
allowed deviation from the standard is 0.44°.

Guidance: If the maximum specified angle is 5.0°, then a

particular measurement of 5.44° passes, and 5.45° does not.

1) The height of the ball stop shall be 5.1 cm maximum to
3.2 cm minimum.

2) Stop pads shall not be more than 0.5cm thick. With the
open pocketof the head facing up, the stop pad shall not
vary in thickness from the top to bottom of the ball stop.
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The stop pads may have slightly raised or inset lettering as
long as the peareived goal is artistidesignadvertising. A
series of parallel ridges or grooves are not acceptable.
The surface oftie stop pad must not in any wanterfere

with the free movement of the ball within the pocket or
effect ball retention.

b. The stop area endsind the sidewalls begin as measured
3.4 cm from the center of the ball stop. The sidewalls end
and the scoop area begins at the widest point at the top of
the head.

1)

2)

From the beginning of the sidewall at 3.4 cm to the
midpoint of the head, as nasured from the center of

the ball stop to the top of the scoop, the actual height of
the sidewalls shall b&5 cmmaximum to 2.8 cm
minimum. From the midpoint of the head, the height of
the sidewalls may taper toward the scoop.

There may be no ptrusions or outcroppings on the
inside surface of the sidewalls. The sidewalls may not be
linedwith any additional material.

Guidance: While no outcroppings or protrusions of any

kind are allowed on the sidewalls of a crosse, outcroppings
are allowed on the scoop and the ball stop areas as long

as *all* other FIL crosse dimensionand shape

requirements are met, and the outcroppings have only
aesthetic function and do not affect the free movement of

the ball in the pocket.

2. The head of the crosse shall be triangular in concept. The inside
width between the sidewalls of the head must continually increase
as measured from the center dfie ball stop to the widest point
at the top of the head. (Diagram 13)

a. The inside widh between the sidewalls of theehd, as
measured 3.2 cm from the center of Ball Stop, shall be 6.7 cm
to 8.0 cm maximum. The radius of the ball is 3.2 cm.
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b. The inside width between the sidewalls of the head, as
measured 5.1 cm from the center of the Ball Stop shall be
7 cmminimum.

c. The inside width between the sidewalls of the head, as
measured 7.6 cm from the center of the Ball Stop, shall be
8 cm minimum.

d. The inside width between the sidewalls of the head, as
measured 10.2 cm from the center of the Ball Stop shall be
9 cm minmum.

e. The inside width between the walls at the widest point at the
top of the head, shall be 16 cm minimum.
Guidance. The inside width between the sidewalls is
measured by determining the minimum distance between
projections of the sidewalls onto a horizontal plane. This can

be performed by measuring the outside distance between two
vertical rods.

3. At all points almg the sidewall, the following formula shall be used
to determine the maximum slant/angle the sidewalls may deviate
from vertical. (Diagram 15)

a. With the open pocket of the head facing up, measure the
vertical heighf the sidewall at any point. Thdimd the
difference in the width between the top and bottom edges of
the sidewall at that point.

b. Atall points, the difference between the top and bottom
widths divided by the vertical height of the sidewall, must be
less than or equal to 0.05.

D. The Pockets of all Wooden or Plastic/Molded Field Crosses:

1. The pocket of all field crosses shall be strung with 4 or 5
longitudinal leatheand/or synthetic thongs and 8 to 1nots/
stitches of cross lacing. Mesh pockets are not allowed
Guidance: Wh en pl atsitésooar@ used o at.i
thongs, all sharp edges must be sanded/filed smooth.
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a. Longitudinal leather or synthetic thongs shall®8 cmto
1.0cmwideThongs must not touch,
be evenly paced along the length amdross the width of
the head. Loose ends of thongs may not be woven back up
through the pocket of the crosse and during play must be
secured to thehandle of the crosse. (Diagrah?)

b. Crosslacing in a traditionally strung pocket is defined @8
knots/stitches, wher@wo pocket nylons intertwine at
common place on a thong and evenly spaced (not bunched)
diamonds( A 6di amondd dBetweene shap
longitudinal knots on thongs and horizontal knots)

c. Crosslacing in a prananufactured detachable pocket is
defined as 8.2 evenly spaced pocket nylon laces that are
sewn or traditionally woven between evenly spaced
longitudinal thongs. Exdrlengths of sidewall nylon ties must
be cut to 4 cm maximum.

d. The nominal diameter of the shooting/throw string and
sidewall nylon cord shall be 0.3 cm maximum. The nominal
diameter of pocket nylon must be less than 0.3 cm.

1) Field crosses shall have no more than two separate
shooting/throw strings. Shooting/throw strings shall not
be rolled or coiledmore than twice betweerach thong.
Flat hockey or boot lages may not be used as
shootingthrow strings.

2) Both shooting/throwstrings must be attached in the
upper third of the head, or the top shooting/throw string
must be attached in the upper third of the head, and the
bottom shooting/throw stri:
in shape and must be attached in the upper dvadf of
the head, as measured from the top, outside edgéhef
scoop. (Diagrani6)

e. All components of the pocket shall be integral, either by tying
or by stitching. In no case shall components be slid dver
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shooting/throw strings, cross lacings or thongs. This rule
prohibits the use of beads, tubingr similar items on any
part of the pocket.

Guidance: No additional material of any size or shape may be
used in the place of traditional knots.

The combined height of the sidewall and the depth of the pocket
containing the ball must be less than 6.4 cm, the diameter of the
ball. The top of the ball, when dropped into the pocket of a
horizontally held crosse, must be visible/ seen and remain above
the top of the entire wooden or plastic sidewall after reasonable
force with one hand has been applied to and released from a ball.
The ball must move freglwithin all parts of the heagbcket both
laterally and along its full length. The ball mustirecome

wedged between the walls, un