Modified  Rules  for  Hockey  at the interschool level  (i.e. yrs 6 & 7)

Note:  these rules are NOT minkey rules.  Minkey is targeted at Junior and Middle primary school students.  The aim here is to provide a game that comes close to the real thing.

FIELD  OF  PLAY

Year 6 and 7 students need to play a much more expansive game and therefore require as large a playing area as is possible.

You have access to proper fields.  Use the full field and play 11 a side.

You have access to an oval but no marked field.  Use witches hats to make this field.
               15 m


35 m     

35 m


15 m



60m


Reduce the length of the field when you have limited space but try not to reduce the width.  

The 15 meter scoring zone must remain constant on all fields regardless of their dimensions.

A field 50 x 60 should have a maximum of 8 players per team.   Cram more players into this confined area and you will detract from the quality of the game severely.

2.  GOALS

Use a real hockey goal.  (Only shots that hit the backboards are allowed.)

Use witches hats 3.6m apart.

Use portable minkey goals made of wooden boards or canvas goals that can be staked into the ground.  Again, these are to be 3.6m wide.
3.  TEAMS
Eleven per side with up to four interchangeable reserves is preferable.

Fewer players than eleven should be dictated by the size of the field available.  Teams of 6, 7 or 8 should not play on a full sized field but something closer to 50 x 60 meters.  (Remember that the 15 meter scoring zone has to stay the same.)

4.  TIME

Two halves of not more than 30 minutes.  Half time breaks can be anywhere between 5 and 10 


minutes.

5.  STARTING  AND  RESTARTING
· 
Team captains toss (coin or stick) with the winner choosing either the direction his team will   
 attack or to start with the ball.

· 
A game starts or restarts with a centre pass.  This is from the centre of the field and may be hit
in any direction.

· 
At a centre pass each team must be in their defensive half.

· 
After a goal the centre pass is taken by the team that did not score.

· 
After half time the teams change ends and the team that did not start the game takes the centre 

pass.

6.  EQUIPMENT

· 
BALL

Proper hockey ball.

· 
STICKS 
Sized to match a players height.  Only the flat surface may touch the ball.




No reverse tomahawk hits with the edge of the stick allowed.

·       SAFETY
Mouth-guards to be worn by all players.  Shin pads are strongly recommended.

· 
UNIFORMS
School colours

·   
GOALKEEPERS
 Pads on legs and kickers on feet.
Gloves, chest guard, helmets, 
Groin and throat protector
7.  SCORING  A  GOAL   After a shot within the scoring zone 




(15 x 60 yard rectangles at each end)

· 
the ball passes completely over the goal line.  



goal

· 
the ball sits on the line. 





NO goal  “Play on!”
· 
the ball touches a defender’s stick and then goes over the goal line.

goal

· 
the ball touches a defender’s foot and then goes over the goal line.

goal

· 
the ball goes over the goal backboard
 on the full.



NO goal

***
the shot is from outside the scoring zone. 




NO goal.

8.  TAKING  FREE  HITS

At a free hit, sideline hit or centre pass NO opposition player may be within 5 yards of the ball.  A team mate may be within 1 yard.

At a free hit near the scoring zone line NO opposition player may be within 5 yards of the ball.






  NO team mate may be within 5 yards of the ball.

The ball must be nearly stationary before the hit is taken.

The player taking the free hit cannot hit it a second time if the ball moves only a small distance.  The player must move away and allow a team-mate or opposition player to move the ball.

9.  INFRINGEMENTS

ADVANTAGE
· 
Ignore infringements if the team in control of the ball is able to continue play in a  position
where they are under no pressure.



OUTSIDE the scoring zone


· 
A free hit to the infringed team near the spot where the offence occurred.



INSIDE the scoring zone by a defender

· 
A penalty corner to the attacking team.

INSIDE the scoring zone by a attacker

· 
A defender takes a hit level with the 15 meter line of the scoring zone and on the same line that 


the offence occurred.  
10. CORNERS

LONG  CORNER  An attacker takes a free hit on the sideline the spot being 5 yards from the back
 line.  


All defenders must be 5 yards from the ball; an attacker may be 1 yard away.

PENALTY  CORNER

· 
An attacker starts the corner with a pass from the back line, at a spot 10 yards from the nearest
goal post.  All other attackers must be outside the scoring zone until the first pass is taken.

· 
No defender may be within 5 yards of this first pass.

· 
5 defenders are to be behind the back line until the first pass is taken.  All other defenders to be
at the half way mark of the field.

·      A shot on goal may not occur until the ball passes outside the scoring zone and is then moved                              
back into the scoring zone.
11. BALL  OUTSIDE  the  FIELD

· SIDELINE   Play restarted with a pass from the sideline (close to where the ball went out over the 



 sideline) by a player from the team that did not touch the ball last.

· BACKLINE  by a defender - accidentally.  An attacker takes a long corner hit (closest corner).

· BACKLINE  by a defender - deliberately.  The attacking team takes a penalty corner.

· BACKLINE  by an attacker.  A defender takes a hit level with the ‘D’ or box and on the same line that the ball went over the back line.

· If you do have lines to mark boundaries then those lines are in play.  To be ‘out’ the ball must go fully over the line.

12.  ACCIDENTS

· 
Play stops until the player is treated on field or removed and treated off-field.

· 
Play restarts with a free hit to the team in control of the ball at the time of the accident.  This    
free hit is to be taken at the place where the ball was at the time of the accident.

· 
If the ball is inside the attacking zone the free hit is to be taken just outside the 15 yard line.

13. UMPIRES

· The game is controlled by two or one umpire.  If two  each umpire patrols one half of the field.

· Umpires  to caution a  player for:
an audible obscenity






rough or dangerous play  






belittling remarks, abuse or misconduct towards others

· Umpires may suspend a player if the above infringements continue.  A suspended player may be replaced by another team member.

· No penalty strokes are to be awarded.

14.  CONDUCT  OF  PLAY

· 
The ball is to be hit or pushed.  Slap hitting to be discouraged but not penalised.

· 
The head of the stick is to remain BELOW shoulder height back and front.

· 
The ball is to be kept along the ground.  a lifted ball is defined as a ball that would strike a    

player just above the ankle or higher.


Balls lifted off the ground near players are to be penalised.


Balls lifted off the ground though open space are not to be penalised if they are shin height or 
lower.

· 
Only the flat surface of the stick may touch the ball.  



No reverse tomahawk hits with the edge of the stick allowed.



No kicking of the ball with feet allowed.



No touching of the ball with hands allowed if the hands are off the stick.



No touching of the ball with the body allowed.  

· 
The stick may not be used to check / obstruct an opponents stick or body.

· 
The body may not be used to check, hold, shepherd obstruct an opponents stick or body.

· 
An opponent may not be pushed out of the way.

· 
If the ball strikes the umpire or coach it is, “Play on!”

· 
SAFETY
A player may only be involved with the play while on their feet.




When a player is on the ground:  sprawled or on their knees


(a) deliberately - penalise their team i.e. free hit to the opposition.


(b) accidentally - stop play and the team with the ball or best position be given a free hit.  If it


      is inside the scoring zone the free hit is to be taken outside the outside this 




      area.

Goals


3.6 meters








