MATCH DAY ORGANISATION

ROLE OF THE HOME CLUB GROUND MANAGER

The Ground Manager has the responsibility for ensuring the organization and collection of all Match Day paperwork. The Ground Manager may decide to use the assistance of Team Managers in the completion of paperwork but final responsibility for ensuring that everything happens as it should on Match Day, rests fairly and squarely with the Home Club Ground Manager.

MATCH DAY RESPONSIBILITIES

	Friday prior to the home game;
1. Clubs will be advised of Umpire Match Appointments by Friday 12.00pm at the latest with Appointments to ideally be to club by 5:00pm on the Thursday before the match. Any late changes, the Umpires Coach will endeavor to notify the clubs affected. 
2. AFL Sapphire Coast Umpires Coach Anthony Croke on 0407 061 283.
	Saturday prior to each game;
3. All Goal Umpires will be provided with Goal Cards and appropriate football/s.
4. Time keepers sheets distributed.
5. Umpires escorts arranged for half-time and full time.
6. Goal and/or Boundary Umpires organized when needed.
	At the conclusion of the each match during the day;
7. The following should be collected for each grade played; Player Report Sheets (if any), Best and Fairest Cards, Timekeepers Cards, Goal Umpires Cards and completed original Team Sheets. Umpires will complete match report online and may also complete Player Report Sheets online. 

	CHECK TO MAKE SURE THAT EVERYTHING IS COLLECTED AND IN ORDER!

	Enter all information from all matches into the Sports TG Passport On-Line System by 8.00pm Saturday. All match paperwork is to then be placed in an envelope marked with game details – grade, date, round number and competing teams, and dropped off or mailed by first post on the next business day to PO Box 576, Merimbula NSW 2548, to be received by the League Office on the next Wednesday at the latest.


RISK MANAGEMENT CHECKLIST

Ensure JLT Sport Match Day Checklist is completed via the online JLT App and retained in Club files for future reference.
NB : NON-COMPLETION OF THIS CHECKLIST MAY INVALIDATE ANY INSURANCE CLAIM MADE RESULTING FROM ACTIVITIES AND/OR INJURIES OCCURRED DURING THE DAY. 

MATCH TEAM SHEETS

For each match, an official Team List, generated from the Sports TG On-Line System, containing players’ names and jumper numbers, and the names of team officials, is to be prepared in triplicate by each competing team, and signed by the Team Manager as a True and Correct Record. 

Completed Team Lists are to be delivered to the Field Umpire designated to officiate that match at least 30 minutes prior to the start of any match. A team sheet is also to be given to the opposition club prior to the commencement of the match.
		
No amendment may be made to the Player List after the game has commenced, but players arriving late may take the field up until half-time, so long as their name has been included on the Team List held by the Field Umpire. Any such player will be solely responsible to ensure his name is on the Team List.

At the conclusion of the match, Team Lists will be signed by the Field Umpire and returned to each competing team to complete player goals scored and record club nominated best players. Goals not listed on the Team List at the time received at the League Office shall not be credited to a player’s tally if subsequently noted.

Once player’s goals scored and best players have been recorded, Team Lists will be distributed as follows;

			Original		-	to the Umpires
			Duplicate	-	to opposing team
			Triplicate	-	retained for club records.

The Team Manager is responsible to ensure that; 

1. Final score on each Team Sheet corresponds with the score on the Goal Umpire’s Cards.
2. Progressive quarter by quarter scores are recorded. 
3. The number of goals kicked by individual players’ tallies with the total number of goals scored.
4. Club nominated 6 best players are recorded on the Team Sheets. 

It is essential that Team Sheets are filled out correctly. Annual awards are all at stake. If the information on Team Sheets is not correct, no responsibility will be taken by the League for published results. Only players and clubs are penalized if this information is incorrect or incomplete. 

GATE CHARGES AND ADMITTANCE PROCEDURES
Admittance Fees shall be determined and set by the SCAFL Board and will be adhered to at all times. Clubs who are found to be charging outside the set Price will be asked for a please explain and Fines may be applied to the offending club. 2017’s prices are set at $5.00 for the regular season and finals bar the grand final at $10. 

There are some FREE PASSES that must be recognized by gate keepers;
· SCAFL Life Membership Badges,
· SCAFL 2017 Official Passes including players, umpires, media and officials. 

STARTING TIMES
It is important that games commence on time and that unnecessary delays during the day are avoided. Fines may be imposed on Clubs for late starts to games and long breaks between quarters. Fines will be imposed at a rate of $10 per minute or part thereof.

Teams are allowed the following changeover breaks;

Seniors:		quarter time – 5 mins; half time – 15 mins; three quarter time – 5 mins.
All Other Grades:	quarter time – 3 mins; half time – 8 mins; three quarter time – 3 mins

It is important to recognize that non adherence to game start times may result in the senior’s game finishing in poor light, which reflects badly on the League’s presentation of football in the region. 



MATCH TIMES
Where 6 games feature on one day. Changes subject to agreeance from both participating clubs and league;
Under 11’s	08.00am	4 x 12 mins	No time-on
Under 13’s	09.10am	4 x 15 mins	No time-on
Under 16’s	10.30am	4 x 15 mins	No time-on
Development	11.50pm	4 x 15 mins	No time-on
Women’s	01.10pm	4 x 15 mins	No time-on
Seniors	02.30pm	4 x 20 mins	With time-on

Times for any other Match Day schedule with less number of matches should be adjusted to ensure seniors always commence at 2.30pm, and quarter duration times may be increased to a maximum of 20 minutes, subject to agreement by both Team Managers. Any team wishing to change game times and venues must do so with the approval of the opposing club and administration.

TIMEKEEPERS ROLE
Each Club is to provide a Timekeeper for each game. The Home Club will provide both Timekeepers with an official Timekeepers Card for each game played. The Timekeepers will record the actual time that teams enter the field and also quarter start and finish times. Additionally, they will record the score of each game in the space provided on the back of the card. 
A warning siren system will operate as follows; 
· 3 minutes before starting time – 3 siren blasts, 
· 2 minutes before starting time – 2 siren blasts,
· 1 minute before starting – 1 siren blast

RUNNERS, TRAINERS AND WATER CARRIERS

1.	Runners: 
	All Runners must be registered with the Club in question.	
	The sole duty of the Team Runner is to deliver messages to players of his club and then leave the field immediately having done so. A Runner may be reported and/or ordered from the field if the umpire considers he/she has breached these rules.
	The Team Runner must wear a grey top with the word ‘Runner’ clearly marked on the back or a top approved by the league. The Runner must also wear black shorts or black tracksuit pants and runners or football boots. Suspended players or officials are not permitted to act as the official Team Runner.

2.	Trainers:
	Trainers shall have their name recorded on the Team Sheet
	Team Trainers are only permitted onto the field during play to attend to injured players or to provide players with water. They must not be used to deliver messages to players. Trainers must be predominantly attired in white so as to be recognizable to field umpires.

3.	Water Carriers:
	Water Carriers shall have their names recorded on the Team Sheet.
	Except as otherwise approved by the umpire in extreme conditions, clubs are permitted to utilize two Water Carriers per team. They are only permitted to carry water to players and must not interfere with play. Water Carriers must be attired in a blue Shirt with the word ‘water’ on the back or a top approved by the league, black shorts or tracksuit pants and wear running shoes or football boots.

Failure to comply with the above conditions may result in a $50 fine.


Additional League By-Laws

REGISTRATION

1. 	All players must complete an On-Line “Application for Registration as a Player” Form which needs to be verified by a club official no later than 5.00pm on the Monday after the player’s first match.

2.     The Coach of each team and all Runners must be registered with the League. 

3.     Unregistered Players – any player not registered shall be deemed to be an ineligible player and any club playing an ineligible player shall lose all matches and be fined up to $100 for each match in which such player has taken part.

4.    The closing date for the registration of players is;
· not involving a Clearance requirement – end of the Home and Away Series.
· involving a Clearance requirement – 30th of June annually. 

5.     Students returning home during recognized school/university vacation periods will be permitted to play with the home club from which they previously gained a clearance. This applies only to Home and Away games, and not Finals matches. 


MATCH POINTS
A bye is awarded 0 points whereas a forfeit receives 4 points plus the average percentage for the grade in that particular round (in the event no other games are played in the same grade in a Round in which a forfeit occurs, 60 points for U11, U13 and women’s grades, 90 points for U16 and 120 points for the Senior grade will be applied in relation to ‘points for’ and ‘points against’). 

GROUND CLOSURES

When a ground is unavoidably and unexpectedly closed, and the game cannot be played at an alternate venue, each team will receive 2 match points, but no ‘points for or against’ recorded, and affected clubs may submit signed Team Sheets for Player Finals eligibility purposes.

PLAYER NUMBERS
Maximum 20 players per Team List across senior and development grades in all matches, and;

In Home and Away Series;
	The minimum number of on-field players in home and away matches shall be;
		Seniors		-	14 players, with up to 4 on bench
		Development	-	9 players, with no bench unless more than 16 players
		Women’s		-	9 players, with no bench unless more than 16 players
		U16’s		-	9 players, with unlimited bench
		U13’s		-	9 players, with unlimited bench
		U11’s		-	9 players, with unlimited bench		
	With exception of Seniors, equal number of players to be on-field for each competing team.

In Finals Series;
	The minimum number of Players in Finals Matches will be;		
		Seniors		-	16 on field, up to 4 on bench
		Development	-	9 on field, with no bench unless more than 16 players
		Women’s		-	9 on field, with no bench unless more than 16 players
		Juniors		-	9 players, with unlimited bench	  
	
CITINGS BY CLUBS
1. If a Club wishes to lodge a complaint against a Player or Official for an “on field” offence (‘a citing’), 	such complaint must be lodged in writing with the League no later than midday on the second business day following the match.

2. Any citing must be accompanied by a $100 fee, which may be forfeited should the complaint be deemed frivolous. (AS PER THE BY-LAWS)

3. The citing will be forwarded to the League’s Independent Tribunal for investigation under AFL (NSW/ACT) Rules for such.

The spirit of this By-Law is to provide a means for the investigation of serious incidents which occur behind the play, or which go unnoticed by the umpires.

DRAWN FINALS MATCHES
Should scores be level at the end of normal time in any Final, an extra ten minutes will be played – five minutes each way (plus time on if played) with no break at the change. If the score is still tied after the additional ten minutes, the game will continue until the next score in which case the siren will sound.

The above does not apply to junior grand finals with the two teams to be declared joint winners.



ELIGIBILITY FOR FINALS
Player Eligibility

AS PER THE 2017 BY-LAWS

Club Eligibility

If any club is financially in arrears to the League at a period of seven days prior to the First week of finals, teams of such club shall be ineligible to compete in Finals Series matches. In the event that this occurs, teams placed next on the respective competition table shall fill the place of the ineligible team and so forth.

For the purpose of this By-Law, clubs which are under a financial scheme of arrangements with the League as provided for under By-Law 10.6 and are up to date with all payments under that scheme and for the current year, shall be considered financial.

Modified Rules – U16, U13 and U11 Junior Grades

1.	To qualify, players must be under age of respective grade as of the 1st January, 2017, and no more than three years younger than the maximum age of such grade, eg.; 
· For under 11’s a player must be 8, 9 or 10 years of age on 1 January. Girls can be 8, 9, 10 or 11 years of age on 1 January. 
· For under 13’s a player must be 10, 11 or 12 years of age on 1 January. Girls can be 10, 11, 12 or 13 years of age on 1 January. 
1. For under 16’s a player must be 13, 14 or 15 years of age on 1 January.
1. For Women’s, a player bust be at least 14 years of age prior to the commencement of the season.

Additionally, any player playing up an age grade, or into Seniors/Reserves, must first compete in his own age grade on the day (unless a Bye is in place in own age grade). The minimum age for senior football is 15 years of age.

2.	Minimum players of 9, with an unlimited bench. Equal numbers on the ground at all times. If a team does not have the stated minimum numbers for that grade, a forfeit shall be awarded to the opposing team.

3.	As many interchange players as possible are allowed. Teams are permitted to keep 2 interchange 	players before increasing player numbers. 

4.	For U11’s and U13’s, no more than 3 players to be within 20 meters of ball-ups.

5.	When the ball goes out of bounds the field umpire is to ball the ball up 15 meters inside the boundary line. This rule does not apply when boundary umpires are provided.

6.	Spirit of the Game Law – At any time during a game once a team is ahead by 60 points in U11’s, and U13’s and 90 points in U16’s then that team will be declared the winner and no further match score recorded. Goals kicked during the rest of the game will be recorded for player personal statistics. At the end of the quarter coaches are encouraged to even up the teams.

7. 	In U11’s, U/13’s, and U/16’s to prevent a situation where a team may forfeit, players should be evened up across both teams and the match played in the normal manner. 
8. 	A free kick will be awarded against an U11, U13 and women’s player if kicking the ball off of the ground unless the player is kicking the ball for goal. 
9.	Under 16 will use a size 5 leather Match KB Football, U13 will use a size 4 leather Match KB Football (synthetic recommended if wet), Under 11 will use a Size 3 Synthetic Match Football and the women’s grade will use a size 4 leather Match KB Football (synthetic recommended if wet).
SAPPHIRE COAST AFL Competition Details
	Grade
	Ball Size
	Quarter Length
	Break Lengths
	Player Numbers
	Tackling
	Bounces
	Marking
	Kicking off the ground
	Penalties

	Senior Grade
	Size 5 Match KB Football.
	4 x 20 Minute Quarters with time on.
	5-15-5 Minutes.
	16 a side, 4 bench.
Minimum 14.
	As per the laws of the game.
	Unlimited.
	The ball must travel a minimum of 15 metres.
	Permitted.
	A 50m advancement can be paid.

	Development Grade
	Size 5 Match KB Football.
	4 x 15 Minute Quarters.
	3-8-3 Minutes.
	16 a side, 4 bench. Can play 9 v 9 or 12 v 12, By-Law 15.10.
	Cannot deliberately bump shirt front, hip + shoulder or engage in rough conduct.
	Unlimited. Maximum of two bounces on a modified field (shortened).
	The ball must travel a minimum of 15 metres.
	Permitted.
	A 50m advancement can be paid. 30 metres on a shortened field.

	Women’s Grade
	Size 4 Match KB Football, synthetic recommended on wet days.
	4 x 15 Minute Quarters.
	3-8-3 Minutes.
	16 a side, 4 bench. Can play 9 v 9 or 12 v 12, By-Law 15.10.
	Cannot deliberately bump shirt front, hip + shoulder or engage in rough conduct.
	Unlimited. Maximum of two bounces on a modified field (shortened).
	The ball must travel a minimum of 15 metres.
	Not permitted unless kicking for goal to improve skill development.
	A 50m advancement can be paid. 30 metres on a shortened field.

	Under 16’s
	Size 5 Match KB Football.
	4 x 15 Minute Quarters.
	3-8-3 Minutes.
	9-18 a side, unlimited bench. Teams to play with even numbers. 
	As per the laws of the game.
	Unlimited.
	The ball must travel a minimum of 15 metres.
	Permitted.
	A 50m advancement can be paid.

	Under 13’s
	Size 4 Match KB Football, synthetic recommended on wet days.
	4 x 15 Minute Quarters.
	3-8-3 Minutes.
	9-18 a side, unlimited bench. Teams to play with even numbers.
	As per the laws of the game.
	Maximum of two bounces.
	The ball must travel a minimum of 15 metres.
	Not Permitted unless accidental or kicking for goal within the goal square.
	A 50m advancement can be paid.

	Under 11’s
** Coaches are not allowed on the field in 2017.
	Size 3 Synthetic Match Football.
	4 x 12 Minute Quarters. 
	3-8-3 Minutes.
	9-18 a side, unlimited bench. Teams to play with even numbers.
	As per the laws of the game (No sling tackles allowed).
	Maximum of two bounces.
	The ball must travel a minimum of 10 metres.
	Not Permitted unless accidental or kicking for goal within the goal square.
	A 25m advancement can be paid instead of a 50m advancement.

	Inter 9’s
Ground size: 80m x 60m.
	Size 1 or 2 Synthetic Match Football.
	2x 15-20 minute halves. 
	5 Minute half time.
	Teams to have even numbers. Teams to space players evenly around the field. Eg. 2 backs, 2 mids and 2 forwards.
	As per the national junior guidelines. Minimal contact
	Maximum of two bounces.
	The ball can travel any distance for a mark.
	Not permitted at all.
	No advancements will be paid.

	Yellow & Red Cards
	As per by-law 24.1 and 24.2 in the senior men’s grade the duration of a yellow and red card offence will be fifteen (15) minutes. In all other grades which have shorter quarter lengths the duration of a yellow and red card offence will be ten (10) minutes.


 

