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5th/6th  Grade Co-Ed 
Syracuse City - Utah Mammoth Street Hockey Rules & Regulations
[bookmark: _Hlk52282334]*Utah Mammoth Rules are observed unless otherwise noted.
Game Format
· 3 – 16 minutes periods | 3-minute intermissions | On the Fly Line-Changes | Running Clock 
· Score is kept | Games can end in a tie (regular season) 
· The clock will stop during timeouts.
· The clock will stop during the final minute of the 1st and 2nd periods and the final 2 minutes of the 3rd period
· Overtime will not occur during the regular season.
· 2 Timeouts per game | 30 seconds each. 

Line Changes:
· Coaches may determine line changes. Players are allowed to change with another teammate on the fly. Ideally, players will only change when the ball is in the offensive zone and will not cause an offside. 
· Players may also change during stoppages in play; the coach must signal the referee before changing. 

Playing Time
· [bookmark: _Hlk52194724]Each player must play half of each attended game.

Court and Equipment
· All games will be played on a basketball court. | 5th/6th grade – utilizing a full basketball court. 
· 80’ X 50’ – Dimensions with the Franklin Street Hockey boards.
· A hockey ball will be provided by Syracuse Parks and Recreation. 
· Each player will play with a hockey stick (provided by Syracuse Parks and Recreation) and athletic shoes. 
· Players are encouraged, though not required, to wear the following protective gear: helmet with cage, hockey gloves. Please note that Syracuse Parks and Recreation does not provide this equipment.
· Players are required to wear shin guards (hockey or soccer). Please note that Syracuse Parks and Recreation does not provide this equipment.
· Players are prohibited from using the following equipment: skates, elbow pads, shoulder pads, ice hockey pants, and ice hockey goalie gear.

Goalie: 
· Goalies will be required to wear the following gear: leg pads, glove & blocker, chest pad, goalie mask, and goalie stick (all provided by Syracuse Parks and Recreation). 
· Goalies are required to rotate at each intermission, with three goalies participating per game.
· Goalies are encouraged to freeze on the ball (hold it under their glove) when covering it near the goal. This gives the official a chance to clearly determine whether or not the ball has crossed the goal line.
· If the goalie successfully covers the ball under their glove, the official will blow the whistle to stop play. The goalie will then be allowed to reset and pass the ball to a teammate, and the opposing team must give space by backing up to allow for the goalie pass.

Goalie Crease: 
· A designated goalie crease will be defined as the key area in front of the goal 
· Goalies may only cover the ball with their glove while inside the crease.
· Goalies are permitted to leave the crease to pass the ball with their stick.
· If a goalie leaves the crease and then covers the ball, it will be ruled delay of game. In this case, officials will award possession to the opposing team at center court.

Faceoffs: 
· All faceoffs will be at center court. 
· For a faceoff, have one player from each team face each other at center court. Place the ball in the middle of the two players. Both players will touch the ground and hit the opposing player's stick three times. As the players hit sticks, saying " U, H, C," once the "C" has been said, the face-off is live, and both players can engage to get the ball.

Scoring: 
· A goal will count once the ball completely crosses the goal line. 
· If the goalie covers the ball on or close to the goal line, they must remain still until the referee can determine whether or not the ball crossed the line. 
· Goals may only be scored when the ball leaves the player's stick. Players may not use their hands, feet, or head to push the ball into the net. 
· Goals scored with a high stick will not count. 
· The ball may only cross the line from the front of the goal, not the side, behind, or if the net has been lifted off the ground.
· Games can end in a tie (regular season).
Tie Games (playoffs ONLY): 
· When in playoffs, tie games will be decided by a three-person shootout. Shootouts will continue until the winner is decided. Teams must rotate through their entire roster before a player can shoot again. 
· The home team will decide which team will shoot first. 
· Shootouts will begin at the center line.

Inbounding: 
· In any situation where a ball is being inbounded, the opposing team must give a clearance of three (3) feet, and the inbounding player may not shoot directly on the opposing net.
·  If a shot is made and a goal is scored, it will not count, and the ball will now be the goalie’s possession.

Infractions: 
Leads to a turnover. The new ball carrier will be given 3 feet of space to hit the ball. The ball is live after the referee whistles. 
· Ball out of play: When the ball is hit out of the play area. 
· Hand Pass: When a player hits or swats the ball with their hands to another player. The ball can be caught and instantly dropped to their stick. The opposing team will gain possession of the ball at the center line. 

Penalties: 
Leads to a penalty shot. Any penalty infraction will result in a live penalty shot for the non-offending team. 
· Any penalty infraction will result in a live penalty shot for the non-offending team. 
· [bookmark: _Hlk83385000]The player who drew the penalty will have the ball at center court. The rest of the players will line up on the opposite goal line. Once the player touches the ball for a breakaway, the other players can try to catch up to the ball. 
· If a player receives three (3) penalties in one game, they must sit out for the remainder of the game. 
· Severe penalties and/or intent to injure another player may result in ejection from the game and/or expulsion from the league. 
· Penalties that will result in a penalty shot:
· High-sticking - Any time the blade is lifted above a player’s knee, including:
· When shooting
· Running up the court
· Behind the play
· Abuse of official - Any kind of derogatory language or challenging of a call that is directed towards an official from a team’s player, coach, or parents.
· Body check - Using your body in any way to intentionally impede the movement of another player
· Cross check - Placing both hands on the shaft of the stick to forcefully push or check an opposing player
· Slash - Swinging the stick towards an opponent or their stick
· Hook - Using the blade as a hook towards an opposing player
· Trip - Using your stick to intentionally trip an opposing player
· Holding - Using your arms to intentionally hang on to a player to impede movement
· Interference - Using your stick or body to block the pathway of an opponent who does not have possession of the ball
· Too many players - There are more players on the playing surface than allowed

Change of Possession: 
· If a team causes the ball to go out of bounds (over the top of the boards), the opposing team will be awarded possession in bounds at the spot where the ball went out, as determined by the official. 
· If the ball is knocked out of bounds behind the net by the defensive team, the ball will be inbounded from the corner. 
· If the ball is knocked out of bounds by the offensive team, going out behind the net, the ball will be inbounded by the goalie in front of the goal. 
· If a player commits a hand pass, using their hand to swat the ball to pass to another teammate, possession will be awarded to the opposing team.

Offside: 
· Center court line will be the attacking ‘blue line’ to decide offsides. 
· The attacking team must carry the ball over the line before a player steps over the line. 
· If offside is called, the opposing team will gain possession of the ball and will pass it inbound from the center line to their team. 
· To be considered onside, an attacking player must be even with or behind the teammate who has the ball.

Team
· Each participant will receive an official Utah Mammoth Jersey, which must be worn for games. 
· The home team (listed first on the schedule) will wear black jerseys and the away team (listed second on the schedule) will wear white jerseys. 
· Each team will consist of 9-17 players (dependent on registration numbers). 
· 5th/6th Grade will play with 4v4 + Goalie at a time. Each team must have 5 players to start the game. 
· All youth must be listed on the official team roster and on file with the Parks and Recreation Department to be eligible players. No Players can be added to a team by the coach. Use of an ineligible player will result in an automatic forfeit, and the team will be ineligible to play in the post-season tournament. 
Forfeits
· If a team does not have five (5) players available by game time, they will be granted a five (5) minute grace period before an automatic forfeiture is ruled.
· [bookmark: _Hlk51061957]Once a forfeit is ruled, the team will be divided up and scrimmage. 

Officials
· One to Two youth officials are assigned to each game. Their focus is to educate youth on street hockey rules.
· Their responsibility is to keep the flow of the game moving while instructing/teaching the players’ hockey basics.
Coaches, Fans, & Sportsmanship
· Only two (2) coaches with badges are allowed on the bench. (1) One coach can stand in the coaching box while the other sits. 
· If a coach receives a penalty, the team loses coaching box privileges.
· If a coach receives 2 penalties in a single game, he/she will be ejected from the facility.  A meeting with a program coordinator is required before coaching again.
· All coaches are required to complete and pass a background check and Niche Training (child abuse training). 
· Spectators: Yelling at or harassing (swearing, bullying, intimidating, threatening) game officials, the opposing team’s fans, any coaches, or players will not be tolerated. Such behavior could lead to an ejection from the game and a potential league suspension/ban.
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