1st/2nd, and PreCYO Soccer Rules 
	The Field
	The field size is 55-65 yards long, 35-45 yards wide.

	Field Markings
	Halfway Line - width of field, marked equidistant between Goal Lines Center Circle - 8-yard radius Goal Area - 4 x 8 yards 
Penalty Area - 12 x 24 yards 
Penalty Mark - 10-yards from Goal Line 
Penalty Arc - extends 8-yard radius from Penalty Mark 
Offside Line (Build-Out Line) - width of field equidistant between the top of the Penalty Area and the Halfway Line.

	Corner Flags
	Corner Flags - at least five feet high and at least one (1) inch in diameter having a non-pointed top. Not needed for PreCYO.

	Goals
	6 - 7 feet high and 12 - 18 feet wide; must be securely anchored before beginning play.

	Ball
	Size 3 ball

	Number of Players
	Seven (7) per team on field, one of which is a goalkeeper; minimum of five (5) players to continue.

	Substitutions
	Both teams may sub between periods, on goal kicks, after a goal, extended time-out (e.g., injury, cautions, send-offs). 
No substitutions on corner kicks. Unlimited for team taking throw-in; Opponents may only substitute (unlimited) if team taking throw-in substitutes. Coaches in PreCYO may use their discretion for subs.

	Playing Time
	All players to play a minimum of half of the game. Preferably all players play equal amount of time.

	Player Equipment
	Shirts, shorts, shin-guards, socks, shoes. Same color shirts (except goalkeeper). Socks to cover shin-guards. No jewelry/earrings and nothing dangerous.

	Duration of Game
	Four 10-minute periods for 1st/2nd, Four 8-minute  periods for PreCYO; halftime interval 5-minutes; 1-minute interval between other periods (teams to just change direction). Teams change sides each period. PreCYO does NOT change directions.

	Referees
	Top priority is player safety. Every effort should be made to keep the game moving and free from stoppages for doubtful infractions. 1st/2nd will have one referee per game. For PreCYO, Registered and Certified Referees are NOT needed at this level. Coaches are expected to manage the game. A coach from each team may be on the field to instruct the players and enforce the rules.
**If a referee fails to show, coaches must agree on a substitute referee for the game.

	Ball Out-of-Play
Ball Out-of-Play (cont.)
	Ball is out-of-play when it completely leaves the field-of-play over the Touchline or Goal Line, either on the ground or in the air. Ball is also considered to be out-of-play and the game is stopped, whenever the whistle is blown.

	Restarts
	Player may not touch the ball again at the taking of a free kick, goal kick, corner kick, kick-off or throw-in until it has touched another player.

	Kick-Off
	Kicker may stand in opponent's half of field. All other players on both teams must be in own half of field and opponents must be outside the Center Circle. Ball in play when kicked and clearly moves in any direction.

	Dropped Ball
	Restart when Referee stops game for an injury, outside interference, weather or accidental whistle. Only one player may take part in the dropped ball; all other players to be at least 4-yards away. Ball in play when it makes contact with the ground. Requires touch by two different players for a goal to be awarded.

	Corner Kicks
	Restart when ball goes over Goal Line (End Line) last touched by a defending player. Opponents must remain 8-yards from the Corner Area. Ball in play when kicked and clearly moves. Goal may be scored directly from a corner kick.

	Goal Kicks
	Restart when ball goes over Goal Line (End Line) last touched by an attacking team player. Ball is in play when it is kicked and clearly moves. All opposing players must remain outside the Build-Out Area until the ball is in play. If opposing player(s) enters Build-Out Area too early, an Indirect Free Kick (IFK) restart is to be taken at point where player crosses into the Build-Out Area. Goal may be scored directly from a goal kick, but only against the opposing team.

	Free Kicks
	Opponents must be at least 8-yards from the ball or on Goal Line between the goal posts. All free kick restarts are to be an Indirect Free Kick (IFK) - two touches required for a goal to be allowed. Ball in play when kicked and clearly moves.

	Penalty Kicks
	No penalty kicks in 1st/2nd, or PreCYO. Restart to be an Indirect Free Kick (IFK). (Penalty Kicks only in Tournament for 1st and 2nd after overtime period)

	Fouls
	Offenses committed on the field-of-play, while the ball is in play and against any opponent, teammate, team official or match official. All fouls/offenses (including within Penalty Area) shall result in an Indirect Free Kick (IFK) restart. Goalkeepers are not allowed to punt or drop-kick the ball; IFK restart for the opposing team.

	Misconduct
	Player misconduct is rare in 1st/2nd, and PreCYO games. Talk with players and inform them of improper behavior or actions rather than carding. No need to caution or send-off players. Coaches and bench personnel may be carded for misconduct.

	Throw-Ins




Throw-Ins (continued)
	Restart when ball goes over the Touchline (Sideline) and is taken by opponent of player who last touched the ball. Thrower must face the field of play with part of each foot on or behind the Touchline, both hands on the ball and both hands must go behind and over the head. BOTH feet must remain on the ground. Ball is in-play when any portion of the ball breaks the outside plane of the Touchline into the field-of-play after having been thrown. When an improper throw-in is taken, the Referee should stop play, explain the proper procedure and allow throw-in to be retaken. A goal cannot be scored directly from a throw-in.

	Heading
	Heading the ball deliberately is prohibited; Indirect Free Kick (IFK) restart for opposing team at spot of infraction.

	Handball
	An offense when a player deliberately plays the ball with their hand or arm. Accidental contact, i.e., ball striking hand or arm with no intent by player, is not an offense and should not be penalized. Exception: When the ball goes directly into the goal after touching an attacking player’s hand or arm, even if accidental. No goal, restart with a free kick for opposing team. Instinctive, self-protective reactions are not to be penalized.

	Offside
	No offside in 1st/2nd, or PreCYO.

	Scoring
	When the whole of the ball completely crosses the Goal Line between the posts and under the crossbar, either in the air or on the ground.

	Build-Out Area
	Opponents must move outside Build-Out Area on all free kick and goal kick restarts. Opposing players must remain outside Build-Out Area until ball is kicked crosses outside of the Penalty Box. Opponents must also move outside Build-Out Area whenever the goalkeeper gains possession of the ball. Opponents may not re-enter the Build-Out Area until the goalkeeper either throws the ball, rolls the ball, punts the ball, or places the ball on the ground AND kicks it. Goalkeeper may touch the ball again with their hand(s) within their own Penalty Area after having released the ball back into play.

	Weather
	Weather-related cancellations will be made by the referee at the field only.  If the game is stopped before halftime, no contest.  If the game reaches the end on the first half, the results will stand.  Tourney games must be played if full for the results to be final.  Incomplete tourney games will continue at another date scheduled by CYO.
**Heat warnings may cause cancellations from CYO directly, will use the USSF Heat Guidelines PDF on the Downloads page.

	Schedule
	The Dayton CYO website, daytoncyo.org, will publish information on schedules, rules, results, and tournament seeding.

	Rosters
	Coaches should ALWAYS have their roster with them either printed or easily accessible on their phone.

	


Overtime
	If the score is tied in tourney games after regulation play, teams will play one five-minute overtime period. If the score is still tied after the five-minute period, (no sudden victory) a shootout will take place with five players from each team taking part. The five players selected must be on the field at the end of the overtime period, so no one sitting out may take part. The team with the most goals out of five wins. If after five penalty kicks it is still tied, one more player is selected who was on the field at the end of the overtime period. When one team makes, and the other misses, the team with the make wins. If it is still tied at the end of the extra kick, it continues one for one until the entire team from the field has been selected. On the unlikley chance it is still tied after the entire fielded team has been selected and kicked, it goes back to the first kicker from the original five kickers but stays the one for one style.
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