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BEFORE THE GAME

Team Managers

• Have a team manager meeting to outline the expectations about 30 

minutes before the game.

• Team sheets MUST be handed in 15 minutes before the game starts – ALL 

players to b on the team sheet that are physically at the game and the 

correct number next to their name. ALL volunteers to be on the sheet and 

both team mangers sign each sheet.

Expectations of Ground Managers

• Have provided function cards to all volunteers and they know their roles. If 

they do anything deemed inappropriate, they will be asked to leave their 

post and be replaced. This will include Goal umpires and Boundary umpires 

if volunteers are used (only require if AFL Sydney Umpires Unavailable).

• There are no volunteers in the coaching box without a bib. Assistant 

coaches and managers are to ear their bib inside out, so the umpires and 

GM can easily identify the head coach and team manager.

• All volunteers in the interchange area are to written on the team sheet.

• The team manager should be the only person in the coach's area to liaise 

with opposition manager and ground manager.

• UMPIRES ARE A NO GO ZONE

• All spectators are expected to positive and encouraging to all players in 

their sideline communication – anyone who is negative, or sledges 

players/teams and o umpires will be given a warning and then asked to 

leave the venue if continued.

• All injuries regardless of severity be checked by the medic on site.



BEFORE THE GAME

Team Management

• Ensure that all persons in the interchange area have bibs on and all players are true interchange players – if the player cannot take the field then they 

are a spectator and should not be in the interchange area.

• As previously noted, any assistant coaches or managers should wear their bibs inside out, so the head coach and manager are easily identified by 

umpires and GM.

• NO MORE THAN 8 VOLUNTEERS in the interchange area – 

• 1 or 2 runners ONLY (pink bib) – only one can be on the field at any one time – can take the field from any point – must be at least 14 years old

• Up to 4 water/trainers (white water bib or pink medic bib) - must be at least 12 years old

• 1 or 2 coaches (1 x head coach and 1 x assistant coach)

• 1 team manager

• You are within your rights to ask any persons not wearing a bib to leave and you can ask for anyone to leave if they contravene the Codes of Conduct 

or have been asked to leave by the umpires. Codes of Conduct and function cards, can be found on the AFL Sydney Juniors website www.aflsj.com.au 

http://www.aflsj.com.au/


BEFORE THE GAME

Team Sheets

• Team Sheets MUST be in the hands of the Ground Manager fifteen (15) minutes before the commencement of a Match. 

• Clubs can still make changes to Team Sheets up until the siren to commence the third quarter is sounded (and after if guernsey # are changed due 

to blood rule, or volunteers change, i.e. runner, etc). 

• Team Sheets handed to the Ground Manager should only include the names of Players that are present at that time.  Players have until the siren to 

commence the 3rd quarter has sounded to arrive if they are running late.  After this time, they are unable to participate in the game as a player or be 

included on the team sheet as a player.

• Ground Manager to tick off players names to eligibility lists. (Supplied to clubs by AFL Administration)  Any ineligible players are not able to take 

the field in any circumstances.

• Minimum numbers must be in attendance prior to the commencement of play, otherwise a forfeit will be awarded

• On field numbers must be equal at all times other than in the case of a send off where the rules disallow a replacement for a period of time

• The Law in the Laws of Australian Football relating to “Centre Bounces – Starting Positions” does not apply to Junior Competition Grades



BEFORE THE GAME

First Aid & ERC

• Ensure that you have adequate level of First Aid for that age groups you have at your ground. GAMES CANNOT COMMENCE WITHOUT FIRST AID.

• Ensure that your stretcher is available and in a handy spot to grab if required – best practice is at the Ground Manager station.

Level Tier 1 Competition
(e.g. State League)

All Other Competitions

Recommended AFL Level 2 Sports Trainer or 
Qualified Medical Professional

AFL Level 1 or Level 2 Sports Trainer 
or Qualified Medical Professional

Minimum AFL Leval 1 Sports Trainer or 
Qualified Medical Professional

AFL First Aider or Qualified Medical 
Professional

AFL First Aider means a person who has: 

(A) obtained a nationally accredited first aid and CPR 
qualification which is current and up-to-date and includes 
assessed competencies HLTAID011 (Provide First Aid) and 
HLTAID009 (Provide Cardiopulmonary Resuscitation); and 

(B) has completed the AFL First Aid and Concussion 
Management online module within the previous 24 months. 
[Guidance note: HLTAID011 (Provide First Aid) remains valid for 
3 years after completion. HLTAID009 Provide 
Cardiopulmonary Resuscitation remains valid for 1 year (and 
must be renewed annually).] 

Qualified Medical Professional (QMP) means a person who: 

(A) is a qualified and AHPRA registered medical practitioner, 
paramedic, physiotherapist, or nurse with appropriate first aid 
competencies (including or equivalent to HLTAID011 (Provide 
First Aid) and HLTAID009 (Provide Cardiopulmonary 
Resuscitation)); and 

(B) has completed the AFL First Aid and Concussion 
Management online module within the previous 24 months.



BEFORE THE GAME

EVEN UP RULE

• The even up rule DOES NOT apply during the finals series

Grades Requirements

Under 8 to Under 12 Clubs must borrow or loan available players up to the maximum on-field number for that grade.

Under 13 to Under 17

Clubs may borrow or loan available players up to the maximum on-field number for that grade.

If the coach accepts the players, they must be rotated so that no single player plays more than one quarter per match for the 
opposition team.

If the coach does not accept the players offered, the team offering the additional players will be able to play with such additional 
players up to the maximum on-field number.



PLAYER NUMBERS

Competition Grade
Minimum Number of 
Players for a Match

Maximum Number of Players

On a Team Sheet Max On Field

All Greater Sydney

Mixed / Boys

Under 8 Optimal - 6 Unlimited N/A

Under 9 Optimal - 9 Unlimited N/A

Under 10 Optimal - 12 Unlimited N/A

Under 11 – Under 12 12 6 15

Under 13 – Under 15 (Division 1 & 2) 15 6 16

Under 13 – Under 15 (Division 3) 12 6 16

Under 17 (Division 1) 15 6 18

Under 17 (Division 2) 15 6 16

Under 17 (Division 3) 12 6 16

All Greater Sydney

Youth Girls

Under 9 Optimal - 9 Unlimited N/A

Under 11 9 6 12

Under 13 12 6 15

Under 15 – Under 17 12 6 16



PLAYING TIMES

• Time-on will be allowed for injury in the case of a stretcher being used on the field and other incidents (e.g. a lost ball) at the Umpire’s discretion. 

• The time clock is only to be stopped when a Player requires the stretcher. Timekeepers are to stop the clock from the time that the signal is given by 

the Field Umpire until the Field Umpire signals time back on or the ball is clearly back  in play. 

• If a match is delayed for events such as injury or extreme weather, the ground manager may, after consultation with AFL Sydney Juniors, alter the 

start and finish times of matches in order to complete a match, provided that there are no significant impacts on the remaining matchday fixture.

• If an ambulance is required,  the time clock is to be stopped and the remaining time is to be played.  Whilst waiting for the ambulance the teams 

may leave the field to wait in the change rooms.

Grade
Duration (Minutes)

Quarter Length ¼ Break ½ Break ¾ Break Time On Match Total

Under 8 10 2 2 2 N/A 46

Under 9 – Under 10 10 4 5 4 N/A 53

Under 11 – Under 12 13 4 5 4 N/A 65

Under 13 – Under 15 15 4 5 4 N/A 73

Under 17 16 4 5 4 N/A 77



SIRENS

Timekeeper to Siren

• As umpires enter the playing field prior to the start of the match – ONCE

• FIVE minutes prior to scheduled starting time of the match – ONCE

• TWO minutes prior to scheduled starting time of each quarter – TWICE

• ONE minute prior to scheduled starting time of each quarter – ONCE

• Scheduled starting time of each quarter – ONCE 



SCORING

SCORES 

• Teams who are the first on the team sheet are the “home” team and are responsible for recording the score in PlayHQ. 

• Clubs have 24 hours from the start of the match to entre the score into PlayHQ, this will ensure the fixtures for the following week can be finalised.

TEAM SHEET

• Regardless of whether you are the home or away team, team managers must amend the team sheet in PlayHQ following the game to remove any 

players that didn’t play. 

SCORE CARD

• Please obtain a copy (photo is fine) of the score card for your records, signed by both umpires.



UMPIRES

• Escort them on and off the field at all times

• Ensure that you supply water to all umpires on the day, regardless of their role

• Sound the siren as the umpires take the field, usually one of the centre umpires will raise the match ball to signify that the siren should sound

• Confirm scores for the scoreboard are correct every quarter. Encourage the goal umpires to wave the flags for a correct score or indicate for an 

incorrect score.

• Remain in the centre of the field with the umpires for the whole breaktime

• Should an emergency umpire be appointed they have the same authority as a centre umpire.

Umpires are a NO GO ZONE

If there is an issue with the umpires, the Team Manager is to approach the Ground Manager who will liaise with the umpires

UMPIRE APPOINTMENTS
• Field umpies will be appointed by AFL Sydney Juniors

• For semi and preliminary finals, goal and boundary will be provided by the competing teams

• For the grand finals, goal, boundary and field umpires will be provided by AFL Sydney Juniors



UMPIRE FEES

• Field Umpire fees are the responsibility of the host club

• Boundary and Goal Umpires are to be supplied by the competing clubs

Age Group One Umpire Two Umpires
Under 9 $30 $25 each

Under 10 $30 $25 each
Under 11 $40 $30 each
Under 12 $55 $35 each
Under 13 $65 $45 each
Under 14 $75 $55 each
Under 15 $80 $60 each
Under 17 $90 $70 each

Regular Season

Age Group One Umpire Two Umpires Boundary Goal
Under 9 n/a n/a n/a n/a

Under 10 n/a n/a n/a n/a
Under 11 $40 $30 each n/a $20 each
Under 12 $55 $35 each n/a $20 each
Under 13 $65 $45 each $35 each $25 each
Under 14 $75 $55 each $40 each $30 each
Under 15 $80 $60 each $45 each $30 each
Under 17 $90 $70 each $50 each $35 each

Semi & Prelim Finals

Age Group One Umpire Two Umpires Boundary Goal
Under 9 n/a n/a n/a n/a

Under 10 n/a n/a n/a n/a
Under 11 $50 $40 each n/a $20 each
Under 12 $65 $45 each n/a $20 each
Under 13 $75 $55 each $35 each $30 each
Under 14 $85 $65 each $40 each $30 each
Under 15 $90 $70 each $45 each $35 each
Under 17 $100 $80 each $50 each $40 each

Grand Finals



Blue, Yellow, Red Cards

ORDER OFF RULE

APPLICABLE TO ALL COMPETITIONS / AGE GRADES

BLUE CARD YELLOW CARD RED CARD

DURATION OFF FIELD?
(NOT INCLUDING BREAKS)

10 MINUTES 15 MINUTES REMAINDER OF THE MATCH

SENT OFF PLAYER TO BE 
LOCATED?

NEXT TO GROUND MANAGER / TIMEKEEPER

NOT PERMITTED TO SIT ON TEAM BENCH 
OR 

ENTER THE PLAYING ARENA AT ANY TIME
(INCLUDNG BREAKS)

NEXT TO GROUND MANAGER / TIMEKEEPER

NOT PERMITTED TO SIT ON TEAM BENCH 
OR 

ENTER THE PLAYING ARENA AT ANY TIME
(INCLUDNG BREAKS)

MUST LEAVE THE GROUND ENTIRELY

NOT PERMITTED TO SIT ON TEAM BENCH 
OR 

ENTER THE PLAYING ARENA AT ANY TIME
(INCLUDNG BREAKS)

PLAYER REPLACEMENT 
PERMITTED?

YES
(NUMBERS MUST BE EVEN ON FIELD)

YES
(NUMBERS MUST BE EVEN ON FIELD)

YES, 
AFTER EQUIVALENT OF 1 QTR

(AFTER WHICH, NUMBERS MUST BE EVEN 
ON FIELD)

MATCH ALLOWED TO 
RECOMMENCE

WHEN ORDERED OFF PLAYER LEAVE FIELD OF 
PLAY 

WHEN ORDERED OFF PLAYER LEAVE FIELD OF 
PLAY 

WHEN ORDERED OFF PLAYER LEAVE FIELD OF 
PLAY 



BLUE CARD

(A) A player who uses audible obscenities (regardless of whom it is directed) or is deemed to require a “cool off” at the discretion of the Umpires 

may be ordered from the field of play by an Umpire under a blue card. 

(B) A Player ordered off under a blue card is; 

a. Required to leave the playing area immediately through the interchange area; 

b. Not permitted to resume playing the Match for a period of ten (10) consecutive playing minutes, excluding breaks between quarters. 

c. Required to sit at the Ground Manager / Timekeeper table (they are not permitted to sit on the team bench). 

d. not permitted to sit on the bench or enter the playing arena at any time (including breaks) for the duration of the penalty period

(C) The ten (10) minutes will commence once the offending Player has left the field of play 

(D) The offending Player’s Club is responsible for obtaining approval from the timekeepers for the Player to resume playing in the Match at the 

end of the ten (10) minute period.

(E) All Players who are ordered from the field of play with a blue card can be replaced immediately. 

(F) At the discretion of the CMC, the Blue Card may be reviewed by the CMC and the Umpire Manager post match and upgraded to a Yellow 

Card as a reportable offence



YELLOW CARD

(A) Subject to Rule 24.1.1(B), a player who commits a Reportable Offence may be ordered from the field of play by an Umpire under a yellow 

card. 

(B) At the discretion of the field Umpire, the Player ordered from the field under a yellow card may be reported. 

(C) A Player ordered off under a yellow card is; 

(i) required to leave the playing area immediately through the interchange area; 

(ii) to be seated with the Timekeeper or where provided, the Interchange Steward during play; 

(iii) not permitted to resume playing in the Match for: 

(a) subject to Rule 24.1.1(C)(iii)(b), a period of fifteen (15) consecutive playing minutes, excluding breaks between quarters; or 

(b) for matches with a quarter duration less than fifteen (15) minutes, an amount of time equivalent to one quarter, as detailed in 

Table 28, of consecutive playing minutes, excluding breaks between quarters; and

(iv) not permitted to enter the Field of Play for the duration of the penalty period, including breaks between quarters.. 

(D) All Players who are ordered from the Field of Play with a yellow card can be replaced immediately.



RED CARD

(A)  A Player shall be ordered from the field for the remainder of the Match by the field Umpire under a red card where the Player commits: 

(i)  two yellow card offences in the same Match; or 

(ii) two Reportable Offences in the same Match for separate incidents; or 

(iii) a single Reportable Offence that is considered a serious breach of the Laws of Australian Football.

(B) A Player or Official ordered off under a red card: 

(i) is required to leave the playing area immediately through the interchange area; 

(ii) is not permitted to sit on the bench or enter the Field of Play at any time (including breaks) for the remainder of the Match; and 

Return to Top Page 86 (iii) is not permitted to return to participate in the match in any capacity. 

(C) Unless otherwise determined by the CMC in its ultimate discretion, a Player who is ordered from the Field of Play under a red card can be 

replaced after: 

(i) subject to Rule 24.1.2(C)(ii), a period of fifteen (15) consecutive playing minutes, excluding breaks between quarters; or 

(ii) for matches with a quarter duration less than fifteen (15) minutes, an amount of time equivalent to one quarter, as detailed in Table 28, 

of consecutive playing minutes, excluding breaks between quarters.



WHITE CARD



HEADCOUNT

COUNTING OF PLAYERS 

5.5.1 Request by Captain The captain or vice-captain of a Team or Team Runner(s) may at any time during a Match request that the field 
Umpire count the number of Players of the opposing Team who are on the Playing Surface. 

5.5.2 Procedure 
(a) Where a request is made under Law 5.5.1, the field Umpire shall: 

(i) stop play at the first available opportunity;
(ii) call into line within the Centre Square the Players of both Teams who are at the time on the Playing Surface and count the 

number of Players; 
(iii) upon completing the count, ensure that each Team has the permitted number of Players on the Playing Surface and then 

recommence play at the position on the Playing Surface where the field Umpire stopped play; and as soon as practicable after 
the Match, report to the Controlling Body that a request has been made to count the number of Players in a Team and the 
number of Players actually counted. 

(b) The maximum number of Players permitted on the Playing Surface at the same time is 18 per Team or, in circumstances where a 
Player(s) has been ordered from the Playing Surface under Law 23, 18 less the Player(s) ordered from the Playing Surface. 

5.5.3 Players Exceeding Permitted Number Where a Team has more than the permitted number of Players on the Playing Surface, the 
following shall apply: 

(a) a field Umpire shall award a Free Kick to the captain or acting captain of the opposing Team, which shall be taken at the Centre Circle 
or where play was stopped, whichever is the greater penalty against the offending Team; 

(b) a Fifty Metre Penalty shall then be imposed from the position where the Free Kick was awarded; 
(c) the Team shall lose all points which it has scored in that quarter up to the time of the count; and 
(d) the field Umpire shall report the circumstances to the Controlling Body, including the scores at the time. The Controlling Body may 

further determine the matter by way of a fine, reversal of Match result or other sanction as it deems appropriate, including 
overturning the loss of points prescribed by Law 5.5.3(c).



HEADCOUNT

COUNTING OF PLAYERS 

5.5.4 Correct Number and Request Without Merit 

Where a count reveals that the opposing Team has the permitted number of Players on the Playing Surface, the following shall apply: 
(a) a field Umpire shall award a Free Kick to the captain or acting captain of the opposing Team, which shall be taken at the Centre Circle or 

where play was stopped, whichever is the greater penalty against the offending Team; 
(b) a Fifty Metre Penalty shall then be imposed from the position where the Free Kick was awarded; 
(c) if a field Umpire is of the opinion that a request was made under Law 5.5.1 primarily to delay play or such request did not have sufficient 

merit, the field Umpire shall report the Player who requested the count for Time Wasting under Law 22.2.2; and 
(d) if Law 5.5.4(c) applies, the field Umpire shall report the circumstances to the Controlling Body, including the scores at the time. The 

Controlling Body may further determine the matter by way of a fine, reversal of Match result or other sanction as it deems appropriate. 

5.5.5 Post-Match Review 

(a) A Club or other person may request post-Match review by the relevant Controlling Body of a Team exceeding the permitted number of 
Players on the Playing Surface where a request under Law 5.5.1 did not occur during a Match. 

(b) Notification of the request and lodgement of relevant evidence must occur within 24 hours of the completion of the relevant Match in a 
form prescribed by the Controlling Body. 

(c) The Controlling Body may further determine the matter by way of a fine, reversal of Match result or other sanction as it deems 
appropriate.



Finals

PLAYER ELIGIBILITY - FINALS

• Players must have played a minimum of four (4) games as recorded in PlayHQ for the team that has made the finals​

• Where a player is playing in two age groups in finals, the player must have played less regular season matches for the older age group or 

higher divisions to remain eligible for each team for finals. ​

• Where a Youth Girl Player plays a minimum of four (4) matches in a mixed age group / division, she will be eligible to play finals in that age 

group / division, even if she has played in a greater number of matches in a higher Youth age group / division.

• For further information around player finals eligibility and playing finals across junior and senior competitions



DRAWN FINALS

• In the event of scores being equal at the end of a finals Match, the following procedure will apply: 

(i) the goal Umpires will confirm the scores; 

(ii) the field Umpire will re-commence the Match to play extra time, initially for a further duration of five (5) minutes, plus time on 

where time on applies, and the Teams will not change ends; 

(iii) the siren will sound after the initial period of extra time, the Teams will change ends and a further five (5) minutes, plus time on 

where time on applies, is to be played; 

(iv) if the game is still drawn after the second five (5) minute period, the siren will sound, concluding the period and the Umpires and 

Goal Umpires will consult to confirm the scores, and if the scores still remain tied, the following will apply:

(a) the teams will reset their position (not changing ends) with a centre bounce/ball up to recommence play; and 

(b) play will continue until the next score at which time the siren will sound; and 

(c) the first team to score a point or goal will be the winner; 

(v) the coach will be allowed to address their team during a three (3) minute break after the final siren at the end of normal Match 

time, but will not be able to address the team further during extra time 

• For a Grand Final where the scores are less than six (6) points the difference with two (2) minutes remaining in the final quarter, an 

announcement is to be made by the Ground Manager that Supporters are not to enter the field of play after the final siren until the goal 

Umpires have confirmed the final score







FUNCATION CARDS
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AFL NSW/ACT Code of Conduct



AFL NSW/ACT Code of Conduct
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