
QUICKSTICKS HOCKEY – FULL RULES
Field of Play

· The Field of play is rectangular. 

· Minimum dimensions is that of a netball court (30.5m long by 15.25m wide), maximum is a quarter of a full-size hockey pitch (55m long by 22.9 wide). 

· Goals positioned outside of field of play touching the backline 

· Attacking circles are denoted by lines or cones 

Equipment:

Existing hockey sticks and balls can be used, but a special range of equipment has been developed specifically for the game and will aid the delivery of Quicksticks.  A Quicksticks kit bag includes: 30 Hockey sticks (size range 30”, 32” & 34”), 30 balls, 12 Bibs and 2 Squistles (whistles!).  The ball has been specifically designed for use on surfaces traditionally found in playgrounds. 
Teams

· No Goalkeepers 

· Teams of 6 players (4 players, 1 umpire, 1 coach/manager) 

· Every player must “rotate” into the two officials’ roles within each game.  
· Rotation of these roles should take place at the end of each period (10 minutes) 

Officials

There will be two match officials for competitive games.  They will control the safety of the game, assisting officials and players and ensuring fair play

Goals

The Quicksticks goals have been purposely designed at 8ft wide x 2ft high, so that schools can use their existing Samba Football goals which were provided by the Football Foundation and Youth Sports Trust to 18,000 primary schools. Two Samba target goals can be made into one Quicksticks Goal.

Each must be positioned against the back-line, in the centre of the pitch

Match & Result

· A match consists of 3 periods of 6-10 minutes (+ 2 minute intervals) 

· Match total is therefore 22-34 minutes a game 

· Alternative match periods and intervals can be agreed between the teams 

· The team scoring the most goals is the winner; if no goals are scored or if the teams score an equal amount of goals, the match is drawn 

Starting The Game

The game is started with a free pass from the centre of the pitch.  This happens at the beginning of each period and after a goal has been scored.  Each player must be in their own half and opposing players must be a minimum of 3 metres away.

Scoring A Goal

A goal is scored when the ball has been struck or deflected (legally) off a players’ stick and crosses completely over the goal-line between the goal-posts and under the cross-bar.

Free Pass

· A free-pass shall always be taken close to where the offence occurred.  The ball must be stationary at a free pass. 

· Until the free-pass is taken, all players (of both teams) must be a minimum of 3m from the ball. 

· After taking the free-ball the taker shall not play the ball again until it has been touched by another player. 

A free-pass will be awarded when;

· The ball passes completely out of play.  It is played back into play (along the ground) by a member of the opposing team 

· A player intentionally uses any part of their body to play the ball (except the hand to protect themselves from danger) 

· A player plays at a high ball with the stick above shoulder height 

· A player uses the rounded side of the stick 

· A player when striking the ball, causes any actual or possible danger to themselves or to other players 

· A player kicks the ball 

· A player ‘obstructs’ by running between an opponent and the ball, thereby unfairly preventing the opponent from playing the ball.  Neither must they use any part of their body of stick to obstruct a player. 

· A player hold, charges, kicks, pushes, trips or strikes any player or official 

Players Clothing & Equipment

· It is strongly recommended that all player wear shin-protectors and mouth guards 

· Players of the same team must wear uniform clothing / colours 

Supporting Resources

· There are 49 illustrated Challenge Cards which introduce the game of Quicksticks in gradual stages starting with core skills as simple as dribbling the ball.  
· The front of the card gives a written explanation and illustration of the challenge to be carried out and the back of the card gives more information for teachers.  
· The supporting Curriculum Resource includes 24 weeks worth (six weeks’ each for years 3, 4, 5 and 6) of lesson plans and the waterproof Challenge Cards have been written for use with primary age children throughout Key Stage 2.  
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