
                                                                       SIX A SIDE RULES – UPDATED – OCTOBER  2016 
 
 TEAMS:  

a) Teams can register a maximum Squad of 10 players who must be 35 years of age or over within the calendar year. 
b)  All 10 players may play on the night.  
c) Replacement players in the Squad can only happen twice during the        competition season (Every 14 weeks).  
d) All teams must, by the 3rd game, be attired in coordinated team shirts or will     lose 1 point per game.  

 
MEMBERSHIP / DISCLAIMERS:  
ALL NEW players must sign a Sunshine Coast Supa Oldies (SCSOS) 
‘CONDITIONS OF MEMBERSHIP, RULES AND DISCLAIMER” before being allowed 
to play in the Competition.  
THIS IS AVAILABLE ONLINE AT:    www.eaziwaiver.com Failure to register a new player and playing him, will result in a forfeit of your 
game. 
 
SUPPLYING A REFEREE: 
e) All teams must supply a Referee for their specified game, as listed on the Draw. 
Failure to supply a Referee, for their specified game, will incur their team a deduction 
of 3 points.  
f) Teams that fail to supply a Referee for the 2nd time, will incur their team a deduction of 3 points plus their Team will be issued a formal warning. 
g) A 3rd Offence will force the Committee to exclude the team from taking any further part in the competition and their season’s fee forfeited. 
 
PROMOTION/RELEGATION: 
 
 At the end of the Competition Season (14 weeks) 
 

a) The Team that Wins their Division will be promoted to the next Division 
b) Teams that finish Bottom of their Division will be relegated to the Division 

below them. 
c) Any Team not adhering to these rules will be asked to appear before the 

Committee. 
  



                                                                       
TEAM REGO FEE’S 
 
 
a) The Team Manager is to collect the Teams Rego Fees. 
b)  100% of the Team Rego fee is to be paid to the Treasurer 1 week prior to the Competition starting. 
d) Any teams that have not paid their Team Rego Fees, in full, are deemed to be 
“Unfinancial” and all games played are a 3-0 forfeit until their Team Rego Fees are paid, in full.  At the discretion of the committee, seriously late payers may forfeit their position in their Division and be relegated to the lowest Division. 
e) If a suitable arrangement, approved by the Treasurer, is not forthcoming, the team will be disqualified and excluded from the Competition. 
f) These arrangements are subject to change. 
 
 
 
FLOATERS: (Spare Players). All Floaters must be 35 years or over. 
 
a) A Floater is defined as a player who is one of the below:  

 - Is not registered with a team  
- Can only attend matches on a casual basis.  
- Is a visitor to the Club.  
 MEMBERSHIP / DISCLAIMERS:  
ALL NEW players / floaters must sign a Sunshine Coast Supa Oldies ‘CONDITIONS 
OF MEMBERSHIP, RULES AND DISCLAIMER” before being allowed to play in the 
Competition.  
THIS IS AVILABLE ONLINE AT   www.eaziwaiver.com 
 
Failure to register a new player and playing him, will result in a forfeit of your game. 
 b) Floaters must register their attendance on the night at the desk where their name 
is added to the floaters list. Floaters pay a $5 fee at the desk when registering and 
can play as many games as they wish on the night.  
c) Any team wishing to use a floater will approach the desk where the name on the 
top of the list will be the floater that the team requesting the floater uses for their 
game. Teams that know they will be short on the night may, if they wish to get in first, 
put their team name down on the floaters list before any floaters arrive.  



                                                                      d) Floaters after playing for 2 consecutive weeks should register with a side if a 
playing vacancy is available. Floaters who play for the same team 2 weeks in a row 
are expected to join the team they have been playing for.  
  
USE OF FLOATERS:  
 

a)  Any Team wishing to use a Floater will check the list at the desk. 
b)  The first available Floater on the list is then allocated to that Team. 
c)  Teams that know they will be short on the night can put their Team name 

down on the list to “Pre Book” a Floater.  
d) Teams who are short of players on the night ( 6 or less) may use Floaters. 
e) Teams with 4 registered players up to 6 registered players may use Floaters 

To make a Maximum of 7 players. 
f) Floaters must stop being used if a Registered Player turns up late to play and 

makes up a total of 7 registered players. 
  The Floater must leave the game and is then returned to the List. 

g) Teams fielding only 3 registered players (or less) may use Floaters but the 
result is an automatic Forfeit and a 3-0 Win is awarded to the Opposing team. 

h)  Teams may recruit a Floater to their Squad on a full time basis as a registered 
player. 
 

 USE OF REGISTERED PLAYERS:  
 

a) Teams cannot use a registered player unless they have first put their name 
down on the floaters list as being in need of a floater.  Should a floater not 
be available the committee member will then give you permission to use a 
player from a lower div.  If you do not get permission you will be using a 
player not registered with your team and the penalty is a forfeit of your 
game. 

b) Teams may only use “Registered Players” from a Lower Division. 
c) Except for the lowest Division who may use players from their own 

Division. 
d) Maximum amount of “Registered Players” that can be used is 2. 
e) Teams using more than 2 “Registered players” will forfeit the game with a 

3-0 win going to the opposing team.  
TEAMS NOT FIELDING A SIDE:  
 



                                                                      In the spirit of fair play to the opposing team, it is hoped that even if your team can 
only field 2 players on the night, you do so. Providing you advise the committee 
ASAP, we can always assist to organise a makeshift team.  
Teams cancelling their games twice or not fielding sufficient players will be advised 
as to their options.  
MATCH FORMAT: 
 
a)  Games are 20 minutes each way  
b)  Games are played in accordance with both the SCSOS Rules & FIFA Rules. 
c)  Games must commence at the allotted times on the sound of the Siren. 
d)  Games must finish at the allotted times on the sound of the Siren. 
d) If one of the team has players short or not on the pitch, ready to play, within one 
minute of the horn sounding the referee starts the game regardless.  
e) If the referee is not on the pitch within one minute of the horn sounding the 
captains, by mutual consent, may start the game.  
f) Games must have a Referee. Referees must try to do their best. It’s only fair to the 
teams they are reffing. All players must read and know the rules before reffing. They 
must keep up with the game, there is to be no standing on the half way line.  
g) 10 minutes prior to the start of the first game of the evening the referees are to 
collect a whistle, stop watch and 14 cones (7 per goal area) from the desk AND the 
match ball. Referees are responsible for setting up the “marked area”, 15 paces out 
from the middle of the goal line to front. Then 15 paces from middle of goal line to the 
left & to the right of the centre of the goal. Then make an arc. At the end of the game 
the referee must leave the ball in the centre of the pitch ready for the next game then 
return to the desk and mark down the score.  
h) Please Note:  
 - Teams are given a free match ball when registering, to keep. 
 - Players of the first game of the evening must arrive at 6.30pm to set up their pitch, 
including the goals.  
- A late start because the pitch is not set up will mean the game will be shortened to 
catch up with the playing schedule.  
i) At the end of the last game the players must replace goals, if directed by Officials.  
j) At the end of the last game the Referees are to return the whistle and the cones that 
mark the “marked area” AND the match ball to the desk.  
k) Both Team Managers are to go to the desk and check that the score has been 
entered correctly by the Ref at the end of the game. If a score has not been entered 
correctly/legibly and the league table has been updated the committee reserve the 
right to deem the incorrect score stands.   



                                                                       
 
 
 
 
 
REFEREES ARE REQUIRED TO: 

a) Be on time for their game. 
b) Set up the cones, if they have the 1st game at 7pm. 
c) Collect a whistle and refs bib for their game. 
d) Enforce the rules of play.  Referees must keep up with the game, you 

cannot referee the game from the sideline.  You must be close enough to 
see any incident and be sure that shots on goal are from outside the D. 

e) Be strict in relation to Slide tackles and aggressive play. 
f) Step out the 5 yard Free kick placement of a defending wall. 
g) Keep track of the score. h) Write the correct score down on the match sheet at the Rego desk. 
i) Inform the Rego desk official of any Red Cards issued in their game.  

RULES OF PLAY:  
a) NO goals can be scored from a shot within the marked area EXCEPT by a Header.  
 b) If the ball deflects into the goal off an 'ATTACKING' player.... who is inside the 

marked area.... it is NO GOAL. 
c) If the ball deflects into the goal off a 'DEFENDING' player.... who is inside the 

marked area.... it is A GOAL. 
d) If a defending player, by any means, puts the ball into his own net - it is A GOAL.  
g) Goals CAN BE scored directly from a Corner kick.  
h) ALL free kicks are deemed to be DIRECT and defending players must retreat 5 
yards from the ball placement of the free kick. The Referee should step this out. 
i) Penalties will be at the Referee’s discretion for offences within the marked area and 
will be given as a DIRECT, unobstructed, free kick at the center of the edge of the 
marked goal area.  
j) NO slide tackles, shirt pulling or aggressive play are allowed and will result in the 
opposing team being awarded a free kick. Player are not allowed to play at the ball 
while lying on the ground. If this occurs, a free kick is awarded to the opposing team. 
k) Heading of the ball under the height of the player’s HIPS (Diving headers) is not 
allowed as this could lead to head injuries. If this occurs, it will result in a free kick to 
the opposing team. 
 



                                                                      l) There is NO offside.  
m) There is NO extra time added on.  
n) Players and Substitutes coming on or off the pitch must do so at the half way line.  
Substitutes can come on at any time during the game as long as an unfair advantage 
is not gained. A team may make unlimited Subs during a game.  
o) Goalkeepers may handle, kick or throw the ball out of the marked area, however, 
they cannot kick the ball out of their hands. NO DROP OR PUNT KICKS.  
  
 
 
 
MISCONDUCT / SIN BIN / SEND OFF RULES:  
 
a) All Games must be played in a good spirit. Remember we all have to work the next 
day. At the discretion of the Referee, ungentlemanly conduct may result in the 
opposing team being awarded a DIRECT free kick.  
b) Repeated foul or inflammatory language, especially when directed at another 
player is strictly forbidden. Loss of temper is strictly forbidden. If either of the above 
happens during the game the player must be sin binned for a minimum of 2 minutes 
to cool down. If the player continues abuse from the side line or comes back to play 
and continues abuse he must be sent off. The Referee is expected to have a word 
with the offending player’s team captain prior to a sendoff and warn him of an 
impending send of if the abusive player continues.  
c) Players may be sin binned from 2 – 5 minutes depending on the offence. A player 
may replace the sin binned player.  
d) Players may be sent off by the Referee but NO replacement player is allowed.  
e) Fighting players must both/all be sent off. Before they play another game they 
must explain themselves before the committee. This will usually be 3 or more 
committee members and preferably on the night it occurs. Offending players must 
give their assurance that it will not occur again. The committee has the right to refuse 
any player from playing in a SCSOS game.  
f) A player once sent off must leave the playing area. 
g) Foul or abusive language directed at the ref is strictly forbidden.  The referee’s 
decision is final.  If you have a disagreement with a refereeing decision your recourse 
is to make a complaint at the desk. 
 
 CLUB RULES: 
  



                                                                      a) Players must keep the terraces & bar area clean and tidy. Put your empty cans in 
the bins provided and knock the mud off your boots on the grass only, NOT ON THE 
TERRACES. Please treat the Club areas with respect.  
b) The BWFC Club is a licenced premises and is subject to strict licencing laws. The 
bringing of alcohol into the grounds (and of course the drinking of) is strictly 
prohibited, by both Associations and is a serious infringement that could lead to 
their loss of the BWFC Club’s licence. Any Teams found to be participating in this 
offence will be expelled from the Supa Oldies Competition and the Club Grounds.  
  
 
 
 
DISCLAIMERS:  
 
ALL players must sign a Sunshine Coast Supa Oldies ‘CONDITIONS OF 
MEMBERSHIP, RULES AND DISCLAIMER” before being allowed to play in the  
Competition.  
AVAILABLE ONLINE AT    www.eaziwaiver.com 
 

a) Players understand that they play AT THEIR OWN RISK. 
b)  It is a condition of joining and playing in the SCSOS competition, that neither 

the SCSOS nor BWFC are liable for any claim resulting from an injury or 
fatality to a player. (See details on ‘CONDITIONS OF MEMBERSHIP, RULES 
AND DISCLAIMER” form. 

c) Shin pads and appropriate footwear (football boots) should be worn.  
d) Players are not to play in sand shoes, thongs etc.  If you are not wearing 

appropriate footwear you will not be allowed to play, NO exceptions.  
 


