
 
 

RkYeh ]f PYas a[d GaZe I[f]gZaji][ 
 

Current U.S.A. Lacrosse and NFHS Rules for the different age groups will be used on the field for all Buku Events 

unless otherwise stated here. Other than specified here, ÃÁÃÆ NFHS RkYeh qiYY addYs�  

- ALL Players MUST have an active USA Lacrosse Membership/Number. 

- Players MUST be registered to their teams to compete by their HS Graduation Year.  Only the opposing 

coach/director can call for a check of the opposing teams' roster.  IF the player is not registered - that team is in 

jeopardy of a forfeit. 

- Players can only play for multiple teams within the same club (AND REGION). For clarity: players from the same 

club but cannot play for another team from the same club if they are from a different city. 

- In addition, players can only play for one team per division. So a 202È player can play up on the 202Ç team(not 

vice versa) for the same club/region, but cannot play for the A team and B team in the same division. 

 

Sc]gi[g ² TiZe 

Ɣ 2 - 20 PLQXWHV KaOYHV - BR\V & GLUOV HS DLYLVLRQV 
Ɣ 2-PLQXWH KaOI WLPH 
Ɣ TabOH SHUVRQQHO aUH RQO\ UHVSRQVLbOH IRU NHHSLQJ SHQaOW\ WLPHV. RHIHUHHV KaYH RIILcLaO JaPH WLPH.  
Ɣ AOO JaPHV PXVW VWaUW RQ WLPH. HaOIWLPH ZLOO bH VKRUWHQHG LQ HYHQW RI GHOa\V. 
Ɣ PRRO POa\ GaPHV caQ HQG LQ a WLH aW WKH HQG RI UHJXOaWLRQ. 
Ɣ IQMXULHV: 

Ɣ AQ\ LQMXU\ ZLWKLQ 2 PLQXWHV aQG XQGHU WKaW UHTXLUHV WKH JaPH WR bH VWRSSHG, WKH cORcN VWRSV ZLWK 
WKH LQMXU\.   

Ɣ AQ\ LQMXU\ ZLWK PRUH WKaQ 2 PLQXWHV UHPaLQLQJ ZKHQ WKH JaPH LV VWRSSHG, a Pa[LPXP RI 1 
PLQXWH ZLOO cRPH RII WKH cORcN WR aVVHVV WKH LQMXU\ bHIRUH WKH cORcN LV VWRSSHG. 

Ɣ POa\RII MaWcKHV: 
Ɣ POa\RII JaPHV PXVW KaYH a ZLQQHU. 
Ɣ II RYHUWLPH HQGV ZLWK QR VcRUH - bUaYHKHaUW. (UXOHV bHORZ) 
Ɣ CKaPSLRQVKLS JaPHV GR QRW HQG LQ bUaYHKHaUW - SOa\ RXW OT (LQ IXOO QXPbHUV).  
Ɣ 1 ± 30 VHc WLPHRXW SHU WHaP IRU aOO SOa\RII JaPHV. GaPH cORcN VWRSV. 
Ɣ TKH WLPHRXW GRHV NOT UROO RYHU WR OT.  NR WLPHRXWV LQ OT.  

 
Ɣ CRQVROaWLRQ / CKaOOHQJH MaWcKHV: 

Ɣ II JaPH HQGV LQ a WLH, WHaPV JR WR a BUaYHKHaUW WR GHcLGH a ZLQQHU UaWKHU WKaQ HQG LQ a WLH (LI a 
ZLQQHU LV QHHGHG, RWKHUZLVH WHaPV caQ aJUHH WR HQG LQ a WLH) 

Ɣ BUaYHKHaUW ZLOO bH 3Y3 SOXV a JRaOLH IRU HacK WHaP 
Ɣ 1 SOa\HU IRU HacK WHaP (caQ bH JRaOLH) PXVW VWa\ RQ WKH GHIHQVLYH HQG RI WKH ILHOG, 3 caQ 

JR IRUZaUG (BR\V OQO\) 
Ɣ BUaYHKHaUWV PXVW bHJLQ ULJKW aZa\ 

 



 
 
PYas]ff Bgackej Seedi[g ]gdeg 

- Head to Head (only two teams) 
- Goal Against 
- Goal Differential 
- Goals Scored 
- Coin Toss 

 
EJECTIONS  

Ɣ Game ejections are handled by the referees. C]ZZk[icaje j] jhe jabYe j] c][jacj jhe j]kg[aZe[j digecj]g f]g 
aYY ejecji][h j] dgepe[j ehcaYaji][. 

Ɣ Tournament suspensions are handled by the Tournament Director.  
Ɣ 2 unsportsmanlike conduct penalties warrant ejection or 1-game suspension 

 
KEEPING � REPORTING SCORES  
Each game will be tracked by the game scorecard which the field staff will have at each game.  Coaches must sign game 

cards so the field staff can report the score of your game. The scorekeeper will update scores and provide game scores to 

the official score tent.  Everything will be updated on TourneyMachine.   
 
SPORTSMANSHIP � CONDUCT  
Poor sportsmanship, taunting, trash talking, fighting, or any other unbecoming behavior on the part of the players, 

coaches, parents, or fans will not be tolerated.  All persons involved with a Buku Events Tournament and visiting the 

facility are expected to “Honor the Game”.   Bad language will not be tolerated.  Please treat the officials, opponents, 

spectators, and tournament staff with the same respect you would like to be shown.   The Tournament Directors expect 

the officials, coaches and players to conduct themselves in accordance with the rules.  
Obhce[e Ya[gkage� Minimum of two minutes. The penalty time is non-releasable. 

 



 
B]sh RkYe Sdecificaji][h   ÃÁÃÆ NFHS RkYeh AddYs   

Ɣ No stick checks unless refs think a stick is outrageously illegal  
Ɣ ³KHHS LW LQ´ OaVW 2 PLQXWHV - 4 JRaOV RU IHZHU. 
Ɣ Counts: 

Ɣ All Games: 20 seconds to clear half field. 10 seconds to enter the box. MUST USE BEEPER. 
Ɣ The leading team must keep it in the box with under 2 minutes left in the game if the lead is Å 

goals or fewer. 
Ɣ If a team leads by Å goals with less than 2 minutes remaining in a PLAYOFF GAME ONLY, the last 

2 minutes will be stop clock.  
Ɣ If the score changes to a Å goal lead at any point during the final 2-minutes of the game, the 

clock goes back to stop clock.   
Ɣ Checking 

Ɣ Regular NFHS body checking 202Æ-202É (one handed checks allowed) 
Ɣ Limited body checking in 202Ê-20Ä2. A big hit that is clean does not always constitute 

unnecessary roughness (Ê0 sec penalty).  The younger the player, the more limited the checks 
should be.   

Ɣ One handed stick checks are allowed in youth MS divisions (202Ê-20Ä2), unless it is a combined 
youth MS division.  

Ɣ No knee down or moto grip allowed. 
Ɣ PENALTIES FOR ALL: 

Ɣ ÅÆ second technical foul; Ê0 second personal foul; Ä minute penalties remain Ä minutes. 
Ɣ Penalty time starts on the restart of the whistle. 
Ɣ In home can serve a goalie penalty if no second goalie is available 
Ɣ Last 2 minutes of the game the winning team must keep it in the box when the game is within a 

Å goal deficit. 
Ɣ Penalty time stops during injuries, end of quarters and while another penalty is being assessed.   

Ɣ Boys U10 - 2 Attack, Ä Midfield, 2 Defense, 1 Goalie (ÉvÉ, 2 poles allowed on the field) 
Ɣ Ç0xÄÆ size field with ÅxÅ goals 
Ɣ Offsides - Å players in Offensive zone, Æ players including goalie on defensive end.  
Ɣ Limited stick-checking, and limited body contact. 
Ɣ Faceoffs after each goal and the start of each half [depending on penalties and possession] 
● Afjeg a face]ff OR a cha[ge ]f d]hhehhi][ jhege Zkhj be aj Yeahj ][e ajjeZdjed dahh bef]ge a 

jeaZ ca[ hc]ge k[Yehh jhe baYY caggieg hah a cYeag adpa[jage j] hc]ge�  
● F]g eraZdYe� i[ a fahj bgeak hijkaji][ qhege jhe ]ffe[he hah a hc]gi[g adpa[jage a[d [] 

ajjeZdjed  dahh hah sej bee[ Zade� jhe defe[he ih erdecjed j] hYide j] jhe baYY caggieg� If 
jhege ih [] hYide� jhe baYY caggieg ca[ hc]ge qijh]kj ajjeZdji[g a dahh�  

● F]g dYas]ffh ][Ys� jhege ih [] ajjeZdjed dahh gkYe [eeded� 
Ɣ A player that causes an infraction/foul will serve a ÅÆ second penalty.  

Ɣ Æ goal mercy rule if the team that is down chooses to accept, they will start with the ball at the midline. 

 



 
 
GIRLS   ÃÁÃÆ NFHS RkYeh AddYs 

Ɣ Full checking in HS Divisions and 2Ê/Ä0 Division 
Ɣ Modified checking for Ä1/Ä2 Division 
Ɣ Free movement will apply to all ages - the allowance for free movement by players on a whistle or 

stoppage of play.   
Ɣ Cards: 

Ɣ 2 yellow cards for 1 player – player out remainder of game but may play the next game. 
Ɣ Red card for 1 player – player out remainder of that game. Officials & Tournament Director will 

determine if the player will be allowed to play any remaining games.  
Ɣ If a team accumulates ÅÛ in a game they have to play a player down per card (starting with the 

Åth card, i.e. Æ cards Þ 2 players down) the remainder of the game.   
Ɣ If game time expires and a free position is being awarded in the critical scoring area – the game will 

continue until the scoring play is over. 
Ɣ The clock will stop at or under 2 minutes in each half after all goals (playoff games only). 

Ɣ If at 2 minutes or under time period for either half of the game and a team has a lead of Å goals 
more, then the game clock will remain a running clock.  If the score changes to less than a Å goal 
differential at any point during the final 2 minutes of either half, the clock goes back to stop 
clock.  
 

Ɣ Girls U10 - É v É (Ç0xÄÆ size field with ÅxÅ goals) 
Ɣ Two running 1É minutes halves. 1 Team timeout, No Overtime.  
Ɣ After Goals - resets with a draw. 
Ɣ At the draw players line up in both offensive and defensive end, traditional line up. 
Ɣ Introduction of the É-meter arc and restraining line at midfield. 
Ɣ No checking and Ä seconds closely guarded applies 
Ɣ Must play 1v1 defense.  
Ɣ One attempted pass after a faceoff before a player can shoot the ball. 

� O[e ajjeZdjed dahh gkYe i[ effecj ercedj qhe[ baYY caggieg hah a cYeag adpa[jage j] 

hc]ge qijh]kj bei[g defe[ded 

Ɣ Æ goal mercy rule if the team that is down chooses to accept, they will start with the ball at the 
midline. 


