
CCC YOUTH REGULATIONS 2026 
 
1. No changing of +me or date of a fixture will be permi8ed unless in extremely excep+onal 
circumstances, applicable to both Football and Hurling fixtures.  
 
2. All Youth Championship Semi Finals and Finals will be played at neutral venues. For League 
playoffs, or semi finals, the team finishing in the higher league posi+on will have home 
advantage.  
 
3. The Championship, in all ages and all grades, will be an open draw basis with first team 
drawn having home advantage.  
 
4. Clubs may use unlimited subs in League games only.  
 
5. Where teams finish with equal points for qualifica+on for the concluding stages, or for 
promo+on or relega+on, the +e shall be decided as per Code 11.1 (5)(c) T.O. 2025. 
  
(i) The higher number of League Points obtained in the ‘Head-to-Head’ games defined as the 
games in which the teams involved in the +e have played each other. 
(ii) The higher Scoring Difference (subtrac+ng the total Scores Against from total Scores For) 
in the ‘Head-to-Head’ games. 
(iii) The higher Scores For in the ‘Head-to- Head’ games. 
(iv) If the applica+on of criteria (i) to (iii) results in a team(s) being successful or eliminated 
but there is s+ll a relevant +e to be decided, criteria (i) to (iii) are to be repeated for the 
‘Head-to-Head’ games only of the s+ll +ed teams. 
(v) The higher Scoring Difference in all games in the League Group. 
(vi) The higher Scores For in all games in the League Group. 
(vii) A Play-Off. 
Excep<on: Regula+ons (i) to (vi) inclusive above shall not apply to Under 16 or younger age 
grade compe++ons. 
 
In rela+on to means outlined above, if the accumulated scores of a team, so involved, are 
affected by a disqualifica+on, loss of game on a proven objec+on, re+rement or walk over, 
there shall be decided by playoff.  
 
 
6. All Youth play-off and Championship matches, including Finals, will be subject to the 
Winner on the Day regula+ons. In the event of teams finishing level at the end of normal 
+me, two periods, each of ten minutes dura+on, will be played. If teams remain level at the 
conclusion of this extra +me, a penalty compe++on will take place. 
 
7. Underage team sizes will be as indicated in the table below. 
 

Underage Football Grades & Players per Team 
 Grade 1 Grade 2 Grade 3 Grade 4 Development 
Under 14 15 15 13 11* 15 
Féile 15 15    
Under 16 15 15 13 11 15 
Under 18 15 15 13  15 



 
*Excep<ons: In grade 4 where both teams arrive with 15 or more players eligible to play, the 
game shall be played at 13-a-side. The Referee’s decision on this will be final. 
 
In grade 3 at Under 18 where one team arrives with 11,12 or 13 players eligible to play, the 
game shall be played at 11-a-side, unless there is agreement otherwise between both teams. 
The Referee’s decision on this will be final. 
 
 
The following shall only apply in Under 14 Grade 4 League and Championship, where the 
game is played 11-a-side; 
 

i. Games will be played on a shortened pitch with goal posts placed at the centre point 
on each 20m line. Goals posts must be of equal size and height and be age 
appropriate. 

 
ii. Games shall be two halves of 25 minutes each. 

 
8. Any compe++on involving Development teams only, will be classed as a development 15-
a-side League compe++on with no league play-offs, final and no championship.  
 
9. Clubs must submit a list of 15 players ineligible to play for their Club in the Development 
League compe++on. 
 
In addi+on to these 15 players, any player who plays in three games for the Club at a higher 
grade, is subsequently ineligible to play in the Development League compe++on. 
 
Excep<on: A wri8en request from a Club for a player to be exempt from the above, owing to 
excep+onal circumstances, will be considered. 
 
Penalty for breach of Regula<on: 
(i) Team Penalty: 
On a Proven Objec+on – Award of Game to Opposing Team. 
On an Inquiry by the Commi8ee-in-Charge – Forfeiture of Game without Award to the 
Opposing Team. 
(ii) Player: For breach in any Grade – 2 weeks Suspension. 
(iii) Person(s)-in-Charge of the Team in which the breach is commi8ed – 8 weeks Suspension. 
 
10. U14 compe++ons will use a size 4 O’Neills football and sliotar.  
 
11. U16 and U18 compe++ons will use a size 5 O’Neills football and sliotar.  
 
12. In U14 Football compe++ons, the ‘Two Touch’ rule shall apply. This means players are 
restricted to one bounce and one toe tap or two toe taps per possession. The tap and go is 
not counted as one of the two touches. 
 
13. Semi Finals and Finals of all underage compe++ons will be subject to 2026 Championship 
Regula+ons for Adult Football and Hurling. 
 



14. Clubs are en+tled to video record any official fixture in League and Championship they 
are involved in without obtaining permission from the CCC. The CCC must be provided with a 
copy of the recording if requested within 24 hours from the +me of request. Any Club 
recording must inform the opposi+on of the recording and a copy provided to the opposi+on 
if requested.   
 
Penalty: Failure to provide a copy to the CCC when requested: 2 point deduc+on in the 
league and in League playoffs or Championship the penalty shall be forfeiture of the game.   
 
Any Club or individual not involved in the fixture does not have any right to undertake a 
video recording.       
 
Penalty: Where no penalty is specified above, for any breach of regula+on the penalty shall 
be at the discre+on of the CCC. 
 
QUALIFICATION DETAILS FOR KNOCKOUT STAGES OF LEAGUE COMPETITIONS 
 
Under 18 Football 
In Grade 1 and Grade 2, the Top 8 teams will qualify for the League Quarter Finals. 
The draw for the League knockout stages shall be as follows; 
 
Quarter Finals (first named Team have home advantage) 
A. 1st place Team  V  8th place Team 
B. 2nd place Team  V  7th place Team 
C. 3rd place Team  V  6th place Team 
D. 4th place Team  V  5th place Team 
 
Semi Finals 
A v D 
B v C 
 
In Grade 3, the Top 4 teams in each sec+on will qualify for the League Quarter Finals. 
The draw for the League knockout stages shall be as follows; 
 
Quarter Finals 
1st place Team in one sec+on  V  4th place Team in other sec+on 
2nd place Team in one sec+on  V  3rd place Team in other sec+on 
 
Under 16 and Under 14 Football 
In all Grades at U16 and U14, the Top 4 teams will qualify for the League Semi Finals. 
The draw for the League knockout stages shall be as follows; 
 
Semi Finals 
1st place Team V 4th place Team 
2nd place Team V 3rd place Team 
 
NB 
Where a Grade is divided into A and B sec+ons, it shall be the Top 2 teams in each sec+on 
who will qualify. 



 
Semi Finals 
1st place Team Sec+on A  V  2nd place Team Sec+on B 
1st place Team Sec+on B V  2nd place Team Sec+on A 
 
Playing Rules 
 
(i) The following shall apply in U14 competitions, in 15-a-side or 13-a-side matches, only; 
 
2.7  (a) When the ball is played over the end-line by the Team attacking that end, or after a 
  score is made, play is restarted by a kick-out off the ground from the hand from the 
  centre point of the 20m line and shall be kicked forward. If the goalkeeper is not  
  taking the kick-out, the goalkeeper shall stay in the small rectangle. The player taking 
  the kick-out may play the ball more than once before any other player touches it but 
  may not take the ball into the hands. Other players may remain inside the 20m line 
  and the 40m Arc but shall be at least 13m from the ball until it is kicked. Players may 
  not impede or interfere with the goalkeeper, or another opposition player, taking the 
  kick-out. The ball shall travel outside the 40m Arc 13m before being played by  
  another player of the defending team. 
 

(b)  The Player taking the kick-out after the ball goes wide or a score shall have the option 
of using a standard tee as approved by Central Council. 

 
(c)  A player in direct receipt of their kick-out may not pass the ball to their team’s 

goalkeeper, or the player taking the kick-out, without another player playing the ball. 
 
 
 The following shall apply in U14 competitions, in 11-a-side matches, only; 
 
2.7  (a) When the ball is played over the end-line by the Team attacking that end, or after a 

score is made, play is restarted by a kick-out off the ground from the hand from the 
centre point of the 20m line goalposts 13m further forward and shall be kicked 
forward. If the goalkeeper is not taking the kick-out, the goalkeeper shall stay in the 
small rectangle on the goal line. The player taking the kick-out may play the ball more 
than once before any other player touches it but may not take the ball into the hands. 
Other players may remain inside the 20m line and the 40m Arc but shall be at least 
13m from the ball until it is kicked. Players may not impede or interfere with the 
goalkeeper, or another opposition player, taking the kick-out. The ball shall travel 
outside the 40m Arc 13m before being played by another player of the defending 
team. 

 
(b)  The Player taking the kick-out after the ball goes wide or a score shall have the option 

of using a standard tee as approved by Central Council. 
 

(c)  A player in direct receipt of their kick-out may not pass the ball to their team’s 
goalkeeper, or the player taking the kick-out, without another player playing the ball. 

 
 
 



 
 
 
 
 
(ii)  The following shall apply in Grade 3 and Grade 4 competitions, at U14/U16/U18 level, 
 where games are played at 13-a-side;  
 
2.14  During play, a team must have at least four three players (which may include the 
 goalkeeper) in their half of the field and at least three two outfield players in the 
 opposition half of the field.  
 

Exception:  
A breach of this Rule does not occur where the player(s) who would otherwise cause the 

 breach 
(a) have do so unintentionally  
(b) are within 4m of the halfway line  
(c) are not interfering with play  
(d) are not interfering with the opponent, and  
(e) are not gaining an advantage 

 
 
2.12  Mark  

The referee shall award a Mark, in either of the following circumstances:  
(i)  When the player catches the ball cleanly from a kick-out, without it touching the 
ground, on or past the 45m line nearest the kick-out point (a Kick Out Mark).  
or  
(ii) When a player catches the ball cleanly on or inside the 20m line from a kick in play or 
from a kick-out mark, delivered by an attacking player on or beyond the opposing team’s 
45m line, and without it touching the ground (an Advanced Mark).  
 
The following procedures shall apply:  
(a) Free Kick  
The player shall signify to the Referee if the player is availing of the free kick by 
immediately raising an arm upright and that player then taking the kick from the hands.  
 
The free kick shall be taken from the point where the Mark is awarded except in the case of 
a Mark awarded to an attacking team inside a 13m line when the free shall be taken from 
the point on the 13m line directly in line with where the Mark is awarded.  
 
Once the player indicates he is taking the ‘Mark’, the Referee shall allow up to fifteen 
seconds for the player to take the kick. 
Once the player indicates he is taking the ‘Mark, the opposing players must retreat 13m to 
allow the player space to take the kick. 
If the Referee determines that the player who makes the Mark has been injured in the 
process and is unable to take the kick, the Referee shall direct the player’s nearest team-
mate to take the kick, but this may only be allowed in exceptional circumstances.  
 
A score may be made from a free awarded for a Mark.  



 
(b) Play on immediately - Kick Out Mark  
A player who makes a Kick Out Mark may play on immediately and, in this circumstance, 
the player may not be challenged within four metres of the position from where the Kick 
Out Mark is made.  
 
(c) Play on immediately - Advanced Mark  
A player who makes an Advanced Mark may play on immediately. The Referee may allow 
the play to continue if the Referee considers that this presents the potential of an 
advantage to the team of the player awarded the Mark. A player who is permitted to play 
on may be immediately challenged for the ball.  
 
The Referee shall signal that the Mark has been awarded and that advantage is being 
allowed to accrue by raising an arm upright and shall allow the advantage to run by 
maintaining that arm in the upright position until it becomes clear that no advantage has 
accrued.  
 
An advantage has accrued if a point or a goal is scored.  
 
If no advantage has accrued to the team of the player awarded the mark, the referee will 
indicate that by saying ‘no advantage gained’ and will take the ball back to the point of the 
Mark. 
 
If a player from the team of the player awarded the Mark commits a technical foul before 
they have accrued an advantage, the referee will stop play and allow the Mark to be taken 
from its original position.  
 
If a player from either team commits an aggressive foul before advantage has accrued, the 
referee will apply the penalty for that subsequent aggressive foul.  
 
Advantage shall not be applied if the referee suspects that a player is seriously injured. 
The referee shall apply all other relevant disciplinary action even when advantage is being 
allowed. 

 
 
2.14  During play, a team must have at least four players (which may include the goalkeeper) in 

their half of the field and at least three outfield players in the opposition half of the field.  
 

Exception:  
A breach of this Rule does not occur where the player(s) who would otherwise cause the 
breach 
(a) have do so unintentionally  
(b) are within 4m of the halfway line  
(c) are not interfering with play  
(d) are not interfering with the opponent, and  
(e) are not gaining an advantage 

 
 



3.1  A goal is scored when the ball is played over the goal-line between the posts and under 
 the crossbar by either team. 
 A point is scored when the ball is played over the crossbar between the posts by either 
 team, inside the 40m arc or inside the 20m line. 
 

Two points are scored when the ball is played over the crossbar between the posts 
(whether from a free kick, Solo and Go, or from general play), having been kicked by a 
player who has at least one foot on or outside the 40m arc, provided no other player from 
that player’s team has touched the ball. 
Exception - when the ball is played over the crossbar between the posts from a 45, one 
point is awarded. 
 
A goal is equivalent to three points. 
 
The team with the greater final total of points is the winner. 
 
Exceptions: 
A player on the team attacking a goal and is in possession of the ball may not score: 
(i) by carrying the ball over the player's opponents' goal line, or 
(ii) a goal with the player's hands except as provided in Rule 1.2 Exception (ii) but may 
score a point with the open hand(s) or fist. 

 


