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About Goalkeeper Wars 

Goalkeeper Wars is a 1v1 distribution game played by goalkeepers facing each other, on a 
small field. The keepers take turns distributing the ball, attempting to score in the opponent’s 
goal. The winner of the game is the keeper with the greater number of goals after each round. 

Tournament Format 

Goalkeeper Wars tournament is Saturday evening, August 27, 2022. The exact start time will be 
determined by the game schedules – we are hoping to start sometime around 5pm – 7pm, but 
this is TBD. 

Each goalkeeper is guaranteed 

a minimum of three games. 
Players should stay near the 
field. This is a fast-moving 
tournament– keepers will be 

called onto the field by the 
Tournament Host. There is a 1-
minute window between 
matches.  

  



 

Eligibility and Entry Fee 

Battle at the Beach Goakeeper Wars  is open to ALL registered players whose teams are 
participating in the AYSO Region 114 Battle at the Beach tournament. The entry fee to 
participate in the Goalkeeper Wars tournament is as follows: 

• 2014 - 2011 $30 

• 2007 – 2010 $40 

Payment must be made to venmo @BATB114. 

 

The Field of Play  

The Goalkeeper War field is 20 - 28 yards long by 22 - 30 yards wide depending on the player’s 
age. A goal sits on each end-line. The field is divided into two halves by a halfway line. Each 
goalkeeper must stay in their own half. 

The Ball 

8 balls will be provided at each field. Only one ball is permitted on the field of play during a 
Goalkeeper War match. Standard ball sizes shall be used (Size 4 for U9 – U12, Size 5 for U13 

and up). 

The Number of Players 

A Goalkeeper War is played by two players. Each player may have a coach and no more than six 

(6) Ball Handlers to retrieve and supply balls for distribution. 
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Round Duration 

Each round of pool play lasts 90 seconds. Medal rounds last 2 minutes. 

The Start of Play 

The winner of a coin toss shall select either a goal to defend, or to begin with the ball. The 
goalkeeper who starts with the ball must play within six (6) yards of the goal line. 

Method of Scoring 

As in a soccer, match, goals are scored when the entire ball crosses the entire line of the 
opponent’s goal, provided that no infringement of the Rules of Engagement has been 

committed. Goalkeepers may distribute the ball in the following ways: throwing; punting; rolling; 
kicking; drop kicking; or heading (U13 and up only). A player may only distribute the ball once 
during their possession. A player must distribute the ball within six (6) seconds of taking 
possession.  

Determining the Winner of Pool Play 

The player scoring the greater number of goals during the Goalkeeper War is the winner. 
During pool play, a win in 3 points. A draw is 1 point. The two goalkeepers with the most points 

after pool play will advance to the medal round. 

Determining the Winner of Medal Rounds 

Should there be a tie during a medal-round game, an additional tie-breaker round shall be 

played. If the score remains tied after one OT round, the game will proceed to Kicks From The 
Mark (KFTM). Each keeper alternates kicks until one keeper has scored more goal than their 
opponent, after both have taken an equal number of kicks.  

  



 

Rules of Engagement 

1. All attacking moves must take place within 4 yards of original position. 
2. If a goal is scored the ball is played from that end. 
3. If a ball deflects off any part of the goal (without going in), or off the opposing keeper, and 

returns in-bounds to the original keeper, that ball may be played by the original keeper. A 
rebound play may either be a one-touch kick (no hands), or the ball may be fielded and 

returned to the goal-line to begin a new attack (using any method). 
4. If a keeper catches the ball cleanly, he/she plays from that position. 
5. If a keeper mishandles the ball in a “positive” direction (closer to opponent’s goal) then 

he/she must return to his/her goal line and play from there. 

6. If a keeper mishandles a ball to a disadvantageous position he/she must play from that 
position. 

Examples 

If GK1 scores, then GK2 is fed a ball by their support crew, and begins a new attack from their 
original position in front of the goal. 

If GK1 makes a save by trapping the ball, then GK1 has 6 seconds to attack GK2 using the same 
ball. 

If GK1 makes a save and the ball goes out of bounds, GK1 is fed a ball by their support crew, 
and begins a new attack from their original position in front of the goal. 

If GK2 attacks GK1 who deflects / saves the ball back to GK2’s side of the field, then GK2 may 
perform a one-touch kick, or field the ball and return to their original position to begin a new 

attack (using hands or feet). 
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