
GAME CLOCK GUIDANCE 
 

Several referees have asked if there is any guidance from the region about how to run, or not run, the 
game clock. So we got together and developed the following guidance for referees on managing the timing 
of the game. 
 

First off, it's generally a bad idea to stop your timing device at any break (except for halftime) since it's too 
easy to forget to restart it. But you can and should "add time" to compensate for the substitution break in 
certain divisions, as follows: 
 

• U7 and U8 – add up to two minutes for the quarter substitution break. The referee should stop for 
substitutes at the first natural stop in the game (goal kick, corner kick, foul or throw-in) after the 
nine and a half minute mark, which will stop a 20 minute half roughly in the middle. Let your timing 
device run and end the half (or game) at 20 minutes plus the approximate length of the break, up to 
two minutes. If the break goes longer, limit the time added to two minutes. If matches are running 
behind schedule, limit added time to a minute or none, depending on how far behind things 
are running. We need to try to run matches on time. 

• U10 -- add up to two minutes for the mid-half substitution break. Call for substitutions at the first 
natural break after twelve minutes have elapsed (25 minute halves) and add time at the end for the 
length of the break, up to two minutes. Begin to get players back on the field after one minute 
has elapsed. Players at this level move a bit more slowly when resuming play. 

• U12 – add one minute for substitutes. Advise the coaches and captains (at the coin toss) that 
breaks are one minute and taking any longer will cut into playing time. Stop at the first natural 
break after the fourteen-and-a-half-minute mark. 

• U14 – make no allowance for the break since timing is so tight between matches. This is typically 
referred to as a “running clock” and is often used in tournaments where matches are tightly 
scheduled one after the other. Stop at the first natural break after the sixteen-and-a-half-minute 
mark. Since the clock is running, this will give you two 17 minute “quarters” with one minute for the 
break. Total time for the half is 35 minutes. 

In all divisions, give a couple quick tweets on your whistle after about one minute has passed to get the 
players moving back onto the field. It is up to you as the referee to manage the time of the match. 
 

Halftime should be 5-10 minutes long. Allow more time when the weather is hot so that players can 
rest and hydrate. Normal halftimes should be 5 minutes. 
 

You may add time for long injury delays, but keep in mind that we want to keep games on schedule. When 
you feel that the team that’s ahead is deliberately delaying the game, you should manage that by verbally 
encouraging them to continue play, just like you would for the 6-second GK release time. 
 

Remember, as the referee, you are solely responsible for the timing of the game.  
 

If you have questions, send an email to ayso34.rra@gmail.com. 
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