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1.x Player rights

1.1    - Teams own a player’s rights from the end of the draft selection during a player’s current paid registration in the OCHL, and for 364 days after the player’s last game played
1.2    - Teams lose a player’s rights only when:


1.2.1 - A player has been inactive for 364 days


1.2.2 - A player leaves the team to GM an expansion team


1.2.3 - The player, or the player’s rights are traded to another team


1.2.4 - A team releases the player due to Poor Attendance Rule (4.1.3)


1.2.5 – A team is collapsed. All player rights are forfeited.
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2.x Draft System (for new players)

2.0 Evaluation Game:


2.0.1 - Evaluation games take place prior to the beginning of the season and training camps.


2.0.2 - The players will be divided into squads and these squads will play ½ hour games. Waves will be arranged with each squad playing against another squad. Each squad plays only once. Each player plays only once.



2.0.3 - The General managers for each team are to attend with as many associates as they desire. The delegation will evaluate the merit of each player and record this information for use during the player auction



2.0.4 -  General Managers and their staff will be issued Scouting reports from OCHL Central Scouting and the Wave information sheet, showing the names of the players along with their jersey number, squad colour, and wave start time.


2.1 Draft Auction

2.1.1 – Sunday at 12:00pm, the General Managers of all teams will log on to the OCHL website and bid on their desired players.

2.1.2 – There will be an initial round of the auction, including all players, and is open from 12:00pm until 1:00pm 


2.1.3 – Any remaining players after this initial round will go into a subsequent round, open for ½ hour between 1:30pm and 2:00pm.


2.1.4 – Teams cannot bid more than their current balance of credits.


2.1.5 – A successful bid is acknowledged when the bidding deadline has passed.  The highest bidding team then receives that player.


2.1.6 – Teams must fill their roster with players up to the minimum amount of 15 players and 1 goaltender.  Teams may exceed this number and may also carry more than one goaltender.  If a team fails to fill to this minimum amount they will be assigned players at random to fill the roster.

2.1.7 – If a team wins bids on more players than 15 plus a goalie, they can place the player in to the next round of the auction by notifying the OCHL head office by phone within 15 minutes of the end of that wave of the auction.


2.1.8 – If there is no GM for an expansion team, the team will be assigned the players left over at the end of the auction, and the team credit account will be reduced to $50,000


2.1.9 – If there are not enough players to fill every team, there will be open spots available in the auction. Teams bid on these spots just like with a player.



2.1.10 - Results of the player auction will be posted on the website.



2.1.11 - Expansion teams be assigned a pre-determined amount of credits as determined by the league. This calculation is based on the expansion team being allotted the average amount of credits each existing team has, divided by the number of players that they need to draft (i.e. the average number of credits per player in the market multiplied by the number of players that the team needs to draft).


2.1.12 - No consideration (goods or services being exchanged) allowed. Any side deals discovered will result in loss of credits and expulsion of general manager(s) from the league permanently.



2.1.13 - Expansion teams are entitled to one (1) General Manager and one (1) Assistant to form a team, and not be subject to drafting themselves.



2.1.14 Where an Expansion team elects to only start with a General Manager, the expansion team will receive credits for one more player.


2.2 Roster Maintenance:



2.2.1 – Teams may release the rights to any player for whom they own the rights during the off season and up until two weeks before the evaluation game.  Teams may not release player rights during the season unless the Poor Attendance Release clause is invoked.


2.2.6 - Credits are accumulated based on a formula implemented by the league.  Weaker teams will receive more credits and this will be based around win/loss ratio.  All teams will receive an equal base of credits as determined by the league.


2.2.7 – Returning players may register anytime during 
3.x Trade and Acquisition Rules



3.0 Trades



3.0.1 - All trades must be submitted by the team’s General Manager, using the manager’s trade webpage.


3.0.2 - Teams are allowed unlimited trades per season.



3.0.3 - The League Operations Manager approves or denies the trade request before the trade goes into effect.  A trade must be beneficial for both teams in order to be approved.


3.0.4 - GMs are responsible for notifying their players that they have been traded.


3.0.5 - Credits may be traded for players but the team trading the credits must have the credits in their account.  At no point may a team trade more credits than what they currently hold within their account.


3.0.6 - Players who have requested to be traded must be traded, if possible, within a reasonable amount of time. Arbitration can be activated to affect a trade where a player is not being traded within a reasonable amount of time.


3.0.7 - There is no appeal process for a player who has been traded.  


3.0.8 - A team cannot make any trades that would make the aforementioned team’s roster drop below twelve (12) players. 

3.1 Trade deadline



3.1.1 - The trade deadline will be 12:01am March 1st.  After this no players may be traded.  


3.1.2 – Returning players may register, pay, and return to the team who holds their rights anytime during the season up until March 1st. No returning players will be admitted after 12:01am, March 1st.


3.2 Trade Default 


3.2.1 - General Managers will have the option when completing a deal of invoking a “trade default” clause.  This clause allows for compensation if one of the players involved in the aforementioned deal does not report or exhibits poor attendance defined as playing less than 3 games out of the first 10 games after the trade.   The potential compensation is established at the time of the trade.
3.3 Free agent acquisition



3.3.1 – Players who register after the draft will be available to be bid on for one week from the time that they register. The highest bid at the end of the bid period will win the player.




3.3.2 – There will be a blackout period for player acquisition for teams from the time of the draft until January 1.



3.3.2 – After January first, and before February 1st, teams may acquire new players.



3.3.3 – If a team roster falls below a level desired by the GM, they may pick up players in random order, from the pool of registered and waiting players.

3.4 Arbitration



3.4.1 – Where two teams are involved in a frustrated trade (see defiinitions), either of the two GMs, or any players involved may activate the arbitration procedure. Both teams must contract to enter into binding arbitration.



3.4.2 -  A Quorum of GMs (Arbitration panel) will be assembled, voluntarily, and with the assent of both GMs to arbitrate the dispute.



3.4.3 – The Arbitration Panel will hear arguments from both GMs, and players, if these parties elect to do so.


3.4.4. – Both GMs will advise which players may be included in the arbitration. No other players or player rights may be included, unless explicitly specified by the GM. Any amount of credits will be subject to the ruling of the Arbitration Panel. Rulings may include credits yet unearned,


3.4.5 – The decision of the panel is binding and final pending approval of the League Commissioner. Any trades or credit settlements are to take effect immediately after the ruling of the panel. 

4.x Spare Player Rules


4.0 Spare players



4.0.1 - Unregistered or unpaid spare players are NOT allowed. Teams found playing unregistered or unpaid players will be fined and the team will be forced to forfeit the game. 


4.0.2 - If a team will be short players for a game, the GM may use spare players from the approved spare player list. Only average players are selected to play as substitutes.

4.1 Replacements



4.1.1 - A team’s roster may not fall below 12 players at anytime during the season.  If a team falls below 12 players at any point during the season due to players leaving the league or expulsion that said team will be forced to pick up players at the January free agent period or acquire players from other teams via trade.

5.x Special Rules


5.0 Player rights



5.0.1 - A player’s rights are the property of a team from one year plus one day after the last game played. If a player returns to the OCHL within one year and a day of having last played, the team they were on has the right to recall them. The team may elect to not recall said player.



5.0.2 - The rights for players who end up as a “Trade Default” return to their original team.


5.1 Poor attendance release



5.1.1 - If a player fails to attend more than 30% of games within a span of 10 games, the team has the option to release the player from the roster.
5.2 Injury Disclosure


5.2.1 - Any team that trades a player who is currently suffering from an injury that will keep that player out of the lineup for an extended period of time must disclose this to the team that is involved in the trade.  If the team fails to disclose this information the trade will be defaulted and the offending team may be punished through loss of team credits.
5.3 Team Collapse



5.3.1 – The GM of a Team that has too few returning players at the beginning of the year may request a team collapse. If the league approves, there is a vote by the GMs of the existing teams to approve or reject the collapse.


5.3.2 – No team may collapse if there is an outstanding obligation of credits to another team, unless the General Manager has left the league, and none of the returning players will act as a GM for a team.



5.3.2 – If the collapse is approved, all player rights are forfeited, any registered players for the team are subject to the draft, except as allowed in 2.2.8
6.x Fines

6.1 Fine Conditions



6.1.1 – Where the conduct of a team, either in part, or in whole, has contravened the rules of the OCHL, the league may assign a fine of credits of any amount from the schedule below. Any gross infraction not detailed in the schedule 6.1.2 will be assigned a fine as per the league’s determination. These fines are in conjunction with any punishments assigned to individual players.



6.1.2 – Fine Schedule:

a) Entering ice before Zamboni doors are closed - $3000.00

b) Extreme mess in dressing room - $10,000.00

c) Drinking in the facility - $15,000.00 

d) Playing an intoxicated player - $15,000.00

e) Playing an unregistered player - $30,000.00

f) Vandalism of facility - $100,000.00


This schedule will be considered subordinate to the schedule published on the the OCHL website.

7.x Definitions

Trade Default – A trade is considered to be defaulted whem a traded player does not  report to the team he is traded to, as per 3.2.1


Frustrated trade – 
a) A trade that is desired by both teams, yet no settlement can be reached.
b) A trade that has been requested by a player, but has not been acted upon.

c) A defaulted trade, where special cirumstances exist.
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