5 Real Ways to
Cover Fees With
Your Pricing

Model

How grassroots leagues and eliminate 100% of payment
fees, regardless of how they bill teams or players.




INTRODUCTION

Running a modern grassroots league or club shouldn't cost money, that's why we
wanted to build this guide. To help you not only cover expenses but to reduce admin
time and grow your community.

No matter how you charge, there are simple and proven ways to cover:
e Team fees
e Fixture fees
e Player fees

You can use one method or combine them, but every option in this guide is used
successfully today by real grassroots leagues and clubs.

MOVE TO DIGITAL PAYMENTS WHILST BEING COST-NEUTRAL

END UP PAYING £0 IN PAYMENT FEES!



WHY A PAYMENT SYSTEM
PAYS FOR ITSELF

UNCOLLECTED FEES

Modern grassroots leagues and clubs lose money every season through uncollected
fees, late payments and cash that never turns up. Moving to digital payments stops
that immediately.

When every player or team pays by card, you typically collect 100% of what it's owed,
and that recovered income alone often covers most, or all of the system costs.

NO MORE CASH HANDLING OR CHASING

Digital payments also remove the pressure on volunteers and managers who
currently have to chase people, hold cash, track BACS transfers, and match payments
manually. Those hours disappear overnight, everything is paid, logged and reconciled
automatically.

BETTER FOR PARENTS & PLAYERS

Parents and players benefit too. They can mark availability, check match details, and
pay instantly from their phone, just like they do with everything else in daily life. No
more forgetting fees, last-minute cash, or confusion over who has or hasn't paid.

For most leagues and clubs, the combination of increased fee collection, reduced
admin time, and convenience means the system effectively pays for itself before any
price adjustment is even added.

This is why the following pages focus on simple, predictable ways to make digital
payments completely cost-neutral, because the value you gain goes far beyond the
transaction fees.



THE 5 OPTIONS

Here are five practical ways your league or club can cover 100% of your digital
payment costs.

1. PLAYER-LEVEL ADJUSTMENT
If you charge per fixture, increase the fees slightly

2. TEAM-LEVEL ADJUSTMENT
Small price increase per team ether for the season or per fixture

3. ADMIN & REGISTRATION BUNDLES
Embed costs into existing league charges

4. MEMBERSHIP ADJUSTMENTS
Small price increase per member

5. SPONSORSHIP: COVERS EVERYTHING
Zero cost to parents, teams, or the league.
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PLAYER-LEVEL ADJUSTMENT

WHO IS IT BEST FOR
Player billing is ideal when each player pays per fixture. This method works perfectly
for:

e Grassroots leagues and clubs

e Pay-as-you-play formats

* Any league where players pay individual match fees

EXAMPLE (200 PLAYERS)

This example uses our real pricing so you can see exactly how costs are worked out.

CASH PAYMENTS

Lets say you currently charge £5 per fixture in cash...
e Total Revenue: 200 x £5 = £1000
e Total Payment Fees: £0 per fixture
e Remaining Balance: £1000

Hours chasing and matching payments = %

ONLINE PAYMENTS

Now lets play out charging your players £5.50 per fixture instead...
e Total Revenue: 200 x £5.50 = £1100
e Total Payment Fees: £93.90 per fixture
e Remaining Balance: £1006.10

£6.10 in profit + hours saved chasing/matching payments = %=



TEAM-LEVEL ADJUSTMENT

WHO IS IT BEST FOR
When you bill per team, it means a lower transaction volume, so fees stay
predictable.

e Clubs who charge teams per fixture

e Leagues who have a full team and captains process the teams payment

EXAMPLE (25 TEAMS)

This example uses our real pricing so you can see exactly how costs are worked out.

CASH PAYMENTS

Lets say you currently charge a team £30 per fixture in cash...
e Total Revenue: 25 x £30 = £750
e Total Payment Fees: £0 per fixture
e Remaining Balance: £750

Hours chasing and matching payments = %

ONLINE PAYMENTS

Now lets play out charging your teams just £1.80 extra per game instead...
e Total Revenue: 25 x £31 = £795
e Total Payment Fees: £43.96 per evening of fixtures
e Remaining Balance: £751.05

£1.05 in profit + hours saved chasing/matching payments = %=



ADMIN & REGISTRATION BUNDLES

WHO IS IT BEST FOR
Perfect for clubs and league that:
e Already charge registration fees
e Don't want to touch match fees or player subs
¢ Want a one-off adjustment instead of changing lots of prices

EXAMPLE (25 TEAMS)

In this example we will assume you don't already charge a joining fee. You have 25
teams like our previous example, that means you have fee of £43.96 per match day.

Now lets say you have 20 games per season = £879.20
You'd need to charge each team £36 to register/join per season that = £900

£20.80 in profit + hours saved chasing/matching payments = %=



MEMBERSHIP-LEVEL ADJUSTMENT

WHO IS IT BEST FOR
This model creates predictable income and very small per-player adjustments. Ideal
for charging one monthly membership fee per player, including:

e Development leagues

e Academy-style clubs

e Small-sided indoor/outdoor leagues

e Grassroots clubs looking to make payments simpler

EXAMPLE (100 MEMBERS)

This example uses our real pricing so you can see exactly how costs are worked out.

CASH PAYMENTS

Lets say you currently charge a player £30 per month in membership fees by BACS...
e Total Revenue: 100 x £30 = £3000
e Total Payment Fees: £0 per month
e Remaining Balance: £3000

Hours generating fixtures, chasing and matching payments = %

ONLINE PAYMENTS

Now lets play out charging your members just £1.80 extra per month instead...
e Total Revenue: 100 x £31.80 = £3180
e Total Payment Fees: £175.82 per month
e Remaining Balance: £3,004.18

£4.18 in profit + hours saved chasing/matching payments = %



SPONSORSHIP

WHO IS IT BEST FOR
This method works especially well for community-driven clubs and leagues with
strong local relationships. Ideal if you want zero cost to:

e Players/Parents

e Teams

e The club or league itself

HOW TO APPLY IT
One or more seasonal sponsorship package as:

Typical sponsor needed for a club or league with 25 teams or 200 players: £1,500-
£2,000 per season

EXAMPLE

This example uses the player level adjustment we went through on an earlier page
Your Setup: 200 players x 20 matches per season = £1878 fees per year
Total Sponsor contribution: £2000 for the season

£122 in profit to reinvest into your league or club
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It's time to master your
payments

Every league and club is different, and there's no one-size-fits-all payment
solution.

But with a clear vision and the right tools to support it, you'll be able to stay
on top of your finances, save time, and focus on delivering a great

experience for your players.

Ready to find out more about how Magic Sports can help you better
manage your league or club?

Get in touch

@ WWW.Mmagcisportsapp.com

DA hello@magicsportsapp.com



https://www.magicsportsapp.com/league-management-software/demo/
https://www.magicsportsapp.com/league-management-software
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