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Sacramento State Intramural Sports: Indoor Soccer Rules

FIFA Laws of the Game and USSF interpretations and directives apply to all contests, except any of the following adaptations

PLAYERS, ROSTERS, EQUIPMENT, THE OFFICIALS, TIME, PLAYING FIELD

PLAYERS AND TEAM ROSTERS
1. No more than 12 players are allowed on a team roster.  Players must have played in at least one regular season game to be eligible to play in playoffs.
2. A maximum of six players are allowed on the court at one time.  A minimum of 4 players is required to start, continue or finish a game.
3. Each team shall have one goalkeeper who is allowed to handle the ball inside their penalty area.
4. In Co-Rec Leagues, no more than 3 players of one gender are allowed on the floor at one time.  The goalkeeper may be any gender.

SUBSTITUTIONS
Substitutions can be made on the fly and may occur on an unlimited basis provided the player leaving the field arrives at the bench before the replacement player enters the court.
Goalkeeper substitutions or changes must be done during a stoppage of play with the referee’s approval.

PLAYERS’ EQUIPMENT
Required Equipment
1. Matching colored jerseys must be worn by teams. Pennies will be provided if deemed necessary by the officials. 
2. Athletic shorts or pants.
3. Acceptable athletic shoes that do not mark the gym floor.
Illegal equipment
1. Any headwear with a hard brim, knots or hard surface. Exception will be made on a case-by-case basis for medical or religious reasons.
2. No turfs or any type of cleats shall be worn.
3. No jewelry is allowed. Medical or religious jewelry is an exception. Medical jewelry includes fitness watches and medical ID bracelets. Intramural sports is not responsible for any damages. 
4. Hard Casts.
a. Braces are allowed, given that they do not pose an injury threat to that player or any other players.  Shin guards are recommended, but are not required to be worn.

THE OFFICIALS
1. The officials’ authority and jurisdiction begins when they are in or directly around the playing area directly before, during and after a match.
2. The officials on the court shall have the authority to penalize rule breaking during play and during stoppages of play.
3. Any other officials, supervisors and WELL employees working a match shall be considered assistant referees (AR)
4. The ARs will assist the officials to control the match as needed or requested by the officials. They shall assist and inform the officials of fouls and misconduct that the referees may have not seen, or any rule confusions and disputed play.
5. The official's decision shall be final (not appealable) so far as the result of the game is concerned.
6. The supervisor on shift shall record the score and cards issued as signaled by the officials.
7. The officials have authority to rule promptly, in the spirit of good sportsmanship, on any situation not specifically covered in the rules. The official’s decisions are final in all matters pertaining to the game.
8. Team representatives, including players, substitutes, replaced players, coaches, trainers, spectators, and other persons affiliated with the team are subject to the rules of the game and shall be governed by decisions of the officials assigned to the game. 



THE LENGTH OF THE MATCH
1. A match will consist of two 18-minute halves. Halftime will last 2 minutes.
2. The clock will only stop for an injury or at the request of the referee.  If stopped, the clock will start when the ball is put back into play.
3. Time will be extended to permit a penalty kick or free kick in the attacking half.  The referee will determine when the PK is over.
4. Time may be added back to the clock at the discretion of the referees.
5. The first half is over the instant time expires. For a goal to be scored prior to the end of a half, the ball must have completely crossed the goal line prior to time expiring.
6. Between the first and second half, the teams shall change halves of the court.
7. A game can be considered final after the second half has begun, if ended for non-disciplinary reasons.
8. The length of the match may be shortened at the discretion of the officials with approval by the supervisor.

THE FIELD OF PLAY
The game will be played on the MAC court in The WELL.
All markings will extend indefinitely into the air above the floor.
The important markings are:
· The penalty area: the area by the goal which the goalkeeper may handle the ball.
· The centerline or half line.
· The goal line: the line between the goal posts.
· The back wall: the short wall on the goal side of the court
· The side wall: the long wall of the court

THE BALL
Games will be played with balls provided by Intramural Sports. The officials shall decide the legality of any ball. The teams are responsible for retrieving the ball and having it ready for each play.

PLAYING RULES
THE BALL IN AND OUT OF PLAY
1. The ball is out of play when:
a. The ball hits the ceiling, basketball hoops, or pipes above the court.
b. The ball enters the dugout or leaves the MAC court
c. The ball gets caught in the netting by the spectators’ area.
i. For a, b, or c: Play shall be restarted with a free kick for the team that did not last touch the ball at the spot closest to when the ball went out of play.
d. A goal is scored
i. Play shall be restarted with a kick-off for the team that was scored against.
e. The time has expired
f. The official whistles a foul, or stops play.
2. Fouls cannot be penalized when the ball is out of play
3. Misconduct may be penalized when the ball is out of play.

STOPPAGE OF PLAY AND RESTARTS
1. When a play is called dead by an official blowing their whistle after a goal, free kick, foul, or the ball going out, players must wait for an officials’ whistle to start/resume play.
2. If a player resumes play without a whistle, the official should blow their whistle and signal for the kick to be retaken. 

SCORING AND WINNING	
A goal is scored when the whole ball crosses the goal line. The team that scores the most goals is the winner. Ties will stand in the regular season.

MERCY RULE
The game will end when one team is up by six or more goals with 2 minutes remaining in the game.

THE GOALKEEPER
Each team must have a goalkeeper on the floor at all times.
The goalkeeper…
· …must wear a different color jersey from both teams.
· …is allowed to handle the ball inside his penalty area.
· …must release the ball from his hands within 5 seconds of controlling it.
· …may not punt the ball.
· …cannot throw the ball past the center line without it first touching a player, the floor or a wall.
· …may dropkick the ball
· …may only be switched or subbed at a stoppage in play with the notification of the referee play.
· …may slide to make a save if they do not endanger the safety of any opponent in doing so
a. The goalkeeper cannot slide tackle. When going to ground, the goalkeeper is not allowed to go legs first. They can go to ground with their arms first, as long as they do not make contact with the player.
b. The goalkeeper is allowed to make themselves bigger by spreading their body, as long as they do not intentionally put their body into the path of the player or make a movement that can stop the player from progressing forward. (Making themselves bigger in a still movement)
FOULS
All fouls shall be restarted with a direct free kick by the team that got fouled (unless foul qualifies for a penalty kick). All opponents must be at least 5 yards away from the spot of the free kick.
Direct Free Kick (DFK):  The ball may go directly into the goal without touching another player. Infringements that are restarted by a direct free kick are:
· Kicking or attempting to kick an opponent
· Tripping or attempting to trip an opponent
· Striking or attempting to strike an opponent
· Spitting at or on an opponent
· Jumping at an opponent
· Charging an opponent
· Holding an opponent
· Pushing an opponent
· Tackling an opponent
· Slide Tackling
· Players are not allowed to slide/slide tackle AT ALL. It is up to the referee’s discretion if a player slipped and slid as a result. Sliding will result in a yellow card. Sliding and making contact with another player will result in a red card.
· Handling the ball (other than the goalkeeper inside their own goalie area)
· The kicker touching the ball a second time before it has been touched by a different player on either team when restarting play with a kickoff, a free kick, a goal kick or a penalty kick.
· Obstructs an opponent from playing the ball while not having possession of the ball
· Interfering with the goalkeeper in any manner until he or she releases the ball.
· If the goalkeeper…
· …handles the ball after being deliberately played to with the foot or thrown to by a teammate.
· …holds the ball for more than 5 seconds.
· …touches the ball again with his hands after he has released it from his possession and before it touched another player.
· Any offense for which play is stopped by the referee solely to caution or eject a player.

Fouls Committed in the Penalty area
1. Any direct free kick foul committed by a defender inside the penalty area will result in a penalty kick take from the top of the arc.  The goalkeeper shall be on his goal line and all other players beside for the kicker shall be outside the basketball 3 point arc and outside of the penalty area until the ball is kicked.
2. If the foul occurs in the 6 yard box, the ball will be moved outside of that box and placed in the goal box. Defenders must be at least 5 yards from the ball or on the goal line, whichever is closest.  Players from any team may be in the penalty area.

MISCONDUCT
Cautions
A player shall be cautioned, shown the yellow card and receive a three-minute penalty (the three-minute penalty will be begin when the player exits the dugout doors) for any of the following offenses:
· Unsporting Behavior
· Vulgar, non-insulting language, spits, etc.
· Displaying dissent toward the officials or an event supervisor 
· Persistently infringes the rules
· Delays the restart of play
· Fails to respect the required distance on a restart 
· Slide tackling and making contact with the ball
· Leaves the court through the double doors
· Denys an obvious goal scoring opportunity by playing in a dangerous manner. 
During the 3 minute penalty, the player’s team will play short one player for 3 minutes or until a goal is scored by their opponents. The offending player must serve the penalty.

CONDUCT OF PLAYERS 
1. Captains are responsible for the conduct of their players and fans.  Each team’s players and spectators will be held accountable for acts including abusive language, threatening remark before, during or after any intramural contest.
1. A player assessed two technical fouls will be automatically disqualified from the game. 

1. Each player on the bench or spectator that enters the court, for any reason to participate in an altercation, risks the possibility of being asked to leave The WELL.

1. Any participant or spectator who physically strikes another individual will be automatically suspended from further intramural participation and face action by the university disciplinary board.

1. If at any point in the game 3 or more unsportsmanlike fouls occur, the game will be ended and that team will forfeit leading to a 1 sportsmanship rating. 

1. A game may be ended by official discretion if the game is deemed, out of control, violent, or unsafe to continue.

Ejections
A player shall be shown the red card, ejected for any of the following offenses:
· Serious foul play
· Slide tackling and making contact with the player
· Violent Conduct
· Fighting
· Spits at another player or official
· Denys an obvious goal scoring opportunity by either deliberately handling the ball or by an offense punishable by a foul. 
· Uses offensive, insulting or abusive language and/or gestures 
· Receives a second caution in the same match
A team whose player receives a red card shall not be replaced, and the team shall play short one player for the remainder of the match.  A team whose substitute receives a red card shall not play short.
Ejections result in a 1 game suspension at the very least for player.
· Player’s suspension may vary depending on the reason the player was ejected.

Forfeit
For purposes of finishing or ending a game, the below guidelines will be followed
· 4 yellow cards will cause that team to forfeit, at the time the 4th card is awarded regardless of any remaining time in the game
· 1 red card = 2 yellow cards
· If a team reaches a 1.0 sportsmanship during a game, they will effectively forfeit

PLAYOFFS

TIES
If a game is tied at the end of regulation, a three-minute golden goal period will occur. If a goal is not scored, a winner shall be determined by a penalty shootout:
1. The officials shall conduct two coin flips with the captains. The winner of the first coin toss shall determine which side the penalty kicks will be taken. The winner of the second coin toss shall determine if their team shall kick first or second.
2. The penalties shall be taken from the top of the penalty box arc.
3. The teams shall alternate the taking of the penalties and each team will get 3 opportunities.  If the score is tied after 3 kicks by each team, each team will have an additional kick until the tie is broken.
4. The kicker only gets one shot, if the ball is saved or rebounded off the wall, there will be no follow up shot allowed. The kicker must always be going in a forward motion, they are not allowed to make a complete stop when taking the shot. 
5. The goalkeeper must stay on their line at all times. At the shot, the goalkeeper is able to dive in a forward/side motion, as long as they keep at least one foot behind the line.
6. If the goalkeeper infringes on any rules and the shot is missed, the penalty shall be retaken.
7. If the kicker infringes on any rules, play shall be whistled dead and no goal shall be awarded.
8. Only players on the court at the end of regulation shall be allowed to participate.  Every player on a team shall take a kick before a player takes a second kick.
9. In CoRec Leagues, during the taking of a tie-breaking penalty, one gender may not kick three times in a row.
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