
 
 
 
 
 
POSTINGS 
Schedules for the league will be posted online at http://www.stcloudstate.edu/intramurals/intramural_listing.asp  
 
RESPONSIBILITIES OF CAPTAINS OF TEAMS 
1. Read-know the rules.  Have a team meeting. 
2. Control teammates and your spectators. 
3. Represent your team at meeting and during games. 
4. All Team Members must bring SCSU Student ID to participate. 
 
ELIGIBILITY 
1. To be eligible, a player must be currently enrolled at SCSU, SCTCC, or be a current faculty/staff member. 
2. All eligibility protests must be settled within 24 hrs. after the game or when the protested player first enters the game. 
3. You may play for one team ONLY! 
4. All players must have played in one regular season game to be eligible for the tournament. 
5. Violation of any of the above may mean forfeiture of the game and/or season. 
 
PRE-GAME 
1. Teams must check in all possible players 5 minutes before the scheduled game time on the score sheet.  
2. Pre-game talk with captains: 

(a) Ground rules (b) Captains questions  (c) Coin-toss – winning team selects goal which they want to defend 
and losing team starts with the ball at mid-field. 

3. Games will start as quickly as possible, so that the maximum time can be used for the game. 
4. Forfeit time is 5 minutes past the scheduled start time.  Each team must have at least three players present by forfeit 

time. 
 
TEAM 
A team consists of five (4 + goalie) players.  
 
RULES 
1. A game consists of 2 periods of 25 minutes each with running time. There will be no stop time. There is a 2-minute 

break between periods. 
 
2. In case of a tie, a one-minute rest period is followed by a five-minute overtime with the first team scoring a goal wins. 

The clock will run continuously for the first 4 minutes with stop time on each whistle during the last 1 minute. If the 
score is still tied after the overtime period the game will end in a tie. For the playoffs, if the score is still tied after the 
first overtime period, a second overtime will be played following the same procedures as the first. If the score remains 
tied after the second overtime the game will end in a shoot out. 

 
3. Start of game: The kick-off is used at the beginning of each period and after each goal.  
 
4. Scoring a goal. Each goal is scored as one point. A goal is scored when the entire ball has passed over the goal line, 

between the goal posts and under the crossbar, provided it has not been intentionally thrown, carried, or propelled by 
the hand or arm of a player on the attacking side. 

 
5. NO Slide Tackles 

 
6. There are NO Offsides. 

 
7. Substitutes: All substitutes will be on the fly. 

 
8. Goalkeeper:  

A. May receive a kicking directly. 
B. May kick the ball directly over the half-way line. 
C. May score directly with his feet during the run of play. 
D. May not punt or drop-kick the ball.  
E. May not possess the ball for more than six seconds in his/her own half. 
F. May throw the ball directly across the half-way line. A ball thrown directly into the opposing goal results in a goal 
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clearance for the opposing team. 
 

 
9. Restarts 
Kickoffs: A goal may not be scored directly from a kick-off.  

Kick-ins: are indirect. The ball must be placed on or no more than 10 inches behind the line and the kick must be taken 
within 4 seconds. The kicker's non-kicking foot must be out of bounds or on the line. (A kickin that goes directly in the 
opposing goal is a goal clearance for the opposing team. A kickin that goes directly in the defensive goal is a corner kick of 
the opposing team.) 

Goal Clearances: are taken when the ball wholly crosses the goal line after being touched last by the attacking team. The 
goalkeeper must use his hands to roll, bounce or throw the ball from anywhere inside the penalty area to outside the penalty 
area. 

Corner Kicks: are direct. The ball must be placed directly on the corner spot and the kick must be taken within 4 seconds. 

Free Kicks: may be indirect or direct. The ball must be stopped completely before the kick may be taken. 

Penalty Kicks: are taken from the penalty spot and must be shot at goal by a clearly identified kicker. Defenders may not 
be nearer to the ball than 16 feet and must be behind an imaginary line running from touchline to touchline even with the 
penalty spot. 

Distance: For all of the above, except goal clearances, opponents may not be closer to the ball than 16 feet. 

Ceiling: If the ball hits the ceiling or other object, the team that did not touch the ball last restarts play with a kickin from 
the nearest point on the touchline. 

10. Fouls and Misconduct 
Indirect Free Kicks: When a player plays in a dangerous manner, impedes an opponent (without playing the ball), slides, 
prevents the goalkeeper from releasing the ball with her hands or commits any offence for which play is stopped to caution 
or eject a player. 

Direct Free Kicks: When a player kicks or attempts to kick an opponent, slidetackles an opponent or slides with an 
opponent near (automatic yellow card/caution), jumps at an opponent, charges at an opponent, strikes or attempts to strike 
an opponent, pushes an opponent, holds an opponent, spits at an opponent or handles the ball deliberately. 

Yellow Card / Caution: The offending player is shown a yellow card. If a player earns two yellow cards in a match, he is 
shown a red card. 

Red Card / Ejection: The offending team plays down for two minutes unless scored upon before the two-minute penalty 
expires. The offending player serves a minimum one-match suspension. 

Penalty Spot: 20 feet from the center of the goal 

Advantage: If the referee shouts, "play on" and gestures with both arms, the foul was a penal foul and will be counted 
accordingly. If the gesture is with one arm, the free kick would have been indirect and thus does not count toward the total. 

 
11. The following actions result in automatic ejection from the game: 

A. Continuous unnecessary roughness. 
B. Hitting or shoving officials or players. 
C. Any other unsportsmanlike conduct in the opinion of the official. 
D. Deliberate swearing – you will get one warning to stop and then be automatically ejected. 

 
12. Any player that is bleeding must leave the game immediately. The bleeding must be stopped and the wound securely 

covered with a bandage before that player can continue playing. If there is blood on any clothing, you must get a clean 
one before resuming play. 

 
13. Forfeits. 

A. Teams have five (5) minutes after scheduled start time to begin play if they are missing players or the game will be 
forfeited. 

B. 1st Forfeit: Team must pay a $5 re-entry fee. 
2nd Forfeit: Team is automatically dropped from the league! 

 



 
 

14. The game will be called if a team is up ten (10) goals at any point in the game. 
 
15. A Drop ball must touch the ground first and only occurs when: 

A. Ball goes out of bounds by opponents simultaneously 
B. Temporary suspension of play and no team has clear possession 
C. Simultaneous fouls of same degree 

 
16. Teams may call one 45-second timeout per game. 
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