
Adult Futsal Rules 
 
Referees 

1. Responsible for keeping up with the time, score, making calls, and enforcing all rules and 
regulations. 

2. Do not allow participants to influence calls. 
3. Keep up the pace of the games. 
4. Maintain order at all times. 
5. Referees reserve the right to address anything not covered in the rules. 

 
Team Responsibilities to the Referees 

1. Be respectful. 
2. Be honest.  Lying and cheating will not be tolerated and are grounds for ejection. 
3. Keep up the pace of the games. 
4. Only Team Captains are permitted to speak with the referee in the event of a disputed call. 

 
Team Responsibilities to the League  

1. Arrive to scheduled games on time and ready to play. 
2. Give notice in the event of a forfeit.  Teams are afforded one forfeit.  Multiple forfeits will result 

in removal from league play. 
3. Adhere to all roster policies.  Failure to do so may result in player and/or team removal from 

league play. 
4. Be respectful of all participants at all times. 

 
Rosters 

1. Participants must be 16 years of age or older. 
2. Rosters may contain up to 10 participants. 
3. Participants may be added and dropped throughout the season.  However, once a participant is 

dropped, they cannot be added back. 
4. Once a participant plays in a game, they cannot be added to another team’s roster. 
5. Participants must play in half of the regular season games to qualify for the playoffs. (ie: 3 

games of a 7 game season, 4 games of an 8 game season, etc.) 
6. Participants must check-in with staff prior to games to ensure their participation is recorded. 

 
Court 

1. Matches will be played on an official size basketball courts. 
2. Dimensions: 50ft wide, 94ft long. 

 
Equipment 

1. Balls will be provided by the league. 
2. Players may wear protective equipment, provided that it is not deemed hazardous to 

surrounding players. 
 
Start of the Game 

1. The visiting team will call the coin toss. 
2. The team winning the toss will choose which goal they wish to attack in the 1st half. 
3. The team losing the toss will receive the kick-off in the 2nd half. 

 
Clock 

1. Each game will consist of two 20-minute halves, and a 5-minute halftime. 
2. Each team will have one 1-minute timeouts per half.  Unused timeouts do not carry over to the 

next half.  Teams must be in possession of the ball or the ball must be dead. 
 
Number of Players & Substitutions 



1. Gameplay will consist of 5v5.  Teams may play with only 4 participants.  The other team reserves 
the right to still play with 5 participants. 

2. Substitutions are made on the fly. 
3. A substitute may not enter until the player is at the touchline of the substitution zone.  

Substituting too soon will result in a yellow card. 
4. All substitutions must be made in the technical area. 

 
Restarts 

1. Kickoffs: are indirect. The ball must be played forward first. Tapped balls are not in play – the 
ball must move forward. 

2. Kickins: 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. 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. 

3. 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. 

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

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

6. 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. 

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

8. 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. 

 
The Goalkeeper 

1. Must wear a different color shirt. May wear long pants and/or other padding as deemed safe by 
the match referee. 

2. May receive a kickin directly. 
3. May kick the ball directly over the half-way line. 
4. May score directly with his feet during the run of play. 
5. May not punt or drop-kick the ball. (Ball must settle to the ground or be touched first, no "air" 

under the ball when kicked.) 
6. May not possess the ball for more than four seconds in their own half. 
7. May throw the ball directly across the half-way line. A ball thrown directly into the opposing 

goal results in a goal clearance for the opposing team. 
8. May only touch/receive the ball once per team possession. 

 
Overtime 

1. There is no overtime in the regular season. 
2. Playoffs will have a 5-minute overtime period.  These periods will continue until a winner is 

decided. 
 
Fouls & Misconduct 

1. 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 their hands or 
commits any offence for which play is stopped to caution or eject a player. 

2. 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. 



3. 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. 

4. 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. 

5. Accumulated Fouls / AFPK: All penal fouls are recorded on the scoresheet and on the 
scoreboard. If red fouls blue a sixth time in one half, for that sixth penal foul and all subsequent 
penal fouls in that half, blue is awarded an accumulated fouls penalty kick. If the foul occurs 
farther from the attacking goal than the second penalty spot, the AFPK is taken from the second 
penalty spot. If the foul occurs nearer to the attacking goal than the second penalty spot (but 
outside the penalty area, of course), the attacking team may choose whether to take the AFPK 
from the second penalty spot or from the spot of the foul. All AFPK's must be shot at goal by a 
clearly identified kicker. The defending team may not make a wall and 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 spot of the kick. The goalkeeper may be off their line, but may not be nearer than 16 
feet from the ball. Accumulated fouls are reset to zero at the beginning of the second half. 

6. Second Penalty Spot: 30 feet from the center of the goal 
7. Penalty Spot: 20 feet from the center of the goal 
8. Advantage: Advantage will be applied in futsal, with penal fouls still counting as accumulated 

fouls. 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. 

 
League Standings 

1. Standings will be determined by totals points. 
2. Points are earned as follows: 

a. Win = 3 
b. Tie = 1 
c. Loss = 0 

 
Playoffs 

1. All teams will make the playoffs. 
2. Seeding will be decided by the following criteria, and in this order: 

a. Total points in league standing. 
b. Record head-to-head. 
c. Total points head-to-head. 
d. Total points versus common opponents ahead in the standings. 
e. Coin flip. 

3. Playoffs will have a 5-minute overtime period.  These periods will continue until a winner is 
decided. 


