CSAF Fall Soccer Rules

(Revised 8-1-16)

Except stated as otherwise in this document, all other rules will follow the FIFA Rules.  A copy of the rules can be found at: www.fifa.com 
1. All coaches and volunteers closely related to the teams must read and sign a CSAF Code of Ethics Form which should be kept on file by the member school.
2. Time Periods

Elementary – Two 30 minute halves with a 10 minute Half.

Junior High – Two 35 minute halves with a 10 minute Half.

3. Field Dimensions - All schools need to have regulation fields

Elementary   40-55 yds width and 100-105 yds length

Jr. High         50-60 yds width and 100-110 yds length

4.  Ball Size

Elementary  - #4

Jr. High - #5

5. Uniforms

(a) All Uniforms must meet FIFA specs.

(b) Teams must have both Home and Away Uniforms.

(c) All Players must wear shin guards that provide reasonable protection and are covered completely by their socks.

6. Players

(a) Play in all levels shall involve eleven players from each team.

(b) A match may be started with as few as eight players. If a team has less than eight players, a forfeit will be declared.

(c) Home team shall wear white jerseys and Away teams darker jerseys. 

7. Lop-Sided Games

(a) The coach of the trailing team for the purpose of establishing a running clock may declare a Lop-sided game.

(b) The coach should notify the official timekeeper or official and the other team’s coach. Once the clock is placed in a running mode, the game will be completed in that manner.

8. District Play (Matches)

All District games must end in a win. Due to most fields not having lights, and games starting in the late afternoon due to Texas temperatures, all teams will have a shootout at the end of the match for the tie breaker.

Points to remember when utilizing kicks from the penalty kick mark to break a tie include:

1. Any player on the roster who has not been disqualified may be used as a kicker. A kicker is not required to have played during any of the regulation or overtime periods.

2. The coach does not have to designate the order of the kickers just the five kickers who will take the kick. The goalkeeper can be one of the five kickers. The referee or assistant referee should record the names and numbers of the kickers and the number of goals.

3. Team members not participating, coaches and other bench personnel should remain in the team area. Kickers should return to the team area after completing their kick.

4. A coin toss determines which team will kick first. The winner of the coin toss can elect to kick first or second.

5. Teams alternate kickers. Following five kicks for each team, the team scoring the most goals is the winner.

6. If each team scores the same number of goals, each team will select five different kickers to participate in kicks from the penalty mark. Teams will kick in the same order as in the first set so no coin toss is conducted for this second set or any ensuing set of kicks. This second set is conducted in a sudden victory format – if one team scores and the other does not, the game is over.

7. If the score remains tied after the second set of kicks, each team will select any five kickers to participate in the third set of kicks. These kickers may have already participated in either the first or second set of kicks. This third set and any additional sets are to be played in a sudden death format.

8. If a tie remains and a fourth set is needed, five players who have not participate in the third set must be selected.

9. The team scoring the most goals from the penalty mark is to be declared the winner and one goal is to be added to the number of goals scored by the team in all regulation and overtime periods.

9. Safety

(a) There will be no slide tackling at the Elem or JH levels.

(b) No Jewelry or any other items that may be harmful to the player or others.

(c) All Players must wear shin guards that provide reasonable protection and are covered completely by their socks.

(d) Any player that has been required to leave the field to correct their equipment may not re-enter the game until the referee’s grants them permission after checking their equipment

10. General Rules

(a) The use of tobacco or any controlled substance (alcohol, drugs, etc.) before, during or after games at contest sites is prohibited by CSAF. 

(b) Live animal mascots, cannons, firearms, fireworks, etc. are prohibited at CSAF sponsored contests.

(c) No dogs or other animals are allowed at CSAF sponsored contests. 

(d) Except in their normal course of business, emergency vehicles shall not flash lights or sound sirens during the course of a game. 

(e) Noisemakers are prohibited at CSAF events held at field houses and/ or gymnasiums. 

(f) In events held in field houses/gyms, megaphones may be used only by cheerleaders, in uniform. Megaphones must not be used to strike walls or playing surfaces. 

(g) Bands, when permitted, shall play only during time-outs and intermissions. Individual instruments may not be used as noisemakers. 

(h) Air horns and bullhorns, handheld or otherwise, are not permitted at any CSAF contest. 

