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Introduction

FISTF BoD introduced version 5.0 of Table Football Sports Rules in 2014, followed by a slightly
improved version 5.02 in 2016. Since then, FISTF have been keeping a close eye on how the game has
been affected by the changes brought by that latest version of the rules and on how players reacted to
the changes. Furthermore, FISTF Sports Department and Rules Committee worked together in order to
spot areas of the rules that should be altered in such way that would prevent players from using
delaying tactics and committing tactical offences.

This close inspection helped FISTF to recognise the need for a few more rules additions/modifications
which will make table football even more fascinating to play and watch. Therefore, FISTF Sports
Department initiated a new Project for the update and improvement of the Sports Rules of the game
named Project 2020. When the proposed updates are finally approved by the Nations, they will be
incorporated into the new version 6.0 of the Rulebook, which will replace the existing version.

This document describes fourteen (14) modifications proposed by FISTF Sports Rules Committee and
explains what they aim to achieve and how they can improve the game. Most of the proposals are actual
changes to the existing rules, while a few of them are mere clarifications which do not alter any rules,
but simply clarify the existing ones in order to achieve a better and common understanding between
players.

All proposals aim to make the game faster and more exciting, that is to eliminate intentional (tactical)
offences, to reduce pauses and to suppress repetitiveness, as well as to promote fair-play and to
simplify the rules set.

The proposals are divided into three main Categories:

e Changes to reduce deliberate (tactical) offences by the defender
e Changes to diminish intentional delays
e Various other improvements

In the current document, for every proposed modification there is a Title, a Summary, an Objective, and
the new wording of the rule, as it is going to be written in the Rules Book. The new rules and the
modified parts of the existing rules are written in green colour in this document, so that they can be
easily distinguished. Summaries and Objectives of the proposed changes are presented in five different
languages, to make the modifications more easily understood by the Nations.

FISTF Board of Directors wish these modifications to be implemented with the beginning of the new
Sports Season 2021. All the proposed modifications have been discussed and play-tested thoroughly by
the members and delegates of the Sports Rules Committee until today. They will be further discussed
with Nations before their adoption is approved and the time of implementation is decided.

It is extremely important that the Nations show interest and offer their help to FISTF Sports Rules
Committee in assessing the specific changes and give alternatives in case the proposals are considered
to be inadequate or in the wrong direction.

Steve Dettre Eric Naszalyi George Drazinakis

FISTF President FISTF Sports Vice President Head, FISTF Sports Rules
Committee
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Changes to reduce deliberate (tactical) offences by the defender

1. “Last-minute” free-flicks

) L

EE Summary: The game shall always be extended at half-time or full-time to allow a free-flick to be
taken, if the free-flick was awarded to the attacker inside the defender’s shooting-area before the half-
time or the end of the game, but the period ended before the free-flick was taken. The game will be
extended for 15 seconds after the taking of the free-flick. The extension shall be given regardless of the
intentions of the defender.

Objective: This is to punish free-flicks committed (deliberately most of the time) by the defender, a few
seconds before the half or the game ends.

I i Résumé: Le match doit toujours étre prolongé au-dela du temps réglementaire pour permettre
de jouer un coup franc, si le coup franc a été accordé a l'attaquant dans la zone de tir du défenseur
avant la mi-temps ou la fin du match, alors que la période s'est terminée avant que I'attaquant n’ait
choisi de prendre le coup franc. La période sera prolongée de 15 secondes dés que le coup franc est
joué. Le temps supplémentaire sera accordé quelles que soient les intentions du défenseur.

Objectif: Il s'agit de sanctionner les coups francs commis (intentionnellement la plupart du temps) par le
défenseur, quelques secondes avant la mi-temps ou la fin du match.

i i Sommario: Alla durata del tempo di gioco sara sempre aggiunto il recupero necessario per
eseguire un calcio di punizione se esso & stato assegnato all’attaccante all'interno dell’area di tiro del
difensore prima del termine della prima o della seconda frazione di gioco, ma il tempo & scaduto prima
della sua esecuzione. |l tempo di recupero sara di 15 secondi dopo la battuta del calcio di punizione. Il
recupero sara assegnato indipendentemente dalle intenzioni del difensore.

Obiettivo: La modifica ha lo scopo di punire il fallo commesso (la maggior parte delle volte
volontariamente) dal difensore a pochi secondi del termine della frazione di gioco.

| |

s Sumario: E partido se prolongara siempre al final del primer tiempo o al final del segundo para
permitir sacar una falta, siempre que la falta a favor del atacante se haya producido dentro del area de
tiro del defensor antes del final del primer o segundo tiempo, y esta media parte hubiera acabado antes
de que se sacara la falta. El juego se prolongara por 15 segundos mas después de sacar la falta. Esta
prolongacion se concedera siempre sin importar la intencion del defensor.

Objetivo: Con esto se penalizan las faltas cometidas (deliberadamente casi siempre) por el defensor
unos segundos antes del final del primer o segundo tiempo.

—— MepiAnwn: To Taixvidl Ba TTapateiveral TTAVTO GTO nNUiXpovo f oTo TEAOG Tou TTaixvidiou yia va
EMTPATTEI N EKTEAEOT QPAOUA, av TO QAOUA OOBNKE UTTEP TOU £MTIBEUEVOU YECT TNV TTEPIOXT TOU GOUT
TOU apuvOpEvoU TIPIV TR AN Tou nuixpovou 1 Tou Traixvidiou, aAAd n repiodog €Ange TTpIv TNV eKTEAEDN
TOU @AoUA. To Traixvidl Oa Traparteivetal yia 15 OeuTepOAETTTA PETA TNV EKTEAEDN TOU Q@AOUA. H TTapdTacn
Ba divetal ave¢dpTnTa a1rd TNV TTPGOEOCN TOU APUVOUEVOU.

Zkomog: H aAAayry okotrelel va TIMWPET Ta @AOUA TTou yivovTal (EOKEUPEVA OouvhRBwG) aTTd TovV
AUUVONEVO, Aiya deuTEPOAETTTA TTPIV AEEN TO NUiXPOVO A TO Traividi.

3.2.4. The referee shall add time at the end of a period, to allow a free-flick to be taken for a foul
committed by the defender inside his own shooting-area before the end of the period. The game will be
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extended for 15 seconds after the taking of the free-flick. The extension shall be given regardless of the
intentions of the defender, i.e. whether the offence was deliberate or accidental.

Remark: Every time a further offence is committed inside the defender’s shooting-area during added
time, the referee shall add another 15 seconds after the taking of the free-flick.

2. “Last-minute” backs

[l L]

EE Summary: The game shall always be extended at half-time or full-time to allow a shot to be
taken, if the shot was prevented by an incorrect block-flick that was punished with a “Back” before the
half-time or the end of the game, but the period ended before the shot was taken. The extension shall
last until the attacker takes the shot, within the maximum time allowed for a shot. The extension shall be
given regardless of the intentions of the defender.

Objective: This is to punish “backs” committed (deliberately most of the time) by the defender, a few
seconds before the half or the game ends.

I i Résumé: Le match doit toujours étre prolongé au-dela du temps réglementaire pour permettre
un tir, si le tir a été empéché par une faute du défenseur puni d'un Back / A remettre avant la mi-temps
ou la fin du match, alors que la période s'est terminée avant que le tir n‘ait eu lieu. Le temps
supplémentaire durera jusqu'au tir effectif de I'attaquant dans le respect du temps maximum alloué pour
effectuer un tir. Le temps supplémentaire sera accordé quelles que soient les intentions du défenseur.

Objectif: Il s'agit de sanctionner les Back / A remettre commis (intentionnellement la plupart du temps)
par le défenseur, quelques secondes avant la mi-temps ou la fin du match.

i i Sommario: Alla durata del tempo di gioco sara sempre aggiunto il recupero necessario per
eseguire un tiro se esso € stato impedito da un marcamento difensivo punito con un “Back” prima del
termine della prima o della seconda frazione di gioco ma il tempo & scaduto prima della sua esecuzione
da parte dell’attaccante. Il recupero durera fino a che I'attaccante abbia eseguito il tiro, entro il tempo
massimo consentito per un tiro. Il recupero sara assegnato indipendentemente dalle intenzioni del
difensore.

Obiettivo: La modifica ha lo scopo di punire i “Back” commessi (la maggior parte delle volte
volontariamente) dal difensore a pochi secondi dal termine della frazione di gioco.

| |

mm== Sumario: El Partido se prolongara siempre al final del primer o segundo tiempo para permitir
disparar a puerta, si se impidié este disparo por un golpe defensivo incorrecto que fue castigado con
“back” antes del final de cualquiera de los tiempos del partido. EIl tiempo de prolongacion sera el
necesario para que el atacante realice el disparo, dentro del tiempo maximo permitido para un disparo.
Esta prolongacién se concedera siempre sin importar la intenciéon del defensor.

Objetivo: Con esto se penalizan los “backs” cometidos (deliberadamente casi siempre) por el defensor
unos segundos antes del final del primer o segundo tiempo.

r
| !

== MepiAnyn: To Taixvidl Ba TTapaTeiveTal TTAVTA OTO NUIXPOVO R GTO TEAOG TOU TTaIXVISIOU yia va
EMTPATTEl N €EKTEAEON OOUT, Qv TO OOUT €UTTOdIOTNKE aTTd Mia AavBaouévn auuvTIKA Kivnon Trou
TIMwPENONKE pe «back» mpiv TN AAEN Tou NuIXPOvVoU 1) Tou TTaIXVIOIoU, aAAG n TTepiodog €Ange TTpIv TNV
ekTéENEON TOUu oouT. H Trapdtacn Oa Olopkei PEXPI va eKTEAEOTEI TO OOUT, PEOO OTOV HEYIOTO
EMTPETTOPEVO XpOVo yia €éva oout. H tapdracn Ba diveran ave¢dptnta amd tnv 1péBeon ToUu
AapuvopEvou.

Zkomog: H allayly okotrelel va Tiwpei Ta «back» TTou yivovtal (eokepuéva ouvABwg) amd Tov
AUUVOPEVO, Aiya deuTEPOAETTTA TTPIV AREEN TO NUiXPOVO 1 TO TTaiyVidl.
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3.2.5. The referee shall add time at the end of a period, to allow a shot prevented by an incorrect block-
flick that was punished with a “Back” before the end of the period, to be taken. The extension shall last
until the attacker takes one shot, within the maximum time allowed for a shot (10 seconds) after the
referee’s signal. The extension shall be given regardless of the intentions of the defender, i.e. whether
the offence was deliberate or accidental.

3. Consecutive defender’s offences

[l L]

EE Summary: When the defender commits two or more consecutive offences punishable with a
free-flick, he is not allowed to take a positional flick before the taking of the last free-flick. Two offences
are considered to be consecutive, when the last offence is committed right after the next attacking flick
(the one following the commitment of the first offence) is taken.

Objective: This is to punish free-flicks repeatedly committed by the defender, aiming to destroy the
attacker’s efforts. The rule will be effective anywhere on the pitch and at any time.

I i Résumé: Lorsque le défenseur commet deux ou plusieurs fautes consécutives sanctionnées
d'un coup franc, il n'est pas autorisé a effectuer un coup de position sur le dernier coup franc. Deux
fautes sont considérées comme consécutives, lorsque la derniere faute est commise juste aprées le coup
d'attaque suivant (celui qui suit le coup d’engagement du premier coup franc).

Objectif: |l s’agit de sanctionner les coups francs commis a plusieurs reprises par le défenseur, dans le
but de d’empécher la progression de I'attaquant. La régle sera effective n'importe ou sur le terrain et a
tout moment.

i i Sommario: Quando il difensore commette due o piu infrazioni consecutive punibili con un calcio
di punizione, non gli € consentito eseguire il movimento posizionale prima della battuta dell’'ultimo calcio
di punizione. Due infrazioni sono considerate consecutive quando l'ultima viene commessa subito dopo
il successivo colpo dell'attaccante (quello eseguito dopo la prima infrazione).

Obiettivo: La modifica ha lo scopo di punire i ripetuti falli da punizione commessi dal difensore che
mirano a distruggere gli sforzi offensivi. La regola sara applicata in _qualsiasi punto del campo € in
gualsiasi momento.

1

mmmm Sumario: Cuando el defensor realiza dos o mas faltas seguidas, no podra realizar su golpe
posicional antes de que se saque la ultima falta. Dos infracciones se consideran consecutivas, cuando
la dltima infraccidon se comete inmediatamente después de que se ejecute el siguiente movimiento de
ataque (el que sigue a la comision de la primera infraccion).

Objetivo: Con esto se castigan las continuas faltas del defensor, con el fin de destruir el juego de
ataque. Esta regla sera efectiva en cualquier parte del campo y cualquier momento del partido.

== MNepiAnyn: Otav 0 apuvopevog KAvel dUO 1 TTEPICOOTEPEG OUVEXOUEVEG TTAPARACEIS TTOU
TIHWPEOUVTAI PE PAOUA, OEV TOU ETITPETTETAI VO KAVEI QUUVTIKA Kivnon TIPIV TNV _EKTEAEON TOU TEAEUTAIOU
@AoUA. Auo TTapaBaaceig BewpouvTal CUVEXOUEVEG, OTAV N TEAEUTAIa TTaPARacn yiveTal auéowg PETA TV
ETTOPEVN ETTIOETIKN Kivnon (auTr v TTOU akoAoUBnoe PETA TNV TTPWTN TTapdpacn).

Zkomog: H alhayy okotrelel va TIHWPED GAOUA TTOU yivovTal KOT €TTavAANYn ammd TOV OPUVOUEVO,
OTOXEUOVTOG VA KOTAOTPEWE! TIG EMIOETIKEG TTpooTTaBeleg. O kavévag Ba 1oxUel OTTOUBATIOTE NECA OTO
yATTEd0 KAl OTTOIAdATTOTE OTIVUN.

11.2.2.1. However, the defender shall not be entitled to take a positional flick if he committed two or
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more consecutive offences punishable with a free-flick, whether the attacker accepted the previous free-
flick or requested to play on. Any two offences are deemed to be consecutive, when the last offence is
committed right after the next attacking flick (the one following the commitment of the first offence) is
taken (including the taking of the free-flick for the first offence, if the attacker did not request to play on).
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Changes to diminish intentional delays

4. Forcing of flick-ins

|l L |

ElE Summary: When the ball is outside the defender’s shooting-area, the attacker is allowed to force
a flick-in only on the side of the field quarter which is nearest to the deflecting defending playing figure
before the attempt to force, and the deflecting defending playing figure, the ball and the forcing attacking
playing figure are all positioned in the same field-quarter.

Objective: This is to stop the bad practice of forcing flick-ins, which is the easy way out for many
players when the defender makes good block-flicks and a very convenient way for one to keep
possession of the ball for long and delay the game.

i i Résumé: Lorsque le ballon se trouve a l'extérieur de la zone de tir du défenseur, I'attaquant est
autorisé a forcer une touche uniquement du c6té de la zone qui est le plus proche de la figurine adverse
sur laquelle I'attaquant s’appuie pour forcer la touche, et si la figurine adverse, le ballon et la figurine de
I'attaquant jouée sont tous positionnés dans la méme zone.

Objectif: Il s'agit d’'empécher la mauvaise pratique consistant a forcer les touches, ce qui représente
une solution de facilité pour certains joueurs lorsque le défenseur fait de bons coups de défense ainsi
qu’un moyen trés pratique de conserver plus longtemps la possession du ballon et de retarder le jeu.

i i Sommario: Quando la palla si trova all’esterno dalla zona di tiro del difensore, all’attaccante &
consentito forzare una rimessa laterale solo verso il lato di quarto di campo piu vicino alla miniatura del
difensore che devia, valutata prima del tentativo di forzatura e solo se la miniatura del difensore che
devia, la palla e la miniatura dell’attaccante che esegue la forzatura sono tutti posizionati nello stesso
quarto di campo.

Obiettivo: La modifica ha lo scopo di far cessare la cattiva abitudine di forzare le rimesse laterali, che
sono una facile via d’'uscita per molti giocatori quando il difensore fa buone marcature e un modo molto
conveniente per mantenere a lungo il possesso palla e ritardare il gioco.

(=]

mmm= Sumario: Cuando la pelota se encuentra fuera del area de tiro del defensor, el atacante solo
podra forzar el saque de banda en la linea lateral del cuarto del campo que se encuentre mas préximo
a la figura defensora sobre la que rebote la bola al forzar el saque de banda, esta figura defensora, la
pelota y la figura atacante que fuerce el saque de banda deberan estar todos posicionados en el mismo
cuarto de campo.

Objetivo: Con esto se limita la mala practica de forzar saques de banda, que es una salida facil para
muchos jugadores cuando el defensor realiza buenos golpes defensivos, y un método muy efectivo
para prolongar la posesion de la pelota y perder tiempo.

Em

== MMepiAnyn: Otav n umaAa BpiokeTal EKTOG TNG TTEPIOXAS COUT TOU OUUVOMEVOU, O ETTITIOEUEVOG
EMTPETETAI va KEPDIoEl TTAAYIO GOUT HE KOVTPA, POvO atrd Tnv TTAEUupd Tou ynmédou TTou Egival
KOVTIVOTEPA OTNV GUUVTIKI @Iyoupa TIpIV ETTIXEIPNOEI N KOVTPA Kal N AUUVTIKA @Iyoupa, n PTTAAa Kai n
EMOETIKA PIlyoUpa TTOU ETTIXEIPEI TNV KOVTPA gival OAEG OTO iB10 TETAPTNPOPIO TOU YyNTTEDOU.

Zkomog: H aAAayr] okoTTeUel va OTAUATACEl TNV KAKM TTPOKTIKN Tou va Kepdiovtal TTAAyIa douT Je
KOVTPEG, TTOU gival n €UKOAn B1€€060¢ yia TTOAOUG TTAIKTEG OTAV O OPUVOUEVOG KAVEI KOAEG OUUVTIKEG
KIVAioeIG Kal évag TTOAU BOANIKOG TPOTTOG va Kpatd KATTOI0G Katoxr TNG PTTAAAG €TTi HAKPOV Kal va
KaBuaoTePEi TO TTAIXVIOI.
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14.1.2. In order to force a flick-in, the ball, the deflecting defending playing figure(s) and the forcing
attacking playing figure or goalkeeper shall all be positioned and played from completely inside the
same field-quarter as the ball completely passes the touchline with-itsfull-size. All required elements are
considered to be positioned completely inside the same field-quarter, if they are positioned past the
regarded shooting-area line and/or the centre-line.

14.1.2.1. When the ball is outside the defender’s shooting-area, a flick-in may be forced if conditions in
Rule 14.1.2 are satisfied and the ball crosses the touchline which was nearest to the deflecting
defending playing figure before the attempt to force.

14.1.6. If the goalkeeper touches the ball, it is always considered as playing it (see rule 8.1.3).
Therefore, if the ball crosses a touchline directly after a goalkeeper’s save, a flick-in is always awarded
to the goalkeeper’s opponent, no matter where the ball crosses the touchline (in or out of the shooting-
area). However, the goalkeeper may force a flick-in, provided that the conditions in 14.1.2.1 are
satisfied.

5. Deliberately keeping the ball inside the attacker’s own half

[l L]

EE Summary: When the attacker keeps playing the ball inside his own half for an extended period
and deliberately avoids crossing the half-line into the defender’s half, the referee must give him 15
seconds to do so. The attacker has to play the ball across the half-line within this time, otherwise a free-
flick shall be awarded to the defender.

Objective: This is to prevent the attacker from delaying the game too much and wasting too much time.

I i Résumé: Lorsque I'attaquant continue de jouer le ballon dans sa moitié de terrain pendant une
un temps un relativement long et choisit de ne jamais franchirla ligne médiane vers la moitié de terrain
du défenseur, I'arbitre doit lui accorder 15 secondes pour le faire. L'attaquant doit faire franchir la ligne
médiane au ballon dans ce délai, sinon un coup franc sera accordé au défenseur.

Objectif: Il s’agit d’empécher que I'attaquant ne retarde trop le jeu et ne perde exagérément du temps.

i i Sommario: Quando l'attaccante continua a giocare la palla all’interno della propria meta campo
per un lungo periodo di tempo e evita deliberatamente di oltrepassare la linea di meta campo verso il
difensore, I'arbitro deve dargli 15 secondi per farlo. L’attaccante deve giocare la palla attraverso la linea
di meta campo entro questo tempo, altrimenti al difensore sara assegnato un calcio di punizione.

Obiettivo: La modifica ha lo scopo di impedire all’attaccante di ritardare il gioco troppo e perdere molto
tempo.

l

mmmm Sumario: Cuando el atacante mantenga el juego dentro de su mitad de campo propio por un
periodo excesivo de tiempo y evite deliberadamente cruzar la linea de medio campo hacia el campo
contrario, el arbitro debera darle 15 segundos para cruzar al otro campo. El atacante debera jugar la
pelota atravesando el medio campo en este tiempo, si no lo hace se pitara falta a favor del defensor.

Objetivo: Con esto se evita que el atacante ralentice demasiado el juego y pierda mucho tiempo.

Em

== MepiAnyn: Otav o emmBéuevog ouveyiel va Taifel TNV PTTAAQ péoa oTo OIKO TOU WICO Tou
yntédou yia peydAo SiAoTnua Kal EOKEPPEVA aTTOPEUYEI VO TTEPACEI TN JECQIA YPOAPUN TTPOG TO YICO TOU
apuvopevou, o dIITNTAG TTPETTEl va Tou dwael 15 deutepdAeTTTa YIa va TO KAvel. O emMITIOEUEVOG TTPETTEI
va TTepdoel TNV PTTEAa TTEpa aTTéd TN JEoaia ypapun Yéoa o€ auTtd To Xpovo, dIagopeTIKa Ba 600¢ei @&ouA
UTTEP TOU OUUVOUEVOU.
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Zko1og: H aAAayn okotrelel va eutrodicel Tov emTIBEUEVO va KaBuaoTepei To Traiyvidl UTTEPBOAIKA Kal va
XAVEl TTapa TTOAU XpOvo.

10.8.4.1. When the attacker keeps playing the ball inside his own half of the pitch for a long period while
not being pressed by the defender and deliberately avoids crossing the half-line into the defender’s half,
the referee must give him 15 seconds to do so. The attacker has to play the ball across the half-line
within this time.

When the offence occurs:

Referee’s expression: “Time wasting - Free-flick”

Punishment: Free-flick from the point where the ball stands when the time of 15 seconds expires. See
rule 11.

6. Back-half violation

[l L]

'EEII-'F Summary: After the ball has crossed the centre-line into the defender’s half or after the attacker
has gained possession of the ball inside the defender’s half, the attacker is allowed to play the ball back
into his own half only one time during the same period of possession (punishment for the second time:
free-flick).

Objective: This is to prevent the attacker from delaying the game too much and wasting too much time.

I i Résumé: Une fois que le ballon a franchi la ligne médiane dans la moitié de terrain du défenseur
ou aprés que l'attaquant a pris possession du ballon dans la moitié de terrain du défenseur, I'attaquant
n'est autorisé a revenir jouer le ballon dans sa moitié de terrain qu'une seule fois pendant la méme
période de possession. Si I'attaquant revient une deuxieme fois pendant sa possession dans sa moitié
de terrain, il sera sanctionné d’un coup-franc.

Objectif: Empécher que I'attaquant ne retarde trop le jeu et ne perde exagérément du temps.

i i Sommario: Dopo che la palla ha attraversato la linea centrale e si trova all'interno della meta
campo del difensore o dopo che l'attaccante ha riguadagnato il possesso palla all'interno della meta
campo del difensore, all’attaccante & consentito giocare la palla allindietro e all'interno della propria
meta campo solo per una volta durante un singolo periodo di possesso palla (punizione se giocata per
la seconda volta: calcio di punizione).

Obiettivo: La modifica ha lo scopo di impedire all’attaccante di ritardare il gioco troppo e perdere molto
tempo.

|

mmmm Sumario: Una vez que la pelota ha cruzado la linea de centro hacia el campo del defensor o el
atacante ha recuperado la posesion de la pelota dentro de la mitad del campo del defensor, el atacante
puede jugar hacia atras a su propio campo solo una vez durante la misma posesion (se sanciona si lo
hace una segunda vez con falta).

Objetivo: Con esto se evita que el atacante ralentice demasiado el juego y pierda mucho tiempo.

Em

== MepiAnyn: Apol n ptrdAa TTEPACEl TN PECAIa YPAUUN TTPOG TO MICO TOU APUVOUEVOU I agoUu o
eMTIOEUEVOG KEPOIOEI KATOXA TNG MTTAAOG PHECA OTO PIOO TOU APUVOUPEVOU, O ETTITIOEUEVOS €XEl DIKAIWUA
va TTaigel TN JTTAAa TTPOG Ta oW Kal H€aa oTo JIKO Tou PIGO POVOo pia @opd aTnv idia TTEPiIodo KATOXNG
(TroIvA yia Tn delTePn @Oopd: GAOUA).

Zko1mog: H aAAayn okotrelel va eutrodicel Tov emTIBEUEVO va KaBuaTePEi TO TTaiXvidl uTTEPBOAIKA Kal va
Xavel Tapa oAU xpovo.
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10.8.4.2. After the ball has crossed the centre-line completely into the defender’s half of the pitch or after
the attacker has gained possession of the ball inside the defender’s half, the attacker is allowed to play
the ball back into his own half only once during the same period of possession. The ball is considered to
be played back if it completely enters the attacker’s half.

When the offence occurs:
Referee’s expression: “Back-half violation - Free-flick”
Punishment: Free-flick from the point where the ball fully crossed the centre-line. See rule 11.

Remark: When the ball comes back to the attacker’s half after hitting a post / the crossbar or after the
defender has committed an incorrect block-flick (cases 6.2.4 (i or iii)), it does not count as a “back-half
violation”.
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Various other improvements

7. Incorrect flicking

NS

Eﬂlli“ Summary: The players are not allowed to “push” their playing figures on the pitch while flicking.
The player’s hand and lower forearm must remain still until the flick is completed, i.e. until the player’s
finger has stopped moving.

Objective: This is to put stress on the correct way of flicking. Rule 1.1.2 is horribly abused by many
players nowadays and this must be stopped.

i i Résumé: Les joueurs ne sont pas autorisés a «pousser» leurs figurines de jeu sur le terrain tout
en les effleurant. La main et le bas de I'avant-bras du joueur doivent rester immobiles jusqu’a la fin du
coup, c’est-a-dire jusqu’a ce que le doigt du joueur cesse de bouger.

Objectif: Il s'agit de mettre I'accent sur la maniére correcte de jouer les figurines. La regle 1.1.2 est
horriblement abusée par de nombreux joueurs de nos jours et cela doit étre arrété.

i i Sommario: Ai giocatori non & consentito “spingere” le loro miniature sul campo mentre
colpiscono a punta di dito. La mano e I'avanbraccio devono restare fermi fino al completamento del
colpo, ossia fino a che il dito del giocatore non ha smesso di muoversi.

Obiettivo: La maodifica ha lo scopo di sottolineare il modo corretto di colpire a punta di dito. La Regola
1.1.2 viene orribilmente disattesa da molti giocatori al giorno d’aggi e questo deve finire.

|

mmmm Sumario: Los jugadores no podran “empujar” a sus figuras sobre el campo al realizar el golpeo.
La mano y la muieca del jugador deben permanecer quietas mientras se realiza el golpeo, p.ej. hasta
que el dedo del jugador se pare completamente.

Objetivo: Con esto se fuerza a golpear de forma correcta. Regla 1.1.2 de la que muchos jugadores
abusan constantemente en nuestros dias y que debe de evitarse.

En

MepiAnyn: O1 Traikteg dev EMTPETTETAI VA «OTIPWXVOUVY TIG QIYOUPEG TOUG TTAVW OTNV TOOXOA
KaBwGg TIG KTUTTOUV PE TO BAKTUAO. To XEpI evOG TTAIKTN KAl O KAPTTOG TOU TTPETTEI VA TTAPAUEVOUV aKivnTa
MEXPI va OAOKANPwWOEi To KTUTTNA, ONAAdK UEXPI TO DAKTUAO TOU TTAIKTN VO OTAUATATE! VA KIVEITAL.

Zkomog: H aAlayr) okoTtrevel va dwaoel Eueacn oTov opBo TPATTO KTUTTAPATOG PE To SAkTUAO. O kavévag
1.1.2 KOKOTTOIEITAI PPIKTA ATTO TTOAAOUG TTAIKTEG OTIG PEPEG JOAG KA QUTO TTPETTEI VA OTAUATHOEL

1.1.2. Playing figures may not be knocked, pushed, nudged or scraped along nor may any leverage or
even support be gained other than from the playing surface. The flicked playing figure shall
instantaneously leave the nail of the used finger. The player's hand and lower forearm may not move
until the flick is completed, i.e. until the player’s finger has stopped moving.

8. Sweeping away defending playing figures while taking a free-flick or a flick-off

EAjFS

'Eﬂlli‘ Summary: After having touched the ball, the attacking playing figure which takes a free-flick or a
flick-off may not touch any defending playing figure standing completely inside the defender's half before
coming to rest (punishment: free-flick).

Objective: This is to prevent the attacker from sweeping away defending playing figures while taking a
free-flick or a flick-off.
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I i Résumé: Aprés avoir touché le ballon, la figurine attaquante qui effectue un coup franc ou un
coup d’envoi ne peut toucher aucune figurine de jeu défendante positionnée entierement a I'intérieur de
la moitié de terrain du défenseur avant de s'immobiliser (punition: coup franc).

Objectif: Il s’agit d'empécher I'attaquant de balayer les figurines de jeu en défense tout en effectuant un
coup franc ou un coup d’envoi.

ij Sommario: Dopo aver toccato la palla, la miniatura dell’attaccante che esegue un calcio di
punizione o un calcio d’inizio non pud toccare nessuna miniatura del difensore che si trovi
completamente all'interno la meta campo del difensore prima di fermarsi (punizione: calcio di
punizione).

Obiettivo: La modifica ha lo scopo di impedire che l'attaccante spazzi le miniature del difensore
eseguendo un calcio di punizione o un calcio d’inizio.

1

== Sumario: Después de haber jugado la pelota, la figura del jugador atacante que saca una falta o
el saque de centro no puede tocar antes de pararse ninguna figura del defensor que se encuentre
completamente dentro de la mitad de su propio campo.

Objetivo: Con esto se evita que el atacante desplace a las figuras del defensor al sacar una falta o el
saque de centro.

Em

MepiAnyn: AQou €xel akoupuTrAcel TN UTTAAQ, n €mMOETIKA @IyoUpa TTou eKTEAET éva @AOUA A TN
OévTpa OEV UTTOPEI VO OKOUUTTAOEI KOPIO OUUVTIKR @IyoUupa TTou PpioKeTal eVIEAWG PECQ GTO PIGO TOU
QUUVOMEVOU TTPIV VO OTAUATACE! (TTOIVA: @AOUA).

Zkomog: H aMlayr) okoTrevel va eUTTOdioel Tov eMITIOEPEVO va OKOPTTICEl AUUVTIKEG QIYOUPEG KaBWwGg
ekTeAEl éva @AOUA 1} Tn oévTpa.

4.2.6. The playing figure taking the flick-off may not touch any defending playing figure before coming to
rest.

When the offence occurs:
Referee’s expression: “Foul taking - Free-flick”
Punishment: Free-flick from where the defending playing figure was touched. See rule 11.

11.2.6. The playing figure taking the free-flick may not touch any defending playing figure standing
completely inside the defender's half before coming to rest.

When the offence occurs:

Referee’s expression: “Foul taking - Free-flick”

Punishment: Free-flick from where the defending playing figure was touched. See rule 11.

9. New case of accidental “smashing”

=l L
'a':illi“ Summary: There shall be no “smashing” if the flicked attacking playing figure was standing
completely behind the half-line and the ball was completely in the defender’s half before the flick was
taken.

Objective: This is to stop punishing accidental “smashing” when an attacking playing figure behind the
centre-line is flicked to touch the ball in the other half of the pitch.
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I i Résumé: Il n'y aura pas de «smashing» si la figurine de jeu attaquante jouée se tenait
complétement dans sa moitié de terrain et que le ballon était également en totalité dans la moitié de
terrain du défenseur avant que le coup ne soit exécuté.

Objectif: Il s’agit d'arréter de sanctionner les «smashing» accidentels lorsqu'une figurine offensive est
propulsée derriére la ligne médiane pour toucher le ballon dans I'autre moitié du terrain.

i i Sommario: Non ci sara “spazzata” se la miniatura attaccante colpita a punta di dito si trovava
completamente dietro alla riga di meta campo e la palla era completamente nella meta campo del
difensore prima dell'esecuzione del colpo.

Obiettivo: La modifica ha lo scopo di smettere di punire la “spazzata” accidentale quando una miniatura
dell’'attaccante dietro la linea di meta campo viene colpita per toccare la palla nell’altra meta del campo.

|

mmmm Sumario: No habra “smashing” si se juega con un jugador del atacante que se encuentra
completamente en campo propio y la pelota se encuentra completamente en el campo del defensor
antes de que se realizara el golpeo.

Objetivo: Con esto no se castigan los “smashing” accidentales cuando una figura atacante juega desde
su campo para tocar el balén en el campo contrario.

En

MepiAnwn: Aev uttdpyel «smashing» av n €mOETIKR @IyoUpa TToU £TTAIEE OTEKOTAV EVTEAWG TTIOW
amd TN peodaia ypapun Kar N PTTdAa ATOV EVIEAWG PECA OTO HICO TOU APUVOUEVOU TIPIV va Yivel TO
Tai¢iyo.

Zkomog: H alMayn okotrelel va oTopatAgel va Tiywpei «smashing» TTou cupfaivouv Tuxaia 6Ttav pia
€MOETIKA QIyoUpa TraideTal Tiow OTrd TN PECTIa YPOPMA Yo va ayyiel Tn YrdAa oto dAAo pigd Tou
ynrédou.

5.3.3. After having touched the ball, the attacking playing figure may touch any other attacking playing
figure, a goalkeeper or the defender's body before coming to rest. However, the attacker's flick may not
cause (either directly or indirectly) the displacement of two or more defending playing figures standing
completely inside the defender's half.

When the offence occurs:
Referee’s expression: “Smashing - Free-flick”
Punishment: Free-flick from where a second defending playing figure was touched. See rule 11.

Remark: Notwithstanding the above restriction, an attacker's flick which

a) is obviously a shot at goal or an attempt to force a flick-in, a corner-flick or a goal-flick or

b) is taken while the ball is moving or

¢) involves an attacking playing figure completely inside the attacker’s half of the pitch while the ball is
completely inside the defender’s half before the flick was taken

may cause the displacement of any number of defending playing figures without being punished.

10. Corner-flick positional flicks

NS
Eﬂlli‘ Summary: The attacker may ask for fewer (two, one or none) flicks to be taken before taking a
corner-flick, as it happens with free-flicks and flick-ins.

Objective: This is to align the rules for all flicks restarting the game.
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I i Résumé: L'attaquant peut demander que moins de coups (deux, un ou aucun) soient effectués
lors d’avant de jouer un coup de coin, comme cela se produit avec les coups francs et les touches.

Objectif: Il s’agit d'aligner les regles de tous les coups redémarrant le jeu.

i i Sommario: L’attaccante puo richiedere meno movimenti posizionali (due, uno o nessuno), cosi
come succede con i calci di punizione e la rimessa laterale.

Obiettivo: La modifica ha lo scopo di allineare le regole per tutti | colpi di riavvio del gioco.
| |

- . - - .
mmmm Sumario: El atacante puede solicitar menos golpes posicionales (dos, uno o ninguno) antes de
sacar un corner, como sucede con las faltas y los saques de banda.

Objetivo: Con esto se armonizan las reglas para todos los saques de reinicio del juego.

F —
[ —

—— MepiAnyn: O emmB&épevog ptropei va ¢nrioel va yivouv AiyoTepeg (dU0, pia ) Kapia) KIVAOEIg TTpIV
TNV €KTEAEON EVOG KOPVEP, OTTWG GUUBaiveEl Je Ta @AOUA Kal Ta TTAGyIa.

Zkomog: H aAAayr} okotrelel va euBuypappiosl Toug Kavoveg yia OAa Ta KTUTTAPATa TTou avapyifouv To
TTaIXViol.

10.7.2.8. The attacker may choose that fewer positional flicks will be taken by any player in case of a
free-flick, a flick-in or a corner-flick: “two/one/no flicks!”

16.2.3. Each player may proceed with three positional flicks with the attacker flicking first. Optionally, the
attacker has the right to decide that two, one or no positional flicks will be taken by any player, by stating
“two/one/no flicks!”. The ball and the playing figure nominated to take the corner-flick may be removed
from the playing area by the referee to allow the positional flicks to be taken by either player. A
positional flicked playing figure may not touch any other playing figure (including the one nominated to
take the corner-flick) or the ball, if still on the playing surface.

16.2.4. The attacker may claim “distance” in accordance with rule 2.6, if any opposing playing figure is
positioned within 90 mm of the ball after the positional flicks have been taken. No “distance” may be
claimed by the attacker if “two/one/no flicks” is asked.

11.Nomination of a playing figure to take a free-flick/flick-in/corner-flick, when the
attacker asks for “two/one/no flicks”

) L

HE Summary: When the attacker asks for “two/one/no flicks”, he must use (for the taking of the free-

flick, the flick-in or the corner-flick) the playing figure which is closest to the point the free-flick, the flick-

in or the corner-flick will be taken from.

Objective: This is to stop giving the attacker an “extra” advantage when he asks for “two/one/no flicks”.
The spirit of “no-flicks” rule is to accelerate the game, not to create an additional advantage for the
attacker as it happens now.

I i Résumé: Lorsque l'attaquant demande «deux/un/pas de coups», il doit utiliser (pour la prise du
coup franc, de la touche ou du coup de coin) la figurine qui est la plus proche du point du coup franc,
touche ou coup de coin.

Objectif: Il s'agit d'arréter de donner a l'attaquant un avantage «supplémentaire» lorsqu'il demande
«deux/un/pas de coups». L'esprit de la régle du «no-flicks» est d'accélérer le jeu et non de créer un
avantage supplémentaire pour l'attaquant comme c'est le cas actuellement.
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ij Sommario: Quando I'attaccante richiede “due mosse/una mossa/senza mossa”, deve utilizzare
(per battere il calcio di punizione, la rimessa laterale o il calcio d’angolo) la miniatura che si trova piu
vicina al punto di battuta del calcio di punizione, della rimessa laterale o del calcio d’angolo.

Obiettivo: La modifica ha lo scopo di smettere di fornire all’attaccante un vantaggio “extra” quando
richiede “due mosse/una mossa/senza mossa”. Lo spirito della regola del “nessuna mossa” & di
accelerare il gioco, non di creare un ulteriore vantaggio per I'attaccante, come accade ora.

| |

m=== Sumario: Cuando el atacante pide “dos/uno/no flicks”, debera usar (para sacar la falta, el saque
de banda o el corner) la figura que se encuentre mas cerca del punto donde se produjo la falta, el
saque de banda o el corner.

Objetivo: Esto es para no dar al atacante una ventaja “extra” cuando pido “dos/uno/no flicks”. El
espiritu de la regla de “no flicks” es que el juego se acelere, y no crear una ventaja adicional para el
atacante como sucede ahora.

r
L

—— MNepiAnyn: Otav o emmBEuevog nTa «dUo/io/kapia Kivnany, TIPETTEI va XPNOIPOTIoINCaEl (Yo TNV
€KTEAEDN TOU QAOUA, Tou TTAQyiou i Tou KOpveEP) TN @IyoUpa TToU gival KOVTIVOTEPA OTO OnuEio TTou Ba
EKTENEDTEI TO PAOUA, TO TTAAYIO 1 TO KOPVEP.

ZKkomoG: H aAAayry okoTtrevel va oTapaTtioel va divel OTov eMITIOEPEVO £va ETTITTAEOV TTAEOVEKTNMA OTAV
{ntd «duo/yia/kapia kivnon». To Tvelpa Tou kavéva «no-flicks» eival va emrayivel To Taixvidl, 6x1 va
OnUIoUPYNOEl £va eTITTPOCHETO TTAEOVEKTNUA YA TOV ETITIOEPEVO OTTWG GUUBaivel TwpPA.

11.2.1. The player taking the free-flick shall first nominate the playing figure to take the free-flick before
any positional flick is taken. If the attacker decides for no flicks, then the attacking playing figure closest
to the point from which the free-flick will be taken must be nominated to take the free-flick. If there is
doubt about which attacking playing figure is the nearest, the referee will indicate the one to be
nominated. The playing figure to take the free-flick shall be placed as desired on the playing surface.

14.2.2. The player taking the flick-in shall first nominate the playing figure to take the flick-in before any
positional flick is taken. If the attacker decides for no flicks, then the attacking playing figure closest to
the point from which the flick-in will be taken must be nominated to take the flick-in. If there is doubt
about which attacking playing figure is the nearest, the referee will indicate the one to be nominated.

16.2.2. The player taking the corner-flick shall first nominate the playing figure to take the corner-flick
before any positional flicks are taken. If the attacker decides for two/one/no flicks, then the attacking
playing figure closest to the point from which the corner-flick will be taken must be nominated to take the
corner-flick. If there is doubt about which attacking playing figure is the nearest, the referee will indicate
the one to be nominated. The playing figure to take the corner-flick may be placed as desired on the
playing surface.

12.lllegal behaviour before shooting

NS
':ﬂluﬂl Summary: When the attacker has taken up position to shoot and then he removes his hand from
the pitch, he is not allowed to shoot with his next flick (change of punishment in rule 10.9).

Objective: This is to make the rule more rational. As it is now, if the attacker changes his mind and does
not want to shoot anymore (because the defender took a good block-flick), he is not allowed to take his
hand off the pitch, otherwise he will be punished with a free-flick.

I i Résumé: Lorsque l'attaquant s'est mis en position pour tirer puis qu'il retire sa main du terrain, il
n'est plus autorisé a tirer avec son prochain coup (changement de punition dans la régle 10.9).
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Objectif: |l s’agit de rendre la régle plus rationnelle. Dans I'état actuel des choses, si 'attaquant change
d'avis et ne veut plus tirer (parce que le défenseur a pris un bon coup de défense), il n'est pas autorisé a
retirer sa main du terrain, sinon il sera sanctionné d'un coup-franc.

i i Sommario: Quando il giocatore attaccante ha preso posizione per il tiro in porta e poi toglie la
mano dal campo, non gli € consentito tirare in porta con il colpo successivo (modifica della punizione
nella regola 10.9)

Obiettivo: La modifica ha lo scopo di rendere piu razionale la regola. Attualmente, se I'attaccante
cambia idea e non vuole piu tirare in porta (perché il difensore ha eseguito una efficace movimento
difensivo) non gli & consentito togliere la mano dal campo, altrimenti sara punito con un calcio di
punizione.

(=]

mmm= Sumario: Cuando el atacante se posiciona en una clara posicion para tirar a puerta y entonces
retira su mano del terreno de juego, no se le permitira tirar en su préximo golpeo (cambio de la sancion
de laregla 10.9).

Objetivo: Con esto se intenta hacer la regla mas racional. Como sigue ahora si el atacante cambia su
idea y no dispara a puerta (porque el defensor ha hecho un buen golpe defensivo), no puede retirar su
mano del campo, porque si no se le castigaria con una falta.

-
|
== MepiAnyn: Otav o emmBEpevog £xel TTAPEI BEON yIa va GOUTAPEI KAl PETA ATTOCOUPEl TO XEPI TOU
amd 10 TPATTEQ), OEV ETMITPETTETAI VA OOUTAPEI PE TNV €TTOUEVN Kivnon (aAAayr) TnG TTOIVAG GTov Kavova
10.9).

|

Zko1og: H aAhayr) okotrevel va Kavel Tov Kavova Tmio opBoAoyiko. Otrwg eival Twpa, av o emTIBEPEVOS
aMAGEel yvwun kar dev emBUpEl va oouTdpel TTia (ETTEIDH O APUVOPEVOG EKAVE Wia KOAR QUUVTIKN), dev
Tou emTpETTETAl Va TPpaBnEel To XépI Tou atrd To TPATTEC, SIaOPETIKG Ba TIHWPNOEI Ye QAOUA.

10.9.1. When a player takes up position to shoot, by placing his hand on the table behind the shooting
playing figure, there may not be any feigning of a shot in order to provoke a reaction from the
goalkeeper, nor may the shooting player remove his hand from the playing board until the shot has been
completed.

When the offence occurs:
Referee’s expression: “lllegal behaviour — No shoot / Free-flick”

Punishment: The attacker is not allowed to shoot with his next flick. If he takes a shot with his next flick
despite the warning, a free-flick is awarded to the defender from where the ball was at the moment of
the offence.

13. Changes for the taking of flick-off

[l L

Eﬂlli‘ Summary: The attacker is not obliged to play the ball forward into the defender’s half when a
flick-off is taken. The playing figure which will take the flick-off may be placed in the defender’s half
within the limits of the centre-circle.

Objective: This is to lift restrictions on how to flick-off.

I i Résumé: L’attaquant n’est pas obligé de faire franchir le ballon en avant dans la moitié de terrain
du défenseur lors d'un coup d’envoi. La figurine qui jouera le coup d'envoi peut également étre
positionnée dans la partie de terrain du défenseur dans les limites du cercle central.

Objectif: Il s'agit de lever les restrictions sur la fagon d’effectuer un coup d’envoi.
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i i Sommario: L’attaccante non & obbligato a giocare la palla verso la meta campo del difensore
quando viene battuto un calcio d’inizio. La miniatura del giocatore che esegue il calcio d’inizio pud
essere posizionata nella meta campo del difensore, entro i limiti del cerchio di centrocampo.

Obiettivo: La modifica ha lo scopo di rimuovere le restrizioni su come eseguire il calcio d’inizio.
| ]

m=== Sumario: El atacante no esta obligado a jugar hacia delante en el saque de centro hacia el
campo del defensor. El jugador que saque de centro se puede situar en el campo del defensor dentro
de circulo central.

Objetivo: Con esto se evitan restricciones en el saque de centro.

r
| !

MepiAnyn: O emmBéuevog dev gival UTTOXPEWHEVOG va TTaIEEl TN PTTAAQ PTTPOOTA Péoa OTO PICO
TOU apuvépevou étav kavel oévtpa. H @iyoUpa 1Tou Ba ekTeAéael TN OévTpa PTTOPEI va TOTT00eTNOEi GTO
MIGO TOU QUUVOUEVOU PECO OTA 0PI TOU KUKAOU TNG OEVTPAG.

ZkoTmog: H aAAayr) okotrelel va apel TTEPIOPICPOUG OTO TIWG EKTEAEITAI N TEvTpa.

4.2.2. The attacker must place his playing figures first, but not the playing figure taking the flick-off. After
the attacker has completed the placing of his playing figures, he may not change their positions again,
and the defender is to place his playing figures as required. Finally, the attacker places the playing
figure taking the flick-off, wherever inside the centre-circle.

When the offence occurs:
Referee’s expression: “lllegal manipulation - Change of flick-off right”
Punishment: The right for taking the flick-off changes to the opponent.

4.2.3. The ball shall be placed on the centre-spot and, at the referee's signal to play, it shall be propelled

in any direction ferward-completely-into-the-eppesing-half by the designated playing figure.

14. Attacking playing figure missing a moving ball

) L

Eﬂlli" Summary: It is no free-flick when an attacking playing figure which has missed the ball touches
any stationary playing figure while the ball is still moving.

Objective: This is to clear up the misunderstanding that this situation is punished with a free-flick
against the attacker.

I i Résumé: La situation pendant laquelle une figurine attaquante qui a raté le ballon heurte une
figurine adverse immobile alors que le ballon est toujours en mouvement n’est pas sanctionnée d’'un
coup franc.

Objectif: Il s’agit d’éviter les malentendus provoqués par cette situation et parfois sanctionnés par un
coup franc en défaveur de l'attaquant.

i i Sommario: Non & calcio di punizione quando una miniatura dell’attaccante che ha mancato la
palla tocca una qualsiasi miniatura ferma mentre la palla € ancora in movimento.

Obiettivo: La modifica ha lo scopo di chiarire I'equivoco per cui questa situazione va punita con un
calcio di punizione contro I'attaccante.

| |

mmm= Sumario: No es falta cuando el jugador atacante que no ha golpeado el balén toca cualquier otro
jugador que se encuentre parado mientras el balén estd en movimiento.
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Objetivo: Esto es para aclarar la apreciacion errénea de que esta situacion puede ser falta del
atacante.

En

MepiAnyn: Aev givar @GouA 6tav pia €mOETIKN @lyoUpa TTOU ATTETUXE va Ppel UTTGAa ayyidel
otroladATTOTE OTABEPN PIyoUpa VW N UTTAAQ KIVEITAI AKOMN.

Zkomog: H aAhayn okotrevel va gekabapioel TNV TTapeEynon OTI N CUYKEKPIYEVN GACN TIHWPEITOI PE
(PAOUA evavTiov TOU ETTITIOEPEVOU.

5.3.4. An attacking playing figure which has missed the ball may not touch any stationary playing figure
or goalkeeper, or the defender’s body before it comes to rest.

When the offence occurs:

Referee’s expression: "Change — Back!”

Punishment: The punishment is always “Back”, whether the ball is stationary, or it is still moving at the
moment of the offence. If back is claimed by the offended player, the referee shall reposition all affected
playing figures and/erthe-ball to their previous positions. Then the referee gives the signal for the game
to continue by stating: “play!”. Possession of the ball changes to the defender, whether back is
requested or not.
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