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4v4 League Rules and Field Markings
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League Rules:

· 4 versus 4.  Three field players plus a goalkeeper. 

· Two 20-min halves.  

· Substitutes are “on the fly”.  Player entering the field may not play the ball until the exiting player has completely left the field.  If the referee feels an advantage has been gained by timing of substitution, he/she may stop play and restart with an indirect free kick for the opposing team.

· Normal rules apply (handball, passback to goalkeeper, etc).  In addition, the following rules apply:

I. See substitutions above for substitution penalties

II. If any player other than the goalkeeper enters the area indicated by a red arc by the goal, play will be stopped, and the following will occur:

i. If an attacking player enters the opposing teams goal arc, a goalkick will be awarded

ii. If a defending player enters the goal arc, a corner kick will be awarded

III. Play does NOT stop when ball hits netting.  Play does stop for the following reasons:

· Goal scored

· Ball leaves field area (hits fans, ceiling, etc.  ball will be restarted by opposing team from the point on the sideline closest to the point where the ball left play)
· Ball goes into goal above board at the top of goal (crossbar) Goalkick if attacking team kicks above crossbar, corner kick if the defending team kicks ball above its own goal
· Penalty

· Goal scored

· Injury

Red arc around goal indicates the area in which ONLY the goalkeeper is allowed.





The white lines in front of each goal area indicate the “penalty area”.  Fouls in this area result in a PK, and the goalkeeper can use hands in this areas.





Penalty spot. This is where any penalty kicks will be taken.





The two red marks closest to the midline indicate the point which the defending team must remain behind when a ball is being played from center (beginning of game, halftime, after a goal is scored, etc.)








