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Introduction

The Rules of the game have not been updated for almost 10 years now. Throughout these years, a
lot of situations not covered by the existing set of rules have emerged. Also, several rules are
interpreted differently in various parts of the Table Football world. Furthermore, certain
“winning” techniques developed by the players who attend FISTF events at a competitive level
sometimes overcome the thrilling spirit of the game, turning it into a dull, predictable sight.
Disputes over the meaning or the translation of specific rules are quite often too.

Some efforts were made recently, like the Book of Cases, to resolve situations not covered by the
current version of the rulebook. However, although remarkable and respected, these efforts were
incomplete, since they did not create a unique point of reference for FISTF players and did not
reform the rules themselves.

In view of these facts, FISTF Sports Department believe that an update of the Rules set is now
more than necessary, in order to make the game more exciting and fo achieve a common
understanding between players in different nations. Thus, FISTF Sports Department initiated a
Project for the update and improvement of the Sports Rules of the game. The Project consists of
two different sub-Projects: The Modifications leg and the Clarifications leg. Both were presented
to the Nations for review and assessment in the AGM of Madrid 2013, and a period of assessment
was decided before their adoption was accepted. When the proposed updates are finally approved
by the nations, they will be incorporated into the new version of the Rulebook, which will replace
the older version of the rules book and any existing supplementary work like the Book of Cases.

This document portrays eleven (11) modifications proposed by FISTF Sports Rules Committee and
explains how they can improve the game. These are actual changes to the existing rules. Another
document describes suggested clarifications which do not alter any rule, but simply clarify the
existing ones in order to achieve a common understanding between players.

The eleven proposed modifications affect several different situations that happen more or less
often in Table Football games. They aim to make the game faster and more exciting, to eliminate
intentional (tactical) offences, reduce pauses and suppress repetitiveness, as well as to promote
fair-play and to simplify the rules set. Every single suggestion is discussed in detail, explaining how
it affects the game and what advantages it offers compared to the existing rules.

All the proposed modifications have been discussed and play-tested thoroughly. FISTF Board of
Directors wish all the modifications to be enforced with the beginning of the new Sports Season
2014-15. The AGM of Rochefort 2014 will validate and approve the specific changes.

Sports Rules Update Project - Proposed Modifications Document - Version 1.2 Page 2 of 26

© 2014 FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL. All Rights Reserved



FISIF

F.L.S.T.F. - FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL - www.fistf.com

Sports Department - sports@fistf.com

Overall effect rating

Every proposed change is accompanied by a set of characteristics, showing the effect the change
will have on the game. Each attribute contributes to an Overall effect rating. The latter is an
index telling how much the proposed change is expected to affect the game:

Advantages (Realism, Speed of play, Avoidance of repetitiveness, Fair-play, Simplicity) - it
explains how the change improves the game. Each of the five features adds one point to the
Overall effect rating.

Frequency of occurrence (High/Medium/Low) - it shows how often the situation affected by the
change recurs; it rates the modification in terms of frequency. High frequency value adds two
points to the Overall effect rating of the proposed change, while medium frequency adds one
point.

Effect on game-play (Major/Medium/Minor) - it assesses the importance of the proposed
modification in game terms; that is how different the game-play will become after adopting the
change. Major effect value adds two points to the Overall effect rating of the proposed change,
whereas medium effect adds one point.

List of proposed changes

The proposed modifications are summarised in the following list. All of them will go through
assessment and play-testing before they are finally approved.

The expected overall impact of the changes on the game is indicated by the Overall effect rating
index. It allows the sorting of modifications in tferms of importance. Here follows the table
containing all proposed modifications, sorted by the respective index values of each one:

Order | Proposed changes to be play-tested before their Overall | Page
enforcement is decided effect
1 Deliberate “last-minute" infringements 7 4
2 Free-flick and flick-in positional flicks 7 6
3 Avoidance of defence-smashing practice 7 7
4 Spare-goalkeeper removing 6 9
5 Flick-in restrictions 6 14
6 Right to new block-flick when a “play on" is requested after an offence 5 16
7 Positioning of the goalkeeper before a shot 4 17
8 Tllegally stopped shots 3 19
9 Offside Declaration 3 21
10 Dimensions of the goalkeeper figure and rod 2 23
1 Taking of a goal-flick 2 25
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1. Deliberate “last-minute” infringements (Overall effect rating: 7)

'."-HIIEH
is deliberately committed by a player during the last 30 seconds of a period (first half or second
half). b. Every time the game duration is extended because of such deliberate infringements, the

Summary: a. The duration of the game will be prolonged if a free-flick, back or obstruction

time will start counting after the repositioning of the ball and playing figures and the taking of
positional flicks.

Explanation: Two sets of changes are proposed. The first change aims to ensure that deliberate
free-flicks, backs or obstructions (now happening very often when there are a few seconds for a
game or a period to end) will be committed less frequently, since a preventive mechanism (addition
of extra time) is provided against the players who use the tactic of committing infringements on
purpose when the first half or the game is ending. The second proposal for modification makes
sure that such actions will not be repeated during the additional time.

obstruction est volontairement commis par un joueur durant les 30 derniéres secondes d'une

Résumé: a. La durée du match sera prolongée si un coup franc, remettre, ou une

période (premiére ou deuxiéme mi-temps). b. Chaque fois que la durée du match est prolongée a
cause d'une telle infraction volontaire, le temps commencera a courir aprés que le ballon et les
figurines de jeu aient été repositionnés et que les coups de défense aient été effectués.

Explication: Deux modifications sont proposées. La premiére a pour but d'empécher que des coups
francs, remettre ou obstructions volontaires (qui actuellement sont fréquents lorsqu'il ne reste
que quelques secondes avant la fin d'un match ou d'une période) soient commis moins fréquemment,
vu qu'un mécanisme préventif (ajout de temps supplémentaire) est prévu a l'encontre des joueurs
qui utilisent la tactique de commettre des fautes volontairement lorsque la premiére période ou le
match se fermine. La deuxieme modification proposée assure que ces actions nhe seront pas
répétées durant les arréts de jeu.

commessi deliberatamente da un giocatore durante gli ultimi 30 secondi di una frazione di gioco
(primo tempo o secondo tempo). b. Ogni volta che la durata del gioco viene prolungata a causa di
tali deliberate infrazioni, il tfempo riprendera dopo il riposizionamento della palla, delle miniature e

Sommario: a. La durata del gioco sard prolungata se un fallo, un back o un'ostruzione sono

dei movimenti posizionali.

Spiegazione: Sono proposti due insiemi di modifiche. La prima modifica mira a garantire che falli,
back o ostruzioni commesse intenzionalmente (oggi accadono molto spesso quando mancano pochi
secondi al termine di una frazione di gioco o della partita) si verificheranno meno frequentemente,
poiché & fornito un meccanismo di prevenzione (aggiunta di tempo di recupero) contro i giocatori
che usano la tattica di commettere infrazioni di proposito quando sta per finire il primo tempo o la
partita. La seconda proposta di modifica fa in modo che tali azioni non saranno ripetute durante il
tempo di recupero.

[

N
f== Sumario: a. La duracién del tiempo de juego se prolongard si se produce una falta, un back o
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una obstruccién de forma deliberada por un jugador durante los tltimos 30 segundos de cualquier
periodo (primer tiempo, segundo tiempo, o prorroga). b. Cada vez que se prolongue la duracién del
juego a causa de estas infracciones deliberadas, el tiempo empezard a contar después de recolocar
la pelota y los jugadores, y de dar los golpes posicionales.

Explicacion: Se proponen dos cambios. El primero pretende asegurar que las faltas deliberadas,
backs u obstrucciones (que ahora son normales cuando quedan unos pocos segundos de juego o
acaba el tiempo) se cometan con menos frecuencia, por lo que con este mecanismo de prevencién
(afiadiendo tiempo de prolongacidn) se utilizard en contra de los jugadores que utilicen esta tdctica
de cometer infracciones a propédsito cuando acaba el primer tiempo o el partido. La segunda
propuesta de modificacién confirma que este tipo de acciones ho se repetirdn durante el tiempo de
prolongacién.

E —
[y —

TTepiAnyn: a. H 3idpkeia Tou maixvidiol Ba maparteiveTal av éva @douA, “"back” h mapepmédion
YiveTal eokeppéva amo éva TaikTh oTh Sidpkeia Twy TeAeuTdiwy 30 deUTEPOAETTWY £VOC hHixpdvou (Tou
TpWwTou A Tou deUTepou) . KaBe wopd mou h didpKeia Tou TraixvidioU Trapareivetal e€aitiac TéToiwy
eoKkeppévwy Tapapdoswy, o Xpdvoc Oa fekivda va peTpd agol emavatomoBeTnBolUv n UmdAa Kai Ta
TAIKTAKIA Kdl EKTEAEGTOUV OI KIVACEIG.

Ene€nynon: TlpoTeivovral dUo aMhayéc. H mpwTtn aAAayh okomreUel va diacgalioel 0TI OKOTIINA GAOUA,
“back” kar mapepmodioeic (TTou cuppaivouv TOAU cuxvd éTav umoAciTtovTal Aiya deutepdAemTa va ARel
éva nuixpovo A éva maixvidl) Ba yivovrar Aiydtepo ouxvd, agoU TaApEXETAl £vAC ATOTPETTIKOC
pnxaviopdc (mpooBhRkn xpovou KaBuoTepAoewY) eVAVTIA OTOUG TIAIKTEC TTOU XPNOIHOTIOIOUV TNV TAKTIKA
va Kavouv TapaPdocic okOTIHa 6Tav TEAEIWVEI TO TTPWTO huixpovo K To maixvidi. H deUtepn mpoTaon
via alay diacgahier 6T dev Oa emavaAaupdvovral Tapopoieg evépyeleg oTn Sidpkeld Twv
KaBuoTepoEWV.

Advantages
Realism O
Speed of play ¥
Avoidance of repetitiveness M
Fair-play M
Simplicity O
Frequency of occurrence
High M Medium O Low [
Effect on game-play
Major M Medium O Minor [

3.2.1. In case of substitution of a playing figure or goalkeeper, a delaying interruption of the
match, time wasting by either player, or in case of a deliberate infringement (free-flick, back or
obstruction) by either player at the expiration of a period of the game (approximately the last 30
seconds), the referee shall add lost time at the end of the affected period. See rule 10.8.

3.2.2. At the end of normal time, the referee shall announce how long extra time shall last.
Thereby, it may occur that the extra time is extended based on occurrences during the extra
time. Every new extension of time will start when the referee declares the match to continue by
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stating: ‘'play!”, therefore the time required for repositioning the affected ball and/or playing
figures and for taking any positional flicks will not be considered.

2. Free-flick and flick-in positional flicks (Overall effect rating: 7)

ol L

'.Eilli.|E|

will take no positional flicks.

Summary: In free-flicks and flick-ins the attacker may decide that he and his opponent

Explanation: The change in 10.7.2.8 (also in 11.2.2/14.2.3) allows the attacker to accelerate the
game and to take advantage of weak spots in the defence.

son adversaire ne joueront pas de coup de positionnement.

Résumé: Lors de coup francs et de rentrées en touche, I'attaquant peut décider que lui et

Explication: La modification de la régle 10.7.2.8 (et de 11.2.2 et 14.2.3) permet & l'attaquant
d'accélérer le jeu et de profiter de points faibles de la défense.

il

che nessun movimento posizionale sara eseguito da entrambi i giocatori.

Sommario: In occasione di calci di punizione e rimesse laterali |'attaccante puo decidere

Spiegazione: L'introduzione della regola 10.7.2.8 (e le modifiche nelle regole 11.2.2/14.2.3)
consente all'attaccante di accelerare il gioco e di sfruttare i punti deboli della difesa.

[ ]

%
f==sSumario: En las faltas y saques de banda el atacante puede decidir que ni él ni su oponente
puedan dar flick posicionales.

Explicacion: El cambio en 10.7.2.8 (tfambién en 11.2.2/14.2.3) permite al atacante acelerar el juego
y tomar ventaja de puntos débiles en la defensa.

R

TMepiAnyn: O emiTIBépevog pmmopei va amogacioel 6TI AUTOC Kal o avTimaAdg Tou dev Ba kdvouv
KIVAGEIC TIPIV TNV EKTEAEDON €VOC @AOUA 1 TTAdyIou dourT.

Ene€Aynon: H aAlhayn oto 10.7.2.8 (emiong oto 11.2.2/14.2.3) emitpémer otov emTiOéuevo va
emiTaxUvel To TaiXVvidl kal va ekdeTaAAeuTei adlvara ongeia oTny duuva Tou avTitdAou.

Advantages
Realism M
Speed of play 4
Avoidance of repetitiveness M
Fair-play O
Simplicity O
Frequency of occurrence
High M Medium O Low O
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Effect on game-play
Major M Medium O Minor [

10.7.2.8. The attacker may choose that no positional flicks will be taken by any player in case of a
free-flick or a flick-in: "no flicks!".

11.2.2/14.2.3. Each player may proceed with one positional flick with the attacker flicking first.
Optionally, the attacker has the right to decide that no positional flicks will be taken by any
player, by stating "no flicks!”. The ball and the playing figure nominated to take the free-flick
(flick-in) may be removed from the playing area by the referee to allow the positional flick 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 free-flick) or the ball, if still on the playing surface.

3. Avoidance of defence-smashing practice (Overall effect rating: 7)

ol L

'.'-illﬂ

playing figure after it has touched the ball.

Summary: An attacking playing figure is not allowed to touch more than one defending

Explanation: This aims to limit the practice of bashing attacking figures against the defensive
formation in an effort to smash one's way through it. This ugly, repetitive approach, used by more
and more players nowadays, depletes the beauty and the technical appeal of the game, and unfairly
trashes the most intelligently deployed defence. For many players, even at the top level, defence-
smashing has become the only tactic used instead of outflanking or penetrating techniques which
demand patiently prepared and skilfully executed attacking plans.

By adopting this new rule, defenders will not be completely helpless anymore against the defence-
smashing technique and attackers will be discouraged from using it.

jeu défendante aprés avoir touché le ballon.

Résumé: Une figurine de jeu attaquante est pas permis de toucher plus d'une figurine de

Explication: Ceci a pour but de limiter la pratique visant a lancer avec force des figurines de jeu
attaquantes contre la ligne de défense de maniere perforer celle-ci. Cette pratique répétitive et
peu constructive, utilisée par de plus en plus de joueurs, réduit la beauté et I'attraction technique
du jeu, tout en détruisant injustement les défenses intelligemment déployées. Pour beaucoup de
joueurs, méme au sommet, la perforation de la défense est devenue la seule tactique utilisée plutot
que de la contourner par les ailes ou la pénétrer au moyen de plans d'attaque patiemment préparés
et adroitement exécutés.

En adoptant cette nouvelle régle, le défenseur ne sera pas entierement impuissant contra la
technique de perforation de la défense, et les attaquants seront dissuadés de I'utiliser.

difensore dopo che ha toccato la palla.

Sommario: Una miniatura dell'attaccante non & permesso di foccare pili di una miniatura del
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Spiegazione: Questa modifica mira a limitare la pratica di colpire miniature dell'attaccante
indirizzandole contro la formazione difensiva nel tentativo di distruggerla aprendo un varco
attraverso di essa. Questo approccio ripetitivo e brutto, utilizzato al giorno d'oggi da sempre piu
giocatori, impoverisce la bellezza e il fascino tecnico del gioco, e spazza via ingiustamente una
difesa sviluppata con intelligenza. Per molti giocatori, anche di alto livello, la “spazzata” & diventata
I'unica tattica usata, invece delle tecniche per aggirare o penetrare la difesa che richiedono
schemi di attacco pazientemente preparati ed abilmente eseguiti.

Con |'adozione di questa nuova regola, i difensori non saranno piti completamente impotenti contro
la “spazzata” e gli attaccanti saranno scoraggiati dall'utilizzarla.

[ =]

f== Sumario: Una figura atacante no se le permite tocar mds de una figura defensiva después
de que haya jugado la pelota.

Explicacion: Esto permite limitar la prdctica de lanzar figuras atacantes contra la formacién
defensiva en un intento de "romper” y entrar por ahi. Este feo y repetitivo sistema de juego,
utilizado por mds y mds jugadores en nuestros dias, resta belleza y técnica al juego, y de forma
poco correcta echa por tierra la defensa mds inteligentemente formada. Para muchos jugadores,
incluso al mdximo nivel, es la Unica tdctica que se emplea para abrir la defensa, en vez de entrar
por las bandas o realizar penetraciones técnicas que requieren un plan de ataque pacientemente
elaborado y ejecutado con habilidad.

Con la adopcidn de esta nueva regla, los defensores no estardn totalmente desasistidos para
frenar esta técnica de "romper” la defensa y los atacantes tendrdn menos ventaja en su utilizacion.

R

TepiAnyn: Eva maikTdki Tou emTIOépevou Bev emITPETETAI va ayyifel TeploodTepa amd éva
TAIKTAKI TOU dpuvdpevou agou éxer ayyifel Th pdAd.

Enefiynon: AuTé okoTrelel va TEPIOPIOEl TNV TIPAKTIKA TOU <«OTACIHATOC» TWV @lyoUpwy Tou
£MTIOEUEVOU TTAVW OTHV AUUVTIKA 8idTaén, oThv TpoondBeia Tou va Tepdoel amd péoa The d1aAlovTdg
ThV. AUTA N doxhgn, €MAVAANTITIKA TIPOOEyyion ToU TWpd Tid XpnholdoTroleital amod OAo  Kai
TEPITOOTEPOUC TIAIKTEC, HEIWVEI ThV OHOPQPIA KAl TO TEXVIKO evAIAQEPOV ToU TtaiXVISIoU Kal KATAOTPEQE!
adika aképn kai Tnv mo £§umva avamTuypévn duuva. Tia ToAAoUC TIiKTEC, akOUn Kdl 0To avitarto
eMiTedo, TO «OTIACIHO» TNC AHuUvVAC €XEl YiVEl N HOVN TAKTIKA TTOU XPNOIHOTIOIEITAI AVTi TG UTTEpKEPATNC
TWV dKpwv A TWV TeXVIKWy digicduong Tou amaiToUv UTOHOVETIKA TipoeToldacpéva kai emdé€ia
eKTeAeopéva emIOeTIKA ox£dia.

Y100eTWvTag autéd To véo Kavodva, ol apuvopevol dev Ba cival ma evreAWC avuTtepdoTIoTOlI ATTEVAVTI
OTNV TEXVIKA TOU «OTAgidaToc» ThG duuvag kai ol emTiOéuevol Ba amoBappUvovTtal amd To va Tn
XpnaigdoTololv.

Advantages
Realism M
Speed of play O
Avoidance of repetitiveness M
Fair-play M
Simplicity O
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Frequency of occurrence

High & Medium O Low [
Effect on game-play

Major M Medium O Minor [

5.3.3. After having touched the ball, the attacking playing figure may touch the moving or stopped
ball again, only one defending playing figure, any attacking playing figure, the goalkeeper, or the
defender’s body before coming to rest.

When the offence occurs:

Referee's expression: "Smashing - Free-flick”

Punishment:

a. Free-flick from where a second defending playing figure was touched by the attacker's playing
figure. See rule 11,

b. Free-flick from the penalty-spot if the offence has been committed in the attacker'’s penalty-
area. See rule 11.1.3.

4. Spare-goalkeeper removing (Overall effect rating: 6)

WA S

zales Summary: a. The spare-goalkeeper is taken off the playing area and the goalkeeper is
reinstalled when the attacker has completed five flicks after the change of possession. The
attacker can take more flicks against the empty goal while the ball is still moving. If the defender
commits a free-flick while his goal is empty, the number of the remaining attacking flicks against
an empty goal is not reduced. b. The spare-goalkeeper is not allowed to play the ball again after
another attacking playing figure has played the ball and the ball is outside the attacker's shooting-
area.

Explanation: The combined use of the proposed modifications aims to eliminate the slow and
unrealistic evolvement of the game, when a player loses possession of the ball while he has his
spare-goalkeeper in the playing area.

The main disadvantage of the existing rule is that it creates a totally unrealistic outcome when
possession changes while the spare-goalkeeper is in the playing area. What happens frequently is
that the attacker slows down the game, trying very carefully to get the ball anywhere inside his
opponent's shooting-area, in order to score in the empty goal. This procedure usually lasts for one
or even two minutes, until the attacker can slowly and safely put the ball inside the shooting-area.
In the meantime the goal is empty, no matter how long this lasts. As a result, the game is actually
punished more than the player who misused his spare-goalkeeper.

The rule in its current form was introduced to prevent players from frequently using their spare-
goalkeepers. The older rule (three attacking flicks without goalkeeper) failed to deal with
situations where a player placed his spare-goalkeeper in the playing area and used it as an 11™
field playing figure. What made the rule inadequate was the fact that when possession was lost by
a player who used his spare-goalkeeper, there was not enough time for his opponent to take
advantage of the situation, especially when the ball was far from the empty goal. So, it had
become a habit for many players to always have their spare-goalkeeper in the playing area at
practically no risk.

Sports Rules Update Project - Proposed Modifications Document - Version 1.2 Page 9 of 26

© 2014 FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL. All Rights Reserved




FISIF

F.L.S.T.F. - FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL - www.fistf.com

Sports Department - sports@fistf.com

The suggested modifications aim o create a realistic and faster evolvement of the game, while at
the same time they prevent players from using their spare-goalkeepers much too often.

The first set of modifications (actually a restoration of the older rule) gives the defender the
chance to reinstall his goalkeeper after a reasonable amount of time has passed and the ball has
stopped moving. In the same time, the defender is not permitted to commit deliberate free-flicks
in order fo reinstall his goalkeeper.

The second change makes it impossible for the attacker to use his spare-goalkeeper as an 11™
field playing figure.

réinstallé aprés que l'attaquant ait joué cing fois le ballon apres le changement de possession.

Résumé : a. Le gardien de dégagement peut Etre enlevé de l'aire de jeu et le gardien de but

L'attaquant peut cependant joueur plus de fois le ballon tant que celui-ci est en mouvement. Si le
défenseur commet un coup franc alors que son gardien de but est absent, le nhombre de coups
d'attaque pouvant Etre joués avec un but vide n'est pas réduit. b. Le gardien de dégagement n'est
pas autorisé a jouer le ballon a houveau aprés qu'une autre figurine de jeu attaquante ait joué le
ballon et le ballon est en dehors de la zone de tir de |'attaquant.

Explication: L'utilisation combinée de ces modifications vise d éliminer le développement lent et
irréaliste du jeu qui a lieu lorsqu'un joueur perd la possession du ballon lorsque son gardien de
dégagement est sur l'aire de jeu.

Le désavantage principal de la regle existante est qu'elle crée une situation entierement irréaliste
lorsque la possession change alors que le gardien de dégagement est en jeu. L'attaquant ralentit
alors trés souvent le jeu de maniére a essayer tres prudemment de placer le ballon dans la zone de
tir de son adversaire de maniere d marquer dans le but vide. Cette procédure dure souvent une
voire méme deux minutes, jusqu'd ce que l'attaquant puisse placer lentement mais slirement placer
le ballon dans la zone de tir. Le but reste vide durant ce temps, quelle qu'en soit la durée. Il en
résulte que la beauté du jeu est la perdante plutdt que le joueur qui a mal utilisé son gardien de
dégagement.

La regle actuelle avait été introduite pour éviter que les joueurs utilisent trop fréquemment leur
gardien de dégagement. La régle originale (trois coups d'attaque sans gardien) ne prenait pas en
compte les situations ot un joueur plagait son gardien de dégagement sur l'aire de jeu et l'utilisait
comme une onziéme figurine de champ. Ce qui rendait la régle inadéquate était le fait que lorsque
le joueur utilisant son gardien de dégagement perdait le ballon, son adversaire n'avait pas
suffisamment de temps pour tirer avantage de la situation, en particulier si le ballon était loin du
but vide. Certains joueurs avaient donc pris I'habitude de laisser leur gardien de dégagement dans
I'aire de jeu sans prendre trop de risques.

Les modifications proposées visent a créer un développement du jeu réaliste et pus rapide, tout en
empéchant les joueurs dutiliser leur gardien de dégagement trop souvent.

Les premieres modifications (qui remettent en place la régle originale) donnent le défenseur une
chance de replacer son gardien de but aprés un temps raisonnable et lorsque le ballon est immobile.
Cependant, le défenseur n'est pas autorisé a commettre des coups francs volontaires de maniére a
pouvoir replacer son gardien de but.
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La deuxieme modification empéche ['attaquant dutiliser son gardien de dégagement comme
onziéme figurine de champ.

I'attaccante ha eseguito cinque colpi a punta di dito dopo il cambio di possesso. L'attaccante puo

Sommario: Il portierino & rimosso dall'area di gioco e il portiere & reinsediato quando

eseguire ulteriori colpi mentre la porta e vuota fin quando la palla & ancora in movimento. Se il
difensore commette un fallo mentre la porta & vuota, il numero rimanente di colpi a punta di dito a
porta vuota dell'attaccante non & ridotto. Al portierino non & permesso giocare di huovo la palla
dopo che un'altra miniatura dell'attaccante ho giocato la palla e la palla & fuori area di tiro
dell'attaccante.

Spiegazione: L'uso congiunto delle modifiche proposte mira ad eliminare |'evoluzione lenta e poco
realistica del gioco, quando un giocatore perde il possesso della palla mentre il suo portierino &
nell'area di gioco.

Lo svantaggio principale della regola esistente & la creazione di un risultato del tutto irrealistico
quando cambia il possesso mentre il portierino e nell'area di gioco. Quello che succede spesso & che
I'attaccante rallenta il gioco, cercando con molta attenzione di portare la palla in qualsiasi punto
all'interno dell'area di tiro del suo avversario, allo scopo di segnare a porta vuota. Questa
procedura solitamente dura per uno o addirittura due minuti, finché I'attaccante riesce lentamente
e con sicurezza ad entrare con la palla all'interno dell'area di tiro. Nel frattempo, la porta & vuota,

a prescindere da quanto duri I'azione. Come risultato, di fatto & penalizzato pil il gioco che il
giocatore che ha usato male il suo portierino.

La regola nella sua forma attuale & stata introdotta per impedire ai giocatori di utilizzare
frequentemente il portierino. La vecchia regola (tre colpi a punta di dito senza il portiere) non &
riuscita a fronteggiare situazioni in cui un giocatore posizionava il suo portierino nell'area di gioco
utilizzandolo come una 11° miniatura in campo. Cid che ha reso inadeguata la regola e stato il fatto
che, quando un giocatore che usava il portierino perdeva il possesso della palla, non c'era
abbastanza tempo per il suo avversario di approfittare della situazione, soprattutto quando la palla
era lontana dalla porta vuota. Quindi, era diventata un'abitudine per molti giocatori avere il
portierino nell'area di gioco senza praticamente nessun rischio.

Le modifiche proposte mirano a creare un'evoluzione realistica e pil veloce del gioco e, allo stesso
tempo, impediscono ai giocatori di utilizzare il portierino troppo spesso.

La prima modifica (in realtd un ripristino della vecchia regola) da al difensore I'opportunita di
reinsediare il portiere dopo un ragionevole lasso di tempo e la palla ha smesso di muoversi. Nello
stesso tempo, al difensore non & permesso commettere falli deliberati allo scopo di reinsediare il
suo portiere.

La seconda modifica rende impossibile per |'attaccante utilizzare il portierino come una 11°
miniatura in campo.

[=——]

— Sumario: El portero de salida saldrd del terreno de juego, reponiéndose el portero de barra
cuando el atacante haya completado cinco golpes después del cambio de posesién. El atacante
puede dar mds golpes con la porteria vacia mientras la pelota esté en movimiento. Si el defensor
comete una falta mientras la porteria esta vacia, el nimero de flicks no se reduce. El portero de
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salida no puede volver a jugar la pelota después de que otfro jugador atacante haya jugado el balén
y la pelota estd fuera del drea de tiro del atacante.

Explicacion: El uso combinado de las modificaciones propuestas permite eliminar el lento e irreal
desarrollo del juego, cuando un jugador pierde la posesién de la pelota mientras tiene su portero de
salida en el terreno de juego.

La principal desventaja de la regla existente es que crea una situacidn totalmente irreal cuando
cambia la posesion mientras el portero de salida estd en el terreno de juego. Lo que sucede
habitualmente es que el atacante frena su juego, tratando de forma muy cuidadosa de poner el
baldn en cualquier punto del drea de tiro de su oponente, para asi poder marcar a porteria vacia.
Esta situacion se alarga habitualmente por uno o dos minutos, hasta que el atacante puede poner la
pelota de forma lenta y segura en el drea de tiro. Mientras tanto la porteria sigue vacia, y no
importa el fiempo que se tarde. A resultas de esto, se castiga mds al juego en si mismo que al
jugador que fallé con su portero de salida.

La regla en la forma actual se introdujo para evitar que los jugadores utilizaran de forma habitual
sus porteros de salida. La vieja regla (tres golpes sin portero) no encajaba con las situaciones
donde un jugador colocaba su portero en el campo de juego y lo utilizaba como un jugador mds. Lo
que hizo la regla inadecuada fue el hecho de que cuando se perdia la posesion por el jugador que
utilizaba su portero de salida, no habia tiempo suficiente para su oponente para sacar ventaja de
esta situacién, especialmente cuando la pelota estaba lejos de la porteria. Asi se convirtié en un
hdbito para muchos jugadores que siempre utilizaban su portero de salida en el campo de juego sin
prdcticamente riesgo alguno.

La modificacion sugerida pretende crear un desarrollo realista y mds rdpido del juego, y al mismo
tiempo evitar que los jugadores puedan usar su portero de salida demasiado a menudo.

La primera modificacién (se recupera la versidn antigua de la regla) le permite al defensor la
posibilidad de recuperar su portero en un periodo de tiempo razonable siempre que la pelota haya
parado de moverse. Al mismo tiempo, el defensor no puede forzar deliberadamente faltas para
recuperar al portero.

El segundo cambio hace imposible al atacante utilizar su portero como un onceavo jugador de
campo.

ERn

TlepiAnyn: a. O eAelBepog TepUaTOYUAAKAC ATOCUPETAl ATO TOV AYWVIOTIKO XWPo Kal o
KavoVvIKOG TepUAToQUAAKAG £TAVEPXETAl OTAV O ETITIOEUEVOC CUUTTANPUWOE! TTEVTE EMIOETIKEC KIVATEIC
HETA Thv ahlAayh Tng katoxhc. O emTIBéPevog PTopei va Taiel TEPIOOOTEPEC KIVAOEIC ATTEVAVTI OTO
ddeio TépUa evw n UTMAAA KiveiTal akopn. Av o apUVOHEVOC UTTOTTECEI 0 @AOUA eVl n €0Tia Tou eivai
KEVRA, 0 ap1BUOG TwV eMOETIKWY KIVAOEWY TTOU UTTOAEiTTOVTal amévavTi o adelo Téppa dev peiverai. p.
O eAelBepog TeppaTopUAakag dev emiTpémeral va Eavamnaier Th UmdAa apoU KAToI0 dAAO TIAIKTAKI Tou
emTIOEPEVOU £Xel Ttaiel Th UTTAAA Kal N UTTAAQ eival EKTOC TRG TTEPIOXAC TOU OOUT TOU £MITIBEUEVOU.

Ewe€nynon: H ouvduaopévn xphon Twv TpoTelvodevwy aAAaywy okomeUel va e€aleiyel Thv apyh Kai pn
peaMoTikf e€EMEN Tou TtaixvidioU, 6Tav évag TAIKTNG KAVEI ThV KATOXA TG UTTAAAC evw o eAcUBepog
TEPHATOQYUAAKAC Tou PpiokeTal HEOA GTOV AYWVIOTIKO XWPO.

To Pacikd PEIOVEKTNHA TOU UTAPXOVTOG Kavova eivalr 0TI dnuioupyei éva evreAWC pn pedAioTIKO
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amoTéAeopa 6Tav aAAdler n katoxA TNG UTMAAAG evw) o eAelBepog TepuatogUAakag civalr péoa oTo
yAmedo. AuTO mou ouppaivel ouxvd eivar oTI o emTIBéuevog mailel apyd, mpoomaBwvrag ToAU
TPOCEKTIKA va PAAel TRV UTdAd oToUdNTIOTE Péda oTNV TTEPIOXA TOU OOUT TOU avTITTAAou Tou, WaTe va
oKkopdpel oThv Kevh eaTia. AUTA n diadikagia ocuvABwcg diapkei yia éva  akopun kair dUo AeTTd, péxpl o
emTIOEPEVOC va UTTopédel dpyd Kal pe dogdAeia va PAAel Thy PTtdAa aTnv TePIoXA Tou 0ouT. ZTo HeTaly
n e€oTia mapapével Kevh, 600 TOAU Kal va didpKei auTo. Zav amoTéAsopd, To TaixXvidl TIHWpPEiTal aThv
TPAYHATIKOTNTA TTEPIOTOTEPO ATO TOV TAIKTN TTOU €KAve KAKA XpNan Tou eAcUBepou TepuaTopUAAKa.

O kavévag atnv mapolod Tou Hop@h UIOOeTABNKe yia va epmodilel TOUC TMAIKTEG vd XPNOIHOTIOI0UV
ouxVvd Toug eAeUBepouC TeppaToUAakEC Toug. O TTahidTepog kavovag (TPEIG EMBETIKEG KIVAGEIG XWPIG
TeppaTopUAaka) amoTlyxave va avTIMETWTIOEI KATAOTATEIC OTTOU évag TtaiKTnG £Pale Tov eAcUBepd Tou
oTo yAmedo Kai Tov XpnoidotoioUoe gav evOEKATO TAIKTN. AUTO TTOU €KAve TOV Kavova avemapkn Arav
TO YEYOVOG OTI OTav n KAToXA TNG UTAAAg Xavotav amod Tov TdiKTn Tou XphoidoTroloUoe Tov eAcUBepd
Tou, 8V UTTAPXE APKETOC XPOVOC YId TOV avTITTAAd TOoU va eKUETAAAEUTEI TNV KaTdoTaon, €181kd 6Tav n
HTdAa ATav pakpid amd Thv Kevih eoTia. ETol, gixe yivel ouvABeia yia ToAAoUC TIdikTEG va éXouv TdvTa
Tov £AeUBEPO Toug Péaa aTo YATTEDO, TIPAKTIKA XWpPiG Kavéva pioko.

O1 mpoTelvopeveg ahhayég £xouv aav aToxXo va dnpioupyAoouv Wia pedAioTIKA Kal TaxuTtepn e€EAIEn Tou
Taixvidiou, evw Tnv idia oTiyun Ba epmodifouv ToUG TAIKTEC va XphoidotoloUv Toug eAeUBepoug
TEPHATOYUAAKEG TOUG UTTEPPOAIKE ouxVd.

H mpwTh opdda améd petatpoméc (oThv TpaAyHaTIKOTATA h eavagopd Tou TaAaioU kavoéva) divel aTov
apuvéuevo Thy eukaipia va EavapdAer Tov Kavoviké Tou TeppaTo@UAAKa oTh Béon Tou agou éxel Tepdoel
évag AoyikOG XpOvog Kai h UmdAa éxel oTapatinoel va Kiveital. Thv idia oTiyun dev emTpémeTal oTOV
AaHUVOUEVO va KAvel eOKEUPEVA @AOUA yid va eTtavagépel ToV TEpUATOPUAAKA Tou.

H deUtepn aAayn kdvel adlvaro yia Tov emITIOéUEVO va XpnoiloTolci Tov eAeUBgpo TeppaTopUAAKA Tou
oav evd£KATo TIAiKTh Héda aTo YATTEDoO.

Advantages
Realism M
Speed of play ¥
Avoidance of repetitiveness M
Fair-play O
Simplicity O
Frequency of occurrence
High O Medium M Low [
Effect on game-play
Major M Medium O Minor [

9.2.1. The spare-goalkeeper may be taken off the playing area any time to reinstall the goalkeeper
provided that the ball is stationary, the spare-goalkeeper's player is in possession of the ball and
the spare-goalkeeper has played the ball at least once after it entered the game. If the spare-
goalkeeper's player has lost possession of the ball, the spare-goalkeeper remains in the game and
the goalkeeper may be reinstalled only when:

a.,b.,c.,d,..
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e. The attacker has played the ball five times and the ball is stationary. The attacker is allowed to
exceed the number of five attacking flicks and score in the empty goal while the ball is still
moving.

92.11 If a free-flick (see rule 6.2.4) is committed by the defender while his spare-goalkeeper is
still in the playing area and the attacker does not request to play on, the last attacking flick is not
added to the already taken attacking flicks against the empty goal. Furthermore, the taking of the
free-flick is also not added to the number of taken attacking flicks. Thus, after the attacker has
taken the free-flick, he has exactly the same number of remaining attacking flicks against the
empty goal, as he had before he last played for the ball.

9212 The spare-goalkeeper is not allowed to play the ball again when the ball is completely
outside his shooting-area and the ball has been played by another attacking playing figure.

When the offence occurs:

Referee's expression: "Illegal flicking - Free-flick”

Punishment:

a. Free-flick from where the attacker has flicked illegally. See rule 11.

b. Free-flick from the penalty-spot if the offence has been committed in the attacker's penalty-
area. See rule 11.1.3.

6.2.3.4. Rule 9.2.2: Removing of the spare-goalkeeper: The referee interrupts the game and allows
the defender to reinstall his goalkeeper as soon as the attacker has completed the five attacking
flicks provisioned by Rule 9.2.1.e, provided that the ball is stationary. After the spare-goalkeeper
has been removed from the playing area, the referee allows the defender to take an untaken
block-flick.

5. Flick-in restrictions (Overall effect rating: 6)

ol L
Summary: a. The attacker does not have to wait for his opponent to take his block-flick
after the taking of a flick-in. b. Also, after a flick-in the ball cannot run a distance longer than

two field-quarters.
Explanation: The first change aims to make the game faster after a flick-in is taken, as the
defender will not have the opportunity to delay taking his block-flick.

The second change aims to make the flick-in different from a free-flick. According to current
rules, taking a flick-in is more or less the same as taking a free-flick. The ball can go anywhere,
even from one shooting-area to the other, which is something totally unrealistic.

aprés qu'une rentrée en touche ait été jouée. b. De plus, aprés une rentrée en touche, le ballon ne

Résumé: a. L'attaquant ne doit pas attendre que son adversaire joue un coup de défense

peut rouler sur une distance supérieure d deux zones.
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Explication: Le premier changement a pour but de rendre le jeu plus rapide aprés qu'une rentrée
en touche ait été jouée, vu que le défenseur n'aura pas la possibilité de prendre son temps pour
jouer son coup de défense.

Le deuxieme changement vise a rendre la rentrée en touche différente d'un coup franc. D'apres la
régle actuelle, jouer une rentrée en touche est presque similaire a jouer un coup franc. Le ballon
peut aboutir n'importe ol, méme d'une zone de tir d une autre, ce qui est entierement irréaliste.

difensivo dopo la battuta di una rimessa laterale. b. Inoltre, nel battere una rimessa laterale, la

Sommario: a. L'attaccante non deve aspettare che il suo avversario esegua il marcamento

palla non pud percorrere una distanza superiore a due quarti di campo.

Spiegazione: La prima modifica mira a rendere il gioco pil veloce dopo la battuta di una rimessa
laterale, in quanto il difensore non avra I'opportunita di ritardare |'esecuzione del suo marcamento
difensivo.

La seconda modifica mira a rendere la rimessa laterale differente da un calcio di punizione.
Secondo le regole attuali, la battuta di una rimessa laterale & piti 0 meno simile alla battuta di un
calcio di punizione. La palla pud andare ovunque, anche da un'area di tiro all'altra, cosa totalmente
irrealistica.

Sumario: a. El atacante no tiene que esperar a que su oponente de su flick defensisvo
después de un saque de banda. b. También después de sacar de banda la pelota no puede recorrer
una distancia superior a dos cuartos de campo.

Explicacién: El primer cambio permite hacer el juego mds rdpido después de un saque de banda.

El segundo cambio permite hacer un saque diferente al saque de falta. De acuerdo a las reglas
actuales, sacar de banda es mds o menos como sacar una falta. La pelota puede ir a cualquier sitio,
incluso de un drea de tiro a la otra, lo que es totalmente irreal.

R

—
=== TlepiAnyn: a. O emTIOéuevoc dev XpeldleTal va TEPIPEVElI va KAVElI O aVTiTAAdG Tou Thv

AUUVTIKA Tou Kivhon WeTd Tnv ekTéAeon mAayiou dout. P. Emiong, petd amé mAdyio n pmdAa dev
emTpémeTal va diavioel améoTach peyaAlTepn améd dUo TETApThHOP!IA.

Enefiynon: H mpwTtn aAAayh otoxelel aTo va kdvel To Taixvidi TaxUTepo HeTd amd TV eKTEAson
TAayiou douT, KaBw¢ o apuvopevog dev Ba éxel TNV euKaipia va KaBuoTephoel TNV eKTEAEOn ThG
AUUVTIKAC.

H deltepn aAAayh okoTreUel va Kdvel To TAdyIo 81AQOPETIKG amd To 9AoUA. ZUpewvad He ToUg TwpivoUg
Kavoveg, To va eKTeAgic éva TAdyio dout eival Aiyo-moAU To id10 e To va ekTeAgic @douA. H pmdAa
UTopei va @Tdoe! oTToUBATIOTE, AKOUN Kal atro Tn Wia TeploXn oouT aTnv dAAn, KATI TTou eival evTeAWS pn
PEAAIOTIKO.

Advantages
Realism M
Speed of play ¥
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Avoidance of repetitiveness O
Fair-play O
Simplicity O
Frequency of occurrence
High M Medium O Low [
Effect on game-play
Major M Medium O Minor O

14.2.7. The attacker does not have to wait for the defender to take a block-flick after he takes a
flick-in.

14.2.9. After the taking of a flick-in the ball may not change more than one field-quarter. The ball
is considered to have changed more than one field-quarter, if it completely enters with its full
size a field-quarter which is not adjacent to the field-quarter from where the flick-in was taken.
If the flick-in is taken from a point between two different field-quarters, the ball is not allowed
to move completely out of any one of these two field-quarters.

When the offence occurs:
Referee’s expression: "Illegal flicking - Change!”
Punishment: The possession of the ball changes to the defender.

6. Right to new block-flick when a "play on” is requested after an offence (Overall
effect rating: 5)

a3 Summary: After an offence has been committed and the attacker requests to play on, the
defender is never allowed to perform a defensive flick.

Explanation: This change is aimed to simplify game-play and to homogenize it at an international
level. The change sets a common standard, by not allowing the defender to take a block-flick when
a "play on" is requested after an offence.

n'est jamais autorisé a jouer un nouveau coup de défense.

Résumé: Apres une infraction et si I'attaquant décide de continuer a jouer, le défenseur

Explication: Cette modification a pour but de simplifier le jeu et de 'homogénéiser au niveau
international. Ce changement défini une régle commune en n‘autorisant pas le défenseur a jouer un
nouveau coup de défense lorsque I'attaquant choisit de continuer a jouer aprés une infraction.

difensore non & mai permesso di eseguire un marcamento difensivo.

Sommario: Quando & stato commesso una infrazione e |'attaccante chiede il vantaggio, al

Spiegazione: Questa modifica & finalizzata a semplificare il gioco e ad uniformarlo a livello
internazionale. La modifica stabilisce uno standard comune, non permettendo al difensore di
eseguire un marcamento difensivo quando & richiesto il "vantaggio” dopo una infrazione.
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|

W
fm== Sumario: Después de una infraccién y si el atacante solicita aplicar la ley de la ventaja, el
defensor no puede nunca realizar un nuevo golpe defensivo.

Explicacion: Este cambio permite simplificar el juego y homogeneizarlo a nivel internacional. El
cambio confirma un estdndar habitual, ho permitiendo al defensor de dar un nuevo golpe defensivo
cuando se pide "ventaja" después de una infraccion.

E —
[y —

TTepiAnyn: AgoU £xel yivel pia mapdpaoch Kai o emTIOéevog {NTA TAEOVEKTNUA, O AUUVOHEVOS
Ocv eMITPEMETAI 0 KAWiA TTEPITTTWON vd KAVE! AHUVTIKA Kivnon.

Ene€iynon: AUTA h aAAayh éxel oav aTéX0 vd ATTAOTIOINCOEI TO TIAIXVidl KAl vd TO OHOYEVOTIOINOEI O€
d1eOvéc emimedo. H aAayn BéTer pia koiv aTaBepd, amayopelovTag oTov AUUVOHEVO va KAVEl AUUVTIKA
otav {nreital TAcovEKTNHA HETA amd TTapdpaon.

Advantages
Realism M
Speed of play O
Avoidance of repeftitiveness O
Fair-play O
Simplicity &
Frequency of occurrence
High M Medium O Low O
Effect on game-play
Major O Medium M Minor [

6.2.4.1. In case the attacker requests to play on after the defender has committed an offence,
the defender is never entitled to a new block-flick.

7. Positioning of the goalkeeper before a shot (Overall effect rating: 4)

ol L

'.'.:ill.‘.‘l

the referee stops the game and instructs the defender to position his goalkeeper within the
borders of the goal-area. Any untaken block-flick is disallowed following the correction of the

Summary: When a goalkeeper is positioned on (or past) the goal-area line before a shot,

position of the goalkeeper.

Explanation: A goalkeeper going past the goal-area line is a common sight during competitive table
football games. The specific addition to the current rule aims to discourage players from illegally
manipulating their goalkeepers. Players will now be more cautious with their goalkeepers'
positioning and referees will have the chance to correct the position of a goalkeeper before a shot
is taken, by interrupting the game at the expense of the defender.

I i Résumé: Lorsque le gardien de but est positionné sur ou au-dela de la ligne de la surface de
but avant un tir, l'arbitre arrétera le jeu et demandera au défenseur de placer son gardien de but
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dans les limites de la surface de but. Tout coup de défense non exécuté n'est plus autorisé apres la
correction de la position du gardien de but.

Explication: Un gardien de but positionné au-deld de la ligne de la surface de but est une
occurrence fréquente durant les compétitions de football de table. Cet ajout spécifique a la régle
actuelle vise a décourager les joueurs a manipuler illégalement leur gardien de but. Les joueurs
feront maintenant plus attention a la position de leur gardien de but et les arbitres pourront faire
corriger la position du gardien de but avant le tir en interrompant le jeu du détriment du
défenseur.

di un tiro, l'arbitro interrompe il gioco ed impone al difensore di posizionare il portiere
completamente all'interno dell'area di porta. Qualsiasi marcamento difensivo non ancora eseguito &

Sommario: Quando un portiere & posizionato sulla (o oltre) la linea dell'area di porta prima

impedito dopo la correzione della posizione del portiere.

3

Spiegazione: Vedere un portiere che oltrepassa la linea dell'area di porta & una cosa comune
durante incontri di calcio da tavolo. L'aggiunta specifica alla regola attuale mira a scoraggiare i
giocatori dal manipolare illegalmente i portieri. I giocatori saranno ora pil attenti nel posizionare i
loro portieri e gli arbitri avranno |'opportunita di correggerne la posizione prima dell'esecuzione di
un tiro, interrompendo il gioco a spese del difensore.

[

— Sumario: Cuando un portero se posiciona sobre (o pasando) la linea del drea pequefia antes
de un disparo, el drbitro para el juego y le pide al defensor que posicione a su portero dentro de los
limites del drea pequefia. No se permitird en este caso ninguin golpe defensivo pendiente después de
corregir la posicion del portero.

Explicacion: El portero que se coloca tocando o sobrepasando la linea del drea es un caso
frecuente durante la competicion de futbol de mesa. Esta incorporacion especifica a la regla
actual impide que el defensor tome ventaja por colocar indebidamente a su portero. Los jugadores
serdn mds cuidadosos con la posicién del portero y los drbitros tendrdn la posibilidad de corregir la
posicién del portero antes de un tiro, interrumpiendo el juego pero sin beneficiar al defensor.

ERn

TTepiAnyn: Otav o TeppatoUAakac cival TomoBeThpévoc mavw (A mépa) amd Th ypauph The
HIKPNG TTEPIOXN TOU TpIv yivel éva oouT, o OIAITNTAC oTauatd Tto maixvidt kair diver odnyia oTov
aPUVOHEVO va TOTTOOETAGE! TOV TEPUATOPUAAKA Tou péoa amd Ta 6pia ThG HIKPAG Tteploxhc. OToiadnToTe
AUUVTIKA Kivnon Tou 8ev €Xel EKTEAEDTEI XaveTal UeTd Tnv d16pBwoaon The Béang Tou TeppaToUAAKa.

Ewefnynon: TepuatopUAakag va Pyaiver é€w amd Th ypapph ThG HIKPAG TTEpIoXAG gival éva ouvnBiauévo
Otapa otn didpKeld aywvioTIKWy Taixvidiwy emitpaméliou modoogaipou. H ouykekpipévn TpooBnkn
oToV UTdpXovTa Kavova okoTrelel va amoBappUvel Tou¢ TaiKTeG améd To va Xeipiovral mapdvopa Tov
TeppatopUAakd Touc. O1 TmaikTeg Ba eivar TWwpa IO TPOOEKTIKOI HE Thv TomoBEThon Twv
TEPUATOPUAAKWY Toug Kal ol d1aithTéc Ba éxouv Thv eukaipia va diopBwvouv Th Oéon Tou
TEPHATOQUAAKA TIPIV EKTEAEDTEI £va oouT, S1AKOTITOVTAG TO TTAIXVidI €1¢ PAPOC TOU AHUVOHEVOU.
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Advantages
Realism O
Speed of play O
Avoidance of repetitiveness O
Fair-play M
Simplicity O
Frequency of occurrence
High M Medium O Low [
Effect on game-play
Major OO Medium M Minor [

8.2.1. Before, during and after a shot at goal the goalkeeper may be held in any desired position in
attempt to play or save the ball within the goal-area. However, no part of the goalkeeper may go
past the line of the goal-area or touch the goal-area line.

When the offence occurs:

Referee's expression: “Illegal manipulation - Free-flick / Penalty-flick"

Punishment:
a. Interruption of the game, if the referee notices that a part of the goalkeeper goes past the
line of the goal-area or touches the goal-area line before a shot is taken and while the ball is
stationary. This interruption must be accompanied by the disallowance of any untaken block-
flick. After the defender has corrected the position of his goalkeeper, the referee gives the
signal to play on.
b. Free-flick from the penalty-spot the first time the goalkeeper saves a shot while illegally
positioned. See rule 11.
c. Penalty-flick for each of the goalkeeper's following offences or if the law has been broken
intentionally. See rule 12.

4.3.4. The referee shall also interrupt the game as provided by the rules in the following
situations:
a.,b.,c.,d, e, ..

f. Rule 8.2.1: Correction of the goalkeeper’s position.

8. Illegally stopped shots (Overall effect rating: 3)

S

= Summary: If aregular shot heading into the goal is saved by illegal means, a penalty-flick is
awarded to the attacker.

Explanation: This rule addition corrects all those cases where a goal is prevented by the use of
obviously illegal means. The examples given are some of the situations that sometimes happen,
which result in the prevention of the scoring of an otherwise inevitable goal. While the new rule
applies mostly to cases where the defender deliberately stops the ball from getting into the goal,
it also covers situations where this happens by mistake while the scoring of a goal was equally
unavoidable.
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irréguliere, un pénalty sera accordé a l'attaquant.

Résumé: Si un tir régulier qui aurait di entrer dans le but est arrété de maniere

Explication: Cette regle additionnelle corrige tous les cas ol un but est empéché par des moyens
illicites. Les exemples donnés sont des situations occasionnelles qui résultent en I'empéchement
d'un but autrement inévitable. La nouvelle régle s'applique principalement aux cas ot le défenseur
empéche délibérément le ballon d'entrer dans le but, mais elle s'applique également aux cas od ceci
a lieu par accident alors que le but était tout autant inévitable.

calcio di rigore & assegnato all'attaccante.

Sommario: Se un tiro irregolare indirizzato in porta viene ostacolato con mezzi illegali, un

Spiegazione: Questa aggiunta corregge tutti quei casi in cui viene impedita una rete con |'uso di
mezzi ovviamente illegali. Gli esempi forniti sono alcune delle situazioni che talvolta accadono
impedendo la segnatura di una rete altrimenti inevitabile. La nuova regola si applica principalmente
ai casi in cui il difensore impedisce intenzionalmente alla palla di entrare in porta, ma copre anche
le situazioni in cui cid accade per errore impedendo ugualmente la segnatura di una rete inevitabile.

[ ]
bt

f===_Sumario: Si un tiro normal que se dirige a la porteria es parado de forma ilegal, se pitard

penalti a favor del atacante.

Explicacion: Esta incorporacién a la regla actual corrige todos aquellos casos donde se evita
encajar un gol de forma ilegal. Los ejemplos son algunas de las situaciones que suceden en el juego,
resultando que se evita encajar un gol, que seria de otra manera inevitable. La nueva regla se
aplicard mayormente en los casos en que el defensor evite deliberadamente que la pelota entre en
su porteria, y es de aplicacién a otras situaciones en los que esto sucede por error cuando el
encajar el gol era igualmente inevitable.

E —
[y —

TTepiAnyn: Av €va Kavovikoé gouT TTou KATEUBUVETAlI TTPOG TO TEPHA ATTOKPOUCTEI HE TTApAVOUO

TpOTO, SiveTal TTEVAATU OToV £MITIOépEVO.

Ewefiynon: AUuTA n TpooBAkn kavdva diopOuivel OAEC €KEIVEC TIC TEPIMTTWOEIC OTIOU £€vd YKOA
amooofeital pe Tn Xphon edpavéorara mapdvopwy péowv. Ta mapadeiyparta mwou divovTal gival HEPIKEG
amé TIC KATAOTACEIG TOU oupPdivouv HEPIKEC YOPEG, KAl €XOUV 0av ATOTEAEOUA TNV ATIOQUYA ThG
eMiTEUENC €vOC KATA Ta dAAA avamdeeukTou YKoA. Ev o véog kavovag eoapuoletal Kupiwg o€
TEPITITWOEIG OTTIOU O AMUVOHEVOG OTAHATA OKOTIIPWE Th UTTAAa amd To va €10éA0¢g1 aTo Téppa, KaAUTTE!
EMiONG KATAOTAOEIC dTToU auTd ouppaivel KaTtd AdBog kal evy h emiTeun Tou Téppatogc ATav To idio

avamoeukTN.

Advantages
Realism O
Speed of play O
Avoidance of repetitiveness O

Sports Rules Update Project - Proposed Modifications Document - Version 1.2 Page 20 of 26

© 2014 FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL. All Rights Reserved



FISIF

F.L.S.T.F. - FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL - www.fistf.com

Sports Department - sports@fistf.com

Fair-play M

Simplicity 4
Frequency of occurrence

High O Medium O Low M
Effect on game-play
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7.1.4. Provided that all conditions for correct scoring are satisfied (see rules 7.11 and 7.3), if the
ball destined to end up in the defender'’s goal is stopped illegally by the unfastened goal-net or the
defender'’s goalkeeper while the spare-goalkeeper is in the playing area (either on purpose or by
mistake), a penalty-flick shall be awarded to the attacker. See rule 12.

Remark: Before awarding a penalty-flick, the referee must be 100% certain that the ball was
definitely going into the goal.

12.1. Definition

12.1.1.2. Tllegal manipulation of the goalkeeper. See rules 7.1.4,8.1.2 and 8.2.1.

12.1.1.6. Ball illegally stopped by the unfastened goal-net. See rule 7.1.4.

9. Offside Declaration (Overall effect rating: 3)

| I
zals

touched by the moving ball, even if the ball does not pass the last defending playing figure or does

Summary: An attacking playing figure in offside position is declared offside if it is

not enter completely the shooting-area.

Explanation: It sometimes happens that an attacking playing figure in offside position is touched
by the moving ball before the ball passes the last defending playing figure's base. In most such
cases the ball stops there and the condition of the offside declaration is never satisfied, while
the ball would normally have passed the last defending playing figure's base if it was not for the
attacking playing figure that stopped the ball. The specific modification remedies this injustice,
introducing the declaration of an offside when the moving ball touches an attacking playing figure
in offside position.

I i Résumé: Une figurine de jeu attaquante en position hors-jeu est déclarée hors-jeu si elle
est touchée par le ballon en mouvement, méme si le ballon ne dépasse pas la derniére figurine de
jeu défendante ou n'entre pas entierement dans la zone de tir.

Explication: Il arrive parfois qu'une figurine de jeu attaquante en position hors-jeu soit touchée
par le ballon en mouvement avant que le ballon ne dépasse la base de la derniere figurine de jeu
défendante. Dans la majorité des cas, le ballon s'arréte la et les conditions pour déclarer la
figurine hors-jeu ne sont pas satisfaites, alors que le ballon aurait hormalement dépassé la base de
la derniére figurine de jeu défendante si la figurine de jeu attaquante n'avait pas arrété le ballon.

Sports Rules Update Project - Proposed Modifications Document - Version 1.2 Page 21 of 26

© 2014 FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL. All Rights Reserved




FISIF

F.L.S.T.F. - FEDERATION INTERNATIONAL SPORTS TABLE FOOTBALL - www.fistf.com

Sports Department - sports@fistf.com

Cette modification corrige cette injustice, introduisant le fait qu'un hors-jeu sera déclaré
lorsqu'un ballon en mouvement fouche une figurine de jeu attaquante en position hors-jeu.

fuorigioco se & toccata dalla palla in movimento, anche se quest'ultima non supera I'ultima

Sommario: Una miniatura dell'attaccante in posizione di fuorigioco & dichiarata in

miniatura del difensore o non entra completamente nell'area di tiro.

Spiegazione: A volte capita che una miniatura dell'attaccante in posizione di fuorigioco sia toccata
dalla palla prima che quest'ultima superi la base dell'ultima miniatura del difensore. Nella maggior
parte dei casi, la palla si ferma [i e la condizione per la dichiarazione del fuorigioco non & mai
soddisfatta, quando in realta la palla avrebbe normalmente superato la base dell'ultima miniatura
del difensore, se non fosse stata fermata dalla miniatura dell'attaccante. La modifica specifica
rimedia a questa ingiustizia, intfroducendo la dichiarazione di un fuorigioco quando la palla in
movimento tocca una miniatura dell'attaccante in posizione di fuorigioco.

| ]
3

fm== Sumario: Una figura atacante en posicién de fuera de juego es declarada offside si es
tocada por la pelota en movimiento, incluso si la pelota ho pasa el dltimo defensor o no entra
completamente en la zona de tiro.

Explicacién: Sucede a veces que la pelota en movimiento toca una figura atacante en fuera de
juego antes de que pase completamente la base del lltimo defensor. En muchas ocasiones la pelota
se para alli y no se cumplen los requisitos del fuera de juego, cuando la pelota hubiera normalmente
pasado la base de esta Ultima figura defensiva de no haber sido por la figura atacante que paré la
pelota. La presente modificacién corrige esta injusticia, declardndose como offside, cuando la
pelota en movimiento toca la figura atacante que estd en fuera de juego.

K —
[ —

TTepiAnyn: Eva maikTdki Tou emITIOéUEVOU 0 Béon opadivT, JiVETAI 0YOAIVT AV AKOUUTIAOEI O€
auTéd n Kivoupevn PTtdAa akopn kai av n maia dev epdoel To TEAEUTAIO TTAIKTAKI TOU APUVOUEVOU 1 dev
Ul 0AOKANPN 0TV TTEPIOXN TOU COUT.

Ewe€nynon: Mepikéc popéc oupPaivel n KivoUpevn UTtdAa va ayyiel éva TaikTdkI Tou emITIBéPEvoU TToU
gival gg ©€on o@adivt TipIv N PUTtdAa Trepdoel To TeAEUTAIO TTAIKTAKI TOU AWUVOUEVOU. ZTIC TTEPIOTOTEPEG
amod auTéC TIC TEPITTWOEIC h UTTAAA OTANATA €KEi Kal h oUVOAKN yia va 300¢i opodivT dev IkavoTolEiTal,
TapdTI n UTdAa Kavovikd Ba mepvouae Th PAon amd To TEAEUTAIO TTAIKTAKI TOU dpuvélevou av dev ATav
TO TMAIKTAKI TOU £MITIOEPEVOU va GTAUATACE! TN UTTAAA. H ouyKekpipévn HeTAPOAR amokaBioTd auTthAv Thv
adikia, kaBigpwvovtac Tnv amdédoon Tou o@adivT 6Tav h KivoUHevn UTTAAA akoUUTtd éva TaiKTAKI Tou
£MTIOEUEVOU OE Béan opodivT.

Advantages
Realism M
Speed of play O
Avoidance of repetitiveness O
Fair-play M
Simplicity O
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Frequency of occurrence

High O Medium O Low M
Effect on game-play

Major O Medium M Minor [

13.1.2.1. An attacking playing figure in offside position shall be declared offside when
a. the slightest part of the ball has passed the last (or second-last if the spare-goalkeeper is
in use) defending playing figure's base and the ball is positioned completely in the defender's
shooting-area; or
b. the attacking playing figure in offside position has been touched by the ball.

10. Dimensions of the goalkeeper figure and rod (Overall effect rating: 2)

NG

s Summary: Goalkeeper's shape and maximum dimensions are strictly defined. The length of
the rod itself can be up to 20 cm, while the fotal length of the rod including the handle remains
unchanged (25 cm). Also, bending of the rod is authorised only under certain conditions. Use of
screw-nuts as means of fixing is allowed under conditions.

Explanation: These modifications help establishing fair-play, by preventing players from
tampering with their goalkeepers to make them bigger in any sense. They also ensure that the
rules correspond to the shapes of the existing goalkeepers, without actually changing the
regulated dimensions of the goalkeeper. Bending of the rod is allowed only at the junction point
between the rod and the handle.

stricte. La longueur de la barre elle-méme peut tre de maximum 20 cm, alors que la longueur
totale de la barre et de la poignée reste inchangée (25 cm). De plus, la courbure de la barre est

Résumé: La forme et les dimensions maximales du gardien de but sont définies de maniére

autorisée sous certaines conditions. L'utilisation de vis comme moyen de fixation est autorisée.

Explication: Ces modifications aideront a assurer le fair-play en empéchant les joueurs de
modifier leur gardien de but pour les rendre plus grands d'une maniére ou d'une autre. Elles
assurent également que la régle correspond a la forme des gardiens de but existants sans modifier
les dimensions autorisées du gardien de but. La courbure de la barre est uniquement permise da la
jonction de la barre et de la poignée.

lunghezza dell'asticciola pué raggiungere i 20 cm, mentre la lunghezza totale dell'asticciola inclusa

Sommario: La forma e le dimensioni massime del portiere sono rigorosamente definite. La

I'impugnatura rimane invariata (25 cm). Inoltre, piegare |'asticciola & consentito solo a
determinate condizioni, cosi come |'utilizzo di un dado metallico come strumento di fissaggio.

Spiegazione: Queste modifiche aiutano il fair-play, impedendo ai giocatori di manomettere i loro
portieri per renderli piti grandi in oghi senso. Esse garantiscono inoltre che le regole corrispondano
alla forma dei portieri esistenti, senza cambiare di fatto le dimensioni regolamentate del portiere.
Piegare |'asticciola & permesso soltanto nel punto di giunzione tra I'asticciola stessa e
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I'impugnatura.

[
W

fem= Sumario: La forma del portero y sus dimensiones mdximas estdn estrictamente reguladas.
La longitud de la barra puede ser de hasta 20 c¢m., y la longitud total de la barra incluyendo el
mango queda inalterada (25 cm.). Respecto a doblar la barra, se autoriza solo bajo ciertas

condiciones regladas. El uso de tuercas para fijar se permite con condiciones.

Explicacion: Estas modificaciones ayudardn a establecer unas normas de juego limpio, evitando que
los jugadores modifiquen sus porteros de forma que sean mds grandes. De esta manera se asegura
que la regla se corresponde con las formas de los porteros actuales, sin cambiar las dimensiones
reguladas del portero. La barra se podrd doblar solo en el punto de unién entre la barra y el mango.

R

=== TTepiAnyn: To oxhua Tou TepuaToQUAAKa Kail ol UEyIoTeC B1aoTAoeIC Tou kKaBopilovTal auaThpd.
To uhAkog Thg Pépyac pmopei va cival éwg kai 20 eK., evw To OUVOAIKO HAKOC ThG pdpdou
oupmtepiAapPavopévng ThG AaPng mapapével apetapAnto (25 ek.). Emiong, To AUyiopa tng Pépyag
emTPETETAI POVO UTTH ouykeKpipévee mpoUmoBéoeic. H xphon malipadiwv we péoo oTaBepotoinong
EMTPEMETAI UTTO OUVORKEG.

Ene€iynon: Autéc o1 petaPoAéc PonBolv oTo va epmedwOei To eu aywvileoBai, epmodilovrdg Toug
TAIKTEG A6 TO va «TeIpd{ouv» ToUG TEPHATOPYUAAKEC TOUG Yid vd TOUG KAVOUV HEYAAUTEPOUG e KABe
Tpomo. Emiong, SiaopaAifouv OTI o1 KAVOVEC avVTATIOKpivovTal 0Td OXAUATA TWV UTTAPXOVTWY
TEPHATOQPUAGKWY, XWPIC OTNV TPAyHaTIKOTNTA va HeTaPpdAAouv Ti¢ TipoPAcmopeveg 81d0TATEIC TOU
TepHaTo@UAaka. To AUyiopa ThG Pépyac emiTpEmMeTal HOVO OTO Oheio TNG évwong The Pépyac He Th
Aapn.

Advantages
Realism O
Speed of play O
Avoidance of repetitiveness O
Fair-play M
Simplicity O
Frequency of occurrence
High O Medium & Low [
Effect on game-play
Major OO Medium O Minor M

The goalkeeper shall consist of a figure or of a figure with a base. The outline of the goalkeeper'’s
shape must have the form of a trapezoid, with a small and a large upper and lower side. The
goalkeeper shall be firmly fixed to a rod, have a three dimensional defending contents of maximum
2700 mm3 excluding the rod, and restricted by the following regulations by fulfilling the following
standards:

5.1.1. Maximum height of the goalkeeper: 39 mm

5.1.2. Maximum thickness of the goalkeeper figure: 6 mm

5.1.3. Maximum width of the small side of the goalkeeper: 13 mm

5.1.4. Maximum width of the large side of the goalkeeper: 21 mm
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5.1.5. The goalkeeper shall symbolize a human body

Remark: FISTF reserves the right to choose not to grant homologation to a goalkeeper, if the
shape of the figure is deliberately and heavily departed from the natural human form, in order to
utilise as much as possible of the given maximum dimensions.

5.2.1. The goalkeeper's rod shall be a straight rod up o 20 cm in length and 4.5 mm of maximum
width, excluding the handle.

Remark: Players are allowed to use a metallic screw nut or any other fixing mechanism to attach a
goalkeeper to the goalkeeper's rod, provided that the aggregate thickness of the screw nut (or
other attaching mechanism) added to the thickness of the goalkeeper figure's legs (excluding the
protruding parts of the feet) is not larger than the allowed 6 mm.

5.2.3. However, the aggregate length of the rod and the handle may not exceed 25 cm.
5.2.4. The bending of the goalkeeper's rod is strictly forbidden. Only a slight angle (<10°) at the
Junction point between the rod and the handle is allowed.

11. Taking of a goal-flick (Overall effect rating: 2)

St

. Summary: When taking a goal-flick, the attacker may place the ball on the goal-area line as
well as within the goal-area.

Explanation: No crucial improvement is achieved by this slight modification apart from the fact
that it makes the rule easier to use and hard to violate, thus avoiding needless free-flicks.

de la surface de but tout comme a l'intérieur de celle-ci.

Résumé: Lorsqu'il joue un coup de pied de but, I'attaquant peut placer le ballon sur la ligne

Explication: Aucune amélioration cruciale n'est attendue par cette petite modification, a part le
fait qu'elle rend la regle plus facile a utiliser et dure a violer, permettant d'éviter des coups francs
inutiles.

linea dell'area di porta nonché all'interno dell'area di porta.

Sommario: Quando si batte una rimessa dal fondo, I'attaccante pué posizionare la palla sulla

Spiegazione: Non si ottiene nessun miglioramento fondamentale con questa piccola modifica a
parte il fatto che rende la regola piti facile da usare e difficile da violare, evitando cosi inutili calci
di punizione.

[

%

== Sumario: Cuando se saca de puerta, el atacante puede situar la pelota sobre la linea de
S Cuando se saca d ta, el atacant de situar la pelota sobre la | del

drea pequeiia ademds de dentro del drea.
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Explicacion: No hay cambio significativo alguno por esta ligera modificacion aparte del hecho que
hace la regla mds sencilla de usar y mds dificil de infringir, evitando de esta manera faltas sin
demasiado sentido.

K —
[ —

TTepiAnyn: Otav ekTeAciTal éva douT, o emTIOEUEVOG UTTopei va ToToOeTei Thv PTtdAa TTdvw oTn
YPAUHA TNG HIKPAC TTEPIOXNE OTIWG Kal Hé€Oa oTNn HIKPR TTEPIOXA.

Eneiynon: Acsv emituyxdvetal kdmoia Kpioipn PeAtiwon amd authv Tn HIKpA aAAayh, eKTOC amd To
YEYOVOC 0TI 0 Kavovdag YiveTal mo eUKoAOC aTn Xphon Kai Tio dUOKOAOG va Tov apadPeic, amopelyovrag
£T01 axpeiaoTa 9douA.

Advantages
Realism O
Speed of play O
Avoidance of repeftitiveness O
Fair-play O
Simplicity ¥
Frequency of occurrence
High O Medium M Low O
Effect on game-play
Major OO Medium O Minor M

15.2.1.4. The attacker then places the playing figure taking the goal-flick as desired by the ball.
The goal-flick shall be taken by placing the ball anywhere within the goal-area or centrally on the
goal-area line. The ball may be partly outside the goal-area, but no more than half of the ball may
be seen outside of it when observed directly from above. Any attacking playing figure, the spare-
goalkeeper, or the goalkeeper may be used to take the goal-flick.
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