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Part |. LEXICON AND DEFINITIONS

1. Base

The bottom part of a playing figure. The base of a playing figure allows it to slide or move forward on the
playing surface.

2. Body

In these rules, any reference to the body of a player shall mean the physical body of that player
including his clothing.

3. Field playing figure

All playing figures of a player excluding the spare-goalkeeper.

4. Figure

The figure is the upper part of a playing figure that is firmly fixed to the playing figure's base and shall
represent a human body.

5. Goalkeeper

The goalkeeper consists of a specific figure, and usually a base, firmly fixed to the end of a rod
equipped with a handle, and used for goalkeeping by the player.

6. Match

In a match of sports table football, two players or teams face each other by following the FISTF rules
and regulations. At the end of an individual match between two players, the player who has scored more
goals than his opponent wins the match. At the end of a match between two teams, the achieved points
and if necessary the accumulated goal difference determine the final result.

7. Passing aline

The ball or the playing figure has completely passed a line when the referee is able to see green
between the ball or the playing figure and the line when viewed from directly above.

8. Player

The physical person who plays an individual match of sports table football.

9. Playing area

The area of the playing surface inside the goal- and touchlines.

10. Playing board

The playing board consists of hardboard or similar material with a playing surface and two goals
properly fixed, and is surrounded by a fence or other barrier.

11. Playing figure

Playing figures are used for flicking by the player and consist of a figure and a base. There are two
types of playing figures: field playing figures and spare-goalkeepers.

12. Playing surface

A rectangle of smooth pitch cloth with the defined printed lines to play sports table football.

13. Referee

The physical person appointed to enforce the rules of the game and arbitrate the disagreements
between the players during an individual match.
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14. Spare-Goalkeeper

A playing figure additional to the field playing figures, and that may on occasion replace the goalkeeper.

15. Team

A team consists of four players playing four individual matches against the same number of players of
another team on the same number of playing boards.

16. Type

A defined and distinct model of ball, playing figure or goalkeeper. New types of balls, playing figures and
goalkeepers must be homologated to be authorized for use in a match.

17. Rules of Construction

In case of any conflict between the FISTF Statutes and any section of these rules, the provisions of the
FISTF Statutes shall prevail.

If any provision of these rules or its applicability to any person or circumstance is held invalid, the
invalidity shall not affect other provisions or application of these rules which can be given effect without
the invalid provision or application, and to this end the provisions of these rules shall be severable.

The rights and obligations herein contained shall inure to the benefit of, and be binding upon, FISTF,
member national associations, registered players and registered clubs and their respective executors,
administrators, successors and assigns.

Any forbearance of FISTF, member national associations, registered players or registered clubs to
exercise any right or remedy to which he is entitled to herein shall not be construed as a waiver of, or
preclude the exercise of, any right or remedy.

As used herein, words in the masculine gender shall mean and include corresponding neuter words or
words in the feminine gender and vice-versa, words in the singular shall mean and include the plural
andvice-v er s a, and t he wodisdetighmithgudanygobligatic tosakel ary action.

Any case not provided for herein shall be in first instance resolved by the match referee or the
competition head referee. It shall later be referred to the FISTF Board of Directors, which shall issue a
final, binding and conclusive ruling on the case.

Page 7 of 66 AT August 2014



Federation of International Sports Table Football (FISTF) - Sports Rules of Table Football v.5.0

Part Il. SPORTS RULES OF THE GAME
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Q Rule 1: Manipulation of the playing figures

1.1. Flicking

1.1.1. A playing figure shall be propelled by placing the index or middle finger of either hand next to the
playing figure and flicking with the nail of the finger against any part of the playing figure's base.
Touching the upper part (the figure) of the playing figure when propelling is not allowed.

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
during the flick.

When the offence occurs:
Ref ereebds Bkpcesseceeffllicki hgBack?o

Punishment: a. The offending player is the attacker
(1) Free-flick from where the attacker has flicked incorrectly. See rule 11.
(2) Free-flick from the penalty-s pot i f the offence has been -c
area. See rule 11.1.3.
(3) Back if the flick was a positional one or a tick-flick. If back is claimed, the referee shall
reposition the incorrectly flicked playing figure to its previous position. Then, the referee shall give
the signal for the game to continue by stati:]

Punishment: b. The offending player is the defender
Back. If back is claimed, the referee shall reposition the incorrectly flicked playing figure to its
previous position. Then, the referee shall give the signal for the game to continue by stating:
iplay! o

Examples of correct flicks
[/

=

4

& o
layer flicks the figure er uses thump as a leverag

Remark: Simply touching the rear (not the side) of the index finger with the thumb while flicking is not
considered to gain support, so it is not forbidden.

1.1.3. Aflick shall be considered taken if a player has touched any part of any playing figure.
Remark: Handicapped people with no adequate index or middle finger may use any other finger to flick.
1.2. lllegal flicking

1.2.1. Neither player may flick a playing figure if they are not allowed to take a flick or if the playing
figure is lying down or is entangled.
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When the offence occurs:
Ref er eeods dlrgalfliekmg-iFreenflick/fi Bac k 0

Punishment: a. The offending player is the attacker
(1) Free-flick from where the attacker has flicked illegally. See rule 11.
(2) Free-flick from the penalty-s pot i f the offence has been -c
area. See rule 11.1.3.
(3) Back if the flick was a positional one. If back is claimed, the referee shall reposition the illegally
flicked playing figure to its previous position. Then, the referee shall give the signal for the game to
continue by stating: fplay!o

Punishment: b. The offending player is the defender
Back. If back is claimed, the referee shall reposition the illegally flicked playing figure to its
previous position. Then, the referee shall give the signal for the game to continue by stating:
iplay! o

1.3. Position of the player

1.3.1. While flicking with one hand the players
surface outside the playing area with the other hand in order to keep balance. However, neither player
may:

a. Put his other hand on or above the playing area while flicking, even if the flicking hand is outside
the playing area. Whenever a player changes the hand he uses to play, there must be at least an
instant when clearly none of his two hands is on or above the playing area; or

b. Lean on or push the playing board so as to destabilize it.

When the offence occurs:
Refereeds BRpysbsabnfFoeef | pokoti on

Punishment:
a. Free-flick from where the ball is positioned at the moment of the offence. See rule 11.
b. Free-flick from the penalty-s pot i f t he ball has been posit

area at the moment of the offence. See rule 11.1.3

Examples of correct player position

0s

1.3.2. The players may use the goalkeeper and flick at the same time.
1.4. Polishing of playing figures

1.4.1. The playing figures' bases may be polished with any desired means. The playing figures may be
polished before the game or during the half-time break.

1.4.2. Provided that the game is not interrupted or delayed, the playing figures may be polished also
during the game in situations where a player may pick up playing figures for goal-flick, flick-off, flick-in,
free-flick, corner-flick, penalty-flick or if a playing figure has fallen off the playing board. To polish playing
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figures during the game on the defined occasions, it is recommended to attach the polish cloth to the
player's belt.

1.4.3. Between the end of full-time and the beginning of the sudden death extra-time, the referee shall
allow the players to polish their playing figures briefly. No extensive polish procedure is allowed.

When the offence occurs:
Ref ereeds BXpmesw&roafilnigc k 0
Punishment: See rule 10.8.

1.5. Number of playing figures

1.5.1. Each player shall use a maximum of 10 field playing figures, one goalkeeper and one spare-
goalkeeper.

When the offence occurs:

Refereeds Bkplregalopl ayi-Frepfflii gbkoe number

Punishment:
a. Free-flick from the penalty-s p ot of t he of f e nalea.iSeeruellbyer 6s |
b. If a player uses more than 10 field playing figures the referee shall immediately interrupt the
game in order to reduce the number of the offending player's field playing figures for the rest of the
match by twice the number of field playing figures exceeding the limit. Thereby, the referee shall
remove the field playing figures that are closest to the ball. Then, the referee shall give the signal
for the game to continue by stating: Apl ay! o
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Q Rule 2: Placing, raising and substituting of playing figures

2.1. Placing playing figures that passed a line of the playing area
2.1.1. Placing playing figures that left the playing area, but not the playing surface

2.1.1.1. A playing figure that has passed the touch- or goal-line without leaving the playing surface stays
where it stopped and remains in play. The playing figure may be played at any time.

Remark: If a playing figure stops so close to the barrier that it is impossible for its owner to put his finger
between the barrier and the playing figure, the player may ask the referee to move the specific playing
figure slightly to allow him to take his flick.

2.1.1.2. If the playing figure remains at 21 mm or less from the line, which is less than the diameter of
the ball, it is possible to force a flick-in, corner-flick or goal-flick on this playing figure. If the playing figure
is at 22 mm or more from the line, it is not possible to force any flick-in, corner-flick or goal-flick on this
playing figure.

2.1.1.3. In order to be absolutely sure if it is possible to force or not, the attacker, provided that the ball is
stationary, may ask the referee if a defending playing figure may be forced upon.

Procedure to be followed:

Refereedos B¥presgiong: forcing possibility!o

Ref ereeds action:
a. The referee interrupts the game and allows an untaken block-flick to be taken.
b. He measures the distance between the playing figure and the line with a reserve ball or the
specially designed FISTF measuring tool, then informs the players if it is possible to force or not

on the regarded playing figure.
c. The referee shall give the signal for the

2.1.1.4. If the attacker did not ask whether it was possible to force on a playing figure before trying to do
so, and if the referee has the slightest doubt on the fact that it was possible to force, he shall decide
against the attacker.

2.1.2. Placing playing figures that left the playing surface, but not the playing board,
without touching the barriers

2.1.2.1. A playing figure that has left the playing surface and remains on the playing board without hitting
the barrier shall be placed by the referee on the internal limit of the playing surface, off the nearer touch-
or goal-line level to where it has come to rest, as soon as the ball is stationary.

2.1.2.2. After it has stopped out of the playing surface, a playing figure is not in play and may not be
used again until it has been positioned by the referee as described above.

2.1.2.3. A playing figure is considered as having left the playing surface as soon as any part of its base
touches the playing board.

2.1.2.4. Temporarily leaving the playing surface by a playing figure is accepted if it does not rebound off
the barriers. The playing figure may then be played normally.

2.1.2.5. The following procedure shall be followed immediately after the ball has become stationary:

Procedure to be followed:
Ref ereebdbs BRpbaesBgbaO:
Refereebs action:
a. The referee interrupts the game and places/raises the playing figures.
b. The referee allows one untaken block-flick to be taken.
c. The referee shall give the signal for the

2.1.2.6. If either player violates the above mentioned procedure:

When the offence occurs:
Refereeods Bkpl ega-IFrediftliicckki on g

Punishment:
a. Free-flick from where the offending player has flicked illegally. See rule 11.
b. Free-flick from the penalty-s p o t i f the offence has been ¢

penalty-area. See rule 11.1.3
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2.1.2.7. As the playing figure is placed at more than 21 mm from the line, it is not possible to force any
flick-in, corner-flick or goal-flick on this playing figure.

2.1.3. Placing playing figures that rebound off the barriers, but do not leave the playing
board.

2.1.3.1. A playing figure that has rebounded off the barriers shall be placed by the referee on the internal
limit of the playing surface, off the nearer touch- or goal-line level to where it has come to rest as soon
as the ball is stationary.

2.1.3.2. After rebounding off the barriers, a playing figure is not in play and may not be used again until it
has been positioned by the referee as described above.

2.1.3.3. After rebounding off the barriers, a playing figure may not interfere with play and touch any
playing figure and/or the ball before it has been placed correctly.

When the offence occurs:
Ref ereeds BRebe-8Back/dref | i c ko

Punishment:

a. Back for touching a stationary playing figure and/or the stationary ball. If back is claimed the
referee shall reposition all affected playing figures and/or the ball to their previous positions and
allow an untaken block-flick to be taken. Then, the referee shall give the signal for the game to
continue by stating: fiplay! o

b. Free-flick from where the illegally rebounded playing figure has touched a moving playing figure
and/or the moving ball. See rule 11.

c. Free-flick from the penalty-spot if the illegally rebounded playing figure has touched a moving
playing figure and/ or the movi najealSeelrdle1i. 3 t he

2.1.3.4. If a rebounded playing figure comes to rest on the playing area and is touched by the ball before
it could have been placed correctly, possession of the ball shall not be interfered as the playing figure is
considered to be a neutral object.

2.1.3.5. The same procedure as rule 2.1.2 has to be used to place the playing figure.

2.1.3.6. As the playing figure is placed at more than 21 mm from the line, it is not possible to force any
flick-in, corner-flick or goal-flick on this playing figure.

2.1.4. Placing playing figures that left the playing board.

2.1.4.1. Provided that the ball is stationary, a playing figure that has left the playing board shall be
placed by the referee on the internal limit of the playing surface, off the touchline on the side where it
has left the playing board, at the height of the middle-line.

2.1.4.2. The same procedure as rule 2.1.2 has to be used to place the playing figure.

2.1.4.3. As the playing figure is placed at more than 21 mm from the touchline, and as the playing figure
is not completely in a zone, it is not possible to force any flick-in on this playing figure.

2.2. Placing of playing figures in the goal-area

2.2.1. Provided that the ball is stationary, a playing figure positioned in the goal-area, goalmouth or
touching the goal-area lines shall be placed by the referee 1 mm off the goal-area forward in the
penalty-area perpendicularly to the goal-line.

2.2.2. Playing figures shall remain positioned in the goal-area when the goalkeeper of that specific goal-
area is replaced by the spare-goalkeeper. However, if a playing figure is positioned completely in the
goal-mouth the referee shall place it 1 mm off the goal-area forward in the penalty-area perpendicularly
to the goal-line.

2.3. Placing of playing figures that should be put at the same place on the playing
surface

2.3.1. If an obstacle (the ball or another playing figure) does not allow placing a playing figure in
accordance with the positioning rules, this playing figure shall be placed 1 mm off this obstacle, in the
direction of its own goal, or in the direction of the corner if the playing figure had to be placed off the
goal-line.
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Examples of correct placing of a playing figure when there is an obstacle

2.4. Raising playing figures

2.4.1. Provided that the ball is stationary, a playing figure lying down shall be put upright by the referee.
To put a lying playing figure upright the junction of the lying playing figure's base with the playing surface
shall be used as a fixed point when standing up the playing figure.

Example of correctly putting upright a lying down playing figure

2.4.2. The same procedure as rule 2.1.2 has to be used to place the playing figure.

2.4.3. Provided that the ball is stationary, entangled playing figures shall be taken apart and placed by
the referee 1 mm next to each other.
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Example of correctly taking apart entangled playing figures

('

Taking apart entangled playing figures

2.5. Substitution of playing figures

2.5.1. Damaged or broken playing figures may not be used and shall be substituted. During playing time
maximum 3 playing figures may be substituted as long as the replacement playing figures are equally
coloured and of the same type.

2.5.2. Playing figures may only be substituted at the occasion of a goal-flick, corner-flick, flick-in, free-
flick, or penalty-flick, or if a goal has been scored.

Procedure to be followed:

Pl ayer 6s édXpbhesssitan:i on! o

Refereeds action:

The referee checks if the replacement playing figure fulfils the defined regulations and places it at
the | ast position of the substituted playing
the game to continue by stating: Aiplay! o

2.5.3. The referee shall add lost time caused by the substitution of playing figures as extra time at the
end of the regarded interval.

2.5.4. A player may also substitute all his playing figures at half-time. The colour and type of the playing
figures may be different from the ones used in the first half, but must still fulfil the requirements of rule
4.1 and the Equipment Regulations.

2.6. Distance

2.6.1. On the occasions of a free-flick, corner-flick, or flick-in the offended player (now the attacker) may
claim "distance" if any defending playing figure is positioned too close to the ball after all the positional
flicks have been taken. In this case, only the defending playing figures shall be put at distance.

2.6.2. On the occasion of a penalty-flick or goal-flick, the referee shall of his own initiative place the
playing figures at the required distance.

2.6.3. The following are the required minimum distances when viewed directly from above:

Phase Minimum distance:
- Flick-in: 40 mm between defending playing figures and the ball
- Free-flick: 40 mm between defending playing figures and the ball
- Corner-flick: 90 mm between defending playing figures and the ball
- Penalty-flick: All playing figures except the penalty taker and the goalkeeper are to be positioned off
the regarded penalty-area and its semi-circle.
- Goal-flick: The playing figures are to be positioned with a minimum distance of 20 mm between any
defending and attacking playing figure. All playing figures except the goalkeeper and the goal-flick
taker are to be positioned outside the penalty-area where the goal-flick is being taken.

2.6.4. The referee shall move the playing figures from the ball by following the axis of the playing figures'
position to the ball. However, the playing figures should not be moved off the playing area more than 1
mm or into the goal-area or to touch the goal-area line. See rules 2.1.1 and 2.1.2.

Remark: Referees may use the specially designed FISTF measuring tool to place the playing figures at
the required distance. FI STF measuring tool s exact di me]
Sports Department.

2.6.5. If, before playing figures are put at distance, an attacking playing figure was in offside position, the
referee shall move the playing figures in such a way that the attacking playing figure shall remain in
offside position.
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Examples of taking distance while an attacking playing figure is in offside position

2.6.6. Conversely, if before playing figures are put at distance, an attacking playing figure was not in
offside position, the referee shall move the playing figures in such a way that the attacking playing figure
shall not be put in offside position.

Examples of taking distance while an attacking playing figure is not in offside position

2.7. Playing figures hitting on a post or the crossbar

2.7.1. Posts and crossbars of both goals are considered to be neutral objects. As a result, when a
playing figure hits either a post or the crossbar of any goal, all rules regarding placing, movement,
possession of the ball etc are applied without taking into consideration the fact that the playing figure
rebounded off any post or the crossbar.

Page 16 of 66 August 2014




Federation of International Sports Table Football (FISTF) - Sports Rules of Table Football v.5.0

& Rule 3: Duration of the game

3.1. Match time

3.1.1. A match shall consist of two periods of fifteen minutes each. The half-time interval shall be 3-5
minutes. The referee shall be the sole match timer, keeping track with his own watch.

3.1.2. The players may use their individual time device. Each player's time device shall not interfere with
or disturb the match by sound or position. The referee shall give no importance to a player's time device,
and has the right to ask the player(s) to remove it if he thinks it could disturb the game.

3.2. Added time

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 wil!/ start when the referee declares t
the time required for repositioning the affected ball and/or playing figures and for taking any positional

flicks will not be considered.

3.2.3. The referee shall add time at the end of a period to allow a penalty-flick to be taken. See rule 12.
3.3. Sudden death / shoot-out
3.3.1. Individual competition

3.3.1.1. If in knock-out competitions the score of a match is drawn at the end of full-time, one period of
ten minutes sudden death shall be played. The sudden death shall start immediately after full-time with
a flick-off. See rule 4. The match shall end when one player has scored.

3.3.1.2. If, after sudden death, the match is still drawn a shoot-out shall take place immediately. See rule
17.

3.3.2. Team competition

3.3.2.1. If a knock-out game between two teams is drawn at the end of