
 

Missouri University of Science and Technology 
Intramural Sports 

 
Soccer 

 
Intramural Rules published by the Recreation and Athletics Department are not meant to be all 
inclusive. Some rules that govern play may not be outlined in this document. The department 
uses NIRSA or NFHS rules for the majority of our major sports. For a ruling on a specific 
situation not outlined here, please request one from the IM Supervisor or Manager.  

 
Eligibility: 

 All participants must present a S&T ID or Government Issued ID to participate 

 All participants must be shown on the IM Leagues online team roster in order to compete  

 All participants must fall into one of the following categories: Student, Faculty, Staff 

 A participant must not have any current sanctions/suspensions outstanding against them 

 A participant may not participate on more than one single gender team, and one co-rec 
team 

 A participant must abide by all rules within the Intramural Participant Handbook and 
facility usage guidelines 

 Participants must wear proper attire in order to compete in all Intramural events. This 
does not include; jewelry, billed hats (unless playing softball), metal spiked cleats, flip 
flops, slides, bare feet, etc. 

 A member of the recreation staff has final ruling on all eligibility and permitted attire 
decisions. 

Players  

• Each team shall consist of seven players on the field; however, a team may begin a 
game with as few as five.  

o All players must check in using a valid S&T or Government issued ID.  
o If during a game a team has fewer than five eligible players due to ejection, the 

game shall be terminated.  
o If during a game a team has fewer than five eligible players due to injury, the 

game may continue at the official’s discretion.  
• Substitutions  

o Substituting may occur during your team’s kick-in, your team’s goal kick/corner 
kick, on any goal kick, after a goal is scored and any time that the opposing team 
is substituting a player.  

o Substitutes shall go to their team entry position and cannot enter the game until 
the player they are replacing is completely off of the field.  

o A player who receives a yellow card must be substituted.  
o During an injury, both teams may substitute only if the injured player is 

substituted. A player that is bleeding must be substituted from the game.  



o Any player may change places with the goalkeeper, provided the official is 
informed before the change is made and the change is made during a stoppage 
in play 

Start of Game  

• Before play begins, a coin is tossed and the team that wins the toss will have the choice 
of kicking off or deciding which goal to defend. The second half play will begin with a 
kickoff by the team that did not kickoff to start the game. The teams will also change 
ends. 

• After the referee has given a signal, the game shall be started. The ball is in play when it 
is kicked in any direction. If the ball is not properly touched, the ball will again be placed 
on the kickoff mark the kickoff will be retaken.  

• The kicker may not touch the ball again until it has been touched by another player. 
o Penalty: indirect free kick  

• A dropped ball is a way of restarting the match after a temporary stoppage. Play may 
also be restarted with an indirect free kick if, in the opinion of the officials, one team had 
clear possession of the ball when the stoppage occurred.  

Timing  

• The duration of the game shall be two equal halves of 18 minutes. Halftime shall not 
exceed 3 minutes.  

• The addition of time will be at the discretion of the official.  
• Time shall be extended to permit the taking of a penalty kick awarded before the 

sounding of the final whistle to end each half. 
• If weather does not permit a match from finishing, A game shall become official at the 

completion of the first half.  
• There will be no overtime during the regular season. Tie scores will remain as such.  
• During playoffs, the following overtime procedures will be used:  

o Two 5 minute halves of extra time will be played.  
o If teams are still tied at the end of the extra time, the best out of five penalty kicks 

will win.  
 Teams will decide which 5 players will participate in the penalty kicks.  
 These 5 players must be on the field at the final whistle. No one from the 

bench will participate in penalty kicks. 
 The visiting team on the score sheet will kick first.  
 If still tied at the end of five attempts, the remaining two players on the 

field at the final whistle must kick. 
 If the score still remains tied, the teams will shoot in the same order until 

the score is no longer tied.  

 Note: If a team has less than 7 players on the field at the final whistle, 
the 5 shooters part of the initial PK round will shoot in the same order. 
This will apply to both teams. 

Scoring  

A goal is scored when the whole ball has passed over the goal line, between the goal posts and 
under the crossbar, provided that no infringement of the rules (handball or other) has been 
committed previously by the team scoring the goal. If the official's whistle sounds before the ball 
passes fully into the goal, the goal shall not be allowed.  



  

A goal CANNOT be scored directly from a kick-in/throw-in. It must touch a member of either 
team before crossing the goal line to be counted as a goal.  

Mercy Rule  

If a team is ahead by three or more goals with 2 minutes remaining or later in the second half, 
the game shall be over. If a team takes a lead of 7 or more goals at halftime or after, the game 
shall be over.  

Off Side  

There is no off side in intramural soccer.  

 Free Kicks  

Free kicks shall be classified under two types: direct (from which a goal can be scored directly 
against the offending side), and indirect (from which a goal cannot be scored unless the ball has 
been played or touched by a player other than the kicker before passing into the goal).  

Direct kicks are awarded for the following offenses:  

• Intentionally handling, carrying, striking, or propelling the ball with a hand or arm. Moving 
the hands or arms to protect one’s self is not intentionally handling.  

• Using foul or abusive language directed toward a player or official. A yellow card or red 
card will be issued.  

• Placing hands or arms on an opponent in an effort to reach the ball, or hold an 
opponent.  

• Pushing, striking or attempting to strike, jumping at, kicking or attempting to kick, tripping 
or attempting to trip, using the knee on an opponent, charging an opponent from behind.  

• Charging an opponent violently or dangerously. A player who leaves the ground with 
both feet or throws his/her weight against an opponent is guilty of charging.  

o A fair charge is one in which a player makes nonviolent shoulder-to-shoulder 
contact with an opponent, with the arms and elbows close to his/her own body, at 
least one foot on the ground, and the ball within playing distance.  

• The official will remove (red card), without caution, any player who charges into the 
goalkeeper in the penalty area, unless the goalkeeper is obstructing an opponent. 
Possession or control of the ball will include when the goalkeeper has the ball trapped by 
either or both hands or when bouncing it to the ground, or when the goalkeeper throws 
the ball into the air.  

• Charging an opponent while both feet are off the ground in an effort to head the ball.  
• Handling by the goalkeeper outside the penalty area.  
• Slide tackling  
• All direct kicks awarded in the penalty are penalty kicks.  

Indirect kicks are awarded for the following offenses:  

• A player playing the ball a second time before it has been played by another player at 
the kickoff, a throw-in, a kick-in, a drop kick, a free kick, a corner kick, or a goal kick, if 
the ball has passed outside the penalty area.  

• A player shall be penalized if he obstructs an opponent when not playing the ball.  



• If the goalie takes more six seconds while holding, bouncing, or throwing the ball in the 
air and catching it again without releasing the ball into play.  

• If the goalie, after having released the ball into play before, during, or after the six 
seconds, touches the ball again with the hands before it has been played by another 
player of the same team outside of the penalty area or by a player of the opposing team 
either inside or outside the penalty area.  

• If the goalkeeper, after intentionally parrying the ball, handles the ball again before it has 
left the penalty box or been touched by a player of the opposing team. Parrying is 
defined as a clear attempt by the goalkeeper to intentionally control and/or deflect a 
catchable ball down or out with the hands.  

• A substitution or re-substitution being made improperly.  
• Persons other than the players entering the field of play without the referee’s permission.  
• Dissenting by word or action from a referee’s decision (possible yellow/red card issued).  
• To resume play after a player has been ordered off the field for persistent misconduct or 

violent conduct.  
• Interfering with the goalie or impeding in any manner while the goalie has possession of 

the ball.  
• Playing the ball in a manner dangerous to an opponent or oneself (high kick, playing on 

the ground).  
• On any occasion when a player deliberately kicks the ball to his/her own goalkeeper, the 

goalkeeper is not permitted to touch it with his/her hands.  

When a direct or indirect free kick is being taken, all opposing players shall be at least 10 yards 
from the ball until it is kicked, unless they are standing on their own goal line.  

For a free kick to be taken in the goal area by the defense - treat it like a goal kick.  

For an indirect kick to be taken in the goal area by the offense - take the kick from the goal area 
line.  

Penalty Kick  

• Awarded for any infringement of the rules, within the penalty area, that would require a 
direct free kick.  

• A penalty kick can be awarded irrespective of the position of the ball.  
• A penalty kick shall be taken from the penalty mark, which is 12 yards from the goal line. 

While the kick is being taken, all players with the exception of the player taking the kick 
and the opposing goalkeeper shall be within the field of play but outside the penalty area 
and at least 10 yards from the penalty mark.  

• The opposing goalkeeper may only move laterally on his/her own goal line between the 
goalposts, until the ball is kicked.  

• The player taking the kick must kick the ball forward.  
• Should the ball hit the goalposts or crossbar and rebound into play, the player who 

kicked the ball must not play it again until it has been touched by another player. 
o Penalty: indirect free kick  

• The ball shall be deemed in play directly after it is kicked.   

Throw-In  

• When the ball passes completely over a sideline, it shall be thrown in from the point 
where it crossed the line by a player of the team opposite to that of the player who it last 
touched.  



• If the ball is improperly thrown into play, the restart shall be taken by a player of the 
opposing team.  

• If the ball fails to enter the field of play, it shall be thrown again.  
• If an opponent interferes with or in any way impedes the actions of the thrower while the 

throw-in is being taken, the official will administer a yellow card for unsportsmanlike 
conduct.  

• Goalkeepers cannot handle a ball that is thrown-in directly to them by their own team.  
• A goal cannot be scored directly from a throw-in. It must touch a member of either team 

before crossing the goal line to be counted as a goal.  

Drop Ball  

• Drop ball occurs:  
o When the ball is caused to go out-of-bounds by two opponents simultaneously. 
o Following a suspension of play for an injury or other situation in which no team 

has clear possession of the ball.  
o A foul by both teams occurring simultaneously.  

• The spot of the drop ball is where the ball becomes dead unless this is in the goal area, 
in which case the spot is the nearest point on the goal line in the field of play.  

Goal Kick  

• A goal kick shall be awarded to the defending team when the ball crosses the goal line, 
having last been touched by the attacking team.  

• Players opposing the kicker shall remain outside the penalty area until the ball moves 
out of the penalty area.  

• A player of the defending team shall kick the ball from the ground at any point within the 
goal area. A goal kick must clear the penalty area and enter the field of play or the goal 
kick will be retaken.  

• After the goal kick leaves the penalty area, any player except the one who executed the 
goal kick may play the ball.  

• The goalkeeper shall not pick up the ball and play it. Goal kicks are direct free kicks.  

Corner Kick  

• When the ball is last touched by the defending team and goes over the goal line, a 
member of the attacking team shall take a kick from within the quarter-circle at the 
nearest corner flag.  

• Players of the team opposing that of the player taking the corner kick shall not approach 
within 5 yards of the ball until it is in play.  

• After the corner kick is first touched, any player except the one who executes the corner 
kick may play the ball.  

• Corner kicks are direct free kicks.  

Breakaways  

If during a breakaway a player is deliberately taken down and there is a potential goal scoring 
opportunity, a red card will be issued and a direct free kick will be given. It will be upon the 
discretion of the official upon the severity of the foul. 

 

 



Co-Rec Modifications  

• Each team consists of a maximum of three men and three women on the field, plus a 
goalie of either gender.  

• A game may begin with as few as five players, but must adhere to the men/women 
maximums. 

• A goal scored by a woman is worth two points, and a goal scored by a man is worth one 
point. The last offensive person to touch the ball will be credited with the score.  

o A penalty kick awarded for taking away a scoring opportunity from a woman must 
be taken by a woman to receive two points for a successful attempt.  

• If a team is ahead or goes ahead by five goals with 2 minutes remaining the game shall 
be ended 

• In Penalty Shoot Outs 
o Shooters must alternate genders every time their team shoots, there are two 

options: 
 Option 1: Male 1, Female 1, Male 2, Female 2, Male 3 
 Option 2: Female 1, Male 1, Female 2, Male 2, Female 3 

o If PK’s go beyond the first 5,  
 W/Option A: The next shooter is 3 Female, followed by Male 1. 

 Note: This option leaves out the 7th player on the field (Male 4) 
during the sudden death round, and goes back to the top of the 
order to preserve the alternating gender requirement.  

 W/Option B: The next shooter is 3 Male, followed by 1 Female 

 Note: This option leaves out the 7th player on the field (Female 4) 
during the sudden death round, and goes back to the top of the 
order to preserve the alternating gender requirement. 

o All goals will count as 1 

Sportsmanship: 

The Intramural Program encourages fair and honorable play between its participants and 
spectators. Below are the criteria of how teams are graded. If there is an issue of fairness or 
sportsmanship during your match, contact a member of the Intramural staff and explain the 
situation.  

4 – Excellent Conduct and Sportsmanship- Players cooperate fully with the officials and other 
team members.  The captain calmly converses with officials about rule interpretations and 
calls.  The captain also has full control of his/her teammates, bench, and spectators.  Teams 
that win by forfeit will receive a “4”.  Teams that receive 1 verbal warning for use of profanity 
cannot receive higher than a “3” rating. 

3 – Good Conduct and Sportsmanship- Team members verbally complain about some 
decisions made by the officials and/or show minor dissension, which may or may not merit a 
yellow card (soccer, volleyball, softball), unsportsmanlike flag (flag football), or technical foul 
(basketball).  Teams that receive 1 yellow card (soccer, volleyball, softball), unsportsmanlike 
flag (flag football), or technical foul (basketball) cannot receive higher than a “3” rating. 

2 – Average Conduct and Sportsmanship- Team shows verbal dissent towards officials and/or 
the opposing team, which may or may not merit a yellow card (soccer, volleyball, softball), 
unsportsmanlike flag (flag football), or technical foul (basketball).  Captain exhibits minor control 
over his/her teammates, bench, and spectators, but is in control with himself/herself.  Teams 



receiving multiple yellow cards (soccer, volleyball, softball), unsportsmanlike flags (flag football), 
or technical fouls (basketball) cannot receive higher than a “2” rating. 

1 – Below Average Conduct and Sportsmanship- Team consistently comments to the officials 
and/or the opposing team from the field and/or sidelines.  The team captain exhibits little or no 
control over teammates, bench, spectators, and/or himself/herself.  A team which receives one 
red card (soccer, volleyball, softball) or an ejection (flag football, basketball) cannot receive 
higher than a “1” rating. 

0 – Poor Conduct and Sportsmanship- Team is completely uncooperative.  Captain has no 
control over teammates, bench, spectators, and/or himself/herself.  Any team causing a game to 
be forfeited, other than by not showing, or receives multiple ejections will receive a “0” rating. 

Forfeit Policy: 

IF a team does not have the minimum number required to play at game time it is considered a 

forfeit (Exception: the opposing team grants a 10 minute grace period). A forfeit of this nature 

will count as a loss and result in an automatic 3 for Sportsmanship. Teams will be allowed 2 

forfeits per season (after ONE (1) forfeit a team is no longer eligible for playoffs). A team will be 

removed from the league once the second forfeit is received.  

Teams must be signed in and ready to play at the time of the scheduled contest to avoid 

penalties. Therefore, it is suggested that teams arrive at least 15 minutes before game time to 

allow for parking, signing in, and warming up.  

If neither team is present and ready to play, a double forfeit will be issued. If one team has at 

least the minimum number to play, they will have the option of taking the win or allowing up to a 

10 minute grace period for the other team to arrive. The play clock will begin at game time. After 

10 minutes, a forfeit will be declared if both teams are not ready to play. The following penalties 

will be assessed for failure to start the game on time. The final score listed below will be 

awarded if the game results in a forfeit at the end of 10 minutes. The other 2 columns are 

awarded to the “ready” team if second team arrives within the designated time frame and play 

commences.  

 

Sport Within 5 minutes of 

game time 

5-10 minutes after game 

time 

Final Forfeit 

Score 

Soccer 1 Goal, Start with 

posession 

Additional Goal 2-0 

 


