
 

 

VOLTA CUP RULES 
TEAM REGISTRATION: Teams must register and pay the registration fee to participate in 
the Tournament. Teams should register into a division based upon age, gender, and playing 
experience. Any team or player determined by the Tournament Director to have falsified their age 
could be dismissed from the tournament. Teams that span more than one age group must register 
in the division of the oldest player on the team. Teams are responsible for registering in the 
appropriate division. Failure to properly register may result in disqualification from the tournament 
and the registration fee will not be refunded. 

TEAM ROSTER & CHECK-IN: Each team must check-in prior to their first game and submit any 
outstanding registration fees at that time or they may be disqualified from the tournament. Roster 
changes can take place up until the team’s first scheduled game time. Teams cannot add or change 
players after the start of their first game. Tournament officials have the right to demand proof of age 
for any player included on the roster. 

GAME LEGNTH: The game shall consist of 2 x 20 minute halves with a 2 minute halftime. A coin 
toss will determine direction and possession before the start of the game. Games tied after 
regulation play shall end in a tie, except in the playoffs. 

PLAYING SURFACE: All games will be played on a basketball court. 

FORFEITS: Teams are given five minutes from scheduled game time, or from delayed start time due 
to unforeseen circumstances before the Ref issues a forfeit. Any team forfeiting one game during 
the playoffs may be removed from the tournament. A forfeit will count as a score of 6-0. 

FINAL OVERTIME: Qualifying games shall end in a tie. Only Final Games shall go to a Shootout. 
There will be no Golden Goal Overtime Period. Shootout: If teams are tied at the end of regulation 
time in the championship game, the winner shall be decided in a shootout with a coin toss to 
decide team-kicking order. The five players from each team remaining on the field at the end of the 
overtime period will be the only players to kick for their team. The remaining five field players after 
overtime regulation will rotate, alternating teams with each kick. The first round of shootouts will 
consist of each player kicking once (round of 5 players shooting per team). The team with the most 
goals after the first round will be considered the winner. If the score remains tied after the first 
round of penalty kicks, the same 5 players will alternate in the same order in a sudden death 
penalty kick format until one team scores unanswered. If one team has received a red card during 
the game and finishes with 4 players on the field, a remaining roster player (other than the red-



carded player) must be chosen to kick in the rotation of penalty kicks. If the red-carded player is the 
last remaining roster player, one of the four field players must kick twice. 

SPORTSMANSHIP: Coaches will be held responsible for the good sportsmanship of themselves, 
their players, players’ parents, and spectators. 

COACH/PARENT EJECTION: Refs have the right to eject a coach or parent from any game for 
continual disobedience or as a result of an incident that warrants ejection. Coaches or parents who 
are ejected by the referee or tournament official must leave the field and area around the field 
before play continues. If a coach or parent refuses to leave, the game will be forfeited in favor of the 
opposing team. 

WEATHER RELATED ISSUES: The tournament director reserves the right to modify, reschedule, or 
cancel the tournament due to inclement weather. The tournament director has the right to move or 
reschedule games, as well as the right to shorten game lengths. Team entry fees are non-
refundable. 

ESTABLISHING THE DIVISIONS AND RULES FOR ADVANCEMENT: 

A. Placement of Teams within Divisions: 
Teams will be placed in divisions at the discretion of the tournament committee. 

B. Game Points: 

• 3 points for a win 
• 1 point for a tie 
• 0 points for a loss 

 
C. Tie Breakers: 

1. Head-to-Head 
2. Goal Differential (max 6 goals per game) 
3. Goals Against 
4. Goals For 
5. Most Shutouts 
6. Coin Toss 

 
If three or more teams are tied, the criteria are followed from 1 through 5 until one team is 
eliminated and then the criteria starts over again at Rule #2.  Rules are repeated until one team 
remains. The decision of the tournament director shall be final on all questions regarding 
advancement. 

AWARDS:  Top two teams advance into the finals. Awards will be awarded to the Champion and 
Finalist in each age group. **Subject to change** 

** Volta Cup Tournament Director will have the final say on all disputes and interpretations of 
Tournament Rules. ** 

 



General Overview of Futsal Rules taken from United States Youth Futsal 

General Rules 

• Teams are comprised of four outfield players and one goalkeeper. 
• There are no throw-ins in futsal. A kick-in will be used to restart play. 
• There is no offsides in futsal. 
• Teams are entitled to a one minute timeout in each half. Timeouts are allowed when the 

team is in possession and ball is out of play. 
• There are no goal kicks in futsal. Goalkeepers restart play by distributing ball with their 

hands. 
• Substitutions may occur any time during the run of play. Substitutions must be made 

through the technical area in front of the team's bench, not at half court. 
• Direct free-kick fouls are accumulated in each half. If one team accumulates 6 or more 

direct free-kick fouls in one half, the opposing team will be awarded a direct free-kick. 
 

Substitutions 

All substitutions are on the fly, this includes goalkeeping substitutions. Referees will not stop play 
for goalkeeping substitutions. A substitute may not enter the pitch until the player leaving the pitch 
leaves through the substitution zone in front of his teams’ bench. Any substitute who enters the 
pitch before the player being replaced has completely left the field of play may be shown a yellow 
card. All substitutions must take place through the substitution zone in front of his teams’ bench -
- not at the half-way line. 

Restarts 

Kick-offs: A goal may be scored directly against the opponent from the kick-off. The ball is in play 
when it is kicked and clearly moves. 

Kick-ins: are indirect. The ball must be placed on the line and the kick must be taken within 4 
seconds.  A kick-in that goes directly in the opposing goal is a goal clearance for the opposing team. 
A kick-in that goes directly in the defensive goal is a corner kick of the opposing team.  If the kick-in 
does not enter the pitch or if the kick is not taken within 4 seconds, the ball is turned over to the 
opponent. 

Goal Clearances: are awarded when the ball exits the court beyond the end-line. The ball is thrown 
or released from any point within the penalty area by the goalkeeper of the defending team. The ball 
must be released within 4 seconds (either at referee signal or as goalkeeper is ready). Opponents 
must be outside the penalty area until the ball is in play. 

Corner Kicks: are direct. The ball must be placed in the corner arc area and the kick must be taken 
within 4 seconds. If the kick is not taken within 4 seconds the restart becomes a goal clearance for 
the opposing team. 

Free Kicks: may be indirect or direct. The ball must be stationary before the kick may be taken. 



Penalty Kicks: are taken from the penalty spot and must be taken by a clearly identified kicker. 
Defenders may not be nearer to the ball than 16 feet and even or behind the ball when the kick is 
taken. 

Fouls and Misconduct 

Indirect Free Kicks: When a player plays in a dangerous manner, impedes an opponent, prevents 
the goalkeeper from releasing the ball with her hands, goalkeeper takes more than 4 seconds to 
release the ball when in possession in his own half, plays the ball again within his own half after 
releasing the ball and the ball doesn’t touch an opponent or has gone out of play, or commits any 
offense for which play is stopped to caution or eject a player, an indirect free kick is awarded. 

Direct Free Kicks: When a player kicks an opponent, tackles an opponent, trips an opponent, 
jumps at an opponent, charges an opponent, strikes an opponent, pushes an opponent, holds an 
opponent, spits at an opponent or handles the ball deliberately, a direct free kick is awarded. 

Yellow Card / Caution: The offending player is shown a yellow card. If a player is shown two yellow 
cards in a match, he is shown a red card. 

Red Card / Send-off: The offending team plays with one less player for two full game minutes or 
unless scored upon before the two-minute penalty expires. The offending player serves a minimum 
one-match suspension. 

Accumulated Fouls: All direct free kick fouls are recorded on the scoresheet and on the 
scoreboard. If one team accumulates 6 or more direct free kick fouls in one half, the opposing team 
will take a direct free kick without a wall. If the foul occurs farther from the attacking goal than the 
second penalty spot, the Direct Free Kick Without a Wall is taken from the second penalty spot. If 
the foul occurs nearer to the attacking goal than the second penalty spot (but outside the penalty 
area, of course), the attacking team may choose whether to take the Direct Free Kick Without a Wall 
from the second penalty spot or from the spot of the foul. All Direct Free Kicks Without a Wall must 
be kicked with the intention of scoring a goal by a clearly identified kicker. The defending team may 
not make a wall and may not be nearer to the ball than 16 feet and even or behind the ball when the 
kick is taken. The goalkeeper may be off the goal-line but may not be nearer than 16 feet from the 
ball. Accumulated fouls are reset to zero at the beginning of the second half and carry over into 
extra-time if being played. 

Penalty Spot: 5 meters (~16 feet) from goal-line and the center of the goal and placed at the top of 
the penalty area line. 

Second Penalty Spot: 10 meters (~32 feet) from goal-line and the center of the goal. 

Advantage: Advantage is applied in Futsal. Direct free kick foul will count as accumulated fouls if 
advantage is applied even if play is not stopped by the referees. If the referee gestures with both 
arms, the foul was a direct free kick foul and will be counted accordingly. If the gesture is with one 
arm, the free kick would have been indirect and will not count as an accumulated foul. 

The Goalkeeper 

• Must wear a different color shirt. 



• He/She may wear long pants and/or other padding as deemed safe by the match referee. 
• May receive a kick-in directly. 
• May kick the ball directly over the half-way line. 
• May score directly with his/her feet during the run of play. 
• May not possess the ball for more than four seconds in his/her own half. 
• May throw the ball directly across the half-way line. 
• May not score a goal by using their hands (cannot throw or hit the ball directly into the goal). 

However, if the goalkeeper throws the ball and it deflects, or someone touches it and then it 
goes in the goal, the goal will count.  

• Cannot touch the ball again in any way within his own half after releasing the ball into play 
unless an opponent has touched it or it has gone out of play. 

 


