Key Soccer Tournament Rules

Length and Timeouts of the Game:

1. The regulation of the game consists of two halves of 5 minutes each, separated by a break of 5 minutes; Teams shall switch sides after the break. 

2. A 4-minute overtime (OT), broken into two 2-minute halves (so that each team will have one kick off), starts with goalies on both teams removed from the field (i.e., no robots are allowed inside the defense zones for substantial amount of time), if the game ties at the end of the regulation. 

3. If the game still ties at the end of OT, penalty shoot-out starts with the teams alternating for a minimum of three rounds until a winner is decided. 

4. Each team will be allocated two timeouts at the beginning of the game, with a total of 8 minutes for all timeouts.

Goalies: 

The goalie can hold and manipulate a ball for up to 15 seconds within its defense zone. If the ball is released by the goalie and it reaches the half way line without touching any other robot, the opponent is given an indirect free kick positioned anywhere along the half way line.

Penalty Kick: 

1. Only a goalie shall be in the defense zone, and all other robots shall be located at least 30 cm behind the ball. 

2. The goalie must be positioned before the kicking robot of the opponent is positioned.

Robots cannot move until the referee signals the resumption of play (by whistle, etc.).

Free Kick: 

Free kicks are taken after a foul or a stoppage in play. If the free kick is taken after a foul the ball is placed at the point where the foul was committed, and all robots, except for the kicking robot, must be at least 40cm from the ball (i.e., roughly twice a robot’s body width) or remain where they were at the time of foul if it is more than 40cm from the ball.
Fouls resulting in a penalty kick:

1. More than one defending robot in defense zone and substantially affects the game

2. Ball Holding by non-goalie robots
Fouls Resulting in a free kick:

1. Contact with the Goalie inside defense zone

2. More than one attacking robot in defense zone

3. Stuck ball in a corner or along a wall adjacent to a goal, as determined by the referee

Yellow cards

· Play is stopped when a yellow card is assigned. 

· A free kick is provided to the opposing team at the location where the foul occurred, or at the nearest free kick marker as deemed appropriate by the referee.  

· Each time a team receives two yellow cards, it must remove one player from the field (the number of players on the field is reduced by one after every two yellow cards).

Yellow cards are given for:

1. Pushing: contact with an opponent robot with a movement vector through the opponent robot; Pushing “through the ball” to another robot is not a foul;

2. Non-moving robots: for 20 seconds or more

3. Damage to other robots







