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Laws of the Game –  Revised – July 2026 
This edition of the Cyprus Walking Football Federation Laws of the Game, incorporates the basic ethos and values of the game as inspired by the England Walking Football Association. It is unique to Cyprus as we see the sport being developed across the country. This will ensure that all matches are played safely with full consideration to every participant’s age, gender and ability. It is therefore expected that all players, managers, and club members will conduct themselves accordingly, respecting all fellow participants, including referees and other match officials. 
Directory: 
Section A: – Players, Pitches and Equipment. 
Section B: – Safety 
Section C: – Starting, Stopping and Continuing Play. 
Section D: – Foul Play and Sanctions. 
Section E: - DOGSO 

Section A: Players, Pitches and Equipment 
PLAYERS: 
 1. Goalkeepers must be clearly distinguishable from outfield players on either team. 
 2. Substitutes must be clearly distinguishable from players on either team, until they are called into play by the referee during a stoppage in the game 
 3. A competitive match should be abandoned if a team is permanently reduced to below the minimum number of players. ‘Permanently’ does not apply, however to players who have been sin binned, but does apply to players who are unable to play through injury or receiving a Red Card. The minimum number of players per format is: 
 				5 a-side matches - minimum of 3 players. 
 		6 a-side matches - minimum of 4 players. 
 	7 a-side matches - minimum of 4 players. 
     A team which causes the abandonment of a match will forfeit the game. 


PITCHES: 
1. The standard pitch dimensions for competitions (5 a-side, 6 a-side and 7 a-side) are a width between 25 metres minimum and 37 metres maximum, and a length of between 35 metres minimum and 55 metres maximum. It is acknowledged, however, that some pitches may fall outside of these guidelines in which case it is down to the referee to decide whether or not to proceed with the game. 
2. The standard goal size for such competitions is a width between 3 metres (Min) and 5 metres (Max) with a height of between 1.2 and 2 metres high (Max). It is acknowledged, however, that some pitches may fall outside of these guidelines in which case it is down to the referee to decide whether or not to proceed. 
3. A goal area must be clearly marked at each end of the pitch. This may a semi-circle or a rectangle and should extend between 4 metres (Min) and 6 metres (Max) from the Goal line. 
4. A clearly marked penalty mark should be positioned in line with the centre of the goal. A minimum distance of 6 metres and a maximum distance of 7 metres from the centre of the goal line. Note: If the goal area is 6 metres then the penalty mark should be an additional 1 metre outside the 6 metre area. Thus 7 metres from the centre of the goal line. 
5. The position of the ball on the pitch is determined when it crosses a line in its entirety (i.e. the whole ball). A ball located on the line marking the goal area is considered to be within that area and can, therefore, only be played by the goalkeeper. 

EQUIPMENT: 
1. 	Where possible, each club must have a qualified First Aider in attendance at all training/matches. 
2. 	Each club/playing facility must have a First Aid Kit & Defibrillator available at all times. 

SECTION B: Safety 
1. Players should refrain from openly wearing jewellery or watches, although a fit bit type device maybe worn provided that they are covered up with a sweat band. 
2. Tape must be used to cover up rings. 
3. All players must wear shin pads covered by socks, and the appropriate foot wear for the surface that they are playing on. 
4. Players wearing glasses (including sunglasses) do so at their own risk, and should be told this by the referee prior to kick off. 
5. In extreme weather conditions, caps may be worn.


SECTION C: Starting, Stopping, and Continuing Play 
STARTING A MATCH 
1. A coin toss shall be used at the start of the game to determine whether a team wishes to kick off or to choose which end they wish to attack. The team winning the toss is granted first choice. 
2. The match will only commence when the referee blows the whistle. 
3. A goal cannot be scored directly from a kick off, even in the event of a deflection into the goal from an opposing player. The goal should be disallowed and an indirect free kick awarded to the opposing team. 

STOPPING AND RESUMING PLAY 
1. If the referee stops play by blowing the whistle, then play should only be resumed upon a clear signal from the referee. This signal may be a whistle, voice or arm signal. Exceptions being “Quick free kicks”. 
2. Quick free kicks may be taken without the referee’s signal to resume play, as long as the referee deems the action to be safe. If play is restarted in an unsafe manner, then the referee may decide to take appropriate action as they deem fit. This could be either retaking the indirect free kick, or reversing the original decision and awarding the indirect free kick to the opposing team. 
A player who intentionally tries to prevent the taking of a quick indirect free kick will receive a Blue Card. 
It is the referee’s decision to award an indirect free kick. 
It is the players’ decision to take the indirect free kick. 
3. If, during open play the ball hits the Referee and the opposing team gain an advantage, the Referee will stop play and restart the game with an uncontested dropped ball to the team that last played the ball. 
4. A drop ball may be used to resume play when it’s not possible to determine which team should have possession – for example, following a sudden halt in play caused by injury. 
5. Kick ins will be taken from a stationary position on the line at the point where the ball left the field of play
6. A corner kick shall resume play on the same side of the pitch that the ball left the field of play. 
7. When the whole of the ball has crossed over the goal line and passed out of play by an attacker, play will be restarted with the goalkeeper taking a goal kick. The goal kick can be taken from any point within the goal area. The ball must be stationary before the goalkeeper kicks the ball into play. The goalkeeper may start their kicking movement a maximum of one metre from behind the ball. If the goalkeeper contravenes this Law the referee will stop play and the goal kick retake in accordance with the Law. 
If a player of the opposition attempts to prevent the goalkeeper releasing the ball into play the player shall be penalised. The offended goalkeeper will restart the game with a free kick taken anywhere within the goal area. 


CONTINUING PLAY 
1.  When receiving the ball, a player may have both feet off the ground, as long as they do not step forwards or backwards. 
2.  Goalkeepers may distribute the ball when grounded. 
3.  An indirect free kick will be awarded if the goalkeeper receives the ball back directly from the player (team mate) to whom they have just passed the ball, without the ball being touched by another player.
4.  Goalkeepers can handle the ball directly from a back pass. 
5.  Goals may be scored by any player (except a goalkeeper) from any outfield position. In the event of a goalkeeper scoring, the goal should be disallowed, and the ball (deemed dead) retained by the opposing goalkeeper. 
6.  Goalkeepers can only throw the ball out by throwing it underarm. 

KICK-INS AND CORNERS 
1.  Kick-ins and corners are indirect, with opposing players being at least 3 metres from the ball. A goal will only be allowed once the ball has been played by another player. Direct shots at goal from a kick-in are not permitted and any goal scored will be disallowed, even if deflected into the goal off another player (Including the goalkeeper) 
2.  The player executing a corner or a kick-in. The player may start his/her kicking movement a maximum of one metre from behind the ball, and he/she will be allowed unlimited walking steps in a continuous movement towards the ball. The Referee will indicate the one metre starting position. (Note: A minor backward step will be acceptable). 
The ball should not be kicked with undue force or in a manner likely to cause injury. 

PLAYING AN ADVANTAGE 
Although the decision to play an advantage can depend on many things, CWFF Referees are advised to only take such action if: 
A.  It benefits the team which did not commit the infringement. 
B.  It is deemed safe to do so and unlikely to result in a confrontation, especially following physical contact. 
Referees should clearly indicate that an advantage is being played and also ensure that they take appropriate remedial action (Blue Card, Warning or Advice) when safe and appropriate to do so. 




SECTION D: INFRINGMENTS

PHYSICAL CONTACT 
 Physical contact is not permitted at any time and therefore regarded as foul play. The term “physical contact” includes the following: 
1 	 Tackling across a player at any time. 
2.	 Blocking or cornering a player, denying space for the player to play the ball. 
3.	 Crowding (Two players denying the player with the ball any space to turn or play the ball) 
4.	 Shoulder charging, pushing, or barging a player. 
5.           Stepping across or obstructing an opponent to gain an advantage or deny that player access to the ball or a position. 
6.	 Manhandling a player in any way. 

FOUL PLAY 
Foul play is defined as, but not limited to Careless Play / Dangerous Play / Reckless Play / and Serious Foul Play. 
Playing in a Dangerous Manner 
Playing in a dangerous manner is any action that, while trying to play the ball and no physical contact is made, threatens injury to someone (including the player them self), including preventing a nearby opponent from playing the ball for fear of injury. i.e. Lunging across to intercept a ball within close proximity to an opposing player.
Careless Play 
Any player making a challenge that the referee penalises and records the challenge as ‘totting up’, as defined in Blue Card infringements. i.e.   backing into an opponent
Dangerous and / or Reckless Play 
Any player making a challenge that the referee penalises and shows a straight Blue Card, as defined in Blue Card infringements. i.e.   a tackle from behind which causes contact and subsequent injury.
 Serious Foul Play 
Any player making a challenge that the referee penalises and shows a straight Red Card, as defined in Red Card infringements. i.e.    deliberately elbowing an opponent
An indirect free kick is awarded if, in the opinion of the referee, a player
· Plays in a dangerous manner. 
•     Commits a careless or reckless challenge.  
•      Makes a challenge that the referee deems serious foul play. 
•      Impedes the progress of an opponent without any contact being made.
•      Is guilty of dissent, using offensive, insulting or abusive language and/or action(s) or other verbal offences. 
•      Prevents the goalkeeper from releasing the ball from the hands or kicks or attempts to kick the ball when the goalkeeper is in the process of releasing it.
        •     Commits any other offence, not mentioned in the Laws, for which play is stopped to caution or send off a player. 

RUNNING, JOGGING, SKIPPING & CRABBING – NOT WALKING 
1. Running, jogging, skipping or crabbing on or off the ball is not permitted by any player (Including the goalkeepers) and will usually result in an indirect free kick being awarded.
If in the opinion of the referee, such conduct results in a clear goal scoring opportunity being denied, then the offending player or players may be shown a Blue Card and sent to the Sin Bin. A penalty kick should then be awarded.
 2.   The referee shall have sole interpretation on deciding what is and what is not walking. A walking action will generally be determined as a progression of steps throughout which there is constantly at least one foot in contact with the ground; both feet are momentarily grounded with the advancing leg straightened. 

GOAL AREA INFRINGEMENTS & SANCTIONS 
1. 	An outfield player entering the goal area (Unless they do so purely as a result of momentum) commits a foul regardless of whether or not they play the ball. During a stoppage in the game if a player attempts to circumvent the Law by moving across the goal area to gain an unfair advantage, that player will receive a warning as part of the totting up procedure. 
2.  	A goalkeeper leaving the goal area during play commits a foul except when this is purely as a result of momentum only and providing that he/she is not in possession of the ball (and does not play the ball) outside the goal area. If the goalkeeper is still in contact with ball outside the area, then a penalty kick is awarded. 
3.  	A Goal keeper will be allowed to leave his / her goal area to retrieve a dead Ball without penalty once the ball has been so deemed by the referee. 
4.  	The line marking the goal area is to be considered to be within that area for the purpose of identifying goal area infringements. 
5. 	A goalkeeper commits a foul if they deliberately play the ball other than rolling it under arm, or kicking it from the ground. Drop kick volleys are not allowed 
6.	If a goalkeeper is deemed to have deliberately caused the ball to exceed head height, an indirect free kick should be awarded to the opposing team 3 metres outside the goal area adjacent to where the infringement occurred. 
7. 	If a goalkeeper is deemed to have deliberately played the ball other than throwing it under arm or kicking it from the ground, an indirect free kick shall be awarded to the opposing team 3 metres outside the goal area adjacent to where the infringement occurred. 
8.	If a goalkeeper deliberately heads the ball within the goal area, to prevent the ball from entering his goal, the goalkeeper will be deemed guilty of a DOGSO offence. The goalkeeper will be shown a red card by the referee and dismissed from the pitch. The referee will award a penalty kick to the goalkeeper’s opponents. 
9. 	If the goalkeeper deliberately heads the ball within the goal area but the ball is not travelling towards the goalkeeper’s goal the referee will penalise the goalkeeper and award an indirect free kick to the opposing team 3 metre outside the goal area, adjacent to where the infringement occurred. 

BALL ABOVE HEAD HEIGHT 
The ball is not permitted to exceed head height.
1.   	The ball should be deemed dead once it has exceeded head height. 
2.  	Head height is defined as 1.83m or the height of the goal crossbar which should not exceed 2m. 
3.	 	The whole of the ball must exceed head height to be infringement. 
4.	 	The referee shall have sole interpretation on the ball exceeding head height. 
5.	 	A player commits a foul if they cause the ball to exceed head height. 
6.	 	A player commits a foul if the ball deflects off them and exceeds head height. 
7.	 If a ball deflects off the goal frame and exceeds head height, it is not regarded as a foul, but the ball must be deemed dead and returned by the goalkeeper. 
8.  	Any save or block from a goalkeeper that rises above the designated height restriction, and either     drops into the field of play or goes directly out of play, will result in a side-line restart (kick in) for the opposing team, in line with where the offence took place.
9.	If a ball deflects off a goalkeeper in the process of making a save and exceeds head height, but then drops into the goal, a goal should be awarded. 
10. 	If a ball deflects off a goalkeeper in the process of making a save and exceeds head height, but then directly leaves the field of play, a corner or a kick – in should be awarded, depending on where the ball crossed the line. 






OTHER INFRINGEMENTS 
1.  	A player commits a foul if they deliberately head the ball. 
2. 	If an outfield player commits an offence during a stoppage in the game, then that player will receive a warning as part of the totting up procedure. Play will recommence in a like manner to the stoppage. 
Examples of this type of infringement are: When the ball goes out of play for a kick-in, corner kick, goal kick and a player runs or moves through the goal area to gain an advantageous position for the restart of play, then play would restart with a kick-in, corner kick, goal kick, etc. 
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4.  	A player commits a foul by tackling an opposing player (Or poaching) from behind regardless of whether there was any physical contact. 
5.  	Any player, other than the goalkeeper, commits a foul if they deliberately play the ball with their hand or arm. 
6.  	A player commits a foul if they fail to take a free kick, penalty, kick in, kick off, or corner in accordance with the rules or as instructed by the referee. 
7. 		A player commits a foul if they take a free kick, corner, kick off, kick in whilst the ball is moving. 
8. 	A player commits a foul if they take a kick in whilst the ball is not on the line that marks the pitch area. 
9. 	Any player – other than the goalkeeper – commits a foul if they deliberately play the ball whilst any other part of their body, other than their feet are on the ground. 



FREE KICKS 
1. All free kicks are indirect and should be taken at the location of the infringement, with opposing players being at least 3 metres from the ball, with exception of a quick free kick. On the referee’s instruction free kicks should be at least 3m from the goal area.
 
2. The player may start his/her kicking movement a maximum of one metre from behind the ball, and he/she will be allowed unlimited walking steps in a continuous movement towards the ball. The Referee will indicate the one metre starting position. (Note: A minor backward step will be acceptable).

3. A player must be stationary before he starts his one metre approach to the ball (this will stop players walking from elsewhere on the pitch and just kicking the ball)
 
4. At the taking of a free kick if a defender encroaches or attempts to delay the free kick being taken the offender may receive a Blue Card and the kick retaken if a goal is not scored.

5. An attacking player cannot interfere with the defensive wall i.e. stands within one metre of the defensive wall. 

6. A goal will only be allowed following a free kick if, in the opinion of the referee, the ball has actively played by another player from either team, including if a player mis-kicks or mis-controls the ball.

 
7. This does not include a direct shot at goal which deflects into the goal off another player or the goalkeeper or any form of rebound, the goal will be disallowed. If, when the ball is in play, an outfield player enters the goal area they are defending (Unless they do so purely as a result of momentum) regardless of whether or not they play the ball, then a penalty kick is awarded to the opposing team. 

8. Quick Free kicks 3 metres outside the goal area boundary line will be allowed but must be taken in accordance with Section C (Stopping and resuming play) 








BLUE AND RED CARD INFRINGEMENTS 
1. If a player commits 3 infringements (Totting Up) for running, foul play, or a combination of both, then the referee should show a Blue Card and cause the player or players to leave the game (Sin Bin) for a period of time as stated below: 
a) Up to and including a game of 20 minute duration (eg 10 minutes each way) sin bin punishment of 2 minutes of playing time. 
b) Any game in excess of 20 minute duration (eg 11 minutes or more each way) sin bin punishment of 10% of the duration of the game. (e.g 30 minute duration sin bin punishment of 3 minutes playing time. (e.g 60 minutes, 6 minutes of playing time) c) If a player who is being sin-binned shows dissent to the referee, a further blue card will be shown to the offender followed by a red card and the offender will take no further part in that game. 

2. The referee shall have sole discretion to determine which infringements are worthy of “Totting Up”. For example, causing the ball to travel above head height may not warrant such action.
 
3. If a player is guilty of reckless play the Referee should show a Blue Card and cause them to leave the    game (sin-bin) for a period of playing time as defined in section E. 

                                                         
4. If a player returning from the sin-bin commits a further 3 infringements, the referee should show them a second Blue Card, followed by a Red Card, which will cause them to play no further part in the game (sent off) and, if applicable, the competition. 


5. If a player is guilty of serious play the referee may show a Red Card and cause them to play no further part in the game (sent off) and, if applicable, the competition. 

6. Dangerous or reckless conduct, this amounts to ‘aggravated’ foul play and the referee should, in such circumstances, show a Red Card and cause them to play no further part in the game (sent off) and, if applicable, the competition. 

7. If a player (including an off-field substitute or Team Official) uses threatening, abusive or insulting words or behaviour towards any other player, a referee, an official or any other participant, the referee should show a Red Card and cause them to play no further part in the game (sent off) and, if applicable, the competition.

 
8. If a referee plays an advantage for either a Red Card or Blue Card offence (Totting Up procedure) and the offending player then gets involved in the game, then the referee shall immediately stop the play, take appropriate disciplinary action against the offending player and restart the game with an indirect free kick to his opponents, taken from where the offending player became involved with the play. 




PENALTY KICKS 
1.       A penalty kick is a direct kick. 
2.       The ball must be placed on the centre of the penalty spot prior to the kick being taken. 
3.       The player may start his/her kicking movement a maximum of one metre from behind the ball, and he/she will be allowed unlimited walking steps in a continuous movement towards the ball. The Referee will indicate the one metre starting position. (Note: A minor backward step will be acceptable as long as it remains within the 1 metre zone). 
4.       The player in the process of taking the penalty kick commits a foul if they initially simulate striking the ball, in order to cause the goalkeeper to move in a specific direction. 
5.       When facing a penalty kick, the goalkeeper is permitted to move any part of their body and to travel along the goal line, however the goalkeeper must have both feet in contact with the goal line, between the goals, until the ball is in play. It is not permitted for the goalkeeper to advance off the goal line prior to the kick being taken; this would result in the retaking of a saved or missed penalty. 
6.       All players, with the exception of the defending goalkeeper and the penalty kick taker, must be behind the ball and a minimum of 3m from the ball immediately prior to the kick being taken. 
7.       The Goalkeeper cannot take a penalty kick, due to, if the penalty is missed and comes back into play, then the goalkeeper would be immediately be committing an offense by being out of his area. This is punishable by a penalty kick awarded against them and a Blue Card for being out of their area. A Red Card could be issued if the goalkeeper commits a DOGSO. 
8.       In the event of a Penalty Shootout, the goalkeeper can take a penalty. 

SECTION E: DOGSO 
PENALTY AND RED CARD 
1.       Denying an obvious goal scoring opportunity (DOGSO) is a Red Card offence. This rule is to prevent the defence from illegally stopping their opponent’s most dangerous scoring opportunities and takes into account handling the ball, and fouling an attacker moving towards the goal by an offence punishable by an indirect free kick or a penalty kick. 
NB.	However, where a player commits an offence against an opponent which denies an opponent an obvious goal scoring opportunity and the Referee awards a penalty kick, the Referee may caution the offending player with a Blue Card, if the Referee deems the offence was an attempt to play the ball. In all other circumstances (e.g.; running, holding, pulling, pushing, no possibility to play the ball etc.) the offending player must be shown a Red Card. 
2.       Handling the ball. This obviously does not apply to the goalkeeper within their own penalty area, but does apply to the goalkeeper who comes out of his area to deliberately handle the ball, or an outfield player who deliberately handles the ball of a shot that was going into the goal. 
3.       Should a defender (Not the goalkeeper) deliberately handle the ball that does go into the goal, you allow the goal and record a foul under the totting up process. If this is the player’s third or sixth offence, then the referee should take appropriate disciplinary action.
 4.      When an attacker moving towards the opponent’s goal is fouled by a defender, or the goal bound shot being blocked by a defender running. The referee has a very important decision to make! 
5.       These decisions must be based on four elements for an obvious goal scoring opportunity before the foul becomes a Red Card offence. They are described as the Four D’s. 
Defenders. 
Not counting the player committing the foul, there is at most one defender between the foul and the goal, that defender is generally the goalkeeper. The goalkeeper committing the foul can be sent off for this offence as well. 
Distance to the Ball. 
The attacker must be close enough to the ball to continue playing it at the time of the foul. 
Distance to the goal. 
The attacker should be, or have the opportunity to be close enough to the goal to have a legitimate chance to score. So being near the opponent’s Penalty area is more likely to be an obvious goal scoring opportunity than the attacker being in their own half of the field. 
Direction. 
The attacker must be moving towards the opponent’s goal at the time of the foul, and not toward the corner flag, or away from the goal. 
For a DOGSO offence, the play must restart with a penalty kick to the attacking team and the offending player receiving an appropriate Card. 

SECTION F: The Referee 
Decisions will be made to the best of the referee’s ability according to the Laws of the Game and the “spirit of the game”. 
The decisions of the referee, and all other match officials, must always be respected. 
The Referee (Roles & Duties) 
1.       Enforces the Laws of the Game. 
2.       Controls the match in cooperation with other match officials. 
3.       Acts as the time keeper and keeps a record of the match and provides the appropriate authorities with a match report which includes information on any disciplinary action taken against player, and/or team officials and any other incidents which occur before, during or after the match. 
4.       Supervises and/or indicates the restart of play. 
5.       Allows play to continue when the team against which an offence has been committed will benefit from such an advantage and penalises the original offence if the anticipated advantage does not ensue at that time. 

Disciplinary Action 
1.       Punishes the more serious offence in terms of sanction, restart, physical severity and tactical impact when more than one offence occurs at the same time. 
2.       Takes disciplinary action against players guilty of infringements, sin bin (Temporary dismissal) and sending off offences. 
3.       Takes action against team officials who fail to conduct themselves in a responsible manner and may, at their discretion, expel them from the playing area and its immediate surrounds. 
4.	Makes use of timed suspensions to exclude temporarily, players guilty of offences of the Laws of the Game. 
5.       In the absence of a second official, the referee should make excluded players aware of the end of their period of suspension. 
Injuries 
1.       Allows play to continue until there is a stoppage in play if a player is, in their opinion, only slightly injured. 
2.       Stops the match if a player is seriously injured and ensures that the player is removed from the playing area. 
3.       Ensures any player bleeding leaves the playing area. 
Interference 
          Stops, suspends or terminates the match for any offence of the Laws of the Game, or due to any kind of outside interference, or allowing any unauthorised persons to enter the playing area. 
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