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Disclaimer, Acknowledgements, and Copyright

This documents reproduces and makes reference to the official Laws of the Game as set forth by FIFA and
the International Football Association Board. For clauses reproduced from the official Laws of the Game,
the copyright and all rights are reserved by FIFA and the International Football Association Board. For
all other parts, in particular the RoboCup Changes and Comments to FIFA Laws, the copyright and all
rights are reserved by the RoboCup Federation.

Document Status

This is the draft version (ver. 16.1) of the rules that will be used for the 17th RoboCup Soccer World
Championships, to be held in Eindhoven, Netherlands and for MSL competitions in 2013.






Middle Size Robot League
— Rules and Regulations —

Preamble

Rules Philosophy:

1. RoboCup rules should not in any way describe the behaviour of how the game is played. Rules
should only ensure that a fair competition takes place, and encourage both technical and creative
development.

2. RoboCup rules should avoid to constrain the design of robots, including their mechanical construc-
tion, their use of sensory systems, communication equipment, etc., unless the constraints seem
necessary to foster scientific progress or to ensure a fair competition.

Example constraint: Global vision systems are not permitted in the Middle Size League.

3. Teams should avoid to search for gaps or inconsistencies in the rules to achieve advantages in specific
game situations. If a team finds such gaps or inconsistencies, they are explicitly requested to report
those to the technical committee.

Design Philosophy:

1. Each team should design their robots without making interpretations or placing expectations on
how the environment around the field will look like, about spectators, what other teams will do,
what robots should look like, or how they will behave.

2. Each team is under no obligation to accommodate modifications to their own robots to suit other
teams. Any such modification is by mutual consent only.

Organization of Rules:

Rules and regulations for the RoboCup Middle Size robot League are given in two major sections:

1. Official [FTFA Taws]
They are reproduced in this document. [FIFA Lawd are annotated with RoboCup Changes and
Comments as appropriate.

2. [Competition Rules| which define issues like team qualification, etc., for a specific tournament like
the annual RoboCup Robot Soccer World Championships.




Conflict Resolution Rules:

In case of any conflict between Laws and Rules:

1. Regulations specified as[RoboCup Changes and Comments|in the[FIFA Lawslsection override[FTFA Lawsl

2. Regulations specified in [Competition Laws| override any [FIFA Laws] including RoboCup Changes

and Comments.

Download Sites

The current version of the rules can be downloaded as PDF document at

lhttp://wiki.robocup.org/wiki/Middle_Size_League/|

The original [FIFA Laws can be found at

lhttp://wiki.msl.robocup-federation.org/|

Rule Change Proposals and Corrections

If you have found any contradictions or inconsistencies please contact the RoboCup Middle Size League
mailing list

[robocup-mid@cc.gatech.edu|

or the MSL Technical Committee

[ rc-msl-tc@lists.robocup.org|

For subscription to the RoboCup Middle Size League mailing list please send an email to

lhttps://lists.cc.gatech.edu/mailman/listinfo/robocup-mid}

For unsubscription to the RoboCup Middle Size League mailing list please send an email to

lhttps://lists.cc.gatech.edu/mailman/listinfo/robocup-mid}




Contents

[FIFA Laws and RoboCup Modificationd

FL 1.2 Field Markingd . . . . o o o oo
RC-1.2: Field Markings . . . . . o o oo oo
[RC-1.2.1: Safety Boundary . . . . . . o o oo
RC-1.2.2: Ad Paneld . . . . .. ... ...

RC-1.3: Goal Ared . . . . . o o oo
[FL 1.4 The Penalty ATea . . . . o o v oo e e e s
[RC-1.4: Penalty Areal . .« o o oo e

|FL 1.8 Saf@ta ...........................................
Decisions of the International FLA. Board . . . .« v v o o

[FL 2.1 Qualities and Measurements . . . . . . . o v o v e e e
[RC-2.1: Qualities and Measurementd . . . . . . . . . . . .. . ... ... ... ...
[FL_2.2 Replacement of a Defective Ball . . . . . . . o o oo i e

[Decisions of the International F.A. Board . .« « o o oo oo e e

O O O© O©O©O©WOWWYWOWTTJJO0 Ut Ut OO i s b s WWWWwWwWwWwWwNnNnNNDND N -

[FL 3.6 Changing the Goalkeeperl . . . . . . . . o o i 10
[RC-3.5: Goalie Substitution Procedurd . . . . . . . . . oo v v i 10

[FL 3.7 Infringements/Sanctiond . . . . . .« v o oo e 10
[FL 3.8 Restart of PIay . . .« o v o oo e e e e e 10

ii



iv CONTENTS

[FL_3.10 Decisions of the International F.A. Board . . . . . .. .. ... .......... 11
...................................... 11

[FIFA LAW 4 — The Players’ Equipment] . . . . .« . o o o oo 12
[RC-4.0.1: Design Guidelind . . . « o o v v v v e 12
........................................... 12

-4.1: Safety . . . .. 12

-4, 1.1 Jamming ... ... L e 12

= . External Boundary Area . . . . . . . .. ..o 13

RC-4.1.3: EXCIUSION .« . . o v v oo oo e e e e 13

[FL 4.2 Basic Equipment] . . . « « « o o v v oo 13
: i 14

14

14

14

k 14

: 15

RC-4.2.4.2: Number Markerd . . . . . . .o oo 15
[RC-4.2.4.3: Top Markers . . . . o o v oo e e e e 15
[RC-4.2.5: COMMUNICAtIONS .« « « « « o o oo e e e e 16

: i 18

18

g 18

S 18
m} ................................... 18
RC-4.4: Goalkeepers . . . . . . . . . . . e 19

[FL 4.5 Infringements/Sanctiond . . . . . . . . . . . 19
[RC-4.5.1: Repair of Robotd . . . . . . . . . .. . 20

RC-5.3: Powers and Dutied . . . . . . . . . . . e e 21

C-53.1: Referee Boxl . . . . . . . . . .. 22

[RC-5.3.2: Permission to stop the robotd . . ... 22

[FL 5.3 Decisions of the Refered . . . . . ... ... ... ... .. .. ... 22
[Decisions of the International F.A. Board . . .« o v v v v oo 22
[EIFA LAW 6 — The Assistant Refereed . . . . . . . ... .. ... ... .. ... . ... ..., 24
FL6IDutied . . . o o oot 24
RCGLDutied . . . o oo e 24

[FL 6.2 Assistancd . . . o o 24
[FIFA LAW 7 — The Duration of the MatcH . . . . . . . .. ..o 25
[FL 7.1 Periods of Plagl . . . . . . . o o 25
[RC-7.1: Periods of Playl . . . . . . . . o o, 25

“Time Interval . . . . . . . . ..o 25

R Ha me Interval . . . . . . . .. 25
................................. 25

% ....................................... 25

Imd . . . e 25

FL 7.6 Abandoned Match . . . . .ooov v 2
[FIFA LAW 8 — The Start and Restart of Plagl . . . . . . .. .. ... ... ... . ... ..... 27
[FL 81 Preliminaried . . . . . . . . ... 27
RC-8.1.1: Start Delay . « « « v v oo e e e 27

[RC-8.1.2: Remote Startl . . . . . . o o o 27
FL82Kickoff . . . . . . .. .. 27

27

28




CONTENTS v

[FL 8.4 Infringements/Sanctions (for kick-off} . . . . . . o v o v i 29

[RC-8.4.1: Kicking Directly to the goal . . . . . . ... ... ... .......... 29

[FL 8.5 Dropped Ball . . . . . o o o 29

RC-8.5.1: Game Stuck . . . o o v oo e 29

Procedure (for dropped bally . . . . . . . . .. ... .. .o 30

......................... 30

...................... 31

............................ 31

[FL 8.8 Special CIrCUMSEANCES . « « « « « o o o oo e e e e 31

[FIFA LTAW 9 - The BallIn and Qut of Plagl . . . . . .. .. ... ... ... ... ........ 32

FL 9.1 Ball Qut of Play . . . . . . o ot 32

RC-9.1.1: Dead Call . . . . o o o e 32

[RC-9.1.2: Continuation after Dead Call . . . . .. ... ............... 32

[FLO2Ball In Plagd . . o o o oo oo oo e e e 32

wm ............................... 33

|E l‘ !l | Goal Scared . .. 33

-10: Method of scoring . . . . . . . . . . .o 33

[FL 10.2 Winning Teaml . « « « v o v v v oe e e e 33

[FL 10.3 Competition Ruled . . . . . o v v v o e e 33

FIFA LAW 11 - Offsidd . . . . . . .o ot 34

ROIL Offsidd . . o o o v e e e e e 34

[EL 111 Offside POSIEHOT - - -« « v v v oooee e e e e e e 34

[EL1L2 Offencd . . . . o o oo 34

FLIL3NO OfFencd . . . o o o o oo 34

FL 11.4 Infringements/Sanctions . . « « « « v v v v v e e 34

[FIFA LAW 12 — Fouls and Misconductl . . . . . . .. .. .. ... .. .. ... 35

[RC-12.0.1: Ball Manipulation . . « . « v v oo e e e 35

[IRC-12.0.2: Dribbling over the mid field lind . . . . . . ... ... .......... 36

36

37

37

37

37

38

38

39

40

40

41

- 6. e 41

C-12.3.7: Remote Interferencd . . . . . . . . . . . . . ... 41

RC-12.3.8: Delay Of Gamd . « « o v o oo e e 41

[RC-12.3.9: Unsportsmanlike Behaviounl . . « « « « v v v v e e e 42

RC-12.3.10: Goalie Protectionl . . . « « v v v v v e 42

[RC-12.3.11: Manual Positioning 42

42

42

43

C-125.1: Yellow Cardd . . . . . . . . o o e 43

[FL 12.6 Sending-Off Offenced . . . . . . o o o o 0 o 43

[RC-12.6: Temporary Sent-Off . . . . . . . . . . . . 43

[RC-12.6: Sending-Off Offenced . . . . . . . . . . 44

[Decisions of the International F.A. Board . . . . . . ... .. ... ... .......... 44

RC-Decision 1-4:] . . . . . . . . 45

|E IEE ‘ZW 13 — Free R]EEQ ...................................... 46
[EL 13.




CONTENTS

[RC-17.1: Procedurd . . . . . . . . . 61
[FL_17.2 Infringements/Sanctiond . . . . . « v v o v v e 62

[RC-17.2 [nfringements/ SANCHONd . . .« o o e e 62

ompetition Rules 63
OMP ON R - Team Qualification . . . . . . . . . . . . . . .. .. 64

0_Admissibility of Team Qualification

cam Qualification for RoboCup-2013 . . . . . . . . . . . . . ... ... ... ... 64
aluation of the Qualification Material . . . . . . . . . . . . . . . ... ... ... 64

[CR 2.2 Referee Assienment] . . . . . . . o o o 66
[CR 2.3 Referees during Match . . . .« o v v v e e e 66
[CR 2.4 Infringements/Sanctiond . . . « « « v v v v e 67
[COMPETITION RULE 3 - Tournament Regulationd . . . . . . ... . ... ... .. ... ... 67
[CR 3.0 Preliminary Remarkd . . . .« o o o v e e 67
[CR 3.1 Parts of the Competition] . . . . « v v v v e e 67
[CR 3.2 Team Registration, Setup, and Technical Inspectionl . . . . « « v v v v v v vt .. 67

Wﬁ ................................... 68
iminary Roundd . . . . . . .. 68



CONTENTS vii

69
69
69
69
70
70

|E_zﬁggg £22§!!§gg§é 71
hallenge 1 - Technical Challengd . . . . . . . . . . . . . . . ... .. ... ... ... ... 71

[Challenge 2 - Scientific/Engineering Challengd . . . . . . o o v oo oo 73
73
73
74
74

77







Chapter

FIFA Laws and RoboCup
Modifications

Official [FIFA Lawd include:
e |[FIFA Law 1 - The Field of Play]

e |[FIFA Law 3 - The Number of Players|

e |[FIFA Law 4 - The Players’” Equipment|

o [FIFA Law 8 - The Start and Restart of Play]

o [FIFA Law 9 - The Ball In and Out of Play]|

o [FIFA Law 10 - The Method of Scoring|

e |[FIFA Law 14 - The Penalty Kick|




2 FIFA LAW 1 - THE FIELD OF PLAY

FIFA LAW 1 — The Field of Play

Cup RoboCup Changes and Comments

RC-1.0:

The Field Attention: The above image doesn’t show correct proportions!

RC-1.0.1: Choosing a material for the floor is the responsibility of the local organizers of
Surface an event. The color of the field surface must be green.

RC-1.0.2: Artificial light sources may be hung over the field.

Lighting

FL 1.1 Dimensions

The field of play must be rectangular. The length of the touch line must be greater than the length of
the goal line.

National Matches

Length: minimum 90m (100yds), maximum 120m (130yds)

Width: minimum 45m (50yds), maximum 90m (100yds)

International Matches

Length: minimum 100m (110yds), maximum 110m (120yds)
Width: minimum 64m (70yds), maximum 75m (80yds)

Cup RoboCup Changes and Comments

RC-1.1: RoboCup Matches
Dimensions

Length: minimum 8m, maximum 18m.
Width: minimum 6m, maximum 12m.
The official field size for this year is 18m x 12m.
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FL 1.2 Field Markings

The field of play is marked with lines. These lines belong to the areas of which they are boundaries. The
two longer boundary lines are called touch lines. The two shorter lines are called goal lines. All lines are
not more than 12.5cm (5ins) wide. The field of play is divided into two halves by a halfway line. The
center mark is indicated at the midpoint of the halfway line. A circle with a radius of 9.15m (10yds) is
marked around it.

o
(_/ @oCup RoboCup Changes and Comments
RC-1.2: The width of touch and goal lines is 12.5cm. The radius of the center circle is
Field Markings 2m. For RoboCup, the width of all internal lines, like center circle, goal area,
and penalty area, is also 12.5cm.
RC-1.2.1: The field is surrounded by a black safety boundary, the height of which is

Safety Boundary between 5cm and 15cm. It is placed 1.5m outside of each field border. The only
purpose for this boundary is to prevent robots from running into the audience.
All teams are expected to make no assumptions about this boundary, namely
about its mechanical resistance. Thus the above height constraints might be
changed by the organizer within their limits without prior notice.

RC-1.2.2: The organizers may place ad panels. The length of a panel may not exceed 150
Ad Panels cm and the height may not exceed 50 cm. Panels must be placed on top or

outside of the safety boundary. The ad panels are not intended for localization.
RC-1.2.3: The RoboCup field defines 9 places used for game restart. In addition to the
Restart Spots white center marking and the white penalty marks, there are 6 extra spots

on the field, optionally marked with black color, which will be used for this
purpose. The positions of the extra markers (see field drawing above) are
specified as follows:

e 2 spots on the center line, one each halfway between touch line and center
mark.

e 2 spots each on a line parallel to the goal line through each penalty mark,
one each halfway between touch line and the penalty mark.

The penalty marks are not used for game restarts, unless a penalty was called
by the referee. The diameter of the center mark is 15cm, while the diameter of
the white penalty marks, and extra spots is 10cm.

FL 1.3 The Goal Area

A goal area is defined at each end of the field as follows:

Two lines are drawn at right angles to the goal line, 5.5m (6yds) from the inside of each goalpost.
These lines extend into the field of play for a distance of 5.5m (6yds) and are joined by a line drawn
parallel with the goal line. The area bounded by these lines and the goal line is the goal area.

/i >

(_/ ;\aocllp RoboCup Changes and Comments
RC-1.3: For RoboCup, replace “5.5m” by “0.75m”.
Goal Area

FL 1.4 The Penalty Area

A penalty area is defined at each end of the field as follows:

1. Two lines are drawn at right angles to the goal line, 16.5m (18yds) from the inside of each goalpost.
These lines extend into the field of play for a distance of 16.5m (18yds) and are joined by a line
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drawn parallel with the goal line. The area bounded by these lines and the goal line is the penalty
area.

2. Within each penalty area a penalty mark is made 11m (12yds) from the midpoint between the
goalposts and equidistant to them. An arc of a circle with a radius of 9.15m (10yds) from each
penalty mark is drawn outside the penalty area.

-~
( R;\aoCup RoboCup Changes and Comments
RC-1.4: For RoboCup, replace “16.5m” by “2.25m”, and “I1m” by “3m”. In
Penalty Area RoboCup, the penalty spot is outside the penalty area. No circle arc is used
in RoboCup.

FL 1.5 Flag-posts

A flag-post, not less than 1.5m (5ft) high, with a non-pointed top and a flag is placed at each corner. flag
posts may also be placed at each end of the halfway line, not less than 1m (1yd) outside the touch line.

P

( @OCUP RoboCup Changes and Comments
RC-1.5: No flag-posts are currently used in RoboCup.
Flag-posts

FL 1.6 The Corner Arc

A quarter circle line with a radius of 1m (1yd) from each corner flag-post is drawn inside the field of play.

('/;L\

aoCup RoboCup Changes and Comments

RC-1.6: For RoboCup, replace “Im” with “0.75m”.
Corner Arc
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FL 1.7 Goals

Goals must be placed on the center of each goal line. They consist of two upright posts equidistant from
the corner flag-posts and joined at the top by a horizontal crossbar. The distance between the posts is
7.32m (8yds) and the distance from the lower edge of the crossbar to the ground is 2.44m (8ft).

Both goalposts and the crossbar have the same width and depth which do not exceed 12.5c¢m (5ins).
The goal lines are the same width as that of the goalposts and the crossbar. Nets may be attached to the
goals and the ground behind the goal, provided that they are properly supported and do not interfere
with the goalkeeper.

The goalposts and crossbars must be white.

,’;,

( RéﬁoCup RoboCup Changes and Comments
RC-1.7: For RoboCup, replace “7.82m” with “2m” and “2.44m” with “1m”. A net is
Goals spawn between the crossbar and goal posts to the safety boundary of the field.

To avoid direct contact of the net with parts of the robots (wheels, kicking
device, etc.), the lower part of the net can be covered over a height between
30 and 40cm as a safety zone. This safety zone has to be done by the local
organizer and may vary in each tournament. The inside depth of the goal is
at least 0.5m (see image bellow). The goalposts and the crossbar are painted
white. See also [COMPETITION RULFE 4] for color samples.

125 mm
125 mm

1000 mm

>500 mm
125 mm

2000 mm

FL 1.8 Safety

Goals must be anchored securely to the ground. Portable goals may only be used if they satisfy this
requirement.

Decisions of the International F.A. Board

Decision 1: If the crossbar becomes displaced or broken, play is stopped until it has been repaired or
replaced in position. If a repair is not possible, the match is abandoned. The use of a rope to
replace the crossbar is not permitted. If the crossbar can be repaired, the match is restarted with
a dropped ball at the place where the ball was located when play was stopped (see [FIFA_LAW g)).

Decision 2: Goalposts and crossbars must be made of wood, metal or other approved material. Their
shape may be square, rectangular, round or elliptical and they must not be dangerous to players.

Decision 3: No kind of commercial advertising, whether real or virtual, is permitted on the field of play
and field equipment (including the goal nets and the areas they enclose) from the time the teams
enter the field of play until they have left it at half-time and from the time the teams re-enter the
field of play until the end of the match. In particular, no advertising material of any kind may be
displayed on goals, nets, flag-posts or their flags. No extraneous equipment (cameras, microphones,
etc.) may be attached to these items.
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Decision 4: The reproduction, whether real or virtual, of representative logos or emblems of FIFA,
confederations, national associations, leagues, clubs or other bodies, is forbidden on the field of
play and field equipment (including the goal nets and the areas they enclose) during playing time,

as described in [Decision 3}

Decision 5: A mark may be made off the field of play, 9.15 meters (10 yds) from the corner arc and at
right angles to the goal lines to ensure that this distance is observed when a corner kick is being

taken.

/’k
( RéaoCup RoboCup Changes and Comments

RC-Decision 5: [ETFA Decision dl applies with 2m and 3m distances in RoboCup.
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FIFA LAW 2 — The Ball

FL 2.1 Qualities and Measurements

The ball is
e spherical,
e made of leather or other suitable material,
e of a circumference of not more than 70cm (28ins) and not less than 68cm (27ins),
e not more than 450g (160z) in weight and not less than 410g (140z) at the start of the match,

e of a pressure equal to 0.6-1.1 atmosphere (600 - 1100g/cm?) at sea level (8.51bs/sqin — 15.6 Ibs/sqin).

P
( &oCup RoboCup Changes and Comments

RC-2.1: Each team has to be able to play with a defined FIFA standard size 5 football

Qualities and at any time. The official tournament ball will be announced at least one month

Measurements before the tournament and won’t mainly consist of the colors black, white or

green (except in the technical challenges). The vision system of the robots has
to be robust enough to handle any above mentioned ball without recalibration.
The ball should not be worn down too much and both team leaders have to
find an agreement before a match about which of the official balls they want
to use. Else the referee decides about the ball.

FL 2.2 Replacement of a Defective Ball

If the ball bursts or becomes defective during the course of a match:

e The match is stopped.

e The match is restarted by dropping the replacement ball at the place where the first ball became

defective (see [FIFA_LAW 8.

If the ball bursts or becomes defective whilst not in play at a kick-off, goal kick, corner kick, free kick,
penalty kick or throw-in:

e The match is restarted accordingly.

The ball may not be changed during the match without the authority of the referee.

Decisions of the International F.A. Board

Decision 1: In competition matches, only footballs which meet the minimum technical requirements
stipulated in [FIFA T.AW ) are permitted for use. In FIFA competition matches, and in competition
matches organized under the auspices of the confederations, acceptance of a football for use is
conditional upon the football bearing one of the following three designations: The official ”FIFA
APPROVED” logo, or the official " FIFA INSPECTED?” logo, or the reference ”INTERNATIONAL
MATCHBALL STANDARD”. Such a designation on a football indicates that it has been tested
officially and found to be in compliance with specific technical requirements, different for each
category and additional to the minimum specifications stipulated in [FIFA TAW 2)). The list of
the additional requirements specific to each of the respective categories must be approved by the
International F.A. Board. The institutes conducting the tests are subject to the approval of FIFA.
National association competitions may require the use of balls bearing any one of these three
designations. In all other matches the ball used must satisfy the requirements of
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Decision 2: In FIFA competition matches and in competition matches organized under the auspices
of the confederations and national associations, no kind of commercial advertising on the ball is
permitted, except for the emblem of the competition, the competition organizer and the authorized
trademark of the manufacturer. The competition regulations may restrict the size and number of
such markings.

o
( R;\aoCup RoboCup Changes and Comments
RC-Decision 2: The organizing committee of a tournament is responsible for approving the

balls to be used, including any kind of advertisement, logo, or emblem on the
ball.
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FIFA LAW 3 — The Number of Players
FL 3.1 Players

A match is played by two teams, each consisting of not more than eleven players, one of whom is the
goalkeeper. A match may not start if either team consists of fewer than seven players.

(resd

: ﬁoCup RoboCup Changes and Comments
RC-3.1: A match is played by two teams, each consisting of not more than five players,
Players one of whom is the goalkeeper.

A match may not start if either team consists of fewer than two players. If the
number of players of a team falls under 2 during a match, then the match will
still continue. However, if the number of players of a team falls to zero, the
match will be ended and competition rule 3.7 will be applied.

RC-3.1.1: Players not capable of play, e.g. players not able to move, or players with de-
Incapable Players | fective or malfunctioning sensing and/or actuating systems, are not permitted
to participate in the game. It is up to the referee to judge whether a player
is capable of play. The referee may ask the team leader of a player suspected
to be incapable of play to demonstrate playing ability at any time, in particu-
lar before and after a game, during half-time, and during any stoppage of the
game.

FL 3.2 Official Competitions

Up to a maximum of three substitutes may be used in any match played in an official competition
organized under the auspices of FIFA, the confederations or the national associations. The rules of the
competition must state how many substitutes may be nominated, from three up to a maximum of seven.

(we

: Q}f-‘Cup RoboCup Changes and Comments
RC-3.2: In RoboCup currently no substitutions are used.
Official
Competitions

FL 3.3 Other Matches

In other matches, up to five substitutes may be used, provided that:
e The teams concerned reach agreement on a maximum number.
e The referee is informed before the match.

If the referee is not informed, or if no agreement is reached before the start of the match, no more than
three substitutes are allowed.

FL 3.4 All Matches

In all matches the names of the substitutes must be given to the referee prior to the start of the match.
Substitutes not so named may not take part in the match.

FL 3.5 Substitution Procedure

To replace a player by a substitute, the following conditions must be observed:

e The referee is informed before any proposed substitution is made.
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e A substitute only enters the field of play after the player being replaced has left and after receiving
a signal from the referee.
e A substitute only enters the field of play at the halfway line and during a stoppage in the match.
e A substitution is completed when a substitute enters the field of play.

e From that moment, the substitute becomes a player and the player he has replaced ceases to be a
player.

e A player who has been replaced takes no further part in the match.

e All substitutes are subject to the authority and jurisdiction of the referee, whether called upon to
play or not.

FL 3.6 Changing the Goalkeeper
Any of the other players may change places with the goalkeeper, provided that:
e The referee is informed before the change is made.

e The change is made during a stoppage in the match.

/’k
( RéﬁoCup RoboCup Changes and Comments
RC-3.5: In RoboCup it is allowed to exchange the goalie with a field player. This has

Goalie Substitution to be done during a break of the game, usually when the goalie is taken from
Procedure the field for repair.

FL 3.7 Infringements/Sanctions
If a substitute enters the field of play without the referee’s permission:
e Play is stopped.
e The substitute is cautioned, shown the yellow card and required to leave the field of play.

e Play is restarted with a dropped ball at the place it was located when play was stopped (see
[ETFA TAW §).
If a player changes places with the goalkeeper without the referee’s permission before the change is made:
e Play continues.
e The players concerned are cautioned and shown the yellow card when the ball is next out of play.
For any other infringements of this Law:

e The players concerned are cautioned and shown the yellow card.

FL 3.8 Restart of Play

If play is stopped by the referee to administer a caution:

e The match is restarted by an indirect free kick, to be taken by a player of the opposing team from
the place where the ball was located when play was stopped (see [FIFA T AW §]).

FL 3.9 Players and Substitutes Sent Off

A player who has been sent off before the kick-off may be replaced only by one of the named substitutes.
A named substitute who has been sent off, either before the kick-off or after play has started, may not
be replaced.
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FL 3.10 Decisions of the International F.A. Board

Decision 1: Subject to the overriding conditions of [FIFA LAW 3| the minimum number of players in a
team is left to the discretion of national associations. The Board is of the opinion, however, that a
match should not continue if there are fewer than seven players in either team.

Decision 2: The coach may convey tactical instructions to the players during the match. He and the
other officials must remain within the confines of the technical area, where such an area is provided,
and they must behave in a responsible manner.

(resd
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RC-Decision 2: RoboCup players must play autonomously. Coaching and any kind of human
interference with robots, with or without technical means, is not allowed, except
where otherwise specified in the Laws. Coaching and human interference is
only allowed for substitutes and robots outside of the playground, and only if
the robots are inactive, in particular, if they do not send any kind of signals,
including wireless communications.
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FIFA LAW 4 — The Players’ Equipment

f’;
( R;\oCup RoboCup Changes and Comments

RC-4.0.1: Robots for playing soccer must be designed such that they are both robust
Design Guideline | and safe. Both terms are subsequently explained. To support the TC during
the verification of the robot size and of the ball manipulation devices, the
adequate measurements (e.g. construction plans, etc.) of the robots have to
be published before the tournaments. This is regulated in more detail during
the qualification process of a tournament.

FL 4.1 Safety

A player must not use equipment or wear anything which is dangerous to himself or another player
(including any kind of jewellery).

(we
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RC-4.1: Robot soccer players must be built such that they are safe. Safe means that
Safety robots do not damage other robots or any objects of the playground, or pose

a threat to the audience, or to the referees, or to human team members. In
particular, the design of the robots should ensure that ”Fouls and
Misconduct” (EIFA_LAW 12)) are avoided. Each robot must have a a ver-
tically continuous safety border, at least 1 cm thick and 6 cm high, made
out of soft material, which is added around the bottom of the robot. This soft
material layer should be supported on the back over its complete height. Bor-
ders made of independent non connected pieces, or that only partially covers
the outer limits of the robot (with the exception of the natural openings such
as the ball engaging area), are not allowed and will be checked upon during
technical verifications or at any time during a game by the referee. This border
must be well attached to the robot and may not fall down, partially or totally,
during the game. If such a thing happens, the robot must be removed from the
field for repair. Anyone is allowed to take whatever action that seems necessary
to prevent a robot from causing urgent danger. This includes lifting the robot
and/or switching it off. Teams must provide an emergency stop button on their
robot that interrupts all actuation.

RC-4.1.1: Robots must be designed and programmed such that they try to avoid interfer-
Jamming ence concerning the operation of sensor systems and/or communication devices.
The use of particular equipment which may cause interference of communica-
tion and/or sensors must be reported to the league organizing committee of
a tournament and eventually negotiated between two teams before a match.
If a team uses communications and sensors other than those previously de-
clared to the tournament committee and/or the opponent, the game may be
forfeited, and the league organizing committee may exclude the robots from
further participation.
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RC-4.1.2:
External Boundary
Area

All robots must be able to detect those situations where they are currently
placed outside the external line of the field of play (inside the external 1.5m
wide boundary area). Although robots are allowed to use this area at its
own discretion they may not, either intentionally or not, crash against the field
Safety Boundary. A robot is considered to have crashed against the field Safety
Boundary if its speed is high enough to potentially damage this boundary. In
any case, if it is clear that the robot is not making an attempt to stop, and
hits the Safety Boundary even at low speed, this is considered to be a crash.
It is up to the referee to judge those situations and call a free kick against the
offending team whenever he considers a crash has occurred.

It is advisable that whenever a robot, or set of robots, are chasing the ball,
they stop their movement as soon as they have detected that the ball is outside
the field of game.

NOTE: If a robot is pushed against the Safety Boundary by an opponent robot,
a pushing fault will be called instead.

RC-4.1.3:
Exclusion

Robots that violate the above conditions, in particular if they threaten to
seriously damage opponents or pose a threat to the audience and/or referees
and/or human team members, may be excluded from play in a tournament by
the league organizing committee.

FL 4.2 Basic Equipment

The basic compulsory equipment of a player is:

e a jersey or shirt,

e shorts - if thermal undershorts are worn, they are of the same main color as the shorts,

e stockings,

shin-guards,

footwear.
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RC-4.2.0:
Robot Size

The size of each robot player must obey the following constraints:

1. Each robot must possess a configuration of itself and its actuators, where
the projection of the robot’s shape onto the floor fits into a square of size
at least 30cm x 30cm and at most 52cm x 52cm.

2. The usual field player has to keep at any time the size limit of 52cm x
52cm.

3. The goalie is allowed to increase his size instantaneously (at most 1 sec-
ond) up to 60cm x 60cm width or 90cm height if the goal is endangered
by an approaching ball. The goalie resolves on this situation by itself,
but he is only allowed to increase his size again after a pause of 4 seconds
and having completely reduced his size to the normal state before the in-
crease. Additionally, it is only allowed to increase its size instantaneously
in one direction (left, right or upwards).

4. The robot’s height must be at least 40 cm and at most 80 cm (exception
goalie: 90 cm during extended phase).

5. The field players may never exceed the 80 cm height limit.

6. The size of the robots will be checked before the tournament by the TC.
If a robot doesn’t match the described limits it will be excluded from the
competition.

RC-4.2.1:
Robot Shape

Any shape is allowed as long as the size restrictions are not violated.
Robots may exhibit concavities in their shape or may dynamically
change shape, provided that the Laws concerning ”Fouls and Misconduct”

([ETFAT.AW T12)) are not violated.

RC-4.2.2: The maximum weight of a robot is 40 kg.
Robot Weight
RC-4.2.3: The base color of a robot’s body must be black.

Robot Colours

The paint or used material must be matte in order to minimize reflectivity.

Note 1: This law does not mean that your robot must be completely black;
for example, one cannot paint the lens of a camera. However, every team
is expected to try hard to hide non-black parts of the robot as much as
possible, especially parts that have colors used for the ball or the field of

play.

Note 2: Teams should avoid using any kind of shiny material for robot sur-
faces. The league committee may exclude robots that do not conform
with colouring laws.

RC-4.2.4:
Robot Markers

A robot must have markings in order to be recognized by other robots and to
be distinguished by the referee. Each robot must carry color markers, number
markers, and top markers. Robots not carrying all markers are not eligible
to play.
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RC-4.2.4.1:
Colour Markers

Colour markers should be designed as follows:

e Above 30cm and below 60cm, color markers must be present and visible
from all sides.

e A color marker can be any shape.

e The height and width of a color marker must be greater than or equal to
10 c¢m in any direction.

e The marker color must be one of the two predetermined official colors.
The official colors are magenta and cyan.

Please use the colors defined by the RAL codes in the competition rule 4.
It is the responsibility of team leaders to obtain samples of marker colors
and to ensure that their team color markers are as close as possible to
the official colors. The Middle Size League Technical Committee may
request to build new color markers on site, if the team’s color markers do
not sufficiently comply with the official colors.

e Every team must provide the markers in each team color and attach one
of them prior to each game.

e See also [COMPETTTTION RULE 4] for colour examples.

RC-4.2.4.2:
Number Markers

A number marking should be designed as follows:

e Each robot must carry a number (consisting of two digits at most), in
black digits of height no smaller than 8 cm.

e The number will be fixed on the color markers and must at least be visible
from all four major sides (front, back, left and right) of the robot.

e The number 1 is reserved for goal keepers.

e The number marking must be easily visible for the referee, other humans
and robots from all sides.

e The number markers of the robots will be checked before the tournament
by the TC. If the markers do not comply with the above rules, the team
will be requested to build new number markers on site.

RC-4.2.4.3:
Top Markers

Each robot must carry a top marker as follows (see figure below):
e The top marker is a black circle with a diameter of 20cm.

e In the center of the circle, a square in the respective team color and of at
least 8cm side length must be present.

e On top the coloured square a robot’s number marker must be present.
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RC-4.2.5:
Communications

Communication between the robots of a team using wireless links is allowed
according to the following rules.

Communication between the robots and one remote computer system (herein
after referred as Base Station) is also allowed, provided that human interference
is excluded. Robots may receive data or commands from this remote computer,
as long as these does not include any further information gained by non-robot
sensors (e.g. position of the robot itself, or teammates, or opponents, or the
ball on the field). It is especially allowed to fuse data on the external computer,
if that data is gained only by robots.

Wireless communication equipment satisfying IEEE 802.11a and/or IEEE
802.11b specifications is allowed. Use of any other kind of wireless commu-
nications using these or other frequencies is explicitly forbidden.

All communications between robots, as well as between robots and the Base
Station, must be established through one of the two Access Points available at
the field of game (either in ’a’ or in ’b’ mode), and provided by the organization.
Use of ad hoc wireless networking is strictly forbidden.

Teams may use either unicast or multicast wireless communication modes. Use
of broadcast is strictly forbidden.

Unicast and IPv4 multicast IP addresses are defined for each team in these rules
(see bellow). Teams may not use any IP addresses other than those assigned
to them.

Although robots may send arbitrary kinds and amounts of data between each
other and the Base Station, bandwidth restrictions will apply in order to assure
a fair game.

All competing teams should have the same network limits, whichever IEEE
802.11 mode is being used. This way, the slower mode (IEEE 802.11b specifica-
tion) is the one that actually limits the amount of data that can be transmitted.
Each team is then allowed to use, at most, 20% of the bandwidth provided by
the IEEE 802.11b Access Point. Therefore, 2.2 Megabits/second is the actual
maximum bit rate that can be used by any team during the tournament.
Apart from the communication equipment placed in the robots, no other team
computers or equipment may use any form of wireless communication. In
particular, it is mandatory that the team’s Base Station Computer has its
wireless support turned off.

No Access Points, other than those provided by the organization, may be turned
on during the tournament.

Each team has to provide, together with other team qualification materials,
a list of all MAC addresses they intend to use during the tournament, with
explicit indication of those that will be used for wireless communication.

Competition setup

Each field of the competition will be equipped with the following base elements
provided by the organization:

o Two Access Points. One working in IEEE 802.11a and other working in
IEEE 802.11b. These Access Points may or may not be included in a
single piece of equipment.

e One computer for running the Referee Box software

e Two LCD screens for Base Station visualization. As defined elsewhere,
Base Station laptops must have their covers closed during the entire game.

Both Access Points will connect to a wired network by means of one or two
switches.
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RC-4.2.5: Both the Referee Box and the team Base Stations must also be connected by
Communications cable to the wired network.

Each team has to design their software in such a way that it is possible for
them to use only one Base Station to manage a game.

Commands from the Referee Box will be sent to the team’s Base Station using
the wired connection. It is the team responsibility to re-send these commands
to their robots on the field.

Network settings, during the competition, will be as follows:

e WEP encryption is turned off.

e Broadcast of SSID is turned on.

e Subnet mask normal PC: 255.255.255.0.

e Subnet mask of a PC connected to the RefBox: 255.255.0.0.
e Access Point Beacon Interval should be set to 20-30.

e Access Point DTIM Interval should be set to 2-3.

e Access Point power save mode is disabled.

IEEE IEEE
802.11a 802.11b

Base Station Base Station
Magenta Cyan

Referee Box

Technical verifications and sanctions

During technical verifications teams must be prepared to demonstrate and ex-
plain their communication setup and software to the MSL Technical Commit-
tee. This will include network configuration and bandwidth usage. Further-
more, team robots must be placed in the field and respond to basic Referee
Box commands. The Network Monitor software will be used to verify that the
team communication setup is in accordance to the rules.

Teams that fail to comply with the current communications rules will be asked
by the Technical Committee to re-adjust their software and setup in order
to correct the detected incompatibilities. If the team fails a second technical
verification, it may be excluded from playing in the tournament by the league
organizing committee.




18 FIFA LAW 4 — THE PLAYERS’ EQUIPMENT

(resd

: ﬁoCup RoboCup Changes and Comments
RC-4.2.5: If, during or after a match, the Network Monitor shows a clear violation of the
Communications rules either by the playing teams, or by any other MSL teams in the neighbour-

hood, the reported offending team will be awarded a warning by the technical
committee. A second warning, issued to the same team during the tournament,
may lead to the team exclusion, by decision of the league organizing committee,
under recommendation of the technical committee.

RC-4.2.6: Any sensing system is allowed as long as the following constraints are met:
Sensing Systems

1. All parts of the sensing system (i.e .the actual sensing device and, if
applicable, a signal emitting device) must be on the robots.

2. There may be no manipulation of the environment, such as placing spe-
cific markers as landmarks.

RC-4.2.7: Robots may have special devices for ball handling.
Ball Handling Ball handling devices must be designed such that they are safe.
Mechanisms The robot’s use of ball handling devices must comply with the Laws set forth

in "Fouls and Misconduct” (FIFATAW 12)).

FL 4.3 Shin-guards

e are covered entirely by the stockings.
e are made of a suitable material (rubber, plastic, or similar substances).

e provide a reasonable degree of protection.

(we
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RC-4.3.1: Robot soccer players must be built such that they are robust.
Robustness Robust means that the physical integrity of the robot is not endangered by

incidental, accidental, or intentional collisions with the ball or objects of the
field or other robots. The robot’s sensing systems and software should be able
to handle potentially significant levels of noise caused by other sources, such
as other robots, game officials, team members, spectators, or the media.
Robots are allowed to kick a ball upward with no penalty. This means that the
robots should be build strong enough to tolerate it.

FL 4.4 Goalkeepers

e wear colors which distinguish them from the other players, the referee and the assistant referees
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RC-4.4: Goalkeepers must obey the same colouring and marker constraints as the other
Goalkeepers robots in their team. The number on the top marker must indicate that a player

is a goal keeper. If a normal player replaces the goal keeper at the beginning of
the game, this player must exhibit the number 1 in order to clarify its function
in the game. If the replacement occurs during the game the replacing goal
keeper does not have to wear the side color, number marker or top marker of
the regular goal keeper.

If a goal keeper is removed from the field during a game stoppage, then, just
after the ending of the stoppage, it can be automatically replaced by one of the
field players. The robot that enters the goal area first, automatically become
the new goalie, and stays as that until number 1 player re-enters the field or
until it is removed from the field itself. If the number 1 player later re-enters
the game, the replacing goalie must resume its role as field player.

FL 4.5 Infringements/Sanctions

For any infringement of this Law:

e Play need not be stopped.

e The player at fault is instructed by the referee to leave the field of play to correct his equipment.

e The player leaves the field of play when the ball next ceases to be in play, unless he has already
corrected his equipment.

e Any player required to leave the field of play to correct his equipment does not re-enter without
the referee’s permission.

e The referee checks that the player’s equipment is correct before allowing him to re-enter the field

of play.

e The player is only allowed to re-enter the field of play when the ball is out of play.

A player who has been required to leave the field of play because of an infringement of this Law and who
enters (or re-enters) the field of play without the referee’s permission is cautioned and shown the yellow

card.
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RC-4.5.1: Team leaders may ask the referee for permission to remove a player from the

Repair of Robots | field, if there is a problem with the players hardware and/or software.

If the referee gives permission to remove a player, one human team member,
who must be properly dressed and who has been identified to the referee before
the start of the game, may enter the field and remove a robot only during a
game stoppage.

Robots must be repaired outside of the safety boundary around the field.
Checking that the player’s equipment is correct may also be done by assistant
referees.

After a player has been repaired or a players equipment has been corrected the
player is allowed to enter the field only during a game stoppage and after having
received a corresponding signal from the RefBox over the network socket.
The referee will signal the person at the RefBox when a player is removed from
the field. The person at the RefBox will press a button for the team which
indicates that a player is removed. After 30s the RefBox will send automatically
a signal over the network socket that a robot can enter the field again during
the next game stoppage. The RefBox will show when the 30s period is over. If
a robot re-enters the field before the 30s are passed or when the game is not
stopped, the opponent team will be awarded a free kick executed on the kick-off
point. The robot that illegally entered the field has to be removed again and
the 30s period will be restarted. This rule doesn’t apply to a single particular
robot. If a robot is removed from the field, then no other robot from the
same team can re-enter the field before the 30s are passed, the RefBox signal
is received and the game is stopped. If another robot from the same team is
removed during the on going 30s period in the next game stoppage, this time
is restarted and, for another 30s, no robot of the same team can re-enter the
field.

FL 4.6 Restart of Play

If play is stopped by the referee to administer a caution:

e the match is restarted by an indirect free kick taken by a player of the opposing side, from the place
where the ball was located when the referee stopped the match.
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FIFA LAW 5 — The Referee
FL 5.1 The Authority of the Referee

Each match is controlled by a referee who has full authority to enforce the Laws of the Game in connection
with the match to which he has been appointed.

FL 5.2 Powers and Duties
The Referee:

e enforces the Laws of the Game.

e controls the match in co-operation with the assistant referees and, where applicable, with the fourth
official.

e ensures that the ball meets the requirements of [FIFA TAW 2]

e ensures that the players’ equipment meets the requirements of [FIFA TAW 4]

e acts as timekeeper and keeps a record of the match.

e stops, suspends or terminates the match, at his discretion, for any infringements of the Laws.
e stops, suspends or terminates the match because of outside interference of any kind.

e stops the match if, in his opinion, a player is seriously injured and ensures that he is removed from
the field of play.

e allows play to continue until the ball is out of play if a player is, in his opinion, only slightly injured.

e ensures that any player bleeding from a wound leaves the field of play. The player may only return
on receiving a signal from the referee, who must be satisfied that the bleeding has stopped.

e allows play to continue when the team against which an offence has been committed will benefit
from such an advantage and penalizes the original offence if the anticipated advantage does not
ensue at that time.

e punishes the more serious offence when a player commits more than one offence at the same time.

e takes disciplinary action against players guilty of cautionable and sending-off offences. He is not
obliged to take this action immediately but must do so when the ball next goes out of play.

e takes action against team officials who fail to conduct themselves in a responsible manner and may
at his discretion, expel them from the field of play and its immediate surrounds.

e acts on the advice of assistant referees regarding incidents which he has not seen.
e ensures that no unauthorized persons enter the field of play.
e restarts the match after it has been stopped.

e provides the appropriate authorities with a match report which includes information on any disci-
plinary action taken against players, and/or team officials and any other incidents which occurred
before, during or after the match.

o
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RC-5.3: In RoboCup, some referee duties like time keeping and keeping a record of the
Powers and match may be delegated to one of the assistant referees.
Duties
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RC-5.3.1: In RoboCup, assisting technology is used to support the referee, in particular for
Referee Box conveying referee decisions to robot players and for maintaining a record of the
game. Such assisting technology includes a referee box and possibly other sorts
of technology. In particular, whenever the Laws of the Game specify that the
referee is giving a signal, the referee box protocol specifies the communication
of one or more messages to the team remote computer system. Operation of
the referee box is delegated to an assistant referee.
RC-5.3.2: Whenever a robot shows a behaviour which is clearly dangerous either to the
Permission to stop | opponent robots or to spectators, a single human team-member is allowed to
the robots enter the field without permission of the referee to stop the robot by means of
its mandatory emergency stop button. If a robot is stopped in this way, the
game is also stopped by the referee and resumed with a free-kick for the other
team. This free-kick will be taken from the position where the ball was when
the robot was stopped, or from one of the closest restart points.
FL 5.3 Decisions of the Referee

The decisions of the referee regarding facts connected with play are final. The referee may only change a
decision on realizing that it is incorrect or, at his discretion, on the advice of an assistant referee, provided
that he has not restarted play.

Decisions of the International F.A. Board

Decision

This

1: A referee (or where applicable, an assistant referee or fourth official) is not held liable for:

any kind of injury suffered by a player, official or spectator,
any damage to property of any kind,

any other loss suffered by any individual, club, company, association or other body, which is
due or which may be due to any decision which he may take under the terms of the Laws of
the Game or in respect of the normal procedures required to hold, play and control a match.

may include:

a decision that the condition of the field of play or its surrounds or that the weather conditions
are such as to allow or not to allow a match to take place,

a decision to abandon a match for whatever reason,

a decision as to the condition of the fixtures or equipment used during a match including the
goalposts, crossbar, flag posts and the ball,

a decision to stop or not to stop a match due to spectator interference or any problem in the
spectator area,

a decision to stop or not to stop play to allow an injured player to be removed from the field
of play for treatment,

a decision to request or insist that an injured player be removed from the field of play for
treatment,

a decision to allow or not to allow a player to wear certain apparel or equipment,

a decision (in so far as this may be his responsibility) to allow or not to allow any persons
(including team or stadium officials, security officers, photographers or other media represen-
tatives) to be present in the vicinity of the field of play,

any other decision which he may take in accordance with the Laws of the Game or in conformity
with his duties under the terms of FIFA, confederation, national association or league rules or
regulations under which the match is played.
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Decision 2: In tournaments or competitions where a fourth official is appointed, his role and duties
must be in accordance with the guidelines approved by the International F.A. Board.

Decision 3: Facts connected with play shall include whether a goal is scored or not and the result of
the match.
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FIFA LAW 6 — The Assistant Referees
FL 6.1 Duties

Two assistant referees are appointed whose duties, subject to the decision of the referee, are to indicate
e when the whole of the ball has passed out of the field of play,
e which side is entitled to a corner kick, goal kick or throw-in,
e when a player may be penalized for being in an offside position,
e when a substitution is requested,

e when misconduct or any other incident has occurred out of the view of the referee.

—
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RC-6.1: In RoboCup, one or more assistants may be appointed for a match. The
Duties recommendation is to have three assistant referees. One of the assistant referees

should be responsible for time keeping and keeping a game record. The referee
may assign assistant referees additional duties aside of those specified in the
FIFA Law.

FL 6.2 Assistance

The assistant referees also assist the referee to control the match in accordance with the Laws of the
Game.

In the event of undue interference or improper conduct, the referee will relieve an assistant referee of his
duties and make a report to the appropriate authorities.
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FIFA LAW 7 — The Duration of the Match
FL 7.1 Periods of Play

The match lasts two equal periods of 45 minutes, unless otherwise mutually agreed between the referee
and the two participating teams.

Any agreement to alter the periods of play (for example to reduce each half to 40 minutes because of
insufficient light) must be made before the start of play and must comply with competition rules.

(resd
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RC-7.1: In RoboCup, a match lasts two equal periods of 15 minutes (clock-time).
Periods of Play For friendly games, referee and both teams may decide on different periods of
play.

In official tournaments, modifications of periods of play may be specified by
the organizing committee.

FL 7.2 Half-Time Interval

Players are entitled to an interval at half-time. The half-time interval must not exceed 15 minutes.
Competition rules must state the duration of the half-time interval. The duration of the half-time
interval may be altered only with the consent of the referee.

o
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RC-7.2: In RoboCup, the half-time interval must not exceed 10 minutes.
Half-Time The referee may limit the game to the first half if this time is exceeded by clear
Interval responsibility of one of the teams. In this case competition rule 3.7 will apply.

Upon agreement with both team leaders, the referee may alternatively reduce
the second half overall time.

FL 7.3 Allowance for Time Lost

Allowance is made in either period for all time lost through
e substitution(s),
e assessment of injury to players,
e removal of injured players from the field of play for treatment,
e wasting time,
e any other cause.

The allowance for time lost is at the discretion of the referee.

FL 7.4 Penalty Kick

If a penalty kick has to be taken or retaken, the duration of either half is extended until the penalty kick
is completed.

FL 7.5 Extra Time

Competition rules may provide for two further equal periods to be played. The conditions of [FIFA T.AW §|
will apply.
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FL 7.6 Abandoned Match

An abandoned match is replayed unless the competition rules provide otherwise.
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FIFA LAW 8 — The Start and Restart of Play

FL 8.1 Preliminaries

A coin is tossed and the team which wins the toss decides which goal it will attack in the first half of the
match.

The other team takes the kick-off to start the match.

The team which wins the toss takes the kick-off to start the second half of the match.

In the second half of the match the teams change ends and attack the opposite goals.

(we

_ Q}f-‘Cup RoboCup Changes and Comments
RC-8.1.1: For RoboCup, a match must start at the scheduled time. In exceptional situ-
Start Delay ations only, the referee may re-adjust the time for starting the game in accor-
dance with both team leaders.
RC-8.1.2: All robots of a team are started (and stopped) by receiving a signal through
Remote Start wireless communication from outside the field.

FL 8.2 Kick-off

A kick-off is a way of starting or restarting play
e at the start of the match,
e after a goal has been scored,
e at the start of the second half of the match,

e at the start of each period of extra time, where applicable.

A goal may be scored directly from the kick-off.

FL 8.3 Procedure (for kick-off)
e All players are in their own half of the field.

e The opponents of the team taking the kick-off are at least 9.15m (10yds) from the ball until it is in
play.

e The ball is stationary on the center mark.

e The referee gives a signal.

e The ball has to be kicked forward into the side of the defending team.
e The ball is in play when it is kicked and moves forward.

e Unless the ball is in play, all players stay in their own half of the field.

e The kicker does not touch the ball a second time until it has touched another player.

After a team scores a goal, the kick-off is taken by the other team.
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( doCup

RoboCup Changes and Comments

RC-8.3:
Procedure
(for Kick-OfT)

For RoboCup, the following procedure is followed for kick-off:

All players are in their own half of the field, with the exception of the
robot taking the kick, which may be partially inside the opponent half of
the field

The opponents of the team taking the kick-off must remain at least 3m
away from the ball until the ball is in play.

The robot of the attacking team that is taking the kick is positioned at
the ball.

The players of the team taking the kick-off other than the kicking robot
must remain at least 2m from the ball until the ball is in play.

No robot, except the kicking robot, is allowed to touch the ball until the
ball is in play.

The ball is stationary on the center mark.
The referee gives a signal.

A player of the team who was awarded the kick-off kicks the ball. Kicking
the ball into its own half of the field is also allowed.

The robot taking the kick should either use its kicker or one of its sides
to instantaneously kick (i.e., without dribbling or dragging) the ball such
that it travels freely over a distance of at least 0.5m.

The ball is in play immediately after being kicked.

After the kick, the attacking team is only allowed to touch the ball a
second time after it moved over a distance of at least 0.5m.

A goal may be scored only when the ball was touched by another player
of the same team.

When 10 seconds have passed and the ball wasn