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2018 Bolingbrook Mustang Youth Flag Football Association (BMYFFA) 

Rules and Regulations 

ORGANIZATION PROCEDURES (rev: December 2017) 

The BMYFFA shall, at least 10 days prior to the first regularly scheduled game, establish the number of 
players on each team, subject to the recruitment level achieved by the BMYFFA. All teams playing in the 
same division of the league shall have the same number of players on their rosters. Differences will be 
subject to prior approval of the Board. 

If a Head Coach loses any players on the roster prior to the ordering of uniforms due to illness, injury, 
change of address or other justifiable reason, another player shall be obtained through action by the 
Board to replace the one lost, if possible. Such replacement must be otherwise eligible under all sections 
of the Regulations of the BMYFFA. The playing ability of any youngster shall not be considered a 
justifiable reason for replacement. The Player Representative will maintain a pool of names from late 
registrants or a waiting list to be used to fill any such vacancies. Coaches may not recruit new players for 
such vacancies from outside the Player Rep's list until such list has been exhausted. If a Team loses any 
players after uniforms have been ordered, said Team will proceed throughout the season with the 
diminished roster. 

Equipment Representative. The Equipment representative will have a generic jersey to be used as a 
blood jersey. Any blood on any player must be cleaned and covered, and the player must change their 
clothes before coming back into the game. 

 

1. THE COACHES 
1.1. BMYFFA reserves the right to interview all head coaches and assistants. A committee created by 

the board, for this purpose will interview all coaches. Any interested coaches must come 
forward 2 weeks prior to the draft. The board must approve all head coaches and assistants. 
Returning coaches in good standing are given 1st priority in getting a team. 

1.2. Each team is allowed 2 rostered assistant coaches for the Stallion and Bronco Division, and 3 
rostered assistant coaches for Colt Division to run practices in the absence of the Head Coach. 
This rule is not intended for Draft (which is covered under rule 3.2). 

1.3. To promote coaching in Bronco and Stallion Divisions, a second assistant coach may be protected 
to a team. The child, or children, of the second assistant coach is or are the first (and if 
necessary, second, third, fourth, etc.) picks of the draft for that Team. 

1.4. If a coach or fan becomes unruly during a game, practice, or league event, a referee or League 
Official can eject the coach or fan from the game, practice, or event.  Upon ejection, the coach 
or fan must immediately leave to the parking lot.  If this occurs in the second half of the game, 
the coach or fan will be ejected for the remainder of the game and the next game also. The 
coach will also be relieved from all activity on the Football Fields for the remainder of the day.   

1.5. Each Head Coach desiring to publish additional rules for their Team must provide a copy of their 
rules to the Player Agent, and the Head Coach must receive approval of their Team rules by the 
Player Agent.  Any disagreements regarding Team rules will be subject to the final decision of 
the Board. 

2. THE PLAYERS 
2.1. Any candidate, meeting the residency requirements of the BMYFFA, who will attain the age of 5 

years after January 1st, and who will not attain the age 18 years before the end of the current 
season or November 1st (whichever comes first), of the year in question, shall be eligible to 

http://bolingbrookflagfootball.com/rules.html
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compete in the BMYFFA for the normal registration fee. All non-resident players are subject to a 
$15 Bolingbrook Park District (Out-of- District fee) 

2.2. All candidates must present a copy of their birth certificate as acceptable proof of age to the 
Board at the time of registration or prior to the draft. 

2.3. The League Age of each candidate shall be recorded and announced at the player draft to guide 
the board in balancing the coach’s rosters. League Age is that age attained prior to August 1st, 
in any given season. 

2.4. Each player on a team roster, and in attendance, must participate in each game for a minimum of 
20 minutes, or as specified in the team rules. 

2.5. Penalty: The players who have not played the minimum number of minutes in a game shall start 
the next scheduled game that they attend, and play no less than the remaining mandatory time 
limit for both games. The Head Coach shall, for the: First Offense - receive a written warning 
from the Board; Second Offense - receive a suspension for the next scheduled game; Third 
Offense - receive a suspension for the remainder of the season. 

   
2.6.  Division Breakdowns: 

Colt Division 5-6 years of age (Non-competitive). 
Bronco Division 7-9 years of age. 
Stallion Division 10-13 years of age. 
Thoroughbred Division 14-17 years of age, at no time during the season can a player attain the age of 18. 
(Should Thoroughbred Division not exist, 14-year-old do not go back to Stallion Division) 

 
3. SELECTION OF PLAYERS 

3.1. The selection of players for the Colt Division will be assigned. The Bronco & Stallion teams within 
the league shall be accomplished through a combination of: A player draft. A blind draft.  Any 
returning player unable to attend evaluations for excused reasons, may still be drafted in regular 
drafting by use of proxy evaluation in which two coaches or board members or combinations 
thereof, rate a player based on past performance known to the coach/board member.  This 
rating can be used in lieu of an evaluation.  Attendance to an evaluation is still a necessity and 
the returning player must contact the Player Representative and receive approval for a proxy 
evaluation, at least one day prior to the first evaluation.  If it is not approved prior to the first 
evaluation, the player will revert to blind draft rules.  Proxy evaluations will take place on draft 
day and the information will be given to all coaches present for draft.  A returning player that 
has played the previous year on the colt division and is advancing divisions, will not be eligible 
for a proxy evaluation. 

3.2. The Bronco and Stallion Divisions will only allow a Head Coach to protect 1 rostered assistant 
coach’s child for drafting purposes 

3.3. Player Draft Procedure: The player draft will be conducted and overseen by the BMYFFA Board of 
Directors. A draft cannot be executed without a board member present. The participating board 
member will resolve all questions and problems that might occur. Any coach not represented at 
the player draft will have players drawn for them by a non-partisan board member not coaching 
in that Division. The draft will proceed as follows: The children of the Head Coach and one child 
of the First Assistant Coach will be protected & assigned to the respective team will fill the 
player slots from the bottom of the assigned team’s list. An additional child(ren) of the first 
assistant coach will be taken as the first-round draft pick, and if necessary, the second, third 
pick, etc.  Second Assistant Coaches (and their respective child(ren)) are not protected to a 
specific team and must be drafted during regular rounds of the draft. 

3.4. Remaining players are evenly divided based on draft selection order and on ability to complete 
the team’s rosters within each division. 
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3.5. The Board of Directors will provide the naming and placing of all protected players to their 
respective teams. This will also include the listing of the head coaches and siblings of other 
players. The designated player will be assigned to the appropriate team immediately before the 
start of the draft and removed from the draft pool. A list of players eligible for the draft will be 
provided to each coach prior to skills evaluation and the draft. The list will include birth date 
and will be divided into two draft pools. The BYFFL draft pools will consist of: (A) draftees who 
have turned 7 to 9 years old prior to or on the July 31st proceeding the season for the Bronco 
division and (B) all others (generally 10 to 13 years old for the Stallion division). 

3.6. The draft is used primarily to provide a balance of experience and talent on league teams 
thereby providing parity in competition and enhance enjoyment for our participants. Those 
players who are not able to attend an evaluation will be assigned to a blind draft after the draft 
as discussed below. 5. Players that have requested to be drafted with another player due to 
special circumstances will be considered by the BYFFL board, but Head Coaches will not be 
forced to draft the other player. All siblings must be drafted together unless specified by parents 
not to do so. The BYFFL board will have final say on situations in dispute. 6. 7. Order of draft: A. 
Once the director conducting the draft announces that a team is eligible to select, the coach 
must announce a draft selection within one minute. Failure to select within one minute will 
cause the board member to select on behalf of the team a draftee from the appropriate age 
pool. B. After all youths who attended the skills evaluation are selected, the draft for non-
attending, will continue in order using a blind draft. The blind draft will take place after the 
evaluated player draft. C. Players registering late will be assigned by blind draft in the continuing 
draft order. This draft (player assignment) will take place immediately after late registration has 
concluded. Players may be allowed on to a team after final registration day at the discretion of 
the Board of Directors. D. Coaches have 48 hours from the end of the draft to complete their 
player trades. E. Coaches must contact all players/parents within one week from the 
commencement of the draft. 

3.7. If there is only one player (or brother/sister combo), whether they are evaluated or non-
evaluated, the team on the draft clock must select the player(s).  They can, if they wish, trade 
the player(s) within the Trade Guidelines, if both Head Coaches agree to the trade. 

3.8.  Late Registered Players.  Players missing the registration and drafts must register after the day of 
the draft within a date to be determined by the board.  This will be the last day in which late 
registrations can occur.  Players who register late cannot be placed on a team until the last day 
of late registrations.  At that point, the coaches will get together with the player agent, and 
names of late registrations will be pulled from a hat in draft order, with the next team in order 
from drafts starting first.  Players received from the late registration cannot be traded.  (this will 
also be made apparent to late registering players that no “car pool” considerations can be 
claimed). 

4. SCHEDULE OF PRACTICES 
4.1. All practices are to be held on Bolingbrook Park District fields and parks at the discretion of the 

coaches. However, no practice will be held without a Head or Assistant coach present. Any 
practice held without a rostered coach will be deemed unauthorized, subject to disciplinary 
actions from the board. 

4.2. Only registered players can formally participate in practices, and scheduled BMYFFA activities. 
5. SCHEDULE OF GAMES 

5.1. The schedule of games for the regular season shall be prepared by the Board and must provide 
for not less than eight games per team per regular season, exclusive of playoff and tournament 
games. 

5.2. No team shall be scheduled to play more than 1 game in one day. 
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5.3. Should a game be cancelled due to inclement weather, the Board will make every attempt to, 
but does not guarantee, it will be rescheduled. 

6. Play Offs 
6.1. Playoff seeding is determined by the team standings within the Division with the highest seed v. 

lowest seed, second highest seed vs. second lowest seed, etc. unless there is a need for a bye to 
bracket properly. If so, byes are granted to the highest seed, then the next highest seed as 
necessary. 

6.2. Seeding for Playoffs - if there is a tie.  Tie breaker will be calculated and give the higher seeding 
placement to a team as follows: 

 
a. The win/loss record of each team; 
b. Next, the Points Against (PA) each team in the tie will be considered;  

1. the team with the lower PA will be rated the higher seeding.   
c. Should the PA be the same for each team, the Points For (PF) each team in the tie will be con-
sidered.  

1. The team with the highest points earned during the season will be awarded the 
higher seed. 

 
 

7. TEAM/FIELD PERSONNEL 
7.1. The Head Coach: The Head Coach oversees all players, coaches, and fans related to their team at 

all official BMYFFA functions, including games, practices, and public appearances. Both the 
Director of Equipment and Head Referee will maintain one set of contact information forms for 
all teams on game days. The forms will be maintained in a game day binder that includes the 
Bylaws, Code of Conduct, and Rules and Regulations. Each team will also be provided a set of 
medical forms for their team to be kept with the equipment. The team binder will include a 
how-to manual for practice, plays, and parent involvement for use by the Head Coach. The Head 
Coach or designated alternate should bring this binder to the practices and games. It will not be 
necessary for the Officials to check medical forms, as at least two sets will be on the game field 
on game days always. The league will supply a safety kit for each team. There will also be a 
master kit available with the Director of Equipment for re-supply of commonly used items, such 
as ice packs. The Director of Equipment will also maintain a supply of Press Reports, Accident 
Report forms, Team Rosters with Jersey Numbers, Rules and Regulations, the Code of Conduct, 
and BMYFFA Bylaws in a separate binder. This binder can be inspected by anyone at any time on 
game days.  All coaches will be responsible for cleaning up their sideline after each game 
played. 

7.2. All Teams shall supply field help: 
7.2.1.   Field Coach: Help players in getting ready for play. 
7.2.2.   Down Marker – 1 Person: 

• Be responsible for maintaining the proper mark of the line of scrimmage at the start of 
each play 

• May not move the down marker until specifically told to do so by the Side Judge or the 
Referee 

• May not change the down number on the down marker until specifically told to do so by 
the Side Judge or Referee 

• Be responsible for keeping accurate count of the downs, 1 through 4, exhausted by the 
offense while it has possession of the ball 
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• Position themselves at a point as directed by the Referees on the same sideline as the 
chains 

7.2.3.   The Chain Marker shall – 2 People, placing the chains in the following manner: 

• One person places their pole on the sideline at that point in line with the leading tip of 
the ball, when it is spotted at the point of a first down as directed by the Referees 

• The other chain official then must stretch the chain in the direction the offense is 
moving to the point at the end of the chain’s length and places their pole on the 
sideline at that point 

• May not move the chains unless and until a first down has been declared by the Referee 

• Position themselves on the same sideline as the Side Judge and the Down Marker 
Official 

8. Mandatory Coaching Clinic Attendance 
8.1. All head coaches and rostered assistant coaches from each team MUST have attended a 

mandatory yearly BMYFFA sponsored coaching/rules clinic (combined clinic to one session) and 
be submitted to a criminal background check.  NOTE:  If the criminal background check returns 
failed results, the coach may be removed from coaching duties. Exceptions for attendance of 
the coaching clinics, may only be made at the discretion of the Director of Officiating.  All 
requests for alternative Coaching Clinic sessions should be made via email to the Director of 
Officiating.  Any Head Coach or Rostered Assistant Coach failing to attend the yearly clinic must 
report to the Board of Directors for possible disciplinary action. 

8.2. If a Coach has not participated in the sponsored clinic, and has not made other arrangements 
with the Director of Officiating, that coach will not be allowed to run practices or games, this 
also means they cannot act as a “Field Coach” during a game.   

8.3. Failure to comply will result in the prohibition of the coach from on field coaching until this 
requirement is met, by attendance at subsequent clinics. The Head Coach must apply to the 
board for review and be available for an interview along with agreeing to a background check 
for all divisions. 

9. Game Officials 
9.1. The officiating crew for each game will consist of at least 2 of the following on field adults 18 

years of age or older, the Referee, Umpire, Line Judge, Side Judge, and Back Judge. There will 
also be three team provided adults 18 years of age or older, to act as sideline crew members, 
namely, the Chain and Down Marker Crew (defined in the Team / Field Personnel section of this 
document). The on-field officials will be adult paid officials from in the league. All Officials must 
apply to officiate in BMYFFA. 

Note: The three sideline officials (1 Down Marker, 2 Chain Marker) will be parent volunteers from 
teams playing in the game in question. The parents of each team will work the chains and down 
marker for one half of the game. Coaches will reach agreement regarding which team works which 
half. 

9.2. All Officials must attend a scheduled coaching/rules clinic to be qualified to officiate in our 
league. 

9.2.1. The Referee shall: 

• Be the senior official by experience on the field 

• Be a certified IHSA official or who has attended two BMYFFA Officials Clinics Be 
responsible for all action on the field bounded by each sideline, the line of 
scrimmage, and the end line of the end zone behind the offensive team 

• Be the official’s crew chief for the game 
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• Mark off all penalties and notify each sideline of penalties called, by voice and hand 
signal 

• Check the number of offensive players on the field, before the start of each play 

• Be responsible for coordinating the reports of the officials involving suspensions or 
ejections from the game 

• Position themselves behind the offensive team, at least three yards behind the deepest 
player and at such an angle that the ball is clearly visible beneath the center before 
the start of each play 

• Be primarily responsible for watching for dropped balls behind the line of scrimmage, 
and they should be aware of any infractions of the rules which occur in their zone of 
coverage. 

• Be responsible for the on-field score as well as changes to the score on the scoreboard. 
The clock will stop while the score is being changed and will resume on the kickoff 

9.2.2. The Umpire shall: 

• Be the official second in seniority by experience 

• Maintain the game clock and mark the ball for play 

• Mark off all penalties 

• Check the number of players on the field for the defensive team before the start of each 
play 

• Be responsible for all action on the field bounded by each sideline, the line of scrimmage 
and the end line of the end zone behind the defensive team 

• Position themselves behind the defensive team, at least three yards behind the deepest 
defender and at such an angle that the ball is clearly visible beneath the offensive 
center, before the start of each play 

• Be primarily responsible for watching for dropped balls ahead of the line of scrimmage, 
and they should be aware of any infractions of the rules, which occur in their zone of 
coverage 

• Be a certified IHSA official or who has attended two BMYFFA Officials Clinics. 
9.2.3. The Line Judge shall:   

• Be responsible for timing the teams in the huddle and enforcing the 30 second rule in 
the Stallion division and 45 second rule Bronco & Colt divisions, maintaining the play 
clock 

• Be a certified official who has attended one Officials Clinics 

• Check for the proper number of offensive players on the line of scrimmage when the ball 
is snapped 

• Be responsible for all action of the field bounded by each end line of each end zone, the 
sideline at which they are positioned, and an imaginary line drawn from end line to 
end line through the center of the playing field 

• Position themselves: On a normal play from scrimmage, at the point where the line of 
scrimmage intersects the sideline on the side of the field opposite the chains, and On 
a kickoff, even with the teed ball on the sideline opposite the chains 

• Be responsible for marking the point at which the ball, whether in the possession of a 
player, or, as a "free ball," passes out of the field of play along the sideline at which 
they are positioned; 

• Be primarily responsible for watching dropped balls on their side of the field, and they 
should be aware of any infractions of the rules, which occur in their zone of coverage. 
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• On a kickoff, the Line Judge has the additional responsibility of watching for offside by 
the kicking team and illegal blocks on the return by the receiving team. 

9.2.4. The Side Judge shall: 

• Be the official who is third in seniority by experience 

• Be a certified official who has attended two BMYFFA Officials Clinics 

• Be responsible for marking the progress of the offense on each play, whether a gain or a 
loss 

• Be responsible for properly aligning the down marker after each play and the chains on 
each first down 

• Be responsible for training the sideline crew before each half 

• Check for the proper number of defensive players on the line of scrimmage when the 
ball is snapped 

• Be responsible for all action on the field bounded by each end line of each end zone, the 
sideline at which they are positioned, and an imaginary line drawn from end line to 
end line through the center of the playing field. 

• Position themselves: 

• On a normal play from scrimmage, at the point where the line of scrimmage intersects 
the sideline on which the chains are positioned, and 

• On a kickoff, at the point where the receiving team's restraining line intersects the 
sideline on which the chains are positioned 

• Be responsible for marking the point at which the ball, whether in the possession of a 
player or as a "free ball," passes out of the field of play along the sideline at which 
they are positioned 

• Be primarily responsible for watching for dropped balls ahead of the line of scrimmage, 
and they should be aware of any infractions of the rules, which occur in their zone of 
coverage. 

9.2.5. The Back Judge shall: 

• Be positioned behind the umpire 

• Be responsible for helping the umpire in all calls that occur on the defensive backfield 
10. CLOTHING AND EQUIPMENT 

10.1. Uniforms- Game jerseys, uniform pants, flags, initial mouthpieces and belts, and a game 
ball will be supplied by the BMYFFA. Game jerseys must be worn outside other garments. 
League jerseys and pants are to be worn by participants in games. Failure to wear league jersey 
and pants at games will result in the player being barred from any game which they are not 
properly attired. Game jerseys must be tucked into the player's pants to allow free access by the 
defense to the flags on the player’s hips. Game belts are not to be tucked in the pants in any 
way. On game days when the weather is less than comfortable, the on-field officials may switch 
to the “One Hand Touch (OHT) Rule” during the game. Once the OHT Rule is invoked, the 
decisions shall apply for the remainder of the game.   

10.2. Shoes- Only rubber cleat type shoes or gym shoes are to be worn to official games and 
practices. Rubber cleat type shoes are recommended. 

10.3. Kicking Tee- The league will supply each team with one kicking tee to be used for 
practice and game purposes. 

10.4. Mouthpieces- The BMYFFA will provide every player with one mouthpiece at the 
beginning of the season. A mouthpiece must be worn fully in the mouth at all practices and at 
all games. Penalty for failure to wear a mouthpiece properly during a game is delay of game and 
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a five-yard penalty for the team.  Failure to have a mouthpiece at game time will bar 
participation of the offending player until such player produces a mouthpiece.  

10.5. Equipment not supplied 
10.6. Players may wear other padding for protection during games. This material may be 

rubber or foam only. The Board PRIOR to the game must approve the use of specific items of 
such padding. NO EXCEPTIONS. 

10.7. As an option, players may use safety/sports goggles. For protection from the weather, 
the participants may wear stocking caps or hooded sweatshirts on the field during a game. 

10.8. No cap with a bill, such as a baseball style cap may be worn for reasons of safety. 
10.9. The hood of a hooded sweatshirt must be must be tucked into the uniform shirt when 

the player is on the field. 
11. THE PLAYING FIELD 

11.1. The playing field shall be laid out per the following instructions, supplement by Diagram 
#1 in the Appendix. The Director to the BAC is responsible for all the fields for championship 
games. 

11.2. Field Dimensions -- The fields shall be a rectangle 80 yards in length and 42 yards, two 
feet wide, with the sidelines and the end lines being at right angles to each other. 

11.3. End Zones --There shall be an area 10 yards deep and 42 yards, 2 feet wide, matching 
the width of the field, beyond the end lines at each end of the field. These End Zones are 
considered fair territory. An orange cone, placed in such a way as to be out bounds and not 
interfere with game play, will mark each corner of both end zones.   

11.4. Goal Line -- There shall be a chalk line four inches in width running from sideline to 
sideline separating the end zones from the playing field. This line shall be called the Goal Line. 
This line shall be deemed to be within the end zone. If the ball breaks the vertical plane rising 
from the goal line in an offensive player's possession and control, or a thrown ball having passed 
through said vertical plane, is caught in the end zone by an offensive player for a legal 
completion, a score of either six points, touchdown, or two points, safety, will result. 

11.5. Sidelines -- The outer boundaries of the playing field and the end zones shall be marked 
with a heavy chalk line six inches wide. Any part of the lines is deemed to be outside the field of 
play.    

11.6. Yard Lines -- There shall be chalk lines two inches in width, running from sideline to 
sideline, delineating points ten yards apart beginning at one goal line and running to the other 
goal line. Said lines shall be at right angles to the sidelines and designated as follows:  10-yard 
line, 20 yard line, 30 yard line, 40 yard line, 30 yard line, 20 yard line, 10 yard line, 

11.7. Extra Point Line of Scrimmage -- There shall be a chalk line not more than four inches in 
width and not more than five yards long, delineating a point three yards into the playing field 
from each goal line. This line shall be centered between the sidelines and run parallel to the 
goal line. Said line shall be the line of scrimmage for extra point attempts and shall be 
designated the "three-yard line." 

11.8. Kick-Off Point (35 yds) -- There shall be a chalk line not more than four inches in width 
and not more than five yards long, delineating a point thirty-five yards into the playing field 
from each goal line. This line shall be centered between the sidelines, run parallel to the goal 
line and shall be designated the "thirty-five-yard line,' and having a radius of two yards. At the 
center point of this circle there shall be an "X" marked in chalk, the legs of which will created a 
forty-five-degree angle with the thirty-five-yard line. This will designate the kickoff point for the 
beginning of play at the start of the halves of the game and any play after an extra point 
attempt by one of the competing teams. 
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11.9. The Restraining Box is the area on the field one-yard behind and away from the nearest 
sideline. Players, coaches, and spectators should stay out of this area to assure safety when 
plays are being run along the sideline. This will also allow complete movement for yardage 
markers. A single white stripe four inches wide shall run the length of the field from goal line to 
goal line on each side of the field. 
Penalty: The first time any spectator, player, coach, family member, or parent is in the 
Restraining Box, it will be a warning to the team. All subsequent occurrences during the same 
game on the same sideline shall result in an Unsportsmanlike Conduct penalty on the person 
(15-yard penalty). 

11.10. Scoreboard -- An optional scoreboard, if used, is to be placed between the goal line and 
the twenty-yard line. The referee or umpire shall be responsible for maintaining the accurate 
score. 

11.11. Setting the playing field up – It is the responsibility of the Head Coaches to ensure the 
playing field is set-up and taken down.  The Home team shall be responsible for setting up the 
playing field before the first game of the day.  The Visiting team shall be responsible for the 
breaking down and taking care of the equipment after the last game of the day.  No game shall 
be played until the field is completely set up.  Failure to adhere to the field set up and take 
down procedure shall result in the Head Coach receiving an Unsportsmanlike Conduct call in 
which the next game played will incur a 15-yard penalty and Head Coach may not be a field 
coach (an additional Unsportsmanlike call during the game shall result in an ejection).  If this 
occurs in a final game of a play-off, the Coaching staff shall be considered not in good standing 
and forfeit the refund. 

  
12. GAME PRELIMINARIES 

12.1. Officials pre-game meeting- The officiating crew shall meet at least fifteen minutes 
before the scheduled starting time of the game to discuss rules interpretations, on field 
responsibilities. 

12.2. Field Preparation- At least two officials shall walk the field looking for foreign objects or 
natural irregularities in the playing surface that could lead to injury to the participants. The 
officials shall have any such hazards removed or repaired prior to starting the game. 

12.3. Coin Toss- The on-field officials will meet in the center of the field with the captains, and 
at least one coach, of each team for the coin toss and to answer any questions on rules 
interpretations. The captain of the team with the least number of wins may call the toss. The 
winner of the toss shall have the choice of the following options: (1) Receive the ball; or (2) 
Defer- Kick off and defend a chosen goal. The roles will be reversed for the second half kickoff. 
The team receiving the opening kickoff will kick the ball off to start the second half. The team 
defending the north goal at the start of the game will defend the south goal in the second half. 

12.4. Down Marker and Chain Officials- the Side Judge will explain the responsibilities of the 
Down Marker and Chain Officials to the volunteers before the start of the game and again 
before the start of the second half. The Side Judge must make it clear that the chains and the 
down marker do not move without their explicit direction. 

12.5. Coach and Parent Responsibilities- All coaches, parents, fans, and players are asked to 
abstain from using obscene language and hand gestures. Parents and fans caught doing these 
offenses will be asked to leave the playing grounds. Coaches and Players will be submitted to 
the rules as defined in the rules and procedures document. Anyone removed from the game for 
disciplinary reasons is subject to further censure by the Board. Game officials are required to 
submit all pertinent details in writing to the Head Referee within 48 hours of the end of the 
game. 
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13. GAME RULES 
13.0 With the creation of the Thoroughbred Division in BMYFFA, all rules as they pertain to    

the Stallion Division will apply for the older division unless specifically noted. 
13.1. Measurements -- The coach may call for a measurement prior to the huddle of the next 

play.   No team may use more than 3 measurements in a game.  (See rule 21.9 for definition of a 
First Down) 

13.2. Game Length -- The game shall consist of two 25 minute halves. The stopwatch will 
indicate exactly how much time remains in the half. There shall be a five-minute rest period 
between the first and second halves, or halftime. 

13.3. Overtime -- If overtime becomes necessary there shall be a two-minute rest period 
before the start of overtime, and a one-minute rest period before the second overtime if the 
teams remain tied after the first overtime. 

13.4. Clock stoppages. During the normal running of the game clock, the timekeeper will stop 
the clock for: 

• Injuries. After an injury timeout, the clock will restart on the marking of the ball 
for play. The injured player must be removed from the field and remain out of 
the game for at least one play. 

• The clock will stop at the two-minute warning before the end of the second half. 
The game clock will restart on the snap of the ball after it is marked for play. 

• Time-outs requested by the teams. Each team will be allotted two timeouts per 
half, and one per overtime, if necessary. 

• The ball will be marked for play after one minute has elapsed from the time the 
clock was stopped, and the clock will be restarted 

NOTE: In the Bronco & Stallion Divisions, the clock will stop on extra point and field goal 
attempts in the second half and will restart on the ensuing kickoff. 

13.5. 2 Minute Warnings -- The Referee will let both coaches know when there is two minutes 
left in the first half, but the clock will continue to run except for: injuries, timeouts or 
challenges.  Any Team attempting to conserve time illegally will result in the clock restarting 
when the ball is marked for play. 

13.6. Final two minutes of the second half –During the final two minute of the second half, the 
game clock will stop for: 

• Incomplete pass, restarts on the snap; 

• Out of bounds, restarts on the snap, 

• Score, touchdown or safety, restarts when the kickoff is legally touched, other 
than by the kicker, 

• Team time-out, restarts on the snap, 

• First down, restarts when the ball is marked for play, 

• Fair catch, restarts on the snap, 

• Penalty and administration, restarts on the snap, 

• Referee's timeout, restarts when the ball is marked for play. Touchback, restarts 
on the snap, 

• Official stoppages to allow proper placement of the chains. Clock will restart 
upon the marking of the ball for play, 

• Change of possession, restarts on the snap, and 
13.7. Kickoffs -- Kicking team's restraining line. -- Unless relocated by a penalty, the kicking 

team's restraining line for kickoffs shall be its own 35- yard line. The receiving team's restraining 
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line shall be 10 yards in front of the teed ball. In the Colt division, the receiving team’s 
restraining line shall be 5 yards in front of the teed ball. 

13.8. At least three players on the receiving team must be within five yards of the restraining 
line until the ball is kicked.  Failure to do so will result in a penalty. 
Penalty: Illegal Procedure 5 yards from the restraining line of the receiving team, re-kick. 

13.9. If the receiving line is crossed, before the ball is kick will result in a penalty. 
Penalty: 

• Offense - Illegal Procedure - five yards from the line of scrimmage, 

• Defense-  Offside - five yards from the line of scrimmage 
13.10. Distance ball must travel on kickoffs – After a score a referee shall place the ball on the 

35-yard line, once the ball is set the kicking team has one minute to be ready and kick the ball.  
Failure to do so is a Penalty. 
Penalty: 5 yards from the line of scrimmage. 

13.11. During Stallion and Bronco division kickoffs, the kicked ball must travel at least 10 yards 
from the line from which the ball was kicked. 

13.12. In the Colt division, the kicked ball must travel 5 yards. (This applies only to those kicks 
of a ball from a tee. It does not apply to punted balls.) If the ball rolls dead or rolls out of bounds 
within 10 yards (Bronco / Stallion) or 5 yards (Colts) from scrimmage without being touched by 
any member of the receiving team, results in a Penalty 
Penalty:  Illegal Procedure against the kicking team. 5 yards from line of scrimmage, re-kick. 

13.13. If a member of the kicking team touches the ball within 10 yards (Broncos / Stallions) or 
5 yard (Colts) of scrimmage, before any member of the receiving team touches the ball, it is 
deemed a Penalty. 
Penalty:  Illegal Procedure against the kicking team. 5 yards from line of scrimmage, re-kick. 

13.14. Kickoff Fumble --If any member of the receiving team touches the ball, but the ball falls 
to the ground, the play is ruled a fumble and is over and possession is in the hands of the 
receiving team at the point where the ball touches the ground, and not where the ball was 
touched. 

13.15. Touching the ball in the air on a kick or punt. -- On any kick or punt, if in the judgment of 
the referee, the receiving team touches the ball in the air but it drops to the ground without the 
receiver establishing control, the play is dead. The ball is marked at the spot where it hits the 
ground, not where it was touched. 

13.16. On-Side Kicks -- After the ball has traveled ten yards, the kicking team may gain 
possession of the ball by achieving control of the ball before the receiving team touches the 
ball, or by catching a muff by a receiving team player before the ball touches the ground. 

13.17. Kickoffs out of bounds -- If any kickoff leaves the field of play over either sideline after 
the receiving team's thirty-yard line, without any player touching it, it is a penalty. 
Penalty: Illegal Procedure The receiving team has a choice to begin its offensive series at its own 
30-yard line or access a 5-yard penalty and re-do the kick off. 

13.18. If any kickoff, after having traveled the required 10 yards (5 for Colts), leaves the field of 
play over either sideline before the receiving team's thirty-yard line, without any player 
touching it, the receiving team begins its offense at the point where the ball left the field of 
play. 

13.19. Downing a kickoff in the end zone -- If any kickoff is downed in the receiving team's end 
zone, or is kicked through said end zone, a touchback occurs, and the ball is put in play by the 
receiving team at its 20-yard line. 

13.20. Possession after a Free Kick (This does not apply to a punt) -- If the receiving team 
doesn’t touch the ball and establish control; and the kicking team establishes control after the 
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ball has traveled 10 yards, possession of the ball is awarded to the kicking ream at the spot 
where control was established. The kicking team cannot advance the ball. This applies to all 
kick-offs at the start of a game or second half, after a touchdown, field goal and safety. 

13.21. Free Kick after a safety. -- All free kicks following a safety will be from the kicking team's 
twenty-yard line. The kicking team has the option of a placement kick or a punt. 

13.22. Punts -- All punts will be considered free kicks. For Colt and Bronco Division only, the 
offense will be given the option to play, punt, or place opponent 15 yards from the line of 
scrimmage.  The offensive team must announce its intention to punt or otherwise, prior to 
leaving the huddle. All offensive players, except the punter, must remain still with their hands 
on their knees, until the ball is kicked. All defensive players must also remain still with their 
hands in a ready position, to block any kicks that might come at them, until after the ball is 
kicked. The punter may not move more than three yards laterally prior to kicking the ball. In a 
nine- man team game, the receiving team must have at least five players on the line of 
scrimmage until the punt. In a game involving teams of less than nine players, the receiving 
team must have four players on the line of scrimmage. Once the ball is snapped the punter has 
a count of 7 in the Stallion Division and a count of 10 in the Bronco Division to punt the ball. The 
count will be done by the field referee. Failure to do so is a Penalty 
Penalty: Delay of Game 5 yards from line of scrimmage. 

13.23. Field Goals / Extra Point. 
13.24. All field goals and extra points are free kicks. 
13.25. No defense will be on the field. 
13.26. The center, holder and kicker are the offensive players on the field. 
13.27. For Extra Points, the football is to be spotted at the 7-yard line. 
13.28. Field Goals attempted from the one to the twenty-yard line and missed will be brought 

back to the twenty-yard line. 
13.29. Field goals attempted from outside the twenty-yard line and missed will be spotted at 

the point of the hold, not the original line of scrimmage. 
13.30. Field goals will be allowed in all divisions if there are goal posts available. 
13.31. The league supplied Kicking tee and/or a holder using only the ground and a finger to 

support the football will be allowed for Field Goal and Kickoff attempts for all divisions, no 
substitutions! 

13.32. All field goal attempts will be snapped to the holder from the original spot of the ball. 
13.33. Pass eligibility. All players are eligible to receive passes. 
13.34. Forward passes. -- A forward pass is complete, or successfully intercepted, only when the 

player catching the ball places at least one-foot in-bounds after establishing control of the ball. 
If a forward pass hits the ground before the possession is established, it is deemed an 
incomplete pass and the ball will be put in play from the original line of scrimmage. 

13.35. Backward pass -- When a backward pass or a lateral pass hits the ground; it is deemed a 
fumble and the ball is called dead immediately. The line of scrimmage becomes the spot where 
the ball hit the ground, if in the field of play. If the ball leaves the field of play before touching 
the ground, the line of scrimmage will be, in the best judgment of the officials, the point within 
the field of play where the ball crossed the boundary. 

13.36. Scoring. The following method will be used for scoring a game: 

• Touchdown=six points. 

• Successful try for point after by kicking, one point. 

• Successful try for point after by run, two points. 

• Successful try for point after pass in field of play, then run in end zone, two 
points. 
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• Successful try for point after by pass into end zone, two points. 

• Intercepted pass for extra point; dead ball and zero points. 

• Field goal, three points. 

• Safety, two points. 

• Forfeiture of game, final score, 1- 0 
13.37. Note: A touchdown or try for an extra point by running the ball in will be defined as 

follows: When the front of the ball crosses the front of the Goal Line, before the ball carriers 
knee touches the ground or their flag is pulled, while in bounds. 

14. OFFENSIVE PENALTIES 
14.1. Play Clock – Is the time when the Offense must put the ball in play.  Failure to put the 

ball in play before any of the following times expire is a Penalty. 

• Colts and Bronco Division – Play Clock shall be 45 seconds from the Official’s signal that the 
ball is set. 

• Stallion Division – Play Clock shall be 30 seconds from the Official’s signal that the ball is 
set. 

14.2. On plays where the offensive team has announced its intention to punt, the offense shall 
have 7 seconds to kick the ball after the snap. 
Penalty: Delay of game, 5 yards from the line of scrimmage, replays the down. 

14.3. Number of players on the line of scrimmage. – Number of offensive players on line, this 
includes offensive linemen, receivers, tight ends, etc. 

14.4. If full playing strength is nine to eleven players, there must be five offensive players on 
the line of scrimmage. 

14.5. If full playing strength is seven or eight players, there must be three offensive players on 
the line of scrimmage. 

14.6. During a Punt formation, the number of offensive players on the line must also be 
adhered to. 
Penalty: Illegal Procedure, 5 yards from the line of scrimmage. 

14.7. 3 Point Stance / Hands on Ground -- Players on the line of scrimmage are not permitted 
to stand in a three-point stance, nor are they allowed to be in any stance with hand(s) touching 
the ground.   
Penalty: Illegal Procedure, 5 yards from the line of scrimmage. 

14.8. Offensive Huddle – Offensive team planning prior to snap. Before the snap, all offensive 
players must enter the same huddle before every play. The huddle is defined as any position 
within five yards of the field coach before an official marks the ball for play. Teams not using a 
field coach must huddle around the designated captain of the team. 

14.9. Exception: During the last two minutes of each half, a team may run a no-huddle, hurry 
up offense. 
Penalty: Illegal Procedure - 5 yards from the line of scrimmage. 

14.10. Snaps -- Ball exchange from Center to another offensive player.  All snaps from 
scrimmage must be between the legs of the center; the center is then ineligible for any handoff.  
The snap must be made and released immediately and without delay (this does not nullify the 
protected Center rule). 
Penalty: Illegal Procedure, 5 yards from the line of scrimmage.  Repeat of down. 

14.11. Punt – Offensive team option to kick the ball to the Defense. During a punt formation, 
neither Offensive nor Defensive players can move until the ball is kicked.  Exception:  The Punter 
may move to kick the ball into play. 
Penalty:  Illegal Procedure - 5 yards from the line of scrimmage. 
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14.12. Fumble – Player loses control of the ball and it falls touching the ground.  A fumble 
occurs when the ball touches the ground, other than intentionally, because of either 
mishandling the ball by the ball carrier or by defensive contact. 

14.13. If the center lifts the ball, after the team is in the set position at the line of scrimmage, 
and replaces it on the ground before the quarterback calls for the snap, it is deemed a fumble. 

14.14. If the ball touches the ground during the snap from the center it is deemed a fumble. 
14.15. Dead Bad Foul: The ball is dead during any fumble and the line of scrimmage becomes 

the spot where the ball touched the ground. 
14.16. A fumble by the offense in its own end zone is deemed a safety and two points will be 

awarded to the defense and a free kick will be executed afterwards. 
14.17. Intentionally fumbling the ball forward is an Illegal Forward Pass. 

Penalty: Illegal Forward Pass - 5 yards from the line of scrimmage and loss of down. 
14.18. Blocking – Leaving the feet to Block. No player may leave his or her feet to throw a block. 

Penalty: Unnecessary roughness - 10 yards from the line of scrimmage. 
14.19. Blocking -- Extending arms to block. Any act of the offensive blocker pushing a player, in 

the judgment of the official is a penalty. 
Penalty: Illegal use of hands - 10 yards from the line of scrimmage. 

14.20. Blocking – Block in the Back -- No player may block from behind.   There is no blocking 
below the waist 

14.21. Exception: When blocking from the line of scrimmage within the blocking zone (5 yards 
from each sideline and 3 yards on each side of the line of scrimmage), blocking from behind, 
above the waist, is permissible 
Penalty - Unnecessary roughness - 10 yards from the line of scrimmage. On kick or punt returns, 
ten yards from the spot of the infraction. 

14.22. Blocking – High or Low Blocks -- There shall be no blocking above the shoulders or below 
the waist. 
Penalty:  Unnecessary roughness - 10 yards from the line of scrimmage. 

14.22.1. Repeated offenses will draw, in this escalating order of occurrence: 

• A warning to the bench from the officials as well as the yardage penalty, 

• A one quarter suspension of the offending player, plus the yardage penalty, and 

• A one game suspension of the offending player, plus the yardage penalty. 
NOTE:  Once the warning is given, any player violating this rule is subject to suspension. It need 
not be the same player each time. 

14.23. League Suggested Ways to Block: 
14.24. The hands should be: 

• In advance of the elbow. 

• Inside the frame of the blockers body, the frame of the blocker’s body is the 
front of the body at or below the shoulders. 

• Inside the frame of the opponent’s body, except when the opponent turns his 
back to the blocker during the block or after the blocker is committed to his 
charge. The frame of the opponent’s body is at the shoulders or below other 
than the back. 

• At or below the shoulders of the blocker and the opponent, except when the 
opponent squats, ducks or submarines during the block or after the blocker is 
committed to his charge. 

• Open, when the palm(s) are facing the frame of the opponent or when the 
forearms are extended beyond 45-degree angle from the body. 
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14.25. The blocking zone is that area bounded by a line three yards in front of the line of 
scrimmage, and a line three yards behind the line of scrimmage and running parallel to the line 
of scrimmage, each extended to a point five yards inside each sideline. The down linemen must 
be lined up within two yards of the rear tip of the ball in the set position. 

14.26. Stiff arm -- No player may use a stiff arm. Stiff-arming is any act of the ball carrier 
pushing a player. 
Penalty - Unnecessary roughness - 10 yards from the line of scrimmage. 

14.27. Charging -- It is the Offensive player’s responsibility to avoid contact with the defense 
when carrying the ball. The ball carrier must make every effort to avoid contact with defensive 
players. If the ball carrier can avoid contact by stepping out of bounds, they must do so rather 
than crash into a defender. If a collision occurs between the ball carrier and a defensive player 
attempting to pull flags, the occurrence will be deemed a result of the actions of the offensive 
player who is required to avoid contact. If the defensive player is stationary, the runner must go 
around the defender. The principle of this is like that used in basketball for the Charging or 
blocking call. The ball is dead at the spot of the infraction even though the whistle comes later. 

14.28. If an offensive player, carrying the ball, contacts the defense, this will be deemed as a 
charge. If the defensive player moves into the ball carrier, this is NOT a charge. 

14.29. Any offensive player pushing a teammate to advance the ball will be considered 
charging.   

14.30. Charging -- Spinning.  If the offensive player is spinning to prevent the defensive player 
from taking the flags, and spins into or crashes into a stationary defender, this could be 
considered charging. 

14.31. Defensive Charging – Defensive Charging will consist of any act of the defensive player 
pushing another player is a penalty: Illegal Use of Hands (10 yards from the line of scrimmage). 
NOTE: Charging and Tackling are separate and distinct. The two are mutually exclusive and 
cannot be called together because of the same incident on the field. Charging involves contact 
initiated by an offensive player. Tackling involves contact initiated by the defender without 
taking a flag. 
Penalty - Charging - Downs 1 through 3, 10 yards from the line of scrimmage and loss of down. 
On fourth down only, the defensive team will be granted an option consisting of: (1) Replay the 
down after assessment of the yardage penalty against the offense; or (2) Possession of the ball 
goes over to the defense at the fourth down line of scrimmage. 

14.32. Man in Motion -- All offensive players are allowed to move. Everyone, but 1 player must 
be set for one second before the ball is snapped. This is the man in motion. The man in motion 
cannot be moving forward when the ball is snapped.  Only backwards or sideways movement is 
allowed. Any forward movement within the blocking zone is considered a false start. 
Penalty - Illegal procedure - 5 yards from scrimmage, dead ball foul, down remains the same. 

14.33. Intentional grounding by the passer. -- A passer may not intentionally throw the ball into 
the ground or out of bounds to avoid a loss of yardage. If, in the judgment of the officials, an 
offensive player, who, being in fair territory, is close enough to where the ball hits the ground or 
goes out of bounds, to have had a reasonable chance to catch the pass, there will be no penalty. 
This is a judgment call by the officials. Exception: If the Passer rolls outside of the goal post 
markings, they may then throw the ball out of bounds to stop the play. Exception: In the last 
two minutes of each half, the quarterback may throw the ball directly into the ground, called 
spiking, to stop the clock and conserve time for their team. This play is legal. 
Penalty: Intentional grounding - Ten yards from the line of scrimmage and loss of down. 

14.34. Guarding the flag -- A ball carrier shall not move their arms or hands with in such a way 
as to impede the attempt of the defensive player to pull their flag. This includes, but is not 
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limited to, intentionally covering the flags with hand or elbow, wrapping the flag around the 
belt to shorten it, or swinging their arm, running with the football and knocking the defender's 
hand away. Any incidental contact with the hand of a defender will be based on the judgment of 
the officials on the field and will result in a Penalty. 
Penalty: Flag Guarding – 10 yards from the spot of foul.  Loss of down if after penalty assessed is 
within or behind the yard to gain rod. (Defense can decline the penalty) 

14.35. Eligibility (Going out of bounds) -- An offensive player who goes out of bounds of their 
own volition during a passing down loses eligibility as a receiver until an opponent has touched 
the ball. If a defensive player pushes an offensive player out of bounds, they may return to the 
playing field, and once again be considered eligible to catch a pass or run with the ball. 
Penalty:  Offensive pass interference - 10 yards from the line of scrimmage and loss of down, if 
the player who went out of bounds touches the ball before an opponent does. 

14.36. Illegal forward pass. A forward pass is illegal, if, 

• The passer's foot is beyond the offensive line of scrimmage when the ball leaves 
their hand, 

• Thrown after team possession has changed during the down, 

• Intentionally thrown to the ground or out of bounds to avoid a loss of yardage, a 
passer catches their untouched forward or backward pass, or, 

• There is more than one forward pass per down. 
Penalty: Illegal forward pass - five yards from the line of scrimmage and loss of down. 

15. DEFENSIVE PENALTIES 
15.1. Leaving feet to take a flag. -- If a player leaves their feet to take a flag and contacts an 

opposing player, knocking that player to the ground, the diving player will be subject to a 
Tackling penalty or an Un-Sportsmanlike Conduct penalty, at the discretion of the officials. The 
officials should consider the possibility of incidental contact, but call a foul when the player is 
knocked down. 
Penalty:  Tackling or Un-Sportsmanlike Conduct - 10 yards from the infraction, automatic first 
down. 

15.2. Tackling -- A defensive player who impedes the ball carrier's progress by tackling the ball 
carrier, dragging them to the ground, or pushing the ball carrier out of bounds, is deemed to 
have tackled the ball carrier, even though the ball carrier may have been pushed out of bounds 
and not been brought down. The official closest to the play will mark the spot with a penalty 
marker and the play will continue to its natural end. 
NOTE:  Just the fact that the offensive player falls during a flag attempt does not mandate a 
tackle. The offensive player may be spinning to avoid the defensive player. If this happens and 
the offensive player spins into the defensive player (see Charging), then the defense may not be 
considered to impede the offense's progress. This is an official's judgment call. 
NOTE: Charging and Tackling are separate and distinct. The two are mutually exclusive and 
cannot be called together because of the same incident on the field. Charging involves contact 
initiated by an offensive player. Tackling involves contact initiated by the defender without 
taking a flag. 
Penalty: Tackling - ten yards from the spot and an automatic first down. If the infraction occurs 
behind the line of scrimmage, the penalty is marked from the original line of scrimmage. 

15.3. Roughing the passer -- Defensive players must make a definitive effort to avoid charging 
into a passer under any circumstance. No defensive player shall contact the passer who is 
standing still or fading back, as they are considered out of the play after a pass. If the defender 
contacts the passer's arm, head, or neck area in any way, whether they touch the pass, is 
deemed to have roughed the passer. 
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NOTE: Once the passer has left the pocket, certain contact will be made. This should then only 
be called in the case of a late hit by the defender, and then this should be called a tackle or 
unnecessary roughness and not roughing the passer. 
Penalty: Roughing the passer - ten yards from the line of scrimmage and an automatic first 
down. 

15.4. Fair catch interference -- While any kick is in flight, no member of the kicking team may 
obstruct a receiver's path to the ball, even though no fair catch signal has been given. 
When a signal has been given, the kicking team may not obstruct the receiver's path to the ball 
nor hinder the attempt to catch, either by contact, oral harassment, or by passing within two 
yards of the receiver before contact is made with the ball. 
Penalty: Fair catch interference - option to the receiving team: (1) Begin play, first and ten, 5 
yards from the spot of the foul; or (2) Require the kicking team to re-kick 5 yards behind the 
previous spot. The fair catch signal is defined as a wave of the hand from the shoulder over the 
head. 

15.5. Center Line Rushing -- There will be no rushing over the center until the center stands up 
to block. The center is a protected player, and cannot be touched until they stand up to block. 
Penalty: Unnecessary roughness - 10 yards from the line of scrimmage. 

      15.5.1    Defensive line over center.  The center is a protected position and defense may not 

utilize a nose tackle or line up over the center in the primary line prior to the snap of the ball and 

center standing up and ready to block. 

Penalty:  Defensive Illegal Formation – 5 yards from the line of scrimmage, repeat of down. 

15.6. Defensive Charging – Defensive Charging will consist of any act of the defensive player 
pushing another player is a penalty: Illegal Use of Hands (10 yards from the line of scrimmage). 

15.7. Size Mismatch -- At any point prior to the snap, it is the responsibility of the defensive 
line to adjust to the offensive line so that any larger player does not overpower the smaller 
player. Violation of this rule shall result in a penalty. 
Penalty: Un-sportsmanlike Conduct 10 yards from the line of scrimmage. 
 
 

16. Both Offensive and Defensive Penalties 
16.1. Coaches on field -- One coach from each team may be on the field. This field coach will 

call the plays in the huddle and then position themselves 10 yards behind the deepest player 
and out of the line of sight of the officials. They must make every effort to remain out of the 
way during execution of the play. Teams not using an on-field coach must inform the on-field 
officials of the identity of the player designated as captain for purposes of a huddle. One Verbal 
warning to the team will be given for failure to stay out of the way of the players or officials 
and/or for not being at least 10 yards back from the deepest player. After a warning, a coach can 
get charged with Off Sides, for not being 10 yards back before the snap.  For the Colt division, 
up to 3 coaches are allowed on the field to help the players.  Thoroughbred and Stallion 
divisions will not utilize on field coaches.  Thoroughbred and Stallion coaches will be allowed on 
the field, during timeouts, injury timeouts and half times but must remain off the field when 
ball is marked in play. 
penalty: Off sides 5 yards from the line of scrimmage. 

16.2. The field coach, in the Stallion Division, may not give instructions to their team from the 
time the quarterback begins calling signals. Once the ball is in play the field coaches cannot talk 
to or instruct the players.  A verbal warning will be given to the team. Subsequent actions will 



 

19 
 

result in a penalty of Un-sportsmanlike conduct.  During play-offs and Championships, no 
warnings will be given preceding the penalty. 
Penalty: Un-sportsmanlike conduct - 10 yards from the line of scrimmage.   

16.3. Player Equipment timeout -- A player that needs to tie shoes or adjust equipment must 
resolve these issues by either or: 

 
• First Offense – Official's Timeout for Safety 
• 2nd Offense team is charged a timeout (if team does not have any timeouts refer to 3rd 

offense) 
• 3rd Offense – Penalty: Delay of Game 5 yards from the line of scrimmage 

  
 

16.4. Proper wearing of flags -- Flags must be worn outside all other clothing and hang down 
from the hips of the player, at their sides. The rear flag will hang down in the back of the player 
when the flags are draped properly on the sides. Flag belts must be seen always.  At the 
discretion of the Officials, warnings may be given. 
Penalty: Delay of Game - five yards from the line of scrimmage. 
NOTE:  If the flags shift around front to back, the One Hand Touch rule will apply. The OHT Rule 
also applies when the ball carrier inadvertently loses their belt, with no legal pull of the flag 
being completed. 

16.5. Holding -- Players may not grab and hold on to any clothing, such as jerseys, pants, coats 
and hoods, of an opponent to maintain a block or to slow the ball carrier down.   
Penalty: Holding.   

16.6. Offense –Penalty: Holding 10 yards from the line of scrimmage. 
16.7. Defense: (See below) 

• Flagrant holding - This type of holding is when the defensive player grabs and 
holds on to the player or clothing. 
Penalty: 10 yards from the spot of the infraction or the line of scrimmage, 
whichever benefits the offense, and an automatic first down. 

• Non-Flagrant holding - This type of holding is often accidental or incidental. The 
offender immediately releases the hold. 
 Penalty: 5 yards from the infraction or the line of scrimmage, whichever 
benefits the offense. 

16.8. Off sides -- All offensive players, must be completely behind the ball once it is set.  The 
center's head may not pass the front tip of the ball. All defensive players must be completely in 
front of the ball once it is set. Once the ball is set, any player offensive or defensive, entering 
the neutral zone (which is the area within 1-foot in front of the nose of the football and 1-foot 
of the tail of the football) will be called as follows 
Penalty: Offense lines up off sides – Dead Ball – 5 Yard Penalty, replay the down 
Penalty: Defense Jumps off sides – Dead Ball – 5 Yard Penalty, replay the down (continued) 
Penalty: Defense lines up off sides – Free Play – Options to keep play as stands or 5 Yard Penalty 
and replay the down. 

16.9. Pass Interference -- All forward passes are free balls, and any player, offensive or 
defensive, has a right to catch them. A player may not: 

• Run into and obstruct another player in position to catch the ball to catch it 
himself or herself; 
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• Interfere with an opponent's right to catch the ball through contact or face 
guarding, which is obstructing the player's vision with the hands close to the 
opponent's face. 

NOTE: Simultaneous collision of two or more players who are each making a genuine effort to 
catch the ball is deemed incidental contact, and is a no-Call situation. Contact with a wide 
receiver or flanker, initiated by the defense is not allowable at any time before the ball is caught 
on a pass play. No downfield blocking by the offense is permitted while the passed ball is still in 
the air. 
Penalty:  Pass interference 

Offense - 10 yards from the line of scrimmage, 
Defense - automatic first down at the spot of the infraction or 10 yards, whichever is 
greater. If the spot of the foul is in the defensive end zone, the ball is in play First and 
Goal at the defensive one-yard line. 

16.10. Flag removal -- There are basic rules, which are established for flag football because of 
legal or illegal removal of the flag: 

• Players must have possession of the ball before they can legally be de-flagged. 

• When a runner loses their flag, inadvertently (not by grabbing or pulling) play 
continues. The inadvertent de- flagging reverts to a one-hand touch of the 
runner between the shoulders and the knees. 

In circumstances where a flag is removed illegally, play should continue with the option of the 
penalty or the play. 
Penalty:  Personal foul, Un-Sportsmanlike Conduct - 10 yards from the line of scrimmage. . 

16.11. Defensive players intentionally pulling the flags from an offensive player without the ball 
is illegal.   Offensive players tampering with the flag in any way to gain an advantage, including 
tying, using foreign materials or other such acts is illegal. 

 
Penalty: Un-sportsmanlike conduct - 10 yards from the line of scrimmage and player 
disqualification. 
 
NOTE:  Based on weather conditions, the Board could wave the flag pulling and only use the 
One Hand touch rule. If at any time, clothing accidentally covers the flag, One Hand touch rule is 
in effect 

16.12. Unnecessary roughness. Examples include, but are not limited to: 

• Any player jumping, diving or leaping over another player on the defensive or 
offensive team. In other words, any player that is on the ground in front of 
anyone else, that player must make every effort to stop and go around the 
fallen player. It does not matter if the fallen player on opposite teams or the 
same team. 

• Any act that one player does deliberately that could hurt another player. 

• Any act of one player deliberately trying to hurt another player. 
Penalty for Unnecessary roughness each time –Plyer educated about the infraction and 10-yard 
penalty.  Additionally, loss of down if penalty is assessed against the Offense; Automatic first 
down if the penalty is assessed against defense. 

16.13. In cases where a player is called for two unnecessary roughness penalties during a single 
game, the referees may – at their discretion – ban said player from the field for the remainder 
of the game for the safety of the other players. The referee may also – at their discretion – call 
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for disciplinary measures for the Head Coach.  Such disciplinary measures may include, but are 
not limited to: 

• Ejection from game(s) 

• Revoking of Coaching Privileges (per Board approval) 

• UNSPORTSMAN LIKE CONDUCT PENALTIES 
16.14. Unsportsmanlike fouls. Examples include, but are not limited to: 

• Intentional, aggressive physical contact with a game official by any persons 
subject to the Rules and Regulations of the BMYFFA, 

• "Blind side” and "crack-back" blocking, 

• Roughing the center or kicker, 

• Tackling the ball carrier, as in tackle football, 

• Using locked hands, elbows, or any part of the forearm or hand, except per the 
rules, 

• Intentionally kicking or attempting to kick the ball, other than during a legal kick, 

• Using disconcerting acts or words prior to the snap to interfere with the 
offensive signals or movements, 

• Taunting opponents or other similar theatrics before or after a touchdown, (If 
this happens before the touchdown is scored, the act is marked from the 
infraction and the touchdown is not allowed. If it occurs following a touchdown 
or point after touchdown, the penalty is marked against the ensuing kickoff) 

• Holding an unauthorized conference, or going on the field illegally, 

• In the judgment of the game official, excessive or continuing objections to an 
official’s decision, by players, coaches or spectators. 

• Spiking the ball into the ground, except where allowed by rule, 

• Managers, coaches, or others on the field of play at any time, except the field 
coach, 

• Intentionally pulling or removing a flag from an offensive player without the ball 
by a defensive player, 

• The leading team running a no-huddle offense while the Dignity Rule is in effect, 

• Defense intentionally stripping the ball from a ball carrier. This is not to be 
confused with an interception or take of a hand-off. 

• And any other deliberate, flagrant act. 
Penalty - Unsportsmanlike conduct 

16.15. Players: 

• First flag - Player - warning, 15-yard penalty.  (Officials discretion, if penalty is 
severe, ejection without warning for remainder of game and next). 

• Second flag - Any Player - ejection for remainder of game and next game, 15-
yard penalty. 

• Ejected player may make an appeal to Board prior to next game for early 
reinstatement.  Ejecting official must give report to Board for reason of ejection, 
all facts will be considered and decision based on information.  Board decision 
will be final on appeal. 

• Player ejected more than once in a season will be suspended for remainder of 
season. 

16.16. Coaches: 

• First flag - field Coach or Coach on the sidelines - warning, 15-yard penalty; must 
go to sideline and be substituted by another coach. 
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• Second flag – Coach on the sidelines - coach is ejected; 15-yard penalty must 
leave field of play. Cannot return to field until he or she has met with the board. 

16.17. Parents, Sideline crew and Fans: 

• First flag - Sideline and Fans - warning flag, no penalty. 

• Second flag - Sideline and Fans – Parent and Player are ejected from the field. 
Note: Whenever, in the judgment of any game official, the infractions are deliberate or flagrant, 
the player or players involved shall be disqualified from the game. If the foul involves prohibited 
act, the penalty for prohibited acts will be enforced. 

16.18. Dignity Rule -- The Dignity Rule will be invoked when the score advantage meets 18 
points or greater. The team behind in the score has the option of taking a regular kickoff, or 
setting the ball first and ten at the kicking team’s thirty-yard line. If the advantage is 24 points or 
greater, they can set the ball on the twenty-yard line. The kicking team must kick off, and is not 
permitted to kick an on-side kick. Should the trailing team cut the lead down below 18 points, 
the Dignity Rule will not apply. When the Dignity rule is in effect, we ask the coach to keep the 
ball away from explosive players. Coaches are expected to make player adjustments while in the 
dignity rule. There should be different offensive players handling the ball. There should be no 
blitzes, while on defense. If in the official’s opinion, a coach on the leading team is still trying to 
run up the score (for example – not punting on 4th down), the offending coach will be asked to 
leave the field. Good sportsmanship is expected of all players and coaches. Un-sportsmanlike 
conduct will be penalized. 1. Penalty for onside kick – Un-sportsmanlike conduct ten yards to be 
marked off from the kicking team's thirty-five-yard line. 2. Victories exceeding thirty-six points 
will result in a letter of warning regarding un-sportsmanlike conduct from the Board President. 
Second offense can result in further disciplinary actions by the Board. 

16.19   Sideline coaches, players and spectators may be on sidelines from goal line to goal line so long as   

they do not occupy the retention line area.  Sideline coaches, players or spectators not currently 

playing on the field may not occupy the portions behind the end zone, the exception being the on-

field coach who is back 10 yards from the last player. 

Penalty:  First warning will be issued to sideline in violation, subsequent violations after warning will 

be penalized with a flag, delay of game and five-yard penalty.  The down will be repeated. 

17. PROHIBITED ACTS 
17.1. Examples of acts that would qualify the offender for said penalty include, but are not 

limited to: 

• Using profanity, abusive, insulting or vulgar language or gestures by players, 
coaches, or spectators (automatic ejection), 

• A substitute or any other persons on the sideline interfering with a player or any 
play while the ball is alive. 

• Attempting to substitute a suspended player, 

• Fighting: Coaches will recall their players to the huddle. The officials will confer 
regarding the details of the altercation, including, but not limited to, what was 
the cause, how serious the battle was, and what penalty to enforce. If it is the 
judgment of the officials that there is one person at fault, and that said person 
consistently plays on the edge of the rules, that player may be suspended for 
the remainder of the season, pending Board approval. 

Penalty: Ejection from the current game and the next game, and a 15-yard penalty Un-
Sportsmanlike penalty. 
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18. OVERTIME 
18.1. Rest period. There will be a two-minute rest period between the end of the regularly 

scheduled game and the first overtime. 
18.2. Coin toss. Team captains will meet with the officials for a coin toss. The team, which did 

not call the pre-game coin toss, will call the toss for the overtime. The winner of the toss will 
have the same options as granted at the beginning of the game. 

18.3. Definition of overtime. An overtime period is defined as the completion of a First and 
Goal situation using four downs by both teams. An offense's privileges in an overtime period are 
lost if the defense forces a turnover. The overtime ends when each team has exhausted four 
downs, whether it scored in four or fewer downs, failed to score in four downs, or had the ball 
taken away by the defense. 

18.4. Spotting the ball (11players on the field, 3 explosive players will be chosen & if there are 
9 players or less on the field, 1 explosive player will be chosen.) Each team will be awarded the 
ball at the ten-yard line and will begin play in a First and Goal situation. Team A will be given 
four downs to score. If it scores, another down will be awarded for the point-after-conversion. 
The ball is then awarded to Team B for its attempt. If Team A fails to score, the ball will be 
awarded to Team B to attempt to score in four downs. If the tie is broken because of these 
possessions, the game is over. 

18.5. Tie is not broken. If the tie is not broken, there will be a one-minute break between 
overtime periods. The team, which lost the coin toss for the first overtime, will be given the 
option of starting the second overtime on offense or defense. The same playing procedures will 
be followed as in the first overtime, except that play will begin at the five-yard line. 

18.6. Tie still not broken. If no decision has been reached because of the second overtime, a 
regular season game officially ends as a tie. A playoff game will have no such limit, and will 
continue with additional overtime periods until a winner is determined. 

18.7. Selecting the end zone. The end zone to be used for overtime will be selected by the 
team that does not select possession of the ball, by winning the new coin toss. 

18.8. Time-outs. Each team will be allotted one one-minute time-out during any overtime 
period played. Unused time-outs from the regulation game do not carry into the overtimes. 

18.9. Intercepted passes. The defense may end the contest by returning an intercepted pass to 
the opposite end zone for a score. An interception not returned for a score simply ends the 
offensive series, and the offense is charged with a fourth down. The defense then begins its 
attempt to score in four downs, if it has not already had a possession in the overtime. 

19. OTHER FACTS 
19.1. Penalty distances. No penalty within the defensive or offensive twenty-yard line may be 

more than half the distance to the goal line, except pass interference in Rule 16.9. 
19.2. Offsetting penalties. Offsetting penalties will negate the play regardless of the severity of 

the assessment. The down is replayed. Two penalties of differing severity called against the 
same team on one play will result in assessment of the more severe penalty. Two penalties of 
equal severity called against the same team on one play will result in assessment based on the 
first violation to occur. In either case, the offended team retains the right to accept or decline 
the penalty to be assessed, unless it is a dead ball foul. 

19.3. Defensive penalty, last play of either half. Neither the first half nor the game shall end on 
a defensive penalty. One additional play will be awarded to the offense in the event of a 
defensive infraction on the last play of the game. 

19.4. Inadvertent Whistle. When an official sounds their whistle prior to the natural end of a 
play, four possible situations can occur: If the ball is in a player's possession and control, the 
team in possession may elect to put the ball in play where declared dead, or replay the down 
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from the line of scrimmage. In the judgment of the game official, fighting is any aggressive 
behavior with the intent to do harm to another individual. If the ball is loose from a fumble, 
backward pass, or illegal kick, the team with possession immediately prior to the loose ball may 
elect to put the ball in play where possession was lost or replay the down. If the ball is loose 
due to a legal forward pass or a legal kick, the ball is returned to the previous spot and the 
down is replayed. If a foul occurs during any of the above downs, and accepted penalty shall be 
administered as in any other play situation. When the penalty is accepted, the inadvertent 
whistle is to be disregarded. If ALL on-field officials agree that the play was a break away, and 
the whistle did NOT make a difference in the out-come of the play, the play shall stand as 
played. Simultaneous possession. On any play where both the offensive and defensive players 
gain simultaneous possession of the ball, the play is ruled dead at the spot and the ball will be 
awarded to the offense. Dead ball foul penalties any penalty resulting from a dead ball foul will 
be assessed automatically. The offended team will be deemed to have accepted the penalty. 

20. CANCELLATION OR POSTPONMENT OF GAMES 
20.1. All games will proceed as scheduled, unless the weather intervenes, or there is only one 

qualified on-field official (Regulation 5). 
20.2. No game will commence during an electrical storm or heavy, steady rain. Games already 

in progress when a heavy rain begins will be completed if no lightning exists. 
20.3. Any game stopped for weather-related reasons will: 
20.4. Be considered completed if it is past halftime at the time of weather-related stoppage, 

or restarted, depending on how much of the game had already expired when weather forced 
stoppage.   Coaches may give the Board Member On-Duty their input; however, the Board 
Member On-Duty will make the final decision.  OR 

20.5. Be rescheduled within eight days after the originally scheduled date, or as early as 
possible as set by the Board, OR 

20.6. The starting time for rescheduled games will depend on the number of make-up games 
there are to be played on a given day. 

20.7. If a team cannot play on the make-up day due to conflicts with affairs previously 
scheduled by the player’s families; the Board must be notified. The Board, after consideration of 
the circumstances for requesting the delay, may reschedule the game for a date and time more 
convenient for both teams. 

20.8. The Board will “NOT” schedule practices for the playoffs and championship games. NO 
GAME WILL BE CANCELED, FORFIETED OR RESCHEDULED WITHOUT THE APPROVAL OF THE 
BOARD. 

 
21. MISCELLANEOUS DEFINITIONS 

21.1. Lateral: A throw of the ball from one player to another player, on the same team, who is 
further away from the opponent's goal line than the thrower. This is a backward pass. The 
thrower need not be behind the line of scrimmage to throw a legal lateral. If the ball is dropped 
it is a fumble, and will be marked at the spot where the ball hits the ground. 

21.2. Line of Scrimmage: That point on the field of play, extended to the sidelines, from which 
the ball is snapped at the start of a play. Any player before the snap of the ball may not cross 
this line. 

21.3. Muff: An unsuccessful attempt to catch or recover the ball, and the ball is touched in the 
attempt. All muffs, which then strike the ground, render the ball dead. 

21.4. Tripping: Using the lower leg, foot or arm extended in an obvious manner to obstruct an 
opponent, including the ball carrier, below the knees. 
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21.5. Neutral Zone: The area within 1-foot in front of the nose of the football and 1-foot of the 
tail of the football 

21.6. Blocking zone: The blocking zone is that area bounded by a line three yards in front of 
the line of scrimmage, and a line three yards behind the line of scrimmage and running parallel 
to the line of scrimmage, each extended to a point five yards inside each sideline. 

21.7. Legal Catch: A legal catch is where a player catches the ball in the air and can maintain 
one foot in-bounds. 

21.8. Touchdown: When the front of the ball crosses the front edge of the Goal Line, before 
the ball carriers knee touches the ground or their flag is pulled, while in bounds. 

21.9. First Down shall be measured and defined as any portion of the football, when spotted 
on the field, which breaks outermost plane of the yard marking stick also known as the “line to 
gain” rod. 

22. SPECIAL RULES FOR THE COLT DIVISION 
22.1. Each half will be 25-minute game clock that will run continuously until the final 2 

minutes of THE SECOND HALF the clock will only stop in the last 2 minutes of the second half. 
22.2. Each team is guaranteed 2 offensive possessions per half. 
22.3. No onside kicks 
22.4. If a team has possession of the ball for the first 13 minutes of a half and has not scored, 

the officials will stop the game and possession of the football will be given to the defense at the 
opposing team’s 20-yard line to ensure equal time of possession unless the offensive team is 
within 10 yards of a scoring opportunity. The offensive team will be allowed to complete a 4-
down sequence. 

22.5. Up to 3 coaches are allowed on the field. 
22.6. Games may proceed with only 1 IHSA Referee, provided the Board Member On Duty 

gives authorization 
 

23. Rule Changes 
23.1. The Board reserves the right to amend these rules at any time. Any rule that has not 

been specifically communicated in this book of rules will default to the IHSA rules for football. 
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Index: 

     Special Teams      Yards Replay 

3 players on Line, Return Team, Illegal Procedure 5 yds   

Kick off cross line, Kicking Team, Illegal Procedure 5 yds   

Kick off cross line, Return Team, Offsides 5 yds   

1 minute to kick, Kicking Team, Delay of game 5 yds   

Ball Trv 10yds/5yds, Kicking, Illegal Procedure 5yds   

Ball touched prior to 10/5yds, Kicking, Illegal Proc. 5yds   

Kick off out of Bounds, Kicking, Illegal Procedure 
5yds/rec 

30yd   

Punt count 7Stal/10Bronc, Kicking, Delay of game 5yds Replay 

     Offense     

45/30 sec play clock, Delay of game 5yds Replay 

Line of Scrim 5/3 (if 7/8 players), Illegal formation 5yds Replay 

3 point stance, hands on ground, Illegal Procedure 5yds Replay 

No Huddle (Except last 2 min ea 1/2)Illegal Proced 5yds Replay 

Snap thru legs Center no handoff, Illegal Procedure 5yds Replay 

Move During Punt, Illegal Procedure 5yds Replay 

Intentional Fumbling (fumble fwd), Ill FWD Pass 5yds Loss dn 

Leaving feet to Block, Unnecessary Roughness 10yds Replay 

Block - Push, Illegal use of hands 10yds Replay 

Block to the Back, Unnecessary Roughness 10yds Replay 

High or Low Block, Unnecessary Roughness 10yds Replay 

Stiff Arm, Unnecessary Roughness 10yds Replay 

Charging (on 4th Def replay or Def gains poss) 10yds Loss dn 

Man in Motion (moving fwd), Illegal Procedure 5yds Replay 

Intentional Grounding by passer 10yds Loss dn 

 

     Offense Continued Yards Replay 

Flag Guarding (Defense can decline)                                     10yds Replay 

Offensive Pass interference 10yds Loss dn 

Illegal forward Pass 5yds Loss dn 

     Defense     

Leaving ft for flag (knock to grd), Unsportsman or Tackle 10yds 1st dn 

Tackling (assessed from spot or line of scrimmage) 10yds 1st dn 

Roughing the passer 10yds 1st dn 

Fair catch interference (opt Begin 5 yds from foul/redo) 5yds   

Center line rushing (rushing center before up) Un Rough 10yds   

Defensive Charging (push another), Illegal use of Hands 10yds   

Size Mismatch(Defenses Obligation) 10yds   
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     Both     

Coach Distance < 10 yds, Offsides 5yds   

On field coach giving inst. (Stallions) Unsportsmanlike Con 10yds   

Improper wearing of flags, delay of game after warnings 5yrds   

Holding (offense) 10yds   

Flagrant Hold (Defense)(from LOS or spot, whichever is >) 10yds 1st dn 

Non-Flagrant Hold (Defense)(from LOS or Spot which is >) 5yrds   

Offsides (Offense lines up offsides) Dead Ball 5yrds Replay 

Offsides (Defense jumps offsides) Dead ball 5yds Replay 

Offsides (Defense lines up off, opt keep play or…) 5yds Replay 

Pass Interference (Offense) 10yds   

Pass Interference (Defense from spot or 10 line which is >) 
10 or 
spot 1st dn 

Defense Intentional Flag Pulling, Unsportsmanlike Con 10yds Disqual 
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 Adapted from Oak Hills Youth Athletics, Inc. Social Media Policy and adopted by BMYFF Board of Di-
rectors on 09/05/2016.  

 

 SOCIAL MEDIA & ELECTRONIC COMMU-
NICATION POLICY  
BOLINGBROOK MUSTANG YOUTH FLAG FOOTBALL  
Bolingbrook Mustang Youth Flag Football (“BMYFF”) recognizes the importance of the Internet in 
shaping the public’s perception of our organization. BMYFF also recognizes the importance of our 
Board members, Coaches, Game Officials, Parents and volunteers in leading and setting the tone of 
social media and electronic communication (i.e., e-mail and text messaging) interactions in a manner 
which is in keeping with the BMYFF’s mission and goals.  
This Social Media & Electronic Communication Policy applies to all BMYFF Board members, coaches, 
game officials, and volunteers (collectively, “BMYFF Members”). This Social Media& Electronic Com-
munication Policy applies to all social media and electronic communication content posted by BMYFF 
Members in their professional and personal capacity to the extent such content relates to BMYFF.  
BMYFF strives to create a positive and inclusive organization dedicated to helping young athletes reach 
their potential. BMYFF views social media as an important tool for communicating successes and op-
portunities. BMYFF further views social media and electronic communications as platforms for receiv-
ing constructive feedback from the community and for discussing challenges and opportunities for im-
provement in a positive and constructive manner.  
All BMYFF Members shall abide by the following guidelines when using social media and electronic 
communications:  
1. Be positive. Be respectful. Always take the high road. When disagreeing with the opinions of others, 
remain appropriate and polite. Avoid being antagonistic.  

2. Do not post content which would harm BMYFF or which would damage BMYFF’s reputation. Re-
member that even when you are on your own personal time, you are a representative of BMYFF and 
people may interpret your online posts as though they were endorsed by the BMYFF.  

3. Use good judgment when posting to any official BMYFF site. Bear in mind your comments can create 
liability for BMYFF.  

4. Once something is posted online or in electronic format, its digital footprint lasts online forever. If 
you are unsure whether a comment is appropriate to post, either do not post it or obtain prior approval 
from the Board of Directors.  

5. Encourage others to engage in positive interactions on social media and in electronic communica-
tions. If you are concerned about posts made to an official BMYFF site, please bring it to the attention 
of a BMYFF Member or to the Board of Directors.  
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6. Personally identifiable information (names, dates of birth, addresses which, when taken together, 
can identify a particular individual) should not be disclosed on BMYFF social networking sites without 
the approval of the Board of Directors.  
 
The BMYFF Board of Directors shall have the authority to monitor and enforce this Social Media & Elec-
tronic Communications Policy. The BMYFF Board of Directors, and any individual appointed by the 
Board of Directors, shall have the authority to remove any inappropriate or offensive comments from 
official BMYFF sites and to block any individual or organization from posting on any official BMYFF so-
cial media platform if they determine, in their sole discretion, that such removal or block is in the best 
interests of BMYFF.  
The failure of any BMYFF Member to adhere to this Social Media & Electronic Communications 

Policy shall be considered a violation of the BMYFF Rules and Regulations, and any BMYFF 

Member who fails to adhere to this Social Media & Electronic Communications Policy shall be 

subject to disciplinary action, up to and including termination of such individual’s involvement in 

BMYFF, in accordance with BMYFF Disciplinary Procedures. 


