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GDFFL General Rules for teams and players 

*The following rules apply to GDFFL league play. 

REGISTRATION 

-All teams must register online at www.GDFFL.org  Online registration is the only accepted 
form of registration. 

-Late fees will be added to any team that registers after the cutoff date and before the start of the 
season.  No registrations will be accepted after start date. 

-All players MUST be 18 years of age or older to play in any GDFFL league, tournament, or 
event. 

-All players MUST sign all applicable waivers to play in any GDFFL league, tournament, or 
event.  Failure to sign waivers will result in exclusion from any GDFFL league, tournament, or 
event until the waiver is signed. 

-If a team is paying the registration fee in full, the team Captain/Manager is responsible for 
payment or lack thereof.  As a team captain/manager it is your responsibility to procure the 
money from your team and pay the registration.  GDFFL accepts no responsibility for this. 

-If a team is signing up as individuals, each team member must log in to www.GDFFL.org and 
pay the individual registration fee. 

-Any team that does not pay in full will not be able to play in any GDFFL league, tournament, or 
event until the full amount is paid.   

-Team rosters are due to the league via email before the first game of the season, tournament, or 
event. Failure to deliver rosters before specified date may result in exclusion from play for the 
whole team.  Rosters may be sent to greaterdaytonffl@gmail.com 

-Teams and players will abide by all GDFFL and facility rules/guidelines/regulations.  Failure to 
do so may result in dismissal from facility and/or GDFFL. 

-Teams are responsible for all referee fees.  Even in the event of a forfeit.  Teams that do not pay 
their fees before their next scheduled game will not be allowed to play again until all fees are 
paid.  

-GDFFL may choose to enforce a refundable fee to ensure all referee fees are covered for the 
season.  A team would submit a refundable fee at the beginning of the season and GDFFL will 
hold the fee until season’s end.  The amount of the fee will be based on the number of scheduled 
games.  If a team has paid all referee fees throughout the season, then the fee will be 100% 
refunded.  If a team forfeits or elects to withdraw from the league midseason, then the fee would 
be kept to pay the remainder of their referee fees.  If there is anything left over, that remainder 

http://www.gdffl.org/
http://www.gdffl.org/
mailto:greaterdaytonffl@gmail.com


3 
 

will be refunded to that team.  The decision to enforce this will be decided at the captains 
meeting prior to each season. 

 

*GDFFL reserves the right to augment, adjust, or change any part of this document at any time.  
If augmented, adjusted, or changed, the GDFFL Board of Directors will make them known to the 
players and teams via social media outlets, and at appropriate venues (captains meetings, coin 
toss prior to games, etc.) 
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GDFFL 5man League -Play Rules 

*The following rules are used in GDFFL leagues and have been adapted from FFWCT rule 
book.   

Format: 5 Man Contact. Rules may be modified at league director’s discretion. 

 

The Field: The dimensions of the field are 60 yds. x 25.  Each half will be 23 yards with end zones being 7 
yards. Exception: When facility constraints are a factor, field size will be adapted. 

 

Official Football: 

Men: shall use the regulation size ball. 

Women: shall use shall use regulation, intermediate, or junior. 

 

Duration of Games: Tournament clock is 25 minutes long. Two 12-minute halves and a 1-minute 
halftime.  Last Minute of the Second Half will enforce Regulation Timing Rules (NFL Clock). 2 Timeouts 
per game (30 seconds).  If a time out is called after a TD the clock will not run until the change of 
possession and the offense snaps the ball. Clock does not stop in the 1st half unless a timeout is used or 
a referee stoppage. 

 

Game Clock:  Each time the ball is spotted the offensive team has 25 seconds to snap the ball. (Officials 
will warn the offense when there are 10 seconds left to snap the ball). Teams must wait until the 
referees are set or a referee acknowledges they are prepared to start the play. The clock will not stop 
unless a team calls a time out, a referee stoppage or an injured player with the exception of the last 
minute of regulation explained below.  The referees will warn the team 1 minute before the half is about 
to expire, but the clock will not stop. 

The game clock for league play is subject to change based on varying factors (facility rental, number of 
teams, and other administrative/monetary considerations), however, these parameters will be 
identified and set prior to each league start date, and communicated to all team captains.  These 
parameters, once set at the beginning of a season, will not change until a new season begins. 

 

Time Outs: Each team has two 30 second time outs per game that can be used at any time during the 
game. If a time out is called after a TD the clock will not run until the change of possession and the 
offense snaps their ball. 
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Mercy Rule: No Mercy Rule during pool play games.  If a team is up by 19 points or more during 
tournament play at the 1-minute warning in the second half the game will be called. 

 

Playoff Seeding for Brackets: (Unless Specified otherwise) Overall record, then head to head record, 
then Point Differential, then points for, then points against, then coin flip. 

 

Roster Limit: Each team is allowed 15 designated roster spots. Rosters must be turned in prior to your 
team’s first game. 

 

Start of Games: Game time is forfeit time. Your team is required to be properly equipped and, on the 
field, ready to play when the referee blows the whistle to start the game. Start of games occurs with the 
Away team calling the coin-toss prior to the flip to decide who gets possession of the ball first.  The 
winner of the coin-toss will have the option to defer or take the ball at their own 5-yard line.  Direction 
will automatically switch in the 2nd half. 

The offensive team takes possession of the ball at their 5-yard line and has three plays to cross mid-field 
(first down). Once a team crosses mid-field, they have three plays to score. If the offense fails to score, 
the ball changes possession. All drives start from the 5-yard line except interceptions which will be 
spotted where the player is de-flagged.  Penalties that result in a first down will give the offense 3 more 
plays to achieve mid-field (first down) or if the penalty puts the LOS past mid-field, then 3 plays to score. 

 

Coaches and Players: Coaches and players must stay out of the restricted areas.  The restricted areas 
are inside the 5-yard line on both ends of the field.  You must also stay 2 yards from the sideline for the 
safety of the players on the field and the officials who may be running the sidelines to be in position to 
make a call.  Any coach/ player that comes out on the field from the sideline to argue a call or a play, will 
be assessed a timeout PERIOD!  If the team is out of timeouts, the player or coach will be assessed and 
unsportsmanlike conduct penalty. 

Minimum 3 players to start a game 

 

CONTACT IS ALLOWED:  Open hand contact allowed between shoulder and waist 

 

Scoring:  Extra points are worth 1 from the 5, 2 from the 10 and 3 from the 20.  Extra points can be 
returned and the team returning if they score, will be rewarded the amount of points that the extra 
point was attempted for. If there is a penalty on the ensuing return (live ball) by the original offensive 
team, the team returning the interception will be awarded one free play on Offense to try and score for 
the extra point amount that was attempted by the scoring team. If the returning team commits any 
penalty, the extra point will be no good and change of possession will occur. 
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Coed Scoring:  If a female scores a TD by throwing, running, or receiving it is worth 7 points.  If a female 
scores an extra point it is worth one extra point than the normal extra point scores.  Example: 1pt = 2pt, 
2pt=3pt, 3pt=4pt. 

 

Rushing the QB:  Players that rush the quarterback must be a minimum of 7 yards from the line of 
scrimmage when the ball is snapped. 

Players that are not 7 yards from the line of scrimmage when the ball is snapped may not enter into the 
backfield until the ball has changed of possession (handed-off, lateraled, or passed to another player).  
The defense can move closer as long as any body part is not across the LOS during the snap.  For 
instance, the defense can line up as close to the LOS as possible, but they may not pursue the QB behind 
the LOS unless they started 7yds back at the time of the snap. 

Note: Whomever receives the ball from the center at the beginning of the play will be considered the 
QB, and all applicable rules pertaining to the QB will apply to this person. 

 

Running:  All offensive players may run the ball at any time, except in the no-run zones which are 
located 5 yards before mid-field and 5 yards before the goal line only in the direction that the offense is 
going.  No run zones are enforced when the LOS is established with in the designated areas. 

 

Charging: The offensive player must avoid the defender if they are set.  Similarly, a defensive rusher 
cannot “bull-rush” a blocker by lowering their shoulder. See ‘Excessive Contact’ under the 
Sportsmanship/Roughing section. 

 

Crackback and Blindside Blocking: Crackback Blocking and Blindside blocking is NOT allowed. Crack-back 
block is a blind-side block on a player by an opponent who starts downfield and then cuts back toward 
her own goal line to make contact.  A blind-side block is engaging an opponent other than the runner 
who does not see the blocker approaching.  May result in a warnings or ejections. 

 

Spot of the Ball:  Ball is always spotted where the lead flag is pulled except when crossing the goal line 
where the ball and at least one flag have to be across the goal line in order for it to be considered a TD.  
To avoid a safety, the QB must have at least one flag out of the end zone when he is deflagged. The 
position of the ball does not matter. 

 

Blocking Down Field: Blocking downfield is only allowed once the ball is completed downfield.  Players 
may block downfield for all running plays or when the pass is behind the LOS.  Offensive players blocking 
downfield before the ball is thrown downfield will be assessed a pass interference penalty (5 yards from 
the LOS). 
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Inadvertent Whistle: At the time of the inadvertent whistle, the team with the possession of the ball, 
has the option of replaying the down or the result of the play.  If the inadvertent whistle happens while 
the ball is in the air, the play is dead and the down will be replayed from the original LOS.   

 

Center Snaps: Must be between the legs. The center can snap it to anyone on the field as long as that 
player is not lined up on the LOS. 

 

Fumbles: Dead at the spot.  Muffs or Kickoff and Punts are dead at the spot of the muff.  If a player 
pitches the ball or is running and the ball pops out legally (not punched out), the ball is live and can be 
caught by the defensive team and advanced. Result will be change of possession. 

 

Jamming of the Receiver: Defensive players can Jam the receiver at the line and up to 5 yards 
downfield. However, you cannot hold, trip or grab the receiver. 

 

Forward Pass: Only one forward pass per down.   

 

Center: The Center is protected when he snaps the ball.  The Center cannot be touched until he/she 
picks up their head and takes one step towards his/her pattern or assumes a blocking position. 

 

Intentional Grounding: This is defined in flag as the QB throwing the ball away to avoid a sack. 
Intentional Grounding can occur ANYWHERE behind the LOS. The QB can spike the ball within 1 minute 
of the 2nd half to stop the clock, but he/she must catch the snap and throw it to the ground 
immediately. Intentional Grounding is a spot foul and loss of down. 

 

All Offensive Penalties Behind the LOS: Will be assessed from the LOS except Flag Guarding and Holding 
which will be assessed from the spot of the foul.  Flag guarding or holding in the endzone will result in 
safety. 

 

Motion: Only one player can be in motion at the snap of the ball.  Players can move around, but must be 
set for at least 1 second before the snap. 

 

Passing:  There is no 5 second count to pass the ball if not rushed. 
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Line of Scrimmage (LOS):  Only the center needs to be lined up on the LOS 

 

Interceptions:  Interceptions may be returned. 

 

Last man rule:  When a defender incurs a penalty against a ball carrier that would have, without 
question, otherwise been able to score if not for the penalty, the score may be awarded.  Additionally, if 
a player(s) or coach(s) leaves the sideline and disrupts the play or the offensive player from scoring, the 
offensive team may be awarded a touchdown. 

 

Receiving:  All players are eligible to receive a pass, including the original quarterback, only if the ball 
has been pitched back or handed off (backwards) behind the line of scrimmage. Players must have at 
least one foot in bounds when making a catch. Players that run out of bounds during a play cannot be 
the first player to touch the ball when attempting to make a catch unless the player is forced out of 
bounds, he/she then must first re-establish his position in bounds before he can touch the ball.  Players 
must have at least 1 foot inbounds when catching the ball in order for it to ruled a completion. 

 

Play is ruled dead when:  The offensive player’s flag is pulled. Ball carrier steps out of bounds, 
touchdown is scored, the ball carriers’ knee touches the ground, an incomplete pass and/or anytime the 
ball hits the ground. If a player loses a flag unintentionally, the defense only has to touch the ball carrier 
with one hand, not pull the flag. Players may not start a play without a flag (illegal participation). 

 

Proper Equipment Before the Play Starts: All players must have flags on before the play starts.  If a 
player does not have his or her flags on when the ball is snapped into play, then the play will continue 
until stopped.  Offense will be assessed an illegal participation penalty (5 yards) and will replay the 
down.  Defense can decline the penalty and take the result of the play.  If the penalty is on the Defense, 
they will be assessed a 5-yard penalty which can be accepted or declined by the Offense depending on 
the result of the play.  It is not an automatic first down for the Offense if the penalty is accepted, but 
could result in a first down if the line to gain is met. 

 

No Diving: If a player leaves his feet in an effort to gain yards, a penalty will be called. This doesn’t refer 
to a defender leaving his feet to attempt to gain possession of a flag but defensive players who leave 
their feet are responsible for their contact. This is merely in relation to diving to gain extra yards. Players 
may ONLY stretch their arm out to gain more yards. Players may not JUMP forward to advance a ball, 
players MAY jump to avoid contact or injury. 
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Handoff, Pitch or Throwback:  Teams may handoff, pitch, or throw back the football in the backfield. 
The player who receives the pitch or handoff (backwards) may throw the ball as long as he is not beyond 
the line of scrimmage. Unlimited pitching (backwards) behind or beyond the LOS is allowed. 

 

Forward Pass:  A forward pass does not have to cross the line of scrimmage to be a legal play.  

Illegal Forward Pass:  A forward pass that is thrown/pitched over the LOS is an illegal play. It is a spot 
foul -5yds.  

 

Sportsmanship / Roughing: Trash talking will not be tolerated. The official has the right to determine 
language that is offensive. (Trash talking is language that may be considered offensive to the official, 
opposing team, or spectators). The official may eject players from the game for trash talking. If the 
official witnesses any act of tackling, elbowing, cheap shots, or any other sportsmanlike act, the game 
will be stopped and the player will be ejected from the game. 

Excessive contact – If the official feels it was intentional or with intent to harm the player will be 
removed from play or ejected from game.  This is solely at the referee’s discretion. 

The GDFFL take players safety and the sanctity of the game extremely seriously.  Unsportsmanlike 
conduct serves to degrade both player’s safety and the sanctity of the game, and is prohibited.  GDFFL 
has added the reinstatement fee section to deter unsportsmanlike conduct, ensure player safety, and 
uphold the environment we pledged to keep for the players and teams under our care: 

REINSTATEMENT FEE 

Any player(s) ejected from a sanctioned GDFFL event will be subject to a reinstatement fee.  An ejection 
may occur before, during, or after a GDFFL event so long as the offense occurred on the playing field or 
facility during the hours of event operation (in other words, players and spectators are encouraged to 
avoid any unsportsmanlike conduct whatsoever while participating, in any way, at a GDFFL event. May it 
be playing or spectating, all participants are expected to adhere to general guidelines of decency to each 
other).   

-Ejections may come from Referee’s or from any of the GDFFL Board of Directors. 

-Any player(s) who has been issued a notification of reinstatement fee may not participate in any GDFFL 
sanctioned events whatsoever, until the fee is paid in full.  Any attempt to participate without having 
paid the fee will result in forfeit for the player(s) team. 

-Notifications of Reinstatement Fee will be done in person, over the phone, or via any other form of 
electronic communication (email, Facebook messenger, etc.) 

-The amount, issuance, and enforcement of this fee is to be decided collectively be the GDFFL Board of 
Directors and is subject to their discretion.   

-The Board will review all information surrounding an incident, to include but not limited to, referee 
testimony, player testimony, witness testimony, video evidence, etc.  Once every aspect is considered by 



10 
 

the Board, a reinstatement fee will be issued to the Player(s).  The Board of Directors will vote on the 
outcome and a majority decision will rule. 

-The amount will be determined by the nature of the offense, the likelihood of repeat offenses, the 
player(s) general conduct, and his/her standing within the league, in regards to behavior. 

-Reinstatement fees can vary from $50 to $500 depending on the factors listed above. 

The purpose of the reinstatement fee is to admonish, and deter any egregious unsportsmanlike contact 
that may occur within GDFFL leagues, tournaments, and league events.   

 

Overtime:  A coin flip determines first possession. Each team has one possession in overtime. Referees 
will assign heads and tails. The team that wins the coin flip may elect to go first and for one or two 
points, Or to go second.  If a team elects to go second, the other team will decide whether to go for one 
or two points.  If score is still tied both teams will have one play from their own 5 yard line to gain as 
much yardage as possible. The team with the most yardage will win.  An additional coin toss determines 
who goes first. If the teams are still tied after the yardage, a final coin toss will determine the winner.  
Rules for inside 2 minutes will also apply to overtime. 

EXCEPTION: During playoffs, teams will try for extra points, until a winner is determined. 

 

Attire: 

Players are expected to make every effort to wear clothing that DOES NOT have pockets. Only pocket-
less clothing, professionally sewn pockets, or zippers are acceptable. 

 -These rules serve as the first warning for wearing pockets, as this is a safety issue.  The primary 
injury in Flag Football has been broken/dislocated fingers as a result of pockets. 

 -Additional warnings may be given, and revocation of points for scorers with pockets may be 
enforced! 

 EXAMPLE:  If someone scores with pockets the result can be a loss of down and five yard penalty 
from the original line of scrimmage. 

Only Sonic Flags are allowed and may not be altered in any way. 

Same color shirts are mandatory – you do not need numbers or matching logos, you only need the same 
color shirt. 

Brimmed hats must be turned backwards. 

Hoodie hoods must be tucked in. 

Sunglasses are authorized but at the wearers own risk. 
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Referees reserve the right to negate touchdowns and/or remove players from the game if they are not 
following our uniform rules. The GDFFL Board of directors also reserve the right to remove players if 
they are not following our uniform rules. 

 

Defensive Penalties 

 

Off-Sides/Encroachment (dead ball): 1st offense during the same play:  If a defensive player crosses the 
line of scrimmage, the play is automatically whistled dead and is assessed as an encroachment penalty 
(5 yards) and automatic first down. 2nd offense during the same play:  10 yards and automatic first 
down. 

 

Holding: 5 yards from the spot of the foul and replay the down unless the mark off gives the offensive a 
1st down in which it would now be 1st and goal.  *Note the officials will determine incidental contact 
which may result from normal run of play. 

 

Illegal Participation (live ball):  5 yards and automatic first down. 

 

Roughing the Passer: Roughing the passer is a 15-yard penalty (major) or 5 (minor) and automatic first 
down.  This includes a defensive a player hitting the ball while the ball is in the QB’s hands or the QB 
hitting the defensive player during his or her follow through NATURAL motion.  A defensive player can 
knock the ball down, but the ball must leave the QB’s hand.   

 

Pass Interference:  Spot foul and automatic first down. Face guarding is considered Pass Interference. 

 

Unsportsmanlike Conduct:  15 yards or half the distance from the goal line (depending on spot) and 
automatic first down. (2 will result in an ejection from the game) 

 

Unnecessary Roughness:  15 yards and automatic first down. (could result in an ejection from the game) 

 

***All defensive penalties not defined above are five yards from the line of scrimmage and automatic 
first down. 

***All penalties can be accepted or denied by the defense. 
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Offensive Penalties 

 

Flag Guarding and Holding & other live ball penalties:  5 yards from the spot (not LOS) and loss of down.  
If the player achieves the first down after the mark off, then offensive will start with 1st and goal. 

 

False Start (dead ball): 5 yards and loss of down. 

 

Illegal Motion (live ball):  5 yards and loss of down. 

 

Illegal Participation (live ball):  5 yards and loss of down. 

 

Delay of Game:  5 yards and loss of down. 

 

Pass interference: 5 yards and loss of down (illegal pick, pushing off defender). 

 

Stiff Arming:  Considered flag guarding. 

 

Unsportsmanlike Conduct:  15 yards or half the distance from the goal line (depending on spot) and 
automatic first down. (2 will result in an ejection from the game) 

 

Unnecessary Roughness:  15 yards and automatic first down. (could result in an ejection from the game, 
see ‘Unsportsmanlike conduct’ section for more guidance.) 

 

***All offensive penalties not defined above are five yards from the line of scrimmage and loss of down. 

***All penalties can be accepted or denied by the offense. 
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GDFFL 5man Tournament Rules 

*The following rules are used in GDFFL tournaments and are based on the FFWCT “Contact” 
Rule book. 

Format: 5 Man Contact. Rules may be modified at the league directors discretion. 

 

The Field: The dimensions of the field are 60 yds. x 25.  Each half will be 23 yards with end zones being 7 
yards. 

 

Official Football: 

Men: shall use the regulation size ball. 

Women: shall use shall use regulation, intermediate, or junior. 

Duration of Games: Tournament clock is 25 minutes long. Two 12-minute halves and a 1-minute 
halftime.  Last Minute of the Second Half will enforce Regulation Timing Rules (NFL Clock). 2 Timeouts 
per game (30 seconds).  If a time out is called after a TD the clock will not run until the change of 
possession and the offense snaps the ball. Clock does not stop in the 1st half unless a timeout is used or 
a referee stoppage. 

 

Game Clock:  Each time the ball is spotted the offensive team has 25 seconds to snap the ball. (Officials 
will warn the offense when there are 10 seconds left to snap the ball). Teams must wait until the 
referees are set or a referee acknowledges they are prepared to start the play. The clock will not stop 
unless a team calls a time out, a referee stoppage or an injured player with the exception of the last 
minute of regulation explained below.  The referees will warn the team 1 minute before the half is about 
to expire, but the clock will not stop. 

 

Mercy Rule: No Mercy Rule during pool play games.  If a team is up by 19 points or more during 
tournament play at the 1-minute warning in the second half the game will be called. 

 

Tournament Seeding for Brackets: (Unless Specified otherwise) Overall record, then head to head 
record, then Point Differential, then points for, then points against, then coin flip. 

 

Roster Limit: Each team is allowed 15 designated roster spots. Rosters must be turned in prior to your 
teams first game. 
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Start of Games: Game time is forfeit time. Your team is required to be properly equipped and, on the 
field, ready to play when the referee blows the whistle to start the game. Start of games occurs with the 
lower seeded team calling the coin-toss prior to the flip to decide who gets possession of the ball first.  
The winner of the coin-toss will have the option to defer or take the ball at their own 5-yard line.  
Direction will automatically switch in the 2nd half. 

 

The offensive team takes possession of the ball at their 5-yard line and has three plays to cross mid-field 
(first down). Once a team crosses mid-field, they have three plays to score. If the offense fails to score, 
the ball changes possession. All drives start from the 5-yard line except interceptions which will be 
spotted where the player is deflagged.  Penalties that result in a first down will give the offense 3 more 
plays to achieve mid-field (first down) or if the penalty puts the LOS past mid-field, then 3 plays to score. 

 

Coaches and Players: Coaches and players must stay out of the restricted areas.  The restricted areas 
are inside the 5-yard line on both ends of the field.  You must also stay 2 yards from the sideline for the 
safety of the players on the field and the officials who may be running the sidelines to be in position to 
make a call.  Any coach/ player that comes out on the field from the sideline to argue a call or a play, will 
be assessed a timeout PERIOD!  If the team is out of timeouts, the player or coach will be assessed and 
unsportsmanlike conduct penalty. 

 

Minimum 3 players to start a game 

 

CONTACT IS ALLOWED:  Open hand contact allowed between shoulder and waist 

 

Scoring:  Extra points are worth 1 from the 5, 2 from the 10 and 3 from the 20.  Extra points can be 
returned and the team returning if they score, will be rewarded the amount of points that the extra 
point was attempted for. If there is a penalty on the ensuing return (live ball) by the original offensive 
team, the team returning the interception will be awarded one free play on Offense to try and score for 
the extra point amount that was attempted by the scoring team. If the returning team commits any 
penalty, the extra point will be no good and change of possession will occur. 

 

Rushing the QB:  Players that rush the quarterback must be a minimum of 1 yard from the line of 
scrimmage when the ball is snapped unless the Quarterback goes under center which the defense can 
move closer as long as any body part is not across the LOS during the snap. 
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Running:  All offensive players may run the ball at any time, except in the no-run zones which are 
located 5 yards before mid-field and 5 yards before the goal line only in the direction that the offense is 
going.  No run zones are enforced when the LOS is established with in the designated areas. 

 

Charging: The offensive player must avoid the defender if they are set. 

 

Crackback and Blindside Blocking: Crackback Blocking and Blindside blocking is NOT allowed. Crack-back 
block is a blind-side block on a player by an opponent who starts downfield and then cuts back toward 
her own goal line to make contact.  A blind-side block is engaging an opponent other than the runner 
who does not see the blocker approaching. 

 

Spot of the Ball:  Ball is always spotted where the lead flag is pulled except when crossing the goal line 
where the ball and at least one flag have to be across the goal line in order for it to be considered a TD.  
To avoid a safety, the QB must have at least one flag out of the end zone when he is deflagged. The 
position of the ball does not matter. 

 

Blocking Down Field: Blocking downfield is only allowed once the ball is completed downfield.  Players 
may block downfield for all running plays or when the pass is behind the LOS.  Offensive players blocking 
downfield before the ball is thrown downfield will be assessed a pass interference penalty (5 yards from 
the LOS). 

 

Inadvertent Whistle: At the time of the inadvertent whistle, the team with the possession of the ball, 
has the option of replaying the down or the result of the play.  If the inadvertent whistle happens while 
the ball is in the air, the play is dead and the down will be replayed from the original LOS. 

 

Center Snaps: Must be between the legs. The center can snap it to anyone on the field as long as that 
player is not lined up on the LOS. 

 

Fumbles: Dead at the spot.  Muffs or Kickoff and Punts are dead at the spot of the muff.  If a player 
pitches the ball or is running and the ball pops out legally (not punched out), the ball is live and can be 
caught by the defensive team and advanced. Result will be change of possession. 

 

Jamming of the Receiver: Defensive players can Jam the receiver at the line and up to 5 yards 
downfield. However, you cannot hold, trip or grab the receiver. 
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Forward Pass: Only one forward pass per down. 

 

Center: The Center is protected when he snaps the ball.  The Center cannot be touched until he/she 
picks up their head and takes one step towards his/her pattern or assumes a blocking position. 

 

Intentional Grounding: This is defined in flag as the QB throwing the ball away to avoid a sack. 
Intentional Grounding can occur ANYWHERE behind the LOS. The QB can spike the ball within 1 minute 
of the 2nd half to stop the clock, but he/she must catch the snap and throw it to the ground 
immediately. Intentional Grounding is a spot foul and loss of down. 

 

All Offensive Penalties Behind the LOS: Will be assessed from the LOS except Flag Guarding and Holding 
which will be assessed from the spot of the foul.  Flag guarding or holding in the endzone will result in 
safety. 

 

Motion: Only one player can be in motion at the snap of the ball.  Players can move around, but must be 
set for at least 1 second before the snap. 

 

Passing:  There is no 5 second count to pass the ball if not rushed. 

 

Line of Scrimmage (LOS):  Only the center needs to be lined up on the LOS 

 

Interceptions:  Interceptions may be returned. 

 

Last man rule:  There is no last man rule, however, if a player(s) or coach(s) leaves the sideline and 
disrupts the play or the offensive player from scoring, the offensive team may be awarded a touchdown. 

 

Receiving:  All players are eligible to receive a pass, including the original quarterback, only if the ball 
has been pitched back or handed off (backwards) behind the line of scrimmage. Players must have at 
least one foot in bounds when making a catch. Players that run out of bounds during a play cannot be 
the first player to touch the ball when attempting to make a catch unless the player is forced out of 
bounds, he/she then must first re-establish his position in bounds before he can touch the ball.  Players 
must have at least 1 foot inbounds when catching the ball in order for it to ruled a completion. 
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Play is ruled dead when:  The offensive player’s flag is pulled. Ball carrier steps out of bounds, 
touchdown is scored, the ball carriers’ knee touches the ground, an incomplete pass and/or anytime the 
ball hits the ground. If a player loses a flag unintentionally, the defense only has to touch the ball carrier 
with one hand, not pull the flag. Players may not start a play without a flag (illegal participation). 

 

Proper Equipment Before the Play Starts: All players must have flags on before the play starts.  If a 
player does not have his or her flags on when the ball is snapped into play, then the play will continue 
until stopped.  Offense will be assessed an illegal participation penalty (5 yards) and will replay the 
down.  Defense can decline the penalty and take the result of the play.  If the penalty is on the Defense, 
they will be assessed a 5-yard penalty which can be accepted or declined by the Offense depending on 
the result of the play.  It is not an automatic first down for the Offense if the penalty is accepted, but 
could result in a first down if the line to gain is met. 

 

No Diving: If a player leaves his feet in an effort to gain yards, a penalty will be called. This doesn’t refer 
to a defender leaving his feet to attempt to gain possession of a flag but defensive players who leave 
their feet are responsible for their contact. This is merely in relation to diving to gain extra yards. Players 
may ONLY stretch their arm out to gain more yards. Players may not JUMP forward to advance a ball, 
players MAY jump to avoid contact or injury. 

 

Handoff, Pitch or Throwback:  Teams may handoff, pitch, or throw back the football in the backfield. 
The player who receives the pitch or handoff (backwards) may throw the ball as long as he is not beyond 
the line of scrimmage. Unlimited pitching (backwards) behind or beyond the LOS is allowed. 

 

Forward Pass:  A forward pass does not have to cross the line of scrimmage to be a legal play. 

 

Sportsmanship / Roughing: Trash talking will not be tolerated. The official has the right to determine 
language that is offensive. (Trash talking is language that may be considered offensive to the official, 
opposing team, or spectators). The official may eject players from the game for trash talking. If the 
official witnesses any act of tackling, elbowing, cheap shots, or any other sportsmanlike act, the game 
will be stopped and the player will be ejected from the game. 

 

Overtime:  A coin flip determines first possession. 1st Overtime – Each team will receive the ball at mid-
field and have 3 plays to score unless there is a penalty that dictates additional downs. Each additional 
overtime the ball will be placed at the 12-yard line with 3 plays to score.  This will continue until there is 
a winner.  Each team will have 1 timeout per overtime.  After the first overtime, the team that has the 
ball last, will have the ball to start the next overtime and continue switching this way until there is a 
winner.  There is no Overtime in pool play games. 
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Championship Game Overtime Rules (Sudden Death): Overtime will start with a coin-toss. The home 
team will announce heads or tails prior to the flip of the coin. Full game clock will be used (two 12-
minute halves). Teams will start on their own 5-yard line unless an interception is thrown. The spot will 
then be where the player is deflagged during the interception. Each team will receive at least one 
possession. If the score is tied after each team has received a possession, then the next team that scores 
wins. Interceptions can be returned. 

 

Attire: 

 

Players may not have pockets and may not tape pockets in any way. Only professionally sewn or zippers 
are fine. 

All players must wear a protective mouthpiece, available on-site for a small fee 

Only Sonic Flags are allowed and may not be altered in any way. 

Same color shirts are mandatory – you do not need numbers or matching logos, you only need the same 
color shirt. 

Referees reserve the right to negate touchdowns or remove players from the game if they are not 
following our uniform rules. 

Defensive Penalties 

 

Off-Sides/Encroachment (dead ball): 1st offense during the same play:  If a defensive player crosses the 
line of scrimmage, the play is automatically whistled dead and is assessed as an encroachment penalty 
(5 yards) and automatic first down. 2nd offense during the same play:  10 yards and automatic first 
down. 

 

Holding: 5 yards from the spot of the foul and replay the down unless the mark off gives the offensive a 
1st down in which it would now be 1st and goal.  *Note the officials will determine incidental contact 
which may result from normal run of play. 

 

Illegal Participation (live ball):  5 yards and automatic first down. 

 

Roughing the Passer: Roughing the passer is a 15-yard penalty (major) or 5 (minor) and automatic first 
down.  This includes a defensive a player hitting the ball while the ball is in the QB’s hands or the QB 
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hitting the defensive player during his or her follow through NATURAL motion.  A defensive player can 
knock the ball down, but the ball must leave the QB’s hand. 

 

Pass Interference:  Spot foul and automatic first down. Face guarding is considered Pass Interference. 

 

Unsportsmanlike Conduct:  15 yards or half the distance from the goal line (depending on spot) and 
automatic first down. (2 will result in an ejection from the game) 

 

Unnecessary Roughness:  15 yards and automatic first down. (could result in an ejection from the game) 

 

***All defensive penalties not defined above are five yards from the line of scrimmage and automatic 
first down. 

***All penalties can be accepted or denied by the defense. 

 

Offensive Penalties 

 

Flag Guarding and Holding:  5 yards from the spot (not LOS) and loss of down.  If the player achieves the 
first down after the mark off, then offensive will start with 1st and goal. 

 

False Start (dead ball): 5 yards and loss of down. 

 

Illegal Motion (live ball):  5 yards and loss of down. 

 

Illegal Participation (live ball):  5 yards and loss of down. 

 

Delay of Game:  5 yards and loss of down. 

 

Pass interference: 5 yards and loss of down (illegal pick, pushing off defender). 

 

Stiff Arming:  Considered flag guarding. 



20 
 

 

Unsportsmanlike Conduct:  15 yards or half the distance from the goal line (depending on spot) and 
automatic first down. (2 will result in an ejection from the game) 

 

Unnecessary Roughness:  15 yards and automatic first down. (could result in an ejection from the game) 

 

***All offensive penalties not defined above are five yards from the line of scrimmage and loss of down. 

***All penalties can be accepted or denied by the off 


