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ARTICLE I:  CODE OF CONDUCT 
 

The goal of St. Raphael Football is to provide a safe, fun and positive environment for kids to 
play and learn the game of football.  St. Raphael Football requires that all players, parents and coaches 
treat all other participants with respect and courtesy.  The rules set forth herein are designed to promote 
this environment, and all coaches, parents, players and officials should conduct themselves in keeping 
with this environment and culture, even if a specific rule required to do so is not covered.  St. Raphael 
Football games are governed by the IHSA Football Rulebook, including IHSA equipment restrictions.  
These rules are intended to supplement the IHSA rules.  In the event of any conflict between an IHSA 
rule and any rule stated herein, the specific St. Raphael Football rule shall govern.  Coaches are always 
required to use common sense and to coach within the spirit of the rules. 

 
Section 1.1 Coaching Philosophy.  Coaches in the St. Raphael Football Program shall coach 

their teams consistent with the principle that the safety and education of the kids always supercedes 
winning football games.  Coaches shall use positive reinforcement only. 

 
Section 1.2 Communication with Officials and Coaches.  Only the coach on the field or the 

head coach may communicate with the referees.  This communication must be respectful and pertain only 
to rule interpretations or if the coach is concerned about the safety of the children.  Arguing judgment 
calls by officials is inappropriate.  Parents, players, and coaches not listed above, may not address the 
officials or players and parents of the other team for any reason.  The referees may, in their sole 
discretion, penalize any offending team fifteen (15) yards for unsportsmanlike conduct.  The officials 
shall use their best efforts to remain patient with the coaches and to sincerely listen to any concerns a 
coach might have, provided that it is communicated in a manner consistent with this rule. 

 
Section 1.3 Sportsmanship.  Coaches must stress sportsmanship and safety in practices and 

games.  The officials shall immediately remove from the game any player observed kicking, punching, 
piling on, or otherwise acting in a physically abusive manner.  Negative communication between players 
during a game is prohibited.  Any player directing any profane, insulting or verbally abusive remarks at 
an official or player shall be penalized fifteen (15) yards for unsportsmanlike conduct, and after a second 
offense, will be removed from the game.  The use by coaches of statistical incentives (such as shutouts or 
margin of victory) is strongly discouraged.  Instead coaches should focus on, and reward, effort and 
sportsmanship. 

 
Section 1.4 Competition Rule.  The league’s underlying principal of allowing kids to have 

fun by playing football with their classmates and friends can sometimes result in teams of differing skill 
and ability within the same division.  Therefore, the following rules have been implemented and must be 
followed strictly by all coaches and enforced by the officials: 

A. If during any game, a team scores and after the conversion attempt is ahead by 
eighteen (18) or more points, then the ensuing kickoff will not take place, and trailing team will 
have the ball placed on the leading team’s 15 yard line (25 yard line in the case of Mini-Mite 
and Mighty-Mite levels only) and from there the game will proceed with a normal ten yard line 
to gain; and if the team ahead by eighteen (18) or more points regains possession of the ball, the 
coaches shall use every effort not to increase the lead.   

B. Additionally, any team ahead by eighteen (18) or more points shall, at a 
minimum, replace its two best defensive players from the defensive unit with less skilled players 
from the offensive unit (the coach of the trailing team may dictate the two players to be removed 
if he so chooses).   
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The “Must Play Rules” in Article II below may be violated in order to Comply with this Section 1.4.  The 
“Eligibility and Striper Rules” in Article VII below may not be violated in order to comply with this rule, 
as those are safety based rules. 

ARTICLE II:  MUST PLAY RULES 
 
St. Raphael Football’s in-house program requires that every player participate equally in the 

experience of playing organized football.  To ensure equal participation, the following game procedures 
have been established.  For this league to succeed, all coaches must act consistently and ethically within 
the intent of these rules.  It is strongly recommended that all coaches give players an opportunity to play 
more than one position on both sides of the ball. 

 
Section 2.1 Player Assignment.  Players must be equally distributed between offense and 

defense (i.e. a team of 24 players may not assign 11 to offense and 13 to defense).  Assignments may be 
changed, provided they remain equally distributed between offense and defense.  Players may always 
switch positions within their assigned unit at any point during the game. 

 
Section 2.2 Equal Play.  In the event that there are more than 11 players (8 in the case of the 

Mini-Mites and Mighty-Mites) assigned to any offensive or defensive unit due to a roster of greater than 
22 players (16 in the case of the Mini-Mite or Mighty-Mite levels), all of the players assigned to a unit 
must rotate equally such that everyone spends an equal amount of time on the sidelines in each separate 
game. 

 
Section 2.3 Special Teams Personnel.  The punt return team and the kickoff team shall be 

considered “defense” and the punt team and the kickoff return team shall be considered “offense.”  There 
shall be no substitutions between a special teams play and the corresponding offensive/defensive play (i.e. 
the kickoff team shall stay on the field as the ensuing defense, the kick-off return team shall stay on the 
field as the ensuing offense, the offense shall stay on the field as the punt team, and the defense shall stay 
on the field as the punt return team).  This rule does not apply to the Peewee or Junior Midget division 
and is subject to the striper rules set forth in Article VII below. 

 
Section 2.4 Exceptions to Unit Assignments.  Notwithstanding the foregoing, players may 

deviate from their assigned units in the case of injuries or in the case of the Competition Rule stated 
above.  When an injured player is replaced, resulting in the creation of a two-way player, the new two-
way player shall revert back to a one-way player at his assigned unit when the injured player reenters the 
game.  The decision of a league trainer that a player is unable to play is final and may not be overturned 
by anybody, including a parent of that player.  In the event of an injury or illness, a team shall first replace 
that player with any available player(s) assigned to that same unit before creating a two-way player. 

 
Section 2.5 Two-Way Players.  Teams with rosters of less than 22 players (16 for Mini-Mite 

and Mighty-Mite levels) will have two-way players.  Coaches should rotate the two-way players 
throughout the season.  No player is allowed to play more than one half on both sides of the ball in any 
game.  Playing just one play on offense and one play on defense in any particular half shall be 
considered playing “both sides of the ball” in that half.  
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ARTICLE III:  GENERAL GAME RULES 
 
Section 3.1 Game Length and Specifications.   

 
 

Mini-Mite 
Mighty-Mite 
(1st & 2nd) 

 
Bandit 
(3rd Grade) 

 
Junior Peewee 
(4th Grade) 

 
Peewee 
(5th Grade) 

 
Junior Midget 
(6th Grade) 

 
Game Length 
 

 
24 minute halves 

 
12 min. quarters 

 
12 min. quarters 

 
12 min. quarters 

 
12 min. quarters 

 
First Half IHSA 
Clock 

 
N/A 

 
Last 2 minutes 

 
Last 2 minutes 

 
Last 2 minutes 

 
Last 2 minutes 

 
Second Half 
IHSA Clock 

 
N/A 

 
Last 4 minutes 

 
Last 4 minutes 

 
Last 4 minutes 

 
Last 4 minutes 

 
T.O. per half  

 
1 

 
3 

 
3 

 
3 

 
3 

 
Halftime Length 

 
8 minutes 

 
8 minutes 

 
8 minutes 

 
8 minutes 

 
8 minutes 

 
Play Clock 

 
N/A 

 
40 seconds 

 
40 seconds 

 
40 seconds 

 
40 Seconds 

 
Football Size 

 
K-2 

 
K-2 

 
K-2 

 
TDJ 

 
TDJ 

 
Field Size 

 
80 x 40 yds 

 
Regulation 

 
Regulation 

 
Regulation 

 
Regulation 

 
First Downs 
 

 
The 20 and 40 

yard lines 

 
Regulation 

 
Regulation 

 
Regulation 

 
Regulation 

 
Coach on Field 

 
Yes 

 
Yes 

 
Yes 

 
Yes 

 
No 

 
5-Yard Sideline 
Buffer 

 
No 

 
Yes 

 
Yes 

 
Yes 

 
Yes 

 
Single Striper 
Weight Limit 

 
N/A 

 
90 lbs 

 
100 lbs 

 
110 lbs 

 
125 lbs 

 
Double Striper 
Weight Limit 

 
N/A 

 
N/A 

 
125 lbs 

 
140lbs 

 
155 lbs 

 
Section 3.2 Game Clock.  Each game will employ a running clock except for time-outs, 

injuries, and the IHSA Clock periods shown above.  Additionally, in the Bandit through Junior Midget 
divisions, the clock will stop between any touchdown and the ensuing kickoff.   

 
Section 3.3 Coach Assistance on the Field.  At all levels except for the Junior Midget level, 

only one coach for each team may be on the field of play during the game to assist with the calling of 
plays.  The coaches on the field may not communicate with the players in any way after the break of the 
respective huddle (except in certain safety situations, such as instructing a player to buckle his chin strap 
or put in his mouthpiece).  At the Mini-Mite and Mighty-Mite levels, exceptions to this rule should be 
made if a team needs assistance lining up correctly.  Violation of this communication rule shall be a ten-
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yard unsportsmanlike conduct penalty.  The coaches shall stand a minimum of ten (10) yards behind the 
deepest player. 

 
Section 3.4 Turnovers.  For the Mini-Mite and Mighty-Mite levels only, neither the 

offense nor defense may advance a recovered fumble (or a stripped ball that doesn’t hit the ground); and 
if a fumble occurs during the exchange from center to quarterback, the ball is dead as soon as it hits the 
ground and the officials shall blow the play dead.  This includes a dropped snap from the shotgun 
position.  In the case of a fumbled snap the down counts and the ball shall be placed in its previous spot 
for the next play.  Interceptions may be returned by the defense.  For all other divisions, a fumbled snap 
is a live ball and recovered fumbles may be advanced by the offense or defense in accordance with IHSA 
rules. 

ARTICLE IV:  OFFENSE 
 
Violation of any rule contained in this Article IV shall result in a five-yard illegal procedure 

penalty on the offense. 
 
Section 4.1 Mini-Mite and Mighty-Mite Offensive Alignment.  For the Mini-Mite and 

Mighty-Mite levels only, every formation must have an offensive line consisting of a center, two (2) 
guards and two (2) tackles.  The three (3) remaining offensive players are the quarterback and the two (2) 
running backs.  The running backs may line up anywhere in the backfield as long as they are behind or 
between the offensive tackles.  Shotgun formations are allowed.  Standard line splits (no greater than two 
(2) feet) are required between the center, guards and tackles.   

 
Section 4.2  Successive Ball Carrier Rule.  For the Mini-Mite and Mighty-Mite levels only, 

the same player may not carry the ball on consecutive plays.  Plays resulting in a loss of yardage shall not 
be deemed a “carry” for purposes of this Section 4.2.  Kickoff and punt returns are considered a “carry” 
for purposes of this Section 4.2. 

 
Section 4.3 General Offensive Alignment.  For the Bandit and Junior Peewee levels only, 

any offensive alignment or formation allowed by IHSA rules is allowed, provided however, that (A) 
Bandit and Junior Peewee offenses shall maintain at all times “standard splits” between the center, guards 
and tackles (no greater than three (3) foot splits); and (B) Bandit and Junior Peewee offenses may not 
employ an unbalanced line (each formation must have a center, a guard on both sides of the center, a 
tackle next to and outside of each of the guards, and an end (split or tight) outside of each of the tackles).  
The purpose of this rule is to prevent confusion and related delays in the mandatory defensive alignments 
resulting from unbalanced lines.  With respect to the Peewee and Junior Midget divisions only, any 
legal IHSA offensive formation or play is allowed. 

 
Section 4.4 Three Point/Four Point Stances.  For Mini-Mite, Mighty-Mite, Bandit and 

Junior Peewee divisions, all five (5) offensive lineman must come set in a three-point or four-point 
stance.  Backs, flankers and ends may employ any IHSA legal alignment or stance.  With respect to the 
Peewee and Junior Midget divisions only, any legal IHSA stance or alignment is allowed. 

 
Section 4.5 Motion and Shifting.  For Mini-Mite, Mighty-Mite, Bandit and Junior Peewee 

divisions, pre-snap motion and/or formation shifting is prohibited. 
 

ARTICLE V:  DEFENSE 
 
Violation of any rule contained in this Article V shall result in a 5-yard encroachment penalty on 

the defense. 
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Section 5.1 Mini-Mite and Mighty-Mite Defensive Alignment.  For the Mini-Mite and 

Mighty-Mite levels only, the defense shall consist of four (4) defensive linemen, and four (4) linebackers 
and shall be subject to the following rules: 

A. Defensive Line:  The defensive line shall consist of four (4) players, two (2) 
defensive tackles and two (2) defensive ends.  The defensive tackles must line up directly over 
the offensive guards and the defensive ends must line up directly over the offensive tackles.  All 
defensive linemen must line up in three-point or four-point stances and must line up one (1) yard 
off the ball. 

B. A-Gap Rule:  No defensive player (including linebackers) may penetrate the 
offensive backfield through either center/guard gap (the “A-Gap”).  Defensive players are, 
however, allowed to fill the A-Gap in an effort to stop an offensive play or fake through the A-
Gap. 

C. Linebackers:  The four (4) linebackers must be five (5) yards behind the line of 
scrimmage and inside or even with the offensive tackles.  All defensive players must be stationary 
at the snap of the ball, but may immediately move forward upon the snap of the ball. 
 
Section 5.2 Bandit and Junior Peewee Defensive Alignment.  For the Bandit and Junior 

Peewee levels only, the defense shall consist of five (5) defensive linemen, and six (6) 
linebackers/defensive backs, and shall be subject to the following rules: 

A. Defensive Line:  The defensive line shall consist of five (5) players: a nose 
guard, two (2) defensive tackles and two (2) defensive ends.  The defensive tackles and the 
defensive ends shall each line up one (1) yard off the ball. 

B. Nose Guard:  The nose guard must line up two (2) yards off the ball and head-up 
over the center, and must be in a three-point or four-point stance.  The nose guard may proceed 
anywhere on the field after the snap of the ball. 

C. Defensive Tackles:  The defensive tackles must line up over the outside shoulder 
of the offensive guards and must be in a three-point or four-point stance.  The defensive tackles 
may proceed anywhere on the field after the snap of the ball. 

D. Defensive Ends:  The defensive ends may line up anywhere from head-up on the 
offensive tackle to the outside shoulder of the tackle, tight end or wingback (whichever is the 
widest) such that the feet of the defensive end straddle the outside foot of such outside offensive, 
or “edge” player.  Teams may not position their defensive ends outside a wide receiver.  If an 
offensive team is using a flexed tight end or flanker (2-5 yards off the tackle or tight end) and 
creating confusion as to whether a player is a “wing” or a “wide receiver” then the defense shall 
have the option to place its defensive end outside that flexed player.  The defensive ends may line 
up in a two-point stance.  Defensive ends may proceed anywhere on the field after the snap of the 
ball. 

E. Linebackers and Defensive Backs:  Linebackers and defensive backs (i.e. the six 
players not on the defensive line) may line up anywhere on the field, except that prior to the snap 
of the ball, they must be stationary and may be no closer than four (4) yards from the line of 
scrimmage.  After the snap of the ball they may proceed anywhere on the field. 
 
Section 5.3 Peewee and Junior Midget Defensive Alignment.  For the Peewee and Junior 

Midget levels only, the defense shall consist of no more than six (6) defensive linemen, with the 
remaining players being linebackers/defensive backs, and shall be subject to the following rules: 
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A. Alignment:  Defenses shall have no more than six (6) players in the four (4) yard 
zone from the line of scrimmage, and from sideline to sideline, prior to the snap of the ball. 

B. Nose Guard:  The nose guard, if any, must line up at least one and one-half (1.5) 
yards off ball and may proceed anywhere on the field after the snap of the ball. 

C. Defensive Tackles:  The defensive tackles may not line up over the A-Gaps and 
may proceed anywhere on the field after the snap of the ball. 

D. Linebackers/Defensive Backs:  Linebackers and defensive backs must line up 
outside of the four-yard zone described above and may not move forward (but may move 
laterally) before the ball is snapped. 
 
Section 5.4 Goal-line Defense.  The Mini-Mite and Mighty-Mite levels must always 

employ the defense described in Section 5.1.  For the Bandit and Junior Peewee levels only, once on or 
inside a defending team’s own five (5) yard line (including extra point situations), the defense may move 
an additional two players up to the defensive line, provided however, that these two (2) additional 
defensive players may not line up inside the defensive tackles, nor outside the defensive ends (i.e. the 
extra defensive linemen must be placed between the defensive tackles and the defensive ends).  In these 
goal-line defense situations (which include extra point attempts), the remaining linebackers and defensive 
backs must still observe the four-yard alignment rule and the nose guards and defensive tackles must 
continue to observe their alignment and procedural rules.  For the Peewee and Junior Midget levels 
only, once on or inside a defending team’s own five (5) yard line (including extra point situations), the 
defense may employ any IHSA legal defense. 

 
ARTICLE VI:  SPECIAL TEAMS 

 
Section 6.1 Kickoffs.  There shall be no kickoffs or onside kicks at any level.  After a score, 

or at the beginning of each half, the “receiving team” will get the ball on its own thirty (30) yard line to 
start its possession.  For the Bandit, Junior Peewee, Peewee and Junior Midget Divisions only, if (i) 
the game is in the last four minutes of the fourth quarter, and (ii) after a score, the team that just scored 
(the “Scoring Team”) is trailing by no more than eight points, then the Scoring Team may elect to run an 
“Onside Play” instead of giving the “receiving team” the ball on its own thirty yard line.  An Onside Play 
shall consist of the Scoring Team running one play, 4th down and 15 yards to go, from its own forty yard 
line.  The Scoring Team must notify the referee of its election to run an Onside Play.  If a first down is 
converted, the Scoring Team retains the ball at the spot of the end of the Onside Play, first and ten.  If a 
first down is not converted, it is a turnover on downs and the defensive team gets the ball at the spot of 
the end of the Onside Play.   

 
Section 6.2 Punts.  At any time the offensive team on the field may “declare” that it is going 

to punt by informing the defensive coach.  There shall be no rush on punts and all players must remain in 
their set positions until the football is kicked by the punter.  As provided for in Section 2.3 above, the 
offensive unit is the punt team, and the defensive unit is the punt return team.  Once a team has declared a 
punt, it must punt the ball (i.e. no fake punts are allowed). 
 

Section 6.3 Points after Touchdowns and Field Goals.  For the Mini-Mite and Mighty-Mite 
Divisions only, all touchdowns are automatically seven (7) points with no extra point attempt.  For all 
other Divisions, any team may score one (1) point by running the ball into the end zone after a 
touchdown or two (2) points by completing a forward pass for the conversion.  Lateral passes leading to a 
conversion count for only one (1) point.  Shovel-passes are forward passes and count for two (2) points.  
Goal-line defenses described in Section 5.4 above are allowed for the extra point attempts.  Kicked extra 
points and field goals are not allowed, even if goalposts are present. 
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ARTICLE VII:  ELIGIBILITY AND STRIPER RULES 

 
Section 7.1 Division Placement and Movement.  Players will be placed into divisions 

according to the school grade they are entering during the season.  Players may play down or up a level 
only if approved in advance by the League and the applicable commissioners.  Any player playing up a 
division (after receiving approval of the League to do so) shall be eligible to lose one stripe, such that a 
Double Striper shall become a Single Striper, and a Single Striper shall become a non-striper. 

 
Section 7.2 Single Striper Rule.  For the Bandit through Junior Midget levels, any player 

above the designated single striper weight limit for his division (see chart above) at the time of 
registration will be designated a “Single Striper”.  Players weighing exactly the limit amount, or less, 
shall not be deemed Single Stripers.  Single Stripers may not carry the ball at any time during a game.  
Stripers may play on special teams.  In the event that a Single Striper gains control of the ball in a fumble, 
onside kick or kickoff return situation, the Single Striper may not advance the ball (but may lateral the 
ball to a teammate).  On offense, a Single Striper may play only tackle, guard or center.  On defense, 
Single Stripers may play any position on the defensive line, but must be in a set position, until the ball is 
snapped. 
 

Section 7.3 Double Striper Rule.  For the Junior Peewee through Junior Midget levels, 
any player above the designated double striper weight limit for his division (see chart above) at the time 
of registration will be designated a “Double Striper”.  Players weighing exactly the double striper limit 
amount, or less, shall not be deemed Double Stripers.  In addition to the restrictions on Single Stripers, 
Double Stripers may play only the offensive line (center, offensive guard or offensive tackle).   

 
Section 7.4 Administration of Striped Players.  At the beginning of the season, each player 

will be weighed by the league at player registration.  This weight will be his official weight for the entire 
season.  At the weigh-in the League will subtract exactly four (4) pounds from the scale reading to 
account for a player’s clothing.  Scales with decimals are used so any player as little as .001 pounds over 
a weight limit, will be classified as a striper or double striper, as appropriate.  Any player dropping below 
a certain weight class during the season is not allowed to change his stripe status.  All striped players will 
have their helmets marked prior to the first game with one or two, as applicable, stripes on the front and 
back of the players’ helmets.  The stripes shall be maintained by the coaching staff throughout the season 
and no Single Striper or Double Striper shall be allowed on the field during a game without the 
appropriate stripes on his helmet. 

 
ARTICLE VIII:  PRACTICES AND GAMES 

 
Section 8.1 Pre-Game Requirements.  Teams are allowed to warm up for a maximum of 

forty-five (45) minutes before a game.  Violation will result in the forfeiture of one practice in the 
following week.  Teams shall be ready to play within five (5) minutes notice, but have until at least five 
(5) minutes before the official starting time to have their teams prepared to play.  The referees may not 
request a starting time earlier than five (5) minutes before the scheduled starting time. 

 
Section 8.2 Game and Practice Cancellations.  Games shall be cancelled as deemed necessary 

by league officials, and games may be cancelled at any time for any reason, including, without limitation, 
weather and/or field conditions.  If lightning is seen in the immediate area, the head referee or the most 
senior league official present shall cancel all games for that day.  The league will attempt, but is not 
obligated to make up cancelled games.  Practices may be conducted in the rain and heat but common 
sense should always dictate whether that is advisable.  All coaches shall immediately cancel practice if 
they see lightning or hear thunder. 
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Section 8.3 Practices.  Practices may only be held at league approved and assigned practice 

locations.  No team is allowed to practice in any other area not designated by the league.  After the 
designated first day of practice and prior to the start of school, a team may practice up to three (3) times in 
any given week (a week being Monday through Friday), except for the Mini-Mite and Mighty-Mite 
divisions, in which teams may only practice two (2) days per week.  Practices may not last longer than 
two (2) hours each.  Once school begins, a maximum of two (2) practices per week are permitted.  
Saturday or Sunday practices are not permitted unless a special league approval is granted in advance.  
For purposes of this Section 8.2, any type of skill session involving any number of players from a given 
team, including scrimmages or practice games, is considered a “practice.” 

 
Section 8.4 Contact During Practice/Trainer Authority.  Coaches should stress proper 

tackling fundamentals during practice, and limit the amount of contact during practice such that full 
contact periods are mixed with light contact periods.  Coaches should also introduce full contact to the 
players gradually over the first few practices.  Any player exhibiting any sign of head injury, including, 
without limitation, dizziness, loss of memory, or loss of balance, or if a player appears “foggy” or 
“groggy”, that player should be immediately removed from practice, and if a trainer is present, the trainer 
should be consulted before the player returns to practice.  During games, if a League trainer has 
determined that a player should not return to a game for any reason, that determination is final, regardless 
of the wishes of any coach or parent.  Any player removed from a game by a trainer shall not return to 
practice or any future game without the proper medical clearance. 

 
Section 8.5 Falsification of league records.  If any player intentionally presents false 

information at the league registration, the player will be immediately suspended and barred from all future 
participation in St. Raphael’s football program.  If any coach is found to have given any false information 
in order to register an ineligible player, the offending coach shall be immediately suspended.  Any game 
in which an ineligible player has participated shall be forfeited. 

 
Section 8.6 Discipline.  Coaches may discipline a player for not attending practice due to 

lack of interest by not allowing the player to play the first quarter of the following game.  If a player 
misses both practices in a given week, he may be asked to sit out a half.  A player may miss practice 
without consequence due to religious education, homework, illness, lack of transportation, and other good 
reasons that are not indicative of a lack of interest.  Conflicts with other sports such as soccer or hockey 
practice should be considered a lack of interest.  This policy should be consistently applied to all players 
regardless of ability level and understood by parents and athletes before the season starts. 

 
Please remember, the goal of St. Raphael Football is to provide a safe, fun and positive 

environment for kids to play and learn the game of football.  St. Raphael Football requires that all 
players, parents and coaches treat all other participants with respect and courtesy.  These rules are 
designed to promote this environment, and all coaches, parents, players and officials should conduct 
themselves in keeping with this environment and culture, even if a specific rule required to do so is not 
covered herein.  Coaches are always required to use common sense and to coach within the spirit of the 
rules. 


