RULES

Atthestartofeachgame,captains fromboth
teams meetatmidfield forthe cointossto
determine who starts with the ball. The visiting
team calls the toss.

Thewinnerofthe cointoss has the choice of
offense or defense. The loserofthe cointoss
has the choice of direction with the exception
of divisions 1-4 during the spring season.
Possession changes tostartthesecond halfto
theteamthatstarted the game on defense.

Theoffensiveteamtakes possessionoftheballat
its 5-yardlineand hasthree (3) plays tocross
midfield. Once a team crosses midfield, it has
three (3) plays to score a touchdown.

Ifthe offensefails toscore, the ball changes
possessionandthe newoffensiveteamstartsits
driveonitsown5-yardline.

If the offensive team fails to cross midfield,
possession of the ball changes and the opposition
startsitsdrivefromits own5-yardline.

All possession changes start on the offense’s
5-yard line.

Teams changesidesafterthefirsthalf.
Possessionchangestotheteamthatstartedthe
game on defense.



Il. Terminology

Boundary Lines

The outer perimeter lines around the field. They include the sidelines
andback oftheendzonelines.

Line of Scrimmage

(LOS) animaginary line running through the point of the football and
acrossthewidth ofthefield.

Line-to-Gain

Thelinethe offense must passtogetafirstdown rscore.

Animaginarylinerunningacross the width ofthe field sevenyards

Rush Line (into the defensive side) from the line of scrimmage.
Offense | The team with possession of the ball.
Defense| Theteamopposing the offense to prevent it from advancing the ball.
Passer The offensive playerthatthrows the balland may or may not be the
quarterback.
The defensive player assigned to rush the quarterback to prevent
Rusher | him/ her from passing the ball by pulling his/her flags or by blocking

the pass.

Downs (1-2-3)

The offensive team has three attempts or “downs” to advance the
ball. It must cross the line to gain to get another set of downs or to
score.

Referstothe period oftimethatthe playisinaction. Generally used

LiveBall | inregardto penalties. Live ball penalties are considered part of the
play and must be enforced before the down is considered complete.
Dead Ball | Referstotheperiod oftimeimmediately before orafteraplay.
] Sound made by an official using a whistle that signifies the end of
Whistle | the play orastopinthe action for a timeout, halftime or the end of

the game.

Inadvertent Whistle

Official’s whistle thatis performed in error.

Charging

Anillegal movement oftheball-carrier directlyatadefensive player
who has established position on the field. This includes lowering the
head or initiating contact with a shoulder, forearm or the chest.

Flag Guarding

Anillegal act by the ball-carrier to prevent a defender from pulling the
ball-carrier’s flags by stiff arm, lowering elbow or head or by blocking
accesstotherunner’s flagswithahand orarm.

Shovel Pass

A legal pitch attempted beyond the line of scrimmage.

Lateral

Abackward orsidewaytossoftheball bythe ball-carrier.

Unsportsmanlike
Conduct

Arude, confrontational or offensive behavior or language.




l1l. Eligibility

Allplayers’ legal guardians must agree to the onlinewaiver form at nflflag.com/form/player
for their specific league before participating.

IV. Equipment

1.

Theleague provides each playerwithan official flag beltand NFLFLAG team jersey.Teams
will use footballs provided by their league.

Players mustwearshoes.Cleats maynotbeallowedatcertainlocations. This will be specified
in the tournament details you receive prior to the tournament. However, cleats with exposed
metal are never allowed and must be removed.

Players maytapetheirforearms,handsandfingers.Players mayweargloves,elbowpadsand
kneepads.Braceswithexposed metalsarenotallowed.

Players must remove all jewelry, hats and do-rags. Winter beanies are allowed.
Players’jerseys mustbetuckedintoshorts orpantsiftheyhangbelowthebeltline.
Werecommend playerswearshorts or pantsthatdo nothave pockets.Shorts orpants
with beltloops or pockets must betaped. Games will not be delayed foraplayertotapeup

pockets.

a. Flag belts cannot be the same color as shorts or pants.
b. Mouthpieces are required to be worn by all players.




1. Thefield dimensions are 40 yards
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VI. Rosters

1. Home teams wear dark color jerseys. Visiting teams wear light color jerseys.

2. Teams must consist of at least five players with a maximum of 10 players.

3. Teamsmuststartgameswithaminimumoffiveplayers.Intheeventofaninjury,ateamwith
insufficient substitute players may play with four players on the field but no fewer than four.

SCY Football

5/6 Age group will play 6 on 6

7/8 Age group will play 6 on 6

9/10 Age group will play 7 on 7
11/12/13 Age group will play 7 on 7




VII. Timing and Overtime

1.  Gamesareplayedona44 minute continuous clockwithtwo 22 minutehalvesunlessone
team gains a 22-point advantage, at this point the loosing time will continue to be on offense until scoring.
Clock continues during timeouts, each team is allowed one 1 minute timeout per halve and
time timeouts cannot be called final 2 minutes of each half. In the 4 to 5 year old fall age
group the clock stops in the final 2 minutes when the ball is run out of bounds or an
incomplete pass.

2. Halftimeis five minutes.

3. Eachtimetheballisspotted,ateamhas 30secondstosnaptheball. Teams will receive one
warning before a delay-of-game penalty is enforced.

4, Eachteamhasone6--secondtimeout perhalf with no timeouts occurring during the final 2
minutes of each half..

5. Intheeventofaninjury,theclockwillstopthenrestartwhentheinjuredplayerisremoved
from the field of play.

6. Ifthescoreistiedatthe endof40minutes,anovertime periodwillbeusedtodeterminea
winner. Overtime formatis as follows:

a. Acoinflipwilldeterminetheteamthatchoosestobeonoffenseordefensefirst.

i. Ifasecondroundofovertime mustbeplayed,theteamthatlostthe cointosswill
gettochooseoffense ordefense forthe startofthe second round of overtime. This
processcontinues withteamsalternatingwhogetstochoosetobeon offenseor
defense to start out during every round of overtime.

i. Therefereewilldeterminewhichendofthefieldtheovertimewilltakeplaceon.

b. Each team will take turns getting one (1) play from the defense’s 5-yard line for one point
orthedefense’s 10-yardline fortwo points.Whethertogo forone ortwo pointsis upto
theoffensiveteam.Whetherornottheteamthatbegins onoffense convertstheteam
that started on defense gets achance on offensetowin ortie by convertingaone-or
two-point play of their own.

i. Example:TeamAstarts onoffenseandchoosestogoforonepointfromthe5-yard
lineandis successful. TeamBis then on offense and can choose toeithergo for
onepointfromthe 5-yardlinetotieandforceasecondroundof overtime ortogo
for two points from the 10-yard line for the win.

ii. Ifthesecondteamonoffenseinanovertimeround failstobeator matchtheteam
thatwentfirst,theteamthatwentfirstwins.

¢. Both teams must “go for two” from the 10-yard line starting with the third round of
overtime.

d. Thefinalpointsearnedbythewinningteaminthefinalovertimewillbeadded ontothe
winning team’s total score. The losing team will not receive any additional points.

i. Example: End of regulation time, score is 14-14. Team A scores one point and Team
B scoretwo points. TeamBwins with afinal score of 16-14.Points are onlyaddedto
total score from final round of overtime.
e. All regulation period rules and penalties are in effect.

f. There are no timeouts.




VIIl. Scoring

1.
2.

Touchdown:6 points
PAT (point aftertouchdown) 1 point (5-yardline) or 2 points (10-yard line)
a. Note: 1 pointPATis passonly; 2 pointPATcan berunorpass.

b. Ateam that scores a touchdown must declare whether it wishes to attempt a 1-point
conversion (from the 5-yard line) or a 2-point conversion (from the 10-yard line). Any
change, once a decision is made to try for the extra point, requires a charged timeout.
A decision cannot be changed after a penalty. Interceptions on conversions cannot be
returned.

Afteroneteamiswinning by 28 points ormore,the gameis over.Oncea28or more point
advantage is gained, no PAT will be attempted. The game will continue in scrimmage mode
for remainder of the game.

Forfeits are scored 28-0 for the winning team.

IX.Coaches

1.

Coachesareexpectedtoadhereto
NFL FLAG philosophies, coaching
guidelines and code of conduct.

Coachesareallowedonthe

field to direct players according to
need and division. Coaches must
movetothesidelines or middle of
the field beforethesnap of the ball.




X. Live Ball/Dead Ball

Theballisliveatthesnap oftheballand remainslive until the official whistles the ball dead.
The official will indicate the neutral zone and line of scrimmage.
a. Itisanautomaticdead ballfoulifany playeron defense or offense enters the neutral
zone. Inregard to the neutral zone, the official may give both teams a “courtesy” neutral
zone notification to allow their players to move back behind the line of scrimmage.

Aplayerwhogains possessionintheairis consideredinboundsaslongas onefootcomes
downinthefield of play.

The defense may not mimic the offensive team signals by trying to confuse the offensive
players, while the quarterback is calling out signals to start the play. This will resultin an
unsportsmanlike conduct penalty.

Substitutions may be made on any dead ball.

Any official can whistle the play dead.

Play is ruled “dead” when:

a. The ball hits the ground.

b. Ifthe ball hitstheground as aresultofabad snap, the
ballisthen placed bak onthe e of saimmage wih kss of doamnWih
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the et of a bed shaigun srep ether oer therr head o off to the side) the playis
dead and the kel & retumed 1o the aigid e of sainege. Fihe bdl his e
gound before t readhes the quarterbadk or bics & therr feet & @n be pided up
and advanced ke a nomrdl phy.

¢. Theball-carrier’s flagis pulled.

d. The ball-carrier steps out of bounds.

e. Atouchdown,PATorsafetyisscored.

f. The ball-carrier’s knee or arm hits the ground.

g. The ball-carrier’s flag falls out.

h. Thereceivercatchestheballwhileinpossessionofoneornoflag(s).

i. The7secondpassclockexpires. This rule does not apply in the Fall 4 to 5 year old age group and
the Spring 5 to 7 year old age group.

j- Inadvertentwhistle.

NOTE: Therearenofumbles.Theballis spottedwheretheball-carrier’s feetwereatthetime ofthe
fumble.

8.

Inthe caseofaninadvertentwhistle,the offense has twooptions:
a. Taketheballwhereitwas whenthewhistle blew,andthe downis consumed.
b. Replay the down from the original line of scrimmage.



Xl.Running

Theballis spottedwheretherunner’s feetarewhentheflagis pulled, notwherethe ball-
carrier has the ball. Forward progress will be measured by the player’s front foot.

The quarterback cannot directly run with the ball. The quarterback is the offensive player who
receives the snap.

Only direct handoffs behind the line of scrimmage are permitted. Handoffs may be in front,
behind ortothe side of the offensive player but must be behindtheline of scrimmage. The
offense may use multiple handoffs.

a. “Center sneak” play is no longer allowed. The QB is not allowed to handoff to the
center on the first handoff of the play.

Absolutely NO laterals of any kind.

No-runZonesarelocated 5yards before eachend zoneand 5 yards on either side of midfield
are designed to avoid short-yardage power-running situations. Teams are not allowed to run in
these zones if the subsequent line is LIVE. (Reminder: Each offensive team approaches only
TWO no-run zonesineach drive-one5yards from midfieldtogainthe firstdownandone 5
yardsfromthegoallinetoscoreaTD). This rule does not apply to the Spring 5 to 7 year
old age group or the fall 4 to 5 year old age group.

Anyplayerwhoreceivesahandoffcanthrowtheballfrombehindthe
line of scrimmage.

Oncetheballhas beenhanded offinfront, behind ortotheside of
the quarterback, all defensive players are eligible to rush.

Runners may not leave their feet to advance the ball. Diving,
leaping or jumping to avoid a flag pull is considered flag guarding.

Spinningisallowed, but players cannotleavetheirfeettoavoida
flag pull.

a. Players spinning out of control will be called for flag
guarding.

Runners mayleavetheirfeetifthereisaclearindicationthat
he/she has done so to avoid collision with another player
without aflag guarding penalty enforced.

No blocking or “screening” is allowed at any time.

Offensive players without the ball must stop their
motiononcetheballhascrossedtheline of
scrimmage. No running with the ball-carrier.

Flagobstruction-Alljerseys MUST be tucked
inbefore playbegins.The flags mustbeon
the player’s hips and free from obstruction
Deliberately obstructed flags will be
consideredflagguarding.



XIl. Passing

1. All passes must be from behind the line of scrimmage, thrown forward and received beyond
thelinescrimmage.

a. Allpassesthatdonotcrossthelineofscrimmage,whetherreceivedornot,areillegal
forward passes.

b. Thequarterback maythrowtheballawaytoavoidasack.Pass mustgobeyondtheline
of scrimmage.

2. Shovelpassesareallowedbutmustbereceivedbeyondthelineofscrimmage.

3. Thequarterback hasaseven-second “passclock.”Ifapassis notthrownwithintheseven
seconds,theplayis dead,thedownis consumedandtheballis returnedtotheline of
scrimmage.Oncetheballis handed off,the 7-secondruleisnolongerineffect. This rule
does not apply to the Spring 5 to 7 year old age group or the Fall 4 to 5 year old
age group.

a. IftheQBisstandingintheend zoneatthe end of the 7-second clock, the ballis
returned to the line of scrimmage (LOS).

XlIll.Receiving

1. All players are eligible to receive
passes (including the quarterback if
theballhas beenhandedoffbehind
theline of scrimmage).

2. Onlyone playeris allowed in motion
atatime. All motion must be parallel
tothelineofscrimmageandno
motion is permitted toward the line of
scrimmage.

3. Aplayermusthaveatleastonefoot
inbounds when making areception.

4, Inthe case of simultaneous
possession by both an offensive
and defensive player, possession is
awarded to the offense.

5. Interceptions change the possession
of the ball at the point of interception.
Interceptions are the only changes of
possessionthatdonotstartonthe
5-yard line.




XIV. Rushing the Passer

1. Allplayerswhorushthe passermustbeaminimumofsevenyardsfromthelineofscrimmage
whentheballissnapped.Anynumberofplayerscanrushthequarterback.Players not
rushing the quarterback can defend on the line of scrimmage.

2. Oncetheballis handed off,theseven-yardrulenolongerisineffectandall defenders may
go behind the line of scrimmage.

3. Aspecialmarker,orthereferee,willdesignatearushlinesevenyardsfromtheline of
scrimmage. Defensive players should verify they are in the correct position with the official on
every play.

a Alegalrushis:

i. Anyrushfrom apoint 7 yards from the defensive line of scrimmage.

i. Arushfromanywhereonthefield AFTERtheballhas beenhanded off bythe
quarterback.

iii. Ifarusherleavestherushlineearly(breaksthe 7yardarea),they mayreturntothe
rush line, reset and then legally rush the quarterback.

iv. Ifarusherleavestherushlineearlyandtheballis handed off before he/she
crosses the line of scrimmage, he/she may legally rush the quarterback.

b. Apenaltymaybecalledif:

i. Therusherleavestherushlinebeforethesnapcrossesthelineofscrimmage
beforeahandofforpass-illegalrush (5yardsfromtheline of scrimmageandfirst
down).

ii. Anydefensiveplayercrossesthelineofscrimmagebeforetheballissnapped-
offsides (5 yards from line of scrimmage and first down).

ii. Anydefensive playernotlinedupattherushlinecrossesthelineofscrimmage
beforetheballis passed orhanded off-illegal rush (5 yards fromtheline of
scrimmage and first down).

¢. Special circumstances:
i. Teamsarenotrequiredtorushthequarterbackwiththesevensecondclockin
effect.
ii. Teams are not required to identify their rusher before the play.

4, Playersrushingthe quarterback mayattempttoblockapass; however,NOcontactcanbe
madewiththe quarterbackinanyway.Blockingthe passorattemptingtoblockthe passand
then making contact with the passer will result in aroughing the passer penalty.

5. Theoffensecannotimpedetherusherinanyway.Therusherhastherighttoaclearpathto
thequarterback,regardless ofwheretheylineup priortothesnap.Ifthe “pathorline”is
occupied by a moving offensive player, then it is the offense’s responsibility to avoid the
rusher. Any disruption to the rusher’s path and/or contact will result in an impeding the rusher
penalty. If the offensive player does not move after the snap, thenitis the rusher’s
responsibility togo around the offensive playerand to avoid contact.

6. Asack occurs if the quarterback’s flags are pulled behind the line of scrimmage. The ball is
placed where the quarterback’s feet are when flag is pulled.




XV.Flag Pulling

1. Alegalflagpulltakes placewhentheball-carrierisinfull possessionoftheball.
2. Defenders cannot tackle, hold or run through the ball-carrier when pulling flags.
3. ltisillegal to attempt to strip or pull the ball from the ball-carrier’s possession at any time.

4, Ifaplayer’s flag inadvertently falls off during the play, the player is down immediately upon
possessionoftheballandthe playends. The ballis placedwheretheflaglands.

5. Adefensiveplayer maynotintentionallypulltheflags offofaplayerwhoisnotinpossession
of the ball.

6. Flagguardingisanattemptbytheball-carriertoobstructthedefender’saccesstotheflags
by stiff arming, dropping the head, hand, arm or shoulder or intentionally covering the flags
with the football jersey.



XVI. Formations

1.

Offenses must have a minimum of one player on the line of scrimmage (the center) and up to
four players on the line of scrimmage. The quarterback must be off the line of scrimmage.

a. One player at a time may go in motion aminimumof 1-yard behind and parallel to the line of
scrimmage.
b. No motion is allowed toward the line of scrimmage.

Movementbyaplayerwhois setoraplayerwhorunstowardtheline of scrimmagewhilein
motion is considered a false start.

Thecentermustsnaptheballwitharapidand continuous motionbetweenhis/herlegstoa
player in the backfield, and the ball must completely leave his/her hands.

If the field monitor or referee witnesses any acts of intentional tackling, elbowing, cheap
shots, blocking or any unsportsmanlike act, the game will be stopped and the player will
beejectedfromthegame.Thedecisionis madeatthereferee’s discretion.Noappealswillbe
considered. FOULPLAY WILLNOT BE TOLERATED!

Offensive or confrontational language is not allowed. Officials have the right to determine
offensive language. If offensive or confrontational language occurs, the referee will give one
warning. If it continues, the player or players will be ejected from the game.
Players may not physically or verbally abuse any opponent, coach or official.
Ball-carriers MUST make an effort to avoid defenders with an established position.
Defenders are not allowed to run through the ball-carrier when pulling flags.
Fans must also adhere to good sportsmanship as well:

a. Yelltocheeronyourplayers,nottoharass officials orotherteams.

b. Keep comments clean and profanity free.

¢. Compliment ALL players, not just one child or team.
Fansarerequiredtokeepfields safeandkids friendly:

a. Keepyounger kids and equipment such as coolers, chairs and tents a minimum of 10

yards offthefieldintheend zone area.
b. Stayintheend zonearea, not between fields.
c. Dispose of ALL trash in designated trash cans.

Unsportsmanlike conduct penalties:

a. Defense + 10 yards from line of scrimmage and automatic first down
b. Offense-10yardsfromlineofscrimmageandloss of down




i. General

The referee will call all penalties.

XVIIL. Penalties

Referees determine incidental contact that may result from normal run of play.
All penalties will be assessed from the line of scrimmage, except as noted. (Spot fouls)
Only the team captain or head coach may ask the referee questions about rule clarification and

interpretations. Players may not question calls.
5. Gamesmaynotendonadefensive penaltyunlessthe offensedeclinesit.
6. Penaltiesareassessedliveballthendeadball.Live ball penalties mustbeassessedbeforeplay

is considered complete.

7. Penaltieswillbeassessed halfthedistancetothegoalyardagewhenthepenaltyyardageis

more than half the distance to the goal.

ii. Defensive spot fouls

Defensive pass interference

Automaticfirstdown

Holding

Automaticfirstdown

Stripping

+10vyards and automatic first down

iii. Offensive spot fouls

Screening, blocking or running with the ball

-10yardsandlossofdown

Charging

-10yardsandlossofdown

Flagguarding

-10yardsandlossofdown

iv. Defensive penalties

Defensive unnecessary roughness

+10vyards and automatic first down

Defensive Unsportsmanlike conduct

+10vyards and automatic first down

Offside

+5 yards from line of scrimmage and automatic first down

Illegal rush (Starting rush frominside 7-yard marker)

+5 yards from line of scrimmage and automatic first down

IIIegaI ﬂag pU” (Before the receiver has the ball)

+5 yards from line of scrimmage and automatic first down

Roughing the passer

+5 yards from line of scrimmage and automatic first down

Taunting

+5 yards from line of scrimmage and automatic first down

v. Offensive penalties

Offensive unnecessary roughness

-10yardsandlossofdown

Offensiveunsportsmanlike conduct

-10yardsandlossofdown

Offside /falsestart

-5 yards from line of scrimmage and loss of down

IIIegaI forward [PaSS (Any pass received or lands behind the line of

scrimmage or throwing a pass after crossing the line of scrimmage)

-5 yards from line of scrimmage and loss of down

Offensive pass interference

-5 yards from line of scrimmage and loss of down

Illegal motion (More than one person moving)

-5 yards from line of scrimmage and loss of down

Delay of game

-5 yards from line of scrimmage and loss of down

Impeding the rusher

-5 yards from line of scrimmage and loss of down




