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NFL Flag Footballis...

NFL Flag is the most recognized
youth flag football program in the country.

NFL Flag launched in 1996...

Extreme Team Sports began play in 2004...

» NFL FLAG is the premier youth flag football league for boys and girls ages 5-17.
The program provides young players a fun and exciting opportunity to engage
in non-contact, continuous action while learning lessons in teamwork..

Endorsed by the NFL and USA Football.
NFL FLAG gives youngsters the chance to be,
An official NFL Player!




Player Attire

> Player must wearjersey from current season.
Unless the unavailability of the jersey was due to the league not providing the jersey.

» Jersey must be tucked in at all times.
If jersey is hanging out... flag guarding may be called.

» Pants/Shorts must not have open pockets.

» Molded and screw-in cleats are allowed.
No metal cleats.

» No jewelry is permitted during the game.




Uniform - Jersey

Home vs Visitors




Equipment

Flags will be provided by the league.
Flags must be worn secure around the waist.

The belt that holds the flags (not the flags) must be secure, to
ensure they do not hang appearing to be a flag. bown at contact may be

called.
No Modifying or Altering the belt and/or flags in anyway.
Any modifications must be approved by League Director.

Mouth & Tooth Protection

It Is required that a mouth piece be worn by all
players. (Parents Discretion)




i1 Everyone Plays !!!

ead Coach... It Is Your Responsibility...



Coaches
On The Field:

» 485 year old - (1) Offense, (1) Defense

Coaches may assist players with calling plays, setting up, etc.

»6-8 year old - (1) Offense, No Coach On Defense.

— Coach on field may assist with calling play in huddle ONLY!

- Coach on the field may not coach or give instructions from the field
once the huddle has broke.

- Coaches may give instructions from the sideline ONLY!

»9-11year old - No coaches on field.




2018 Coach Certification

Football Coaches Certification will be on-Lline. Please go to:

http://www.usafootball.com/register/coaching

NOTE: Please remember to email the certificate that is awarded at the end of the on-line course.
Head Coaches will be asked to show proof of certification.
daytonyouthsport@gmail.com




Mandatory
Background Check

Background Checks: A background check will be done on
all volunteers and administrative personnel.

All Volunteers must complete the DYSA-NFL Youth Flag
Football Volunteer Application for the current year.

DYSA background check policies will apply.
Discretion should be top priority on information received.
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Top Duties
Of A The Coach

< L will place the emotional and physical well being of my players ahead of
my personal desire to win.

/I will treat each player as an individual and expect age appropriate skills
from all my players.

gl will do my best to provide a safe playing situation for my players.

| will lead by example in demonstrating fair play and sportsmanship to all
my players on and off the field.

1yl will respect the decisions of the League Administrators, Referees and
\/ other coaches.

1 1 will remember that | am a youth sports coach and that the game is for
/ children and not adults.

1 1will adhere to the Coaches Code of Conduct while participating in any
DYSA-NFL Flag Football League sports activity.

1 1will be knowledgeable in the rules of each sport that | coach, and will
/ teach these rules to my players.
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Team Meeting

Keep Parents & Players Informed

It is highly recommended that before your first
practice, You have a “Team Meeting”.

Introduce Yourself and Assist Coaches.
Explain what you expect from parents & players,
And what parents & players can expect from you.

Discuss / Explain “Rules” (This will help you through the
season).

Discuss Practice & Game procedures.
Discuss League Game Day Rules.
- Spectator vs Team Areas:
(Only Coaches & Players on Team side of field)
- No Dogs on the field!!!
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Coaches / Parents / Spectators
Behavior

1. The rules governing DYSA-NFL Flag Football, state that both teams will honor
and respect all calls made by referees.

2. Once an issue or disagreement has been settled and play resumes, the situation
is finished and should not be revisited. If a dispute occurs at the end of a game,
that issue should be settled prior to leaving the field.

3. Fighting will not be tolerated. The league staff and/or referees reserve the right
to interrupt any game which they deem is not within the bounds of fair play or
sportsmanship.

4. Physical/verbal abuse toward a referees, coaches, spectators or league staff
will result in dismissal from the League.

5. Crowd support and encouragement during games is welcomed and encouraged.
However, inappropriate, rude or confrontational behavior by spectators may lead
to “unsportsmanlike conduct penalty” called by the referee that will penalize the
associated team.

6. The league staff will remove anyone who does not abide by the
Competition Principals.
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Divisions / Rules

All divisions are co-ed (Boys & Girls)

4 &5 Year Olds — DYSA/NFL Rules (4/5)
6 -8 Year Olds - DYSA/NFL Rules

9 - 11 Year Olds — DYSA/NFL Rules
(Note: 3 Year Olds and 12 Year Olds
May Be Allowed To Play Under Certain Circumstances)

Note: Although very similar in most, some rules of DYSA/NFL differ from that
of the NFL Flag Rules. The rules have been modified to accommodate the
difference in age and style of play of the DYSA league.

Certain rules may differ according to Age/Grade Division.
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Field Diagram - Referee & Line Judge

Spectators Spectators

ANOZNNYON ®

A NO RUN ZONE
ANOZ NN ON ®

LEf
=
(=)
N
=
>
oc
o
=
a

LI
22

PlayerICaches Players/Coaches




The Basics

A coin toss determines first possession.
Home team will call coin-toss to start game.

The offensive team takes possession of the ball at its 15--yard line and has four
plays to cross the first down line at mid-field and the next 15 yd line. Two first
downs may be gained.

If on fourth down conversion, offense fails to get a first-down or score... The
opposing team will take possession of the ball on their 15 yd line.

On 1°t, 2" & 3" down teams may go for 3 pts (After crossing mid-field)
On 4" down teams may choose to punt.

If on fourth down, offense chooses to “Punt”, the opposing team will get the ball
on their 5 yd line. (Off. still has to cross mid-field for first-down.)

(4&5 No punting)
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Games are played two 20--minute halves (running clock).

Each time the ball is spotted, a team has :25 seconds to snap the ball.

(Teams will receive (1) warning before a Delay of Game penalty is enforced.)
Last (2 minutes) of each half:
- The clock will stop on all scores and will resume on the
first down snap.
- The clock will stop on time-outs, change of possession,
scores and on the discretion of referee.
Clock will start on the “ready to play” whistle.

If the score is tied at the end of 40 minutes, teams move directly into
overtime... See Overtime Rules:
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Time-0uts

» Each team shall have 2 time-outs per half.

» Time-outs will be 60 seconds in length.

» Time-outs may be called by any coach, or player that participated in
the last play and is on the field of play.

» If a team exceeds its time-out limit in either half, they will receive a
penalty (Delay of game).

Additional time-outs may be called by the officials at their discretion to
attend to an injured player.

During a team's charged time-out, a team representative may confer

with their team either on the field or at the sidelines.

Each team will be allowed only (1) time-out during Over-Time.
Note: Clock does not run during Over-Time... See Over-Time Rules.
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Substitution

Substitutions may be made on any dead ball.

Each child on the team needs to play equally, regardless of
skill set. Coach to plan his rotation accordingly.

Discuss player(s) missing practice...

If you have a player(s) on the sideline during your offense set,
he/she needs to play your next defensive set, and vise-versa.

Players need to get equal playing time.

EVERYONE PLAYS !!!
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General Offense

» NO INTENTIONAL CONTACT of any kind is permitted.

» Downfield blocking is illegal. Any offensive player who continues
running AND impedes the progress of a defensive player who is
attempting to pull the ball carrier’s flag will be called for illegal
downfield blocking.

» All offensive players must start with their shirts/jerseys tucked in,
flag belts on, and flags properly secured at the hips of each player.

» The ball must be snapped between the center's legs to start a play.
Shotgun and Direct snaps are allowed.

Cont.
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{% General Offense — cont.

» Motion - Two player may be in motion prior to the snap,
Although, one player must be set for at least one (1)
second before the ball is snapped. Only one player is
allowed in motion at the snap.

» All motion must be parallel to the line of scrimmage
and no motion is permitted towards the line of scrimmage.

» Spinning is permitted. (Contact is on the ball carrier).

» Diving to ADVANCE the ball is illegal. Diving to catch a pass is
permitted. (Discuss Jumping

» * Offense may use multiple handoffs, laterals or pitches.
Cont.
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£ General Offense - cont.
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» Teams may use a variety of formations. Players may line up anywhere on
their side of the line of scrimmage.

» Only one forward pass is allowed per play.
» Stiff-arming while running with the ball is not permitted.

» Flag Guarding: Is the attempt by the ball carrier to obstruct the
defender’s access to the flags by stiff-arming, dropping of hand, arm or
shoulder, intentionally covering flags with football or jersey.

The ball will be spotted where the penalty occurs.

» On fourth down, teams may go for a conversion or may decide to punt the
ball, which automatically brings the ball to the opposing team’s 5 yard
line. (See 9-11 Punting)

» If fourth down conversion fails, the opposing team receives possession of
the ball at their own 15 yard line.
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@ General Offense - 3 Point Play

(3 Point Play / Field Goal)
* 6-8&9-10nly *

‘Note: You will not physically kick the ball.

-0n 1%, 2" & 3" down... And offense has successfully crossed mid-field.
Team may choose to go for 3 Pts...

-Ball will be place on the 15 yd. line (Only one attempt)
* Penalties will apply...
-Offense — QB, Center and (2) Receivers ONLY.
* Center is also eligible to receive pass (rev. 2016).
-Defense - (3) Defenders ONLY.
-QB will have (5) seconds to throw ball (QB Can Not Run).
-Successful score will be awarded 3 Points.
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3 Point Play

Offense must have advanced ball past mid-field. QB, (2) Receivers and Center. (2 Rec. & Center Eligible)
1%, 27, & 3 Down Only. (Not on 4" Down) Successful score = 3 Points.

Ball placed at the 15 yd line. Defense Interception run back for score = 6 Pts + PAT.
QB has only 5 seconds to advance the ball. Failed attempt by Offense — Ball placed at the 15 yd line.

Players/Coaches Players/Coaches




PUNTING TEAM

May punt on 4" down. (Must declare “Punt “ with Official)
-If Offense chooses to go-for-it on 4'" down, and fails to get a first down or score, the opposing team will take over possession at the spot.
-Punt prior to mid-field: Team will physically punt the ball.
Punting team may not move until ball has been kicked.
If the ball is touched by the punter then touches the ground. Ball is dead and receiving team will take poss. at the spot where ball
touched the ground. * Note: If ball is ruled dead in the end-zone, It will be a “Safety”. (Rec. team will be awarded 2 pts. and poss. at 15 yd. line)
-Punt after crossing mid-field: No physical punt. Official will spot the ball on the 5 yd. line . (Note: Mid-field for 1°* down)
-If receiving team does not call for “Fair Catch” and /or hasn’t downed the ball, punting team may down the ball by touch.
-Punt downed in the end-zone or out of the back of end-zone, will be place at the 15 yd. line.

Pla erICoahes Players/Coaches



RECEIVING TEAM

Receiving team may not rush the punter... May not cross the LOS.

Receiving team may position players in any formation on the field.

*NOTE: Once the punt has been caught, No players on the receiving team may be moving on the field, other than the punt receiver. Down field blocking may be called.
“Fair Catch” — Receiver may call for a fair catch by waving one hand in the air (arm extended). Rec. team will take possession where the ball is caught or first touches the
ground.

“HALO” — The punting team must allow the punt receiver a fair opportunity (area) to catch the punt. (Officials Discretion).

NO LATERAL or REVERSES — The player that receives the punt must retain possession until ruled down.

PIersICoahes Players/Coaches




Passing Game

The QB has a seven--second “Pass Clock.” If a pass  (or
hand-off) is not thrown within the seven seconds, play is
dead, loss of down.

If the ball is handed off, the seven--second pass rule is no
longer in effect.

Half-Back passes are legal (Except in “No-Run” zone)
Only one forward pass per down.

Cont.
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Passing Game - Cont.

Intentional Grounding:

Intentional Grounding shall constitute an illegal forward pass.
This is when a quarterback throws the ball away to avoid a sack
and there is not a receiver in the area. This resultsin a5 yard

penalty and loss of down.
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Receiving Game

All players are eligible to receive passes, including the QB,
but only if the ball has been handed off behind the line of
scrimmage first.

If a player's flag falls off during a play inadvertently, the
defenders must touch the ball carrier to make the play dead.

A receiver must have at least one foot in bounds when
making a catch.

In the event that a receiver and defender both catch the ball
at the same time and both retain possession to the ground,
then the tie would go to the receiver, with receiver being
down at the point of the tied reception.
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Running Game

The QB can run with the ball, ONLY If The QB Is Rushed.

The player who takes the handoff can throw the ball from behind
the line of scrimmage. All players are eligible to receive passes
including the original quarterback.

Once the ball has been handed off or leaves the QB hands,
all defensive players are eligible to rush.

The center is not eligible to receive hand-offs under the legs.
“Center Sneak” play — Not Allowed!

Cont.
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> nyone behind the line of scrimmage can receive a handoff.
There is no limit to the amount of handoffs that can be
performed by the offense in a single play.

» Spinning is permitted... See spinning rule.

» Itis the responsibility of the ball carrier to avoid colliding with
defenders that lie in his/her path. Failure to attempt to avoid
contact with a defender (charging) may be penalized.
(Referee’s Discretion)

Intentional contact will not be tolerated, and may also result
In an unsportsmanlike conduct penalty, and/or player ejection.

> Diving to ADVANCE the ballis illegal.

Running Game - cont.
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@/ Running Game - Cont.

“NO-RUN” Zone
» “No Run” Zones: Are located 5 yards before mid field and
5 yards before the end zone.

» “No Run” zones are designed to avoid short yardage power run situations,
and create forced passing situation.

» When in the “No Run” Zone the Offense Must Pass until crossed through
the zone. (No hand-offs or pitches/laterals)

» ONLY the Quarterback may take the snap from center and attempt the
pass. (Whoever receives the snap is declared the QB.)

» NOTE: If the QB is rushed while in the “No Run”, He may run the ball.
Although, at this point QB still can not hand-off.

> Discuss Penalties: Moving In/Out of “No Run Zone”
Cont.
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Running Game - Cont.

NO DOWN FIELD BLOCKING

After the ball has been handed off or run/passed across the
LOS, all OFFENSE players NOT in possession of the ball (or not
the Ball Carrier) must stop running. Teammates cannot run
along side, in front or behind the “Ball Carrier” in order to
interfere with the defense having a clear opportunity to pull
Ball Carrier’s flag.

Discuss Down Field Blocking.
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General Defense

NO INTENTIONAL CONTACT of any kind is permitted.

Defensive players cannot pass the line of scrimmage, until the ball is
handed off or leaves QB hands. (Unless rushing)

» Defenders must only attempt to grab an offensive players flags when
trying to get them down.

» If a defender attempts to pull an offensive player’s flags and
inadvertently grabs their jersey, Defender MAY be called for holding...
Referee’s discretion.

» All defensive players must give the offense a one--yard cushion prior
to the snap of the ball.

v

\4

Cont.
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%’p General Defense - cont.

» Diving after a flag is not allowed.
Diving: Both feet leaving the ground in a horizontal position...
* Referee’s discretion.
» Remember, no blocking or tackling is allowed.
» If holding or illegal contact is called when a defensive player is

the “last man” or “last attempt” between the ball carrier and
the end zone, a TOUCHDOWN will be called.
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A legal flag pull takes place when the ball carrier is in full possession
of the ball.

If the ball carriers flag falls off accidently during the run of play, that
ball carrier must be touched anywhere.

(note: illegal flag pull is the pulling of a flag during run of play when

player does not yet have possession of the ball).

Defenders Can Not: Dive to pull flags, tackle, hold or run through the
ball carrier when pulling flags.

Itis illegal to attempt to strip or pull the ball from the ball carrier’s
possession at any time.

A defensive player may not intentionally pull the flags off of a player
who is not in possession of the ball.

Cont.

Flag Pulling
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Flag Pulling - cont.

» Flag Guarding (Offense) is an attempt by the ball carrier to
obstruct the defender’s access to the flags by stiff arming,
dropping the head, hand, arm, or shoulder or covering the flags
with the football jersey.

» Alegal flag pull takes place when the ball carrier is in full
possession of the ball, however, once the receiver touches the ball,
his flag may by pulled... Once the receiver makes full possession of
the ball, the ball will be spotted where the flag was originally
pulled. This will avoid a player bobbling the ball down the field.

» *When defender pulls flag, he/she needs to
immediately stop and hold flag straight up.
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Interceptions

Interceptions may be returned from anywhere on the field of play,
including the end zone. (If interception is downed in the
end-zone...Ball comes out to the 15 yd line).

In the event of an interception, all other defenders on the field must
stop and cannot block or impede the offensive players from pursuing
the ball carrier.

In the event interception is made during an extra point and defense
returns interception for a score, the defense will receive the points (1
or 2) that the offense was trying for.

In the event interception is made during a 3 Pt. Play and returned for
a score...Def. will be awarded 6 Pts. and may attempt PAT for 1 or 2
pts.

Neither team score - Def. takes possession on 15 Yd. line
4 & 5 May also return interceptions
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%ﬁ‘ Rushing The Quarterback

» The rush line will be from the line of scrimmage.

» Players who rush the passer must wait (4) seconds before they
cross the LOS.

» The Head Referee (Located behind the QB) will count out loud.

» Only (2) players may rush the quarterback. Players not rushing
the quarterback may defend on the LOS.

» Once the ball is handed off, the “(4) second count” rule is no
longer is in effect and all defenders may go behind the line of
scrimmage.

Cont.
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%’p Rushing The QB - Cont.

- Alegalrushis:
- Any rush from the LOS after the “4 second count”.
- Arush from anywhere on the field AFTER the ball has
been handed off by the quarterback.

If a rusher leaves the rush line early...
They will be flagged and penalized - Off-Sides.

Cont.
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Rushing The QB - cont.

A penalty may be called if:

» — The rusher crosses the LOS before “4 second count.
- lllegal Rush (5 yards from LOS and replay down).

» Special circumstances:
- Teams are not required to rush the Quarterback,
(Seven second clock in effect.)
- Teams are not required to identify their rusher(s) before
the play... However, only two defenders may rush,
before ball has been handed off.

Cont.
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» Players rushing the Quarterback may attempt to block a pass,
however, NO contact can be made with the Quarterback in any way.
Blocking the pass and then making contact with the passer will
result in a Roughing the Passer penalty.

» “Impeding The Rusher”- The offense cannot impede the rusher in
any way. The rusher has the right to a clear path to the Quarterback,
regardless of where they line up prior to the snap.

If the “path or line” 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. Cont.

Rushing The QB - Cont.
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Rushing The QB - Cont.

IF the offensive player (Center or Lineman) does not move after the snap, then
itis the rusher’s responsibility to go around the offensive player and to avoid
contact.

The rusher CANNOT run straight into the center. The center or lineman has the
right away so long as the center remains at/or in his/her original spot at the
time the ball was snapped.

If contact is made with the center by the rusher who is has not taken an angle
to the quarterback, a defensive impeding penalty will be assessed.

Players not rushing the quarterback may defend the line of scrimmage. Once
the ball is handed off, the “4 second count” rule is no longer in effect, and all
defenders may go behind the line of scrimmage.

A sack occurs if the Quarterback’s flags are pulled behind the line of
scrimmage.
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@ Dead Ball

» Aplay is ruled dead when the ball carrier’s flag is pulled or touched (if no
flag), the ball carrier steps out of bounds, any part of the ball carrier’s
body other than hands touch the ground, the ball carrier IDYSA the ball hit

the ground, a penalty occurs, or after a touchdown or extra point is
scored.

» During a snap:
- QB touches the ball, then the ball touches the ground.
- Rusher beats QB to the ball and touches while on the
ground...Ball is spotted at point of contact.

» Flag guarding: Down at point of infraction...
- No loss of yardage.

» There are no fumbles...The ball is spotted where the ball hits the ground
after touched by an offensive player.
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Scoring

Touchdown: 6 points

Extra Points:

- Run/Pass from 5 yard line = 1 point.

- Run/Pass from 12 yard line = 2 points.
3 Point Play / Field Goal = 3 points

- Safety: 2 points.

- If an interception is returned for a score on an extra point
conversion, the scoring team (defense) will receive the point value
the offense was attempting.

* Field Goal retuned for score - Receives 6 pts & PAT
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Safety

» A safety occurs when one of the following happens; the QB or
ball carrier is downed in his/her end zone, the QB or ball
carrier runs out of bounds inside his/her end zone, the
quarterback or ball carrier fumbles the ball in his/her end
zone, a bad snap resulting in the ball landing in offensive end
zone...after being touched by QB or rusher, and a offensive
penalty occurring inside the offensive end zone.

» |If a safety occurs, the team that scored the safety will be
awarded 2 points and will receive the ball on their 15--yard
line.
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Mercy Rule

» 1°'Half - Team up by 28 points — Game called.
» 2" Half - Team up by 35 points - Game called.

When “Mercy Rule” goes in to affect, It is not up to the coaches
to continue play... Game Is Over!
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Overtime Rules

vV v v v

v

If the score is tied at the end of regulation, teams move directly into overtime.
There will be NO Clock in overtime.
Each team will have (1) timeout... Time outs from regulation, do not carry over.

In overtime teams will play for yardage. The team that gains the most yards in
three possessions, will be declared the winner.

A Coin toss determines first possession. (Visiting team calls)
Team receives the ball on the 15--yard line and has (3) possessions .

Points are not given if a team crosses the goal line, and there will be no extra
point... Only yards gained.

Interceptions will be considered as an in-complete pass.. No yards gained or
lost.

Final Score will end in a tie...Winner determined by most yards gained.
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» If the offense throws an interception and commits an
infraction after the interception, when the opposing team
takes offensive possession they will get an additional 5 yards
from the line of scrimmage.

» Only Head Coaches may approach the Referee. Judgment
calls cannot be argued.

» A game or half will not end on any accepted live ball
defensive penalty.

» Any offensive penalty in your own end zone results in a safety
(2 points).
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Penalties

The Referee will call all 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 Head Coach may ask the referee questions about rule
clarification and interpretations.

Coaches cannot question judgment calls.

Games cannot end on a defensive penalty, unless the offense
declines it.

Cont.
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Penalties - cont.

» Live Ball penalties must be assessed before play is considered
completed.

» Penalties will be assessed half the distance to the goal
yardage when the penalty yardage is more than half the
distance to the goal.

» Live ball penalties will be assessed from the spot of the
infraction once the play is over.
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LOS — Line of Scrimmage

SpOt FOU I.S POI — Point of Infraction

If a first down is still gained AFTER the penalty is assessed, a first down will be
granted.

Flag guarding: Down at point of infraction... No loss of yardage.

» Charging: 5 yards from LOS & loss of down

Defensive Pass Interference: 5 yards from point of infraction & automatic
first down.

Defensive Holding: 5 yards from POl & automatic first down.

» Stripping: 5 yards from POl & automatic first down
» Unnecessary Roughness:

- 15 yards from LOS & loss of down (Offense)

- 15 yards from LOS & automatic first down (Defense)
Roughing the Passer :

- 15 yards from LOS & automatic first down.
Screening, Blocking or Running with the ball carrier:
5 yards from LOS & loss of down
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Other Defensive Penalties

Offensive team may elect to decline any penalty
and accept the result of the play.

» Offside: 5 yards from the LOS & replay the down

» Illegal Contact (Holding, blocking, etc.): 5 yards from the LOS & automatic first
down

»Illegal Flag Pull (Before receiver has ball): 5 yards from the POl & automatic first
down

» Illegal Rushing (Starting rush before “4 second count”): 5 yards from the LOS
replay down.

» Roughing the Passer: 15 yards from the LOS & automatic first down
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Other Offensive Penalties

Defensive team may elect to decline any penalty
and accept the result of the play.

» Any Off. penalty on an EXTRA POINT or Field Goal: Loss of Down
» Illegal Motion (More than one person moving at snap, false start, etc:
- 5 yards from the LOS & replay down
»Illegal Forward Pass-
(Pass received behind the line of scrimmage (No Run Zone)
or throwing a pass after crossing the line of scrimmage):
- 5 yards from the LOS & loss of down

» Offensive Pass Interference (Illegal pick play, pushing off/away defender): - 5 yards from
the LOS & loss of down

» Delay of Game (1°* time - warning then 10 seconds to snap ball):
- 5 yards from LOS & replay down

» Offside: 5 yards from the LOS & replay down

» Impeding the Rusher: 5 yards from LOS & loss of down
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Sportsmanship Penalties

Any unsportsmanlike or roughing behavior: 15 yards from the LOS and loss of
down or automatic first down depending on offender.

First occurrence MAY come with warning...But Probably NOT!!!

and further occurrence results in player or coach ejection from
game.

Anyone ejected for any reason will serve a minimum 1game suspension.
(SEE: SPORTSMANSHIP/ ROUGHING)

Taunting: 15 yards from the LOS & First Down

ANY RULING FROM A LEAGUE DIRECTOR IS FINAL!!!

THIS IS YOUR WARNING !!!
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ﬂ{‘ Sportsmanship - Players

z
oz FOUL PLAY WILL NOT BE TOLERATED.
» Remember, no blocking, screening, or tackling is allowed.

» If the Referee witnesses any acts of tackling, elbowing, cheap shots, blocking, or
any unsportsmanlike act, the game will be stopped and the player will be ejected
from the game.

» Any player ejected for any reason will serve a minimum 1game suspension.
» Trash talking is illegal. Referees have the right to determine offensive language.
(Trash talk is talk that may be offensive to officials, opposing players, teams, or

spectators.) If trash talking occurs, the referee will give one warning. If it
continues, the player or players will be ejected from the game.

» Any player ejected for any reason will serve a minimum 1game suspension.
Fighting will result inimmediate expulsion from the league.

» After each game, both teams MUST line-up at mid-field and shake hands while
saying “Good Game”
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Sportsmanship - Coaches

THIS IS YOUR WARNING !!!

- Open for Discussion...
- BEGGING A CALL:

During a play, if a possible infraction occurs and players or coaches
from either team, either on the field or sidelines begin yelling out
(Begging A Call), a penalty can be tacked onto the end of the play.
This penalty will be marked off as a Dead ball Foul, even if it
occurred while play was in progress.
Penalty Results In: Offense -15 yd & Loss of down.

Defense - 15 yds Automatic 1° down.
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Reviewing Referee’s Call

The Head Coach has the right to ask the Referee to explain a call... Do
Not Debate!

» If the Referee and the Head Coach disagree on a call, based on the
interpretation of a rule. Concern will be heard by a League Director.
» League Director will not Hear or Overturn a “Judgment Call”.
Or call based on what the Referee saw or did not see.
» All concerns must be heard / discussed before the next play is ran.

-League Director & Officials Only *

DISCUSS
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INCLEMENT WEATHER

l||||u||ull|||||n'u'|'“ GAME TIME - Do Not Call!
Mgt Check the website and/or Facebook.

If weather conditions warrant cancelation,
It will be posted on the website and/or Facebook

»Rain Policy - If it is a light rain, show up at your scheduled game
time. The League Director(s) will make the call on site if
conditions warrant postponing games until weather lets up. It is
very important that all coaches communicate with his/her
players in order to know what has been decided concerning the
weather / rain schedule.

Cont.
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" INCLEMENT WEATHER

il '
Myl Practices -

|
Ml Rain & Lightening - Do Not Take Chances!!!

The first sign of lightening... Stop / Cancel Practice!

oS ’” Temperature & Heat — Do Not Take Chances!!!
0‘ Hydrate & Breaks...

Do not get your players over-heated.
If player(s) request a break... Give it!
If player(s) request water... Give it!
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Extreme Team Sports

Lance Moreau—
Steven Wallace—

League Web Site:
daytonyouthsports.org

Facebook and Twitter

Contact:

832-977-8758 daytonyouthsport@gmail.com

936-776-7497 swallacegichotmail.com
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