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1. FIELD \ |
'l
1.1 The playing Tield shall b= 64 yards long, 50 yards goal 1o goal and 7 yard end ' l".
zones, with awidlh of 25 yards,

1.2 Pylons will he placed on each comer of the goal ine, cones will e placed 5
yards out fromihe gaal line, 10 yards cut from the goal line, 15 yards out fram
the goal line and al midfizld,

1.3 Fleld's will aither be marked with lings or conas iIndicating the felds
boundarias.

1.4 All banchas and rigid features rmust be 10 yards or furthar back framthe Out
of Bounds lina_ I space parmts thess featuras may ba placed further back

1.5 The playing surface shall consist of grass or artificial furf.

1.6 All markings or decorations on the fisld must not hinder the players in anmy
Wy,

. FIGURE 1: FIELD DIAGRAM
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2.1 Duwring the seasaon all fodballs will be provided by SHS League

2.2 Duwring the tournament 12ams may Bring thair own ball, coachas are
responsile far bringing the correct ball far their age brackest

2.3 Teams are abba to play with an older age brackel ball but can not play with a
loweer age bracket ball

FIGURE Z BALL SIZE AMD AGE BRACKET

Senior Ageld

i e
e

"33 5 om

Youth B 120i- 140

Junor fge Su-12u

Feewee Accbu Yu




3. ROSTERS AND UNIFORMS —
:.Il'l =

3.1 Each team fields 5 players. |fa plarer sulfers an injury or if a substitute is not
avalable a team ma play with 4, Opposing team can still play with 5

3.2 Teams nead a minimum af 4 playersio begin a gams

328 Duting the Sexsen f agame & rotstared 15 renutes afer & & scheduled due 1o
inzufficient players. the result of fie game B an auvtom atio forfeit

32b During the Tomnament .4 game 5 notstarted 30 minutes after § & scheduled dus
to insufficient playes, the result of 1he game & an automatic forfel.

3.3 Every team is allowed to have a maximumof 12 players
3.4 During the season unifarmms will be provided by SHS,

3.5 Players must wear shors with no pockets, if shors have pockets the player
giher hasto tape tha pockels or swap tha shor s immediately.

3.6 Shirts must be tucked into shors or pants.

3.7 Mo jewelny |5 aliowed 10 be wonn.

3.8 Playars must have mouth guards to play.

3.9 Face covering = permithed any eyawsar must be worn over the eyes, have a
sirap and be secured on the players head, hats with a brim have to be turmead

backwards when on the fisld

3.10 Flags must be wiorn on the player's hips and pointed outwards, Ex. Below




3.1 Flag belt rmust be clear of any objacts If an object |5 not ramoved befors the 'I,'
start of the game the player will be down if the object s pulled during the game.
Flags must be contrasting with all colors on the pants.

3.12 To be considerad legal, the flags must be a minimum of 14 Inches s2e chart FL
below

The F lags ShallMeasure | 2 inches (5 cm) x Minimum 14 inches (35 56 cmj
F kg Length From Socket | Mimirumm 14 inches (3556 cm)

F kag Width 1.910 21 inches (4.8 5.3 crm)

Bramd or Logo Mulliple colors and Brands are allowead

Flag Thickness Maximum 0,03 inches (0.75 mmj
Flag Weight Minimum 3.5 ounces (100 g

3.13 To be considered legal, flags must be easily pulled with one hand.

3.14 The flags and sockels may not be greasad, glued or alterad in any way. Amy
playerwho delberately manipulate s thei lags shal be disqualified

3.15 Only players, coaches and madia persons with a wristband are alowead on
the sideling

4. DEFINITIONS

4.1 Backwards Lateral- ¥Whan the ball is pitched backwards by any offensive
player. This canbe performed twice behind the ling of scrimmage and once
beyond the ing of scrimmags,

4.2 Forward Pitch- When the ball is pitched forward by any offensive playar,
This can only happen once and has to be behind the line of Scrimmage.
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4.3 Jul'l'lp- B P|E!|"Ef r@ﬂ'.l'iﬁl_:] their fest vance the bal, the offensive hall
camer |5 allvwad to JUTTp 1o advance the ball but can nof hurdle a defansy e pla‘,‘er.
must land on feat and can nof diva.

4.4 Pro Clock- Last minute of the Second half time stoppage during out of [
bounds, incomplete pass, touchdown, or turmover on downs. A fumble in the field of pay
does mot stop the clock, a lateral pass that is dropped also does not stop the clock. if a
penaky happens during the pro chock, the clock will be stopped to mark off the penalty
and begin once the ball has been spotted

4.5No Run fone- Offensive team is MO T allowsd to run within 5 yards of the
goal ling

4.6 Onside Play- In effect OMLY with 1 minuie [eft in the game and i the lasing
I teamis down 18 points or less. They will get OME play from the 5 yard ine {o converd
i pass midfield! 50 yard line. IT Offensive team doesn't convert, the opposing team
.'ﬂ receives the ball at midfield! 50 yard ine
|
4.7 Throw Offs- When the defensive team throws the ball far the offensive team
| toreceie, when throwing the ballit rust go across midfield! 50 yard line. O nthe throw

|"l1 off if the ball goes out of bounds BEF ORE reaching the goal line the offansve team
takas over al the opposing team's 15 yard line, if the ball crossesthe goal line and goes
out of bounds the offensive team takas over attheir 5 yard line.

4.8 Touchback- When the ball travels beyond the geal line and goes out of

4.9 Punt- On 4th down the offensive ieam has the option to “PUNT™ moving the
ball to the opposing team’s 5 yvard ine

4.10 Blocking- When a Flayer is moving beyond the line of scrimmage and is
impeding the defender's progress to obtain the flag

4.11 Charging- A ball carrier lowering their head or shoulder,
4.12 Dive- When a player leaps into the air with their feet behind them.
4.13 False Start- An offensive player moving forward before the ball is snapped

4.14 Flag Guarding- An offensive player blacking the path to their flag,
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1415 Conversion- & play thal takas play aftar 3 towehdown.

1416 Force Out- Whean a player attempting 1o cateh a ball lands owt of bounds
dug to primnarily the influgnce of contact with an opposing player. A force out will be
considerad a catch atihe point where the offensive player left the fizld of play.

1417 Free Play- A play where the team in possassion of the ball has the option
to replay the down or accept the outcome of the play.

14.18 Handaff- A hand to hand fransfer of the ball from ane player to anoiher,

4,19 Loss of Down- A remedy for a variety of penalties. A team thal is penalized
Less of Down must start a naw play with one 18ss Down remaining inthe set of downs
I For example, a teamis penalEed for a Loss of down on 158 down would start the next
I-' play as 2nd down

|
Jl 4 20 Blidz- On a blitz, the defensiie 1eam may rush the Guanarback as 5000 as

l he ball is snapped (The snap can not be interceptad only forward passes and laterals if
| the snap is intercepted the play will be blown dead a second infraction will result in an
|"l1 unsportsmaniike conduct penaly ). All defensive players are ligible to Bitz. There is no
: limit to the number of defensive players that can Btz on a given play. If a player
erosses the ine of scrimmage before the referes’s 3 count andfor bafore a handoff
happensthat s considerad a blie.

4.21 Stationary Pick- A stationary pickis allowed only on plays from scrimmage
and not during throw-offs. A& pickisthe act by a player using their body position fo
impede the progress of a defensive player without using their hands or arms. For a pick
tobe legal the offensive player must clearly establish their position before they make L
© contact with a defensive player. Picks may only be sat after a player has possassionof  J
the ball.

4.22 Running time- |5 the period of the game where the clock only stops on
Time outs.

4.23 Overtime- The third period of the game that is played only if the scare is
fied &t the end of the sacond half,

4,24 Offside- When a defensive player crasses the line of scrimmage Lefore the
hall is snapped. If offside infraction happans during a bz defenss lases that it




425 Catch- Whan a playar CLEARELY possasses iha loothall, makes a foothall
e amdior comas down with 1 foot inkoumd.

4.26 Delay of Game

4.26a Offense- Teams have 30 seconds o snap the ball. F ailure to do S0 T._
will result in a loss of down. if this occurs comsscutively, an unsportsmanlike conduct
penaky will be assessed

4.26L Throw-Off- Teams have 30 seconds to secure the ball and reach
ther respective throw-off vard line. Failurs fo do 5o will result in the team taking over at
the opposing team's 15-yard line, making & 15 and goal

.'ﬂ 4.26 Challenge- A fteam is allowed a media personor coach to videorecard the
game and use the footage to challenge Once per game. The challengs vides has to

f ‘ came fram the sidaling framthe coach and/or a madia persan with awristband

J.L Penalties, a penally not called, and Judgement calls CAN MOT be challenged,

l- 5. TIME

II
H 5.1 Game Duration

5.1a During the season each game will be 40 minutes in duration,
consisting of 2, 20-minute halves

5.10 During the tournameant unless rules dictate othersise, each game will
be 20 minutes in duration, consisting of 2, 10-minute halves .

5.2 Running Time- The game will be played under rumning time, The game clock §
| will stop anly for team injury, refaree fimeouts, and teamtimeouts. Running time wil be
suspandad in the last minute of the secand hall.

5.3Pro Clock- ORLY IF GAME IS WITHIN 18 FOIMNTS. The |ast minute of the
sacond half will be played under pro clock

5.3a Clock will stop-
A When a player runs out of bounds
B.) On an incomplete pass
) After a touchdown




O Turnover on downs

E.) On penalizs then bagin once ball |s spotted
F.) Om ateam or referee's timeout

G.) Any onfield injuries

5.3c Clock will Start-

A.) When the scoring teamisthrowing off, once the opposing team
touchss the bal clock will start, if no ong touches the ball & will start on the snap.

B.) If a penalty is declined during Pro Clock, the game clock will
start on the ready for play whistle.

5.4 Timeouwts
5.4a Referee- 30 secands or 1 minute,
5.4b Teamns- 1 minule unless the referse chooses to extend
5.4¢ Between- Halves- 1 minula.
5.44d Injury- 1 minuta unlzss tha player requiras medical assistanca.
5.5 Team Timeouts- Each teamwill get 2 imeouts per hall. Time outs not caled
I dhe first half will not carry over o the second half. Time outs may be called by a player
on the field andfor a designated sideling coach. A team can nof call 2 timeouts before a
play, howsver each team may call 1 time prior to the same play. If a team happens to
call back to back timeouis it will not be granted.
5.5a If ateam calls a fimeout after a touchdown at any point during the
game, the clock will stop and restart once the throw-off occurs. [fthe receiving
teamtouches the ball clock will start at that moment; othensise, it will startonthe

very next snap.

5.5b6 If a team calls consaculive limsouls or requests a imeaul when they
have none remaining, an unsportsmanike conduct panalty will be assessad.

5.6 Play Clock- Will start when the referae sounds the ready for play whistle and
the offanss will have 30 saconds to slan a new play, '




6. OVERTIME

6.1 Ovvertime- [Tthe score ofthe game is lied after 2 halves, ovear time wil be
played

6.1a Each team will have 1 tirmnsout for the entirety of ovartime
5.1k Each teamwill have 1 blitz for the entirefy of overtime.

6.1¢ The game clock will be turned off and each teamwill have aneg
possession to score from their opponents 510 or 15 yanrd ling, If the score
i tied aftar the first ovartime attempt, the process is repeated, teams have
the option to go for 1/213 on every ovartime posseassion.

&.1d During the tournament there isno overtime during pool play.
G ertime will only be played during the playoffs.

f.2 Conclusion- The team leading at the conclusion of overime wins the games.
If the score is tied at the end of the first overtime period, an additional overtime
period will be played, each overime period will consist of one conversion attempt
of any value by each team until there is a winner. The alernating choice of
possession order will confinue

7. SCORING

7.1 Successful Score- After the playar retains possession of the ball, the front of

the ball must cross the goalling prier to unnsrs flag being pulled in ordsr to score %

a touchdown, ¥
#

7.2 Possession in the Endzone- A player landing in the endzone must place 1

foot or another body part (e Forearm, knes, shoulder) completely inside the

fiekd of play.

7.3 Touchdows- Will eam & poinis
7.4 Comversions- Afler a touchdown is scared, the Ball will b2 spotted at the

rmiddle of the field and the scoring tearm will have the apportunily to earm extra
poinis via a comersion.




.43 Point Values- Cormersons aftamptad fromtha: Syard line = 1 polnt,
Thyard ine = 2 points; 15 yand na = 3 points.

7.4b i the Defense Intercepts the Ball- If defenss interceapts the ball and |
returns it fo the opposing &nd zone, they will be awarded 2 points.

7.5 Safety- Wil eam 2 points for the defense if they pull an offensive playersflag
im his own end zone while the offensiv e player has possession of the hall Flag
guarding in the endzone akso resultsin a safety.

T.5a After a Safety- (Mo Matter The Age Group) the offensive team now
has ta throw off at their own Syand line.

7.6 Defensive TD- Interceptions may be retumed for @ score, The length of the
return Begns from where the ball is mtercepled and nof the ariginal line of
Scrimmage,

7.7 Safety on a Converson- The appropriale team will be awarded 1 point

7.8 Comsersion penalties

7.2a I the Defense Commils a Penalty During a F alled Conversion-
The corwersion will be replayed with the ball spotted at the next closest
convarsion spotwhile keeping tha sama value.

EXAMPLE: A defensie penalty on a 3-point comversion will result
ima replay of the 3-point corversion from the 10-yard ine. The next defensive
penally would resultin @ 3-point comversion from the Syard line and a 3rd
penaky wiould result in 3 points awarded to the offanss.

-'.I'.Sh Iif the Defense Commits any Penalty on a Conversion from the
Syard line- (Prior to a turnover) The conversion will be nued
automatically successiul

7.8c TacHing or Intentional Holding a Free Runner- During a
comersion this results in an automatic successful attempt for the cornvering
team. Ifthis occurs on a defensive return, the defense is awanded 2 poinis no
matter whigre the conversion B2gan,




7.2d Any penalty by the Comeerting Team- (Prior to 3 tunover) will
rasult in a failed conversion

8. PRE-GAME

8.1 Before tha game, referzes will conduct an equipment chack an all playars,
They will ensire that each player has a mouth guard, shins are properly tuekad in, Nags
are carracily postioned onthe hips, and that shons or panis do not have pockels. If a
player is missing any equipment neaded to play they, will have untl hafitime 1o refrieve
missing equiprment inorder to play, fallure to do 5o will result inthe player baing
imeligibile to play. & player can only join a game atthe beginning or at halftime.

8.1a During Tournamants aguipment checks will Include checking for
correct wristbands on all players AMND coachas

8.2 Prior to the start of the game, each teamwil send the team captain to the
center of the field for @ coin toss. The away team chooses eiher heads or tals
before the referee tosses the coininto the air. The team that wins the coin toss
can choose i they wiould like to start the game by receiing or executing a
Thrones Off. The team that recewes the first half Throw-Off will Throw-Of to stard
the second half. The team that losss the coin toss chooses which goal ling they
would likedo defend. The second hall Throw-0ff will be in the opposite direction
as the first half T hrow-Off

" 9. THROW-OFF

9.1 Prior to the Throw-0ff, the receivingteamcan ling up inany formation so long %
as none of their players areé across midfisld before the ball is thrown. The ¥
throwing team is not permitted to run up as the ball is thrown and must keepone £
foot on the Throw Off yard line undil the ball i releasad.

8.1a (A Legal Throw-Off F comation) The throw-off teammust ins up with
two players on each side of the person throwing off, with the persan throwing off
being in the middle of the fizld

9.2 The Throw-Off will occur al the beginning of the 1st and 2nd hales
and after any touchdown or safely (Linjess the feam elecls lo altempl an Onside

Fiay)
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8.3 A player from the throwing tearmwill initiate a Throw- 0N by throwing the ball

from behind the teant's designated yard line bagad on divisions. The game clock
will be started once the ball istouchad by the racelving team, amd if not touched

the clock will starl on the first snap.

5.4 Throw-Off Yard Lines
943 6L Boys! 6L and 8L girls start at the 5 yard line (o Throw- 0T
FU and 23U Coed 10U Girls Throw off frorm roidfiaid
U and 10U CosdM 210 Girls Throw off from the 15 yard ne
11U and 12U Cozd1 4U Girls Throw off from the 10 yard line
130 and 14U CosdH TU Girls Throw off from the S yard ine

15U and 16U Coad Throw off from Own goal ling

9.5 Receiving Teamr The receiving team may catch the ballin the ar or pick it
up off the ground to advance the ball. There isno imit to how many times the ball
can bounce before a player on the receiving team picks up the ball o advance it
Defense can down the ball once it comes ta a rest inthe field of play,

9.6 I the ballis caught by the recewing team and the receiing player
elects to take a knes in the receving team's end Zane or the ball bounces from the end
2one beyond any sideline of the end line IRe, the receiving teamwill star at s own
5-yard line,

9.7 On all Throw-0Ms the ball must cross the 50-yand Bna'mmidhieid.

9.7 I the Ball does not cross midiald the thnos-off 12am will naad
to re-throw, if a second infraction occurs the throw-off team will than be penalized
§-yards from the original throw-off line.

9.8 if the Throw-Off initially hits the ground befors the receivings team’s
e qoal line, the bal may either be picked up and returned by the receiving team or
o downed by the throwing team.

9.9 0nce downed by the throwing team the result is a dead ball

57/




with the ball spoftad winers i1 was first touchad.

9.10 If the receiving team mulfs the ballon the Ty o bounce, the
the ball will be spotted where if first made contact with the receiing team.

911 If the receiving team drops the ballin the end zone the result of the play is T
touchback

9.12 First hatf game clock- If a timeout iscalled after & touchdown the clock will
hegin once the receiving team touches the ball after a Throw-off, if they do nof touch the
ball clock will begin on the first snap.

.13 During Pro-Clock- This i an untimed play, the game clock will begin at the
.'i start of the next play from scrimmages.

1%
l'j 9.14 After a Safety- If a team surrenders 3 safely, the team that surrendered (he III
Ji_ safiaty must execute a Throw-ON from ther own 5-yard ling,

l 10. SET OF DOWNS

[
'1 101 Humb er of Downs- The Offznse will have four downs to cross midfiskd,
L Successiully erossing midfigld will grant the offenss a new 52t of four downs, provided
there are no penakies.

10.2 After the Throw-OQff- The affense must cross midisld o recéeve a new 521
of downs, unless the refurn passes midfield, inwhich cass the teamwil have 4
downs 1o scora

10.3 Spotting the Ball- If a play ends oulside the hash marks, the ball will be

spotted in-lime with the nearest hash mark. If the figld dees not have hash marks,
The Ball will e spatted inthe center of the fiald of play.

11. GAME PLAY and FORMATIONS-

11.1 Formations

11,12 Number of Players- Each team will consist of 2 roster of 12 active
players, with a maximum of 5 players on the field during any play.
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1110 Near the center- The ofensa S allowad 3 madmum of 3 playarsio

line up esther slde of tha centar at the Bne of scrimmage or wikhin one yard in the
backiizld

11.1c Bunch- Receivers are not alowed fo ling up with one yard of gach
other on the line of scrimmadge, recevers must spread their armns ow to their side
indicating to the referee the comect amount of space between sach other. If the
receiver's are one yard off the line of scrimmage, bunching rules do not apply.

11.1d Defense- There is no required formation for the defenss.

11. 2 Offensive Possession

.'ﬂ 11.2a 6 second OB clock- The quarterback has a madimum of 6 saconds
to release the ball efther by executing a forward pass, handaff, or pich on any given

I play. Failure to do so will resull in a dead ball placed back & the ling of scrimmage. The
I referea wil blow the whislle on 6, YOU WILL HOT HEAR THE REFEREE SAY 6"

l THAT WILL BE THE WHISTLE to signal the and of the play. The resull will be tresled

| asthe equivalent of a sack. IT & any poirt the defense crosses the line of scrimmags
|I'11 the QB can now run butwill still have 6 seconds to run AND cross the line of scrimmage
axecule aforward pass, handall, or pitch

11.2b QB Advance- The quarterback is not allowsed to advancs past the
line of serirmmage without another offensive player having possassion first unless the

= defense crosses the ine of scrimmage.

11. Zc Motion-The offense is allowedio have 1 playerin motion at any
time, including whemn the ball is snapped, 50 long asthat player motion is not toward the
ling of scrimmags.

11. 3 Eligible Receivers

11.3a All offensive players are eligible receivers.

11.36 The Quarterback can not catch their own Torward pass unless i is
completely bayond the ling of scimmage

11.4 Defensive play




11.43 The dafanss i only allowed to cross he line of Scrmmage by
executing a blitz, waiting for the OB clock count up to 3 seconds, or if the QB clockis
turned off due to a running play or lateral.

11.4b The QB clock is still running even when the defensive player
passesthe line of scrimmage, the clock is OFF as soon asthe quanterback releasesthe T_
ball ethear forward or backwards.

11.4c Each defensive team can biite 2 times in gach half.
11.5 Laterals

11.5a Beyond the Line of Scaimmag e Plays- One Lateral perteam is
.'i alowed,
l'j 11.5b Behind the Line of Scrimmage Plays- Twa laterals perteamis
Ji_ alowad,

l 11.5¢ On Throw-OITs- One lateral 15 allowed durmg the Beceiving 2ams

|".,II return only.
_: 11. 6 After the Snap
11.6a A handoff behind the ling of scrimmage framthe OB 1o another
times as they pleasa there is no limit to the amount of handoffs.

11.6b Forward passes are permitted after handoffs and laterals aslong as
the ball and the passer completely has not crossed the ine of scrimmage.

11.6¢c Laterals can be intercepted and returned.
12. PUNTS

121 Teams are allowsd to punt on fourth down no matizrthe Neld postion or
tirma.

122 If a team elects to punt on fourth down, they are electing to forfeit the play
and the opposing team will start at their 5 yard lime.




13. POSSESSION

131 A Catch or Infercaplion- is ruled camplete as soon as a player has coniral
of the ball and one foot touches completely inbounds. I another part of a player's body
his the ground bafare his fest, the intial comtact with the ground from that body pan
musl be complately mbounds, far avoidance of doult. As 2600 a5 a playaris ruled aul
af bounds the play is over and cateh or intercaption shall beé ruled camplate i abave
requirameants ara met.

13.2 Losing Possession- IT a player loses possasson of the ball, with or wathout
the irfluence of the opposing team, whan the ball hits the ground the runner is
considerad to have had thair flag pulled and the play s dead Tha ball will be
spolted either: where the runner loses control of the ball, i furmbled

Torward of the spofwhere the ball hits the ground ifthe ball ks fumblad
backwards.

(Similar to the lllegal lateral play)

133 Simutaneous Possession- A simultansous possession of a forward pass
will be ruled a catch for the offense regardiess of the order of whoss fest touch
the ground first. Both players must complete the catch in-bounds otherwiss the
pass will ke ruled incomplete. | one player confrols the ball in their hands before
another player whether imthe air or on the ground, the catch will not be
considerad simultaneous possassion.

14.1 Sideline Personnel- Coaches and players are alowsed anywhere on their
designated sideling within the 1 &yard ling.

14.2 Players who fall to the ground- Regardless of whether it was dug to
incidental comtact from another player, when on the ground, a player in possession of
the ball is considersd down.

14.3 Loss of Down Penalties- If a penalty is accepled against the offense on 15t
down, it will resultin 2nd down, If this cccurs an 4th down, it will lEad o a furnover on
downs and a change of possession

14 4 Offsetting Fouls- If penalties are caled on both teams during any play
withaut 3 laterad ar farwand pass being imercepted the result is a replay down or




throweofl evan if the panalties differ in saverky. If an iMercapiion cecurs during a play
and there is no panalty on the interception team untd after galning possession, the
interception will count and the ball wil be spotted with a first down at the spol of the
interceplion and the penalty willbe assessed. Howevar, if both the offense and defense
commi penakies before an interceplion, the penakies will offset and the down will be
replayed.

14.5 Inadvertent whistle- The offense has the oplion of replaying the down or
kesp the progress made on the play at the point when the whistle was blown.

14.6 Forward pro gress- |5 measured by the postion of the fromt of the bal when
eiherflag is pulled,

.'ﬂ 14. 7 Penalty When Crossing Midfield- if 3 penalty is assess=d against a player
| when crossing midfield or achigving a first down, and the resulting penafty yardage
ll moves the team back, the affensive team wil not be awardad the first down. (EX_ Il a
|0 playerflag guards on 2nd down crosses midfield, butthe 5yard penalky moves them
l hack across midfield, it will now be Ird down with radfiald to gain for anather s of
| downs.

II
H 14,8 Defensive Penalty- Games cannaot end on a defensive panalty. In
the event of 3 defensiva pamalty on a play whane tima runs out, the offensae wil
ba awarded ona maorne play, with the play clock in motion, but the gama clock
turmad off

14,9 Toumament- Game length may be modified based on fournamsnt
specifications.

156. PENALTIES & REMEDIES

If net explicitly stated below, al penalties can be declined by the non-offending team
and the rasult of the play will stand. it ona team commits mulliple penalties on the sams
play and the other team commits zero, the non-offending team has the option to pick
which panalty to anforce. If both teams commit a panalty it wil be offseting panalty's no
mattar the sawerity on both ends, and the down will ba replayad.

15.1 Blocking- |5 defined asthe act by an offensie player of forcing a defensive
player to change his position on the field by moving in front of the ball carrigr or through
physical contact initiated by the offensive player's hand, arm, shoulders or head




-

15.1 a Holding which is defined as an offansive player grabbing of
holding onrto a defensie playerto impede his motion, |5 ako considered illegal blocking \

15.1b A pick set Prior to possassion of the ball by a receiver, or
prior to the quarterback crossing the ling of strimmage in possession of the bal will be
treated as a block.

15.1.1 The Remedy- |5 3 [oss of down and any yardage gained
fromwhere the block happensd.

15.2 Charging- Takes place when an offensive playar running with the ball
Iwears their head, or leads with a shoulder and makes physical contact with a defensive
player wiha had established a stationary position an the figld, where the offensive player
had the opporunty to recognize that defensive player has established position,

18, 2a Generally an offensive player running with the ball has the
fight of way and will not be called for charging if the defensive player is in motion of
established position in a manner that gives the offensive player no opportunity to aveid
comtach.

15.2.1 The Remedy- |5 a loss of down and any yardage gained
from where the block happened.

|
15 3 Defensive Holding- Occurs when a defensive player holds on a part of the \\
* body oruniform of a ball carrier where the offensive player’s progress s impeded.
Holding downfield will be treated as a Defensive pass interference (see belbw under
Defensive pass interference 13 4

15.3.1 The Remedy- Automatic first down at the spot of the foul. f . .'.
|
15 4 Defensive Pass Interference (DPN- Ocours when bodily contact indfiated ’,» _

by a defensive player prevents an offensive player from attempling to catch a lkely
cafchable pass.




15.4a Defensive Pass Interfarance can alss.occur whan a defensive
player holds oro a part of the body oF uniform of an offansive player beyond the
line of scrimmage prior to a pass being theown where the offensive player's
progress is impeded.

15.4b Defensive Fass Interferance can also occur when a defensive
player forces an offensive player out of hounds priorto 3 pass being thrown where the
offensive playerwould otherwise be desmed eligible.

15.4.1 The Remedy for OPI in the Field of Play- |5 an automatic
15t down at the spot of the foul

15,4, 2 The Remedy for DP in the End Zone- The offensais
I.’] awarded first down atthe 2-yard ine or the previous ling of scrimmage, whichever is
i clasarto the end zone
|

15 4.3 The Pass is Detemminad 1o he Uncalchable- Mo penally
will ba called,

15.6 Delay of Game- Delay of gama occws I the offensa does not start a new
| play before the play clock expires.

15.6.1 The Remedy on a Scrimmage play- Loss of down

15.6.2 The Remedy on a Throw-off- The receiving team will start
its possassion at the opposing team’s 15-yard ine.

15.6.3 The Remedy on a Punt- Frevious spot.

157 Throw-OfT Out of Bounds- If the throwing team throws the ball out of
bounds untouched by the receiving team.

15.7.1 The Remedy for Throw-Off Out of Bounds- Spolted at the
opposng team 15yard ling, unkess the ball goes owt of the endzone (back or side) then
thie ball will be spotied at the receiving team's 5-yard line

- 15.7.1 The Remedy for Throw.-off Out of Bounds and Caught by &
Player- If a player on the receiving teamis nolin the end zone, has ong foot oul of

57/
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bounds while having the othar fool in the feld of play, catehas the throwe ol ball will be

spotted at the opposing team's 15-yard ina.

15.8 Diving- Defensive players may dive to pull flags or attempt to catch the ball
bk the offensive may not dive for the purpose of establishing forward progress.

15.8.1 The Remedy-The referes will determing whare the player
started to dive and spot the ball there

15.9 Early Pull- If a defensive player removes an offensive player's flag before
that player possessss the bal, the referes should say “Early Pull® and play continuss.
The defenss will slill need to pull aflag to end the play.

15.9.1 The Remedy- This will be treated a5 an unspodsmaniike

."I conduch. (See unsportsmanike conduct for addtional rwes)

|
)

1510 Offs de- Throwing team of any mambear of the defensive laam crossing ha

l line of scrimmage,

15.10.1 The Remedy Tor Throwing Team Ofside- 1 st infraction

II

H team wil hava the option of Keeping the result of the play of rethrow fromthe same
spot, sacond infraction 5-yard panalty, and i a third infraction happens that will be
considerad unsportsmaniike conduct. (See unsportsmaniike conduet for adational

fuks)

15.10.2 The Remedy for Defense Offside- The Play Continues,
the offense has the oplion to accept the resuk of the play or replay down. If the result o
the play is accepted the defense will lose that blitz, if down is replayed the defense will
not lose that Hitz.

1511 F adse Start- If any member of the of ensive team crosses the ling of
scrimmage before the bal is snappad,

15.11.1 The Remedy- Dead ball, 5yard penally and loss of down,
This alsa applies to onside plays,

1512 Flag Delay- A defender who pulls a lag i required to immediately drop

o the flag an the ground or hand itto an official ar the player # was pulled fram,
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15.12a If the defensive player carmies the flagaway of throws the lag

away from the affensive playar and causas undua dalay of the gama, the official
may pause or resst the game and play clock accordingly.

15121 The Remedy- Anunsporismanlike conduct penafty may be '
called on the defanse. (See unsportsmantie conauct for adaifiona! rues)

1513 Flag-Guarding- When an offensie player in possession of the ball
created contact with a defensive player using their hand, arms, elbows, ar the ball to
prevent a defensive player from pulling his flag.

15.13.1 The Remedy- 5-yard penalty and loss of dawn.

| 15.13.2 The Remedy for F lag-guarding after an interception or
I-"l retum- will result in a S-yard penalty where the infraction ook place
|
jl 15.13.3 The Remedy for F lag-guarding on Tourth down- wil
l result in a spol foul, and a urnaver on downs.

15.14 Flag Tampering- Flags that would make them mare difficult to pull

II
: IH including bul mat Brmited to using adhesy es, knols and siranger magneis.

15.14.1 The Remedy- Automatic suspension of the player and
possible game dsgualification for the offending b

1515 lllegal Contact by the Offense- Occurs when an offensive player, running
a passing route, uses his hands, armns or shoulder to aker the positionor direction of the 5
defender in order to gain an advantage.

/ 5.15.1 The Remedy- Loss of down at the previous spot and loss of
vardage ¥ caught by that player.

1516 Handoffs in the Backfield- All handaffs are legal no matier fha direction.

1517 Megal Lateral- A [ateral that edher goes forward or is the second latera on |
a play beyond the line of scrimmage.
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15.17.1 The Remedy- After an dlegal lateral that fravels
backwards and hitsthe ground or is caught, the bal wil be spotied where it hits the

ground or cawght. An [legal lateral that travels forward will be spotted where the ball
'Was releasad.

1516 Megal Forward Pass- Any forward pass thrown where the entire body of
the passer has passedthe line of scrimmage.

15181 The Remedy - Loss of down at the previous spot.

15,15 Ilegal Motion- Any malion by the offensive player behind the lins of
scrimmage that moves towards the ling of scrimmage before the ball is snapped, or
1 mare than ang player moving & the same lima
I.“‘ 15.19.1 The Remedy- Dead hall play is stopped and a loss of
I down.

)
l “ 1520 IMegal Quarterback Run- Guarterback ns acrass the line of scrimmags
| before any defensive players cross the line of scrimmage,

. Il'| 15.20 The Remedy- Loss of down and any yardage gained,

15 21 Ineligible Receiver Downfield- &n offensive player who sleps out of
bounds without the ball cannot be the first to louch the ball upon re-entering the field of

B piay.

15241 The Remedy- If an offensive player commits this foul and
then catches a bal, the pass willbe ruled incomplete. If they receive a lateral, the play
~ will be blown dead at the spot of first contact.

; 15 22 Inteference With a Throw-Off- Throwing teams must give the receiving
| player a hattyard buffer to catch any throwoff.

| 15.22.1 The Remedy- Cffensive team takes possession al the spot |

af the foul or where the return ends, whichever is further,
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1523 Missing Flag- Whan a player begins a play without either of theair two Nags

attached or it batormas unatachad before possssson of the ball but mot frarm an aary
pul.

15.23.1 The Remedy- Deemed io be down as soon as the player
has possession of the ball.

15 24 Moving Pick- Occurs when an offensive player without the bal is moving
when he impedes the progress of a defensive player in pursuit.

15241 The Remedy- Loss of down and any yardage gained when
foul eccurred.,

1 15 25 Roughing the Passer- When a defensive player makes contack,
| intentionally or not, with the throwing arm or shoulder of any affensive player attempling
|" a forward pass.

}
l“ 15,25.1 The Remedy- 1 0-yard penalty and an aulornatic first down,

|"l1 1526 Tackling- The intentional act of a defensive player disrupting an ofensive
_ |1 player's progress through physical comact inilialed by the defensive player, such that
the offansive player loses significant momentum andlor falls o the ground

15.26.1 The Remedy- Al the conclusion of the play a 15-yard
™ penaly will be assessed and an automatic first down. If a second infraction occurs that
N player will be removed for the remaindar of that game.

15268 Too Many Players- If the offense starts a play with more than 5 players on "
. the fiakdl If the defensa starts a play with more than 5 players on the fisld. f

15.28.1 The Remedy for Too Many Players Offense- The play is
| bivwn dead and offense loses the down.

) 15.268.2 The Remedy for Too Many Players Defense- The play
cominues a5 a free play, with the offense having 1he option to take the result of the play
or replay down,
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15,20 Unsportsmanlike Conduct- Unsportsmanlike conduet iswhen any of the
following oceurs
15.289a A playericoach disrespects an official sither verbally or physically.
15,2890 Taunting of players romihe opposing team.
15, 29¢ Fighting/Punching
15.29d lllegal contact above the shoulders
15.20€ Acting as if a penaly has occurred to influence tha referae,
15201 Intentionally biizing when allteam blitzes have besn used,
15,200 i a defender pulls & non-runner’s lag, including their aan,
15.20h Defense mimicking the offensive snap cadence.
15.20.1 The Remedy- 15yard penalty, on a players sscond

offense he must be ajected, Any player gjacted from a game will ba ruled ineligible for
the next game.

15 21 Uniucked Shirt by Ball Carrier/ Unaligned flags- Prior to a snap,
® whareyer the referes observes any player with their shit covering any part of the flag or
if their flag to be unaligned and not at ks hips, the referes will warn the player

15211 The Remedy- If the player does not comply prior to the
play, that player shall then be deemed down as soon as that player catches the ball in
o the field of play.

16.1 All officials will be trained and credenialed by the league

16.2 One official during league play will work each gams, 2 for tournamsnts.




16.3 The referee that i the most sanior official can overrule any of the other
officlals. Generally the referae should defer to the judgrmant of the official who had the
best view of the play in question.

16.4 The field judge will be stationsd on the defensive side of the ine of
scrimmage, on the sidelines in the viciniy of the furthest defensie player from the line
of scrimmage.

16.5 All officials will wear uniforms.




