THE OFFICIAL 2007 SEAWALL BRAWL: ONCE AND FOR ALL RULES
CONDUCT: We will grant very limited concessions for inappropriate behavior and no concessions will be granted for cheaters. Everyone is expected to conduct themselves in an orderly fashion during the event. ANYONE who causes or engages in inappropriate and/or unsportsmanlike behavior will be warned ONCE. Any one committing a second offense WILL be removed from the event and will be banned from future events, for an as of yet, undetermined period of time. Anyone caught blatantly cheating or attempting to cheat under this format will NOT receive ANY warnings. Cheaters will be immediately removed from the event, WITHOUT a refund, and WILL be banned from future events FOREVER! Any blatantly illegal equipment found during or after check-in will be confiscated and will NOT be returned. Such equipment will be documented, including pictures, and posted as evidence for public knowledge.
RULE #1: Just because the rules do not say you cannot do it that does not mean you can do it. It is humanly impossible to have every possible scenario covered in text. If the rules do not say you can specifically do it then you cannot do it unless you get prior and specific permission to do so before trying to implement it on the playing field. The officials within the spirit of the rules will handle anything not covered in the rules.
PLEF RULE: During a game the participating competitive coaches will be required to make their own calls to resolve plays. This includes but is not limited to proper setup, complete passes, incomplete passes, interceptions, pass interference, tackles, sacks, and engaged or unengaged players. In the case of setup with respect to proper player positioning, coaches are expected to POLITELY INFORM their opponent if there is some violation, be it minor or otherwise. They will then allow their opponent to correct the problem without penalty. Repeated failure to setup or properly pivot via protocol WILL result in a penalty. During pass attempts each coach will agree as to the result without outside intervention or comment. If the competing coaches do not agree or cannot decide on the result, the ref and/or designated non-participating coach(es) will make the call. The same procedure will be followed for resolving tackles, sacks, etc. In cases where both opponents agree, the agreed upon result IS FINAL! In cases where neither opponent agrees or if either or both are unsure of the result, the decision of the appointed ref/official/designated non-participating coach(es) is final. This means someone not competing in that particular game should be asked to oversee every play at the point where a result is to be recorded.
Team Inspection/Lockdown
Team inspection will begin on Friday at 4:00pm. Each coach will be expected to turn in his or her team to the inspection staff. Once a team has been checked-in, NO coach will be allowed contact with their team until the tournament begins. No coach will be permitted to attempt a team check-in more than twice. If you fail twice you are DONE. So PLEASE come with your team legal and ready to be checked in.
*** Special assistance will be available for ANY NEW COACH TO THIS FORMAT. This is related to helping them make sure their team is legal and ready for inspection. Every attempt will be made to get you into the event provided you give the event staff reasonable notice to do so. *** 
GAME LENGTH
Games for this event are of 2 varieties. (1) Preliminary rounds, and (2) Elimination rounds.
Preliminary rounds should consist of at least 3 rounds per coach, subject to number of participants and time constraints. No one will be eliminated during the preliminary rounds as they are used to get coaches familiar with the format and to determine seeding for elimination rounds. A somewhat complex but thorough point system has been adapted to assure seeding accuracy. Elimination rounds will follow.
Prelims – Saturday Morning Only - Those participating in prelims will be seeded above all those who do not. The next highest seed will be the FIRST coach to SUCCESSFULLY make it through team inspection and lockdown. Remaining coaches will be ranked in the same manner.
Elimination - Will consist of two 16-play halves with each coach being allowed 2 timeouts per half. At this point, only those coaches who win their matches will advance in the brackets and into the next round. Eliminations will continue until a champion is declared. Elimination rounds cannot end in a tie. If an elimination match ends in regulation and the score is tied, the game will go into overtime. Overtime rules will be discussed prior to the opening rounds for the sake of ultimate clarity. There will be no changing ends of the field after regulation ends and overtime begins.
TIMEOUTS 
Each timeout called adds a play to the total number of plays in that half. One timeout called by one coach would result in having 17 plays in that half.
If a coach wants to call a timeout with one play left in that half they must do so before their squad on the field is set (before they declare being set) for that play or that timeout will not add a play to that half.
However, the timeout will count and players will be allowed to be reset if desired. This goes for each coach and their squads on the field respectively. Just because the offense has declared they are set and did not call a timeout on the last play of a half does not mean the defense can not call a time out before they are set to add a play to that half.
Calling for a timeout when none are available is not a penalty but extra time or resets will not be allowed, nor will it result in adding a play to that half.
PREPARING FOR PLAY - DEFINITIONS
Prongs - Prongs are referred to in "sets" or "sets of prongs." Each prong or prongs located at each of the 4 corners of a base is considered a set of prongs.
EXAMPLE: Front Left Corner Of A Base - If a TTC then there is 1 prong in that set, if a Tudor SC Rookie then there is 2 prongs in that set. In either case (1 or 2 individual prongs located on that corner of the base) it/they is/are considered 1 set.
Tackle - ANY base contact by an opponent's player constitutes a tackle. Uncertain tackles are treated the same as uncertain pass completions. If it is not a clear tackle, it is not a tackle.

Adjustment – In the context of moving a player in man-to-man coverage, an adjustment constitutes physically picking up a figure and placing him in a different position to cover slanted receivers on the LOS, or receivers who are a base length away from the LOS. Players on TTC bases may have their wheels adjusted during an adjustment.

Pivot - Players may be adjusted where allowed by performing pivots. There are 2 types of pivots: (1) Basic Pivot, (2) Advanced Pivot
(1) A Basic Pivot is performed by turning a player where it rests on the field so that it does not gain distance towards its intended target and/or so as not to gain positive downfield yardage.
(2) An Advanced Pivot involves picking up a player using only a hand or hands to adjust its directional device and/or prong(s), but no other part of that player. Aside from picking up the player, allowing for the stated adjustments, then resetting, an advanced pivot is otherwise performed identically to a basic pivot. This means it must be reset and turned at the spot it was picked up.
All pivots are to be performed using an on-field referee/spotting device unless permission is granted by an official to do otherwise.

Mobile Base - Any base that has 3 or more sets of prongs intact. Mobile bases may be used with an on-field QB.

Immobile Base - Any base that has 2 or less sets of prongs intact. Immobile bases may be used with an on-field QB.

Base Switching - No switching a player's base during a play is allowed unless specifically called for in the rules or by an official. Otherwise this must be done before setup is complete or after completion of a play. This also means no changing out base components (dials or prong bars). 
*NOTE* The mobile or immobile base under the on field QB is a determining factor that can dictate the options an offensive coach has available. However, the way a mobile or immobile base it set to run may also define one's options on a given play. Below is a basic chart to help explain:
QB ON MOBILE BASE: CAN On Run & Pass Plays
1) Drop Back - QB must keep the ball. Applies to run and pass plays.
2) Rollout – QB may pass, pitch, or run                                                                                                                                      3a) Spin in a circle on a Run Play - QB may pitch if possible or keep the ball and accept a tackle at LOS for no gain (busted play).
3b) Spin in a circle on a Pass Play - QB may attempt a pass if possible or throw pass away (auto incompletion).
QB ON IMMOBILE BASE: On Run Or Pass Plays
QB may keep the ball on an Immobile Base so long as it is demonstrating substantial forward progress when the switch is turned back on. Otherwise see below
2b) Run Play - Same As #3a above.
3b) Pass Play - Same As #3b Above

START OF GAME PLAY 
To begin the game a referee will designate the challenging coach. A coin will be tossed by the referee allowing the coin to hit the floor.
The challenging coach must call "heads" or "tails" while the coin is in the air. The coach that wins the toss must make a choice of either receiving the ball or kicking off. Deferring is not an option.
The kick coverage team decides which end zone they will defend for the first half.
Teams will switch ends of the field to begin the second half and the team that received the opening kick off will kick away to begin the second half.
STANDING AND FALLEN PLAYERS
Standing Players: To begin any play, all players must be upright on their bases without any portion of a player's figure touching the playing surface. If a player tips over during the progression of a play and any portion of that figure is contacting the board, that player has fallen. A player that is leaning into or on another player, figure, or platform has not fallen if the leaning player has no portion of the figure contacting the board. Such a player may be set upright at its current facing, and later pivoted (when/if eligible) so long as doing so does not involve dislodging the players in which it has made contact from their current position and/or facing.
Fallen Players: A player that has fallen is considered to be a part of the field, must remain down until that play is complete, can not be adjusted by a coach, and can not make a tackle or receive a pitch or pass, and can not carry the ball. Consider a fallen player as temporarily shaken up (injured) for the remainder of that play. A fallen player can affect a play by simply being in the way of another/other players. If a ball carrier falls during a play he is down at that point and the play is over. The ball will be marked for forward progress at the most downfield portion of its base.
PLAYS FROM SCRIMMAGE
Sequence: Players are separated to their designated sides of the line of scrimmage - Players may be separated by the referee and/or by their respective coaches. No coach may handle another coach's players at any time without permission from that player's coach and/or the referee.
Setup clock begins - Once players are separated at the end of a play, the referee marks the LOS, and the strategy divider has been set. 

Offense and defense begin simultaneous setup – Once the divider is in place, both coaches have 50 seconds to setup their teams. The offense must begin setup by completing placement of their interior linemen, beginning with the center, guards, and tackles placed in front of their designated slots on the Strategy Divider at the LOS. The offense must also call out their receiver slots in the first 30 seconds of setup or it’s a delay of game penalty. If the offense has a receiver in a slot that wasn’t called out or calls out a slot with no receiver, it’s an illegal formation penalty.

Setup clock is stopped and reset - Once both teams complete setup and the strategy divider has been removed.

Defense performs adjustment(s), if any - Once the strategy divider has been removed, the defense has an additional 10 seconds to adjust to any receivers on the LOS who are angled, or any receivers off the LOS who are straight or angled. 

Offense performs audible(s), if any - The offense may now perform audibles. If so, they are allowed to pivot up to 2 players who are eligible to either carry the ball or receive a pass. The offense has 10 seconds to complete all audibles and then say, “set”.
Defense performs audible(s), if any - The defense may now perform audibles. If so the defense gets an equal number of audibles as the offense took on that play. Any defender may be pivoted. If the offense doesn’t audible, the defense still gets one. The defense has 10 seconds to perform all audibles and then say, “set”.
Offense calls play - Offense states "Run" or "Pass" along with the player who will carry the ball to begin the play - The offense must say who has the ball by clearly stating the eligible player's position and jersey number. Initially this must be the on-field QB or a RB (straight handoff).
Play resolution - Board is turned on and play is resolved. Play is counted off and recorded. Ball marker, chains, and drop-back barriers are moved if applicable.
FORMATIONS
Offense: The center of the field at the LOS will always be used to begin plays from scrimmage. This is the spot where the offensive center must be set. The offense must have exactly 7 players on the line of scrimmage.
The interior linemen will have some space between them, and will be an even distance between one another. They may not make base or body contact with any other player, and may not be in the shade of another offensive player. Interior linemen may face the LOS or the backfield, however interior linemen may not be audibled or moved once the offensive coach says, "set."
The receivers on the line of scrimmage may be placed or spaced anywhere along the line of scrimmage so long as they are completely inbounds, not touching another player, not in the shade of another offensive player, and in a numbered receiving slot.
Any receiver not on the line of scrimmage must be at least 1 yard and no more than a base length off of the line of scrimmage (most downfield portion of their base), must be completely outside any portion of the hash marks, and may not be stacked or in the shade of another player.
There must be at least 1 player in the backfield (QB), and no more than 3 players in the backfield including the quarterback. Spacing for all players must be maintained before and after audibles.
The quarterback may be set anywhere behind the center so long as it is directly in line with the center's base and no portion of its base may be beyond 20 yards behind the line of scrimmage. A quarterback may be faced parallel (east or west) to the LOS, or be dropping back, or rolling out. 
RB's must maintain a minimum distance of a base length if the QB is directly in front of them (closest portion of their bases) or in the shade. All RB's must be at least a base length behind the OL before and after pivots. RB's must maintain a base width space between any offensive player beside it and without being in the shade of another teammate. A RB can line up directly behind another RB so long as those players are not touching and neither is directly behind or in the shade of the QB. All running backs must be within the offensive tackles before and after any audibles are performed and no portion of their base may be beyond 20 yards behind the line of scrimmage before or after audibles are performed.
WR's must be either on the LOS or no more than a base length off of the LOS (no downfield portion of base can exceed 4-yds off of LOS).
Defense: The defense is not limited to any recognizable formations but no player or players can be stacked or in the shade of another defensive player.
There is a 40-yard limit from the line of scrimmage that a defensive player or players can be placed during setup (no portion of base can exceed 40 yards from LOS).
If the defense is pinned back inside the 5 yard line and a base length of space can not be kept for defensive players in the secondary, defenders still may not be stacked or in the shade of another AND must be lined up with enough of their base out of the back of the end line, but inside the sidelines to prevent stacking. Otherwise all defenders that are directly behind or in the shade of another defender must be a base length behind that player in front of them and maintain some space without touching another team mate beside them.
PLAY CALLING
Plays From Scrimmage - The coach on offense will call "Run" or "Pass" after setup and audibles (if any), and before the play begins. The offensive coach has 10 seconds to make this decision. Failure to do so is a 5-yard penalty for delay of game.
RUNNING PLAYS
There are 2 types of running plays that can be performed: (1) Straight Handoff, (2) Pitch/Keep Option. A Reverse falls under the "Pitch" category. No players may be pivoted during a running play.
Straight Handoff: If a running back is to carry the ball from a straight handoff, that running back's position and jersey number is to be clearly stated and the switch is to be controlled by the referee, if available. Otherwise the defensive coach controls the switch. The referee or defensive coach will turn on the board until the play is resolved. A RB must be even with or at least somewhat behind the most downfield portion of the QB's base in order to be able to carry the ball on a straight handoff. The quarterback IS NOT ALLOWED to lead block on running plays between the tackles and must roll away from the direction of the play, unless the QB is on a dead base.
Pitch/Keep Option: If the quarterback is to begin a running play carrying the ball, the offensive coach will control the switch and must state that the "quarterback has the ball" along with the QB's jersey number before turning the board on.
Once the board is turned on the offensive coach is allowed up to one 1 stoppage of the board.
Once the board is stopped the offensive coach has the options of letting the quarterback keep the ball or pitch the ball to a running back or other eligible offensive player (Reverse). The offensive coach must again clearly state if the quarterback is keeping the ball or clearly state the player's position and jersey number who is to receive the pitch.
Once the offensive player states "keep" or "pitch" and states the player(s) involved the switch is turned over to the referee or defensive coach. The board then runs until the play is resolved.
To pitch the ball there must be *base separation* and a clear path between the player who is pitching and the player who is to receive the pitch. No opponent's players or teammates can be within the confines of the involved player's bases, including appendages.
The QB or other player pitching the ball (1) must not have touched the LOS or ran OB, (2) neither the Pitcher nor Receiver can be engaged by an opponent's player(s), and the Receiver must be even with or somewhat behind the Pitcher's base (most downfield portions). *NOTE* If the QB and player to receive pitch have base-to-base contact then there is NO PITCH. This is a "Wrap Around" HANDOFF even if that non-QB player is in front of (downfield) the onfield QB.
A pitch is automatic if the base of the quarterback and the base of the intended target (closest portions) are within 2 base lengths or less (use pitch sticks).
PASSING PLAYS
The offensive coach controls the switch to begin a pass play and is allowed only 1 stoppage of the board.
The quarterback may sit, drop back, roll out, or step up during the progression of a pass play and may throw the ball at any time before:
(1) touching the line of scrimmage (any portion of its base),
(2) being sacked,
(3) running out of bounds, or
(4) going beyond the 20 yard drop-back limit (any portion of its base).
If the quarterback touches the line of scrimmage the quarterback must keep the ball.
If the quarterback goes beyond the 20-yard drop-back barrier it is a sack and the ball is to be marked at the most forward (downfield) portion of its base.
Not stopping the board immediately (within reason) will result in a 5-yard loss on that play (treat as a sack).
Downed Ball - The offensive coach may elect at any time during play progression to "down the ball" so long as other descriptive rules or circumstances do not prevent it. A downed ball ends the play at the spot of the ball carrier.
QB Run - The QB is the ONLY player allowed to run when the offensive coach has called for a pass play. The QB may run at any time so long as it 1) is making substantial forward progress after the switch is turned back on, 2) is not set to spin on an immobile or mobile base, 3) did not exceed the maximum drop back distance, 4) did not touch or exceed the LOS, or 5) did not run OB. (Additional Note: QB Substitution is not allowed! The QB must “run” with whatever base he starts the play with. -JMD)
Sacks - Coverage Sacks are no longer awarded for all eligible receivers being engaged when the board is stopped. EARN YOUR SACKS! The offense now has the (elevated and more realistic) burden of calling "run" or "pass" before plays from scrimmage begin. The Strategy Divider helps to negate the stack advantage for the on-field QB. These rules help to restore balance so the defense no longer needs to be ADDITIONALLY rewarded for excellent coverage.
Automatic Incompletion - If a pass is called and there are NO eligible receivers and/or unengaged players available, the offensive coach may call for an automatic incomplete. Likewise, the offensive coach may elect to call for an automatic incompletion even if there is at least one eligible receiver and/or unengaged player available.
*** Not following these rules will result in an automatic incomplete pass attempt, per instance ***
Once the O coach picks up the PS measuring stick for a pass play, the PS method must be used on that play to pass.
Once the O coach places a PS stick on the field to pass the PS method must be used on that play. NO EXCEPTIONS!
Once the O coach picks up their TTQB for a pass play the SnP passing method must be used on that play.
Once the O coach places a TTQB on the field to pass the SnP method must be used on that play.
Passing Methods - (1) TTQB, (2) Pass Simulation.
To attempt a pass, the intended target's base (any portion), must be at least somewhat in front of (downfield) the quarterbacks most downfield portion of its base.
Passes must be thrown forward, not laterally or backwards, or it is a pitch (running play). NOTE: If a pass attempt under either method is not an obvious completion it is a definite incompletion.
Completions Methods - (1) Automatic Completion, (2) Manual Completion
Automatic Completion: If an eligible receiver is within a TTQB length of the quarterback (closest portions of their bases), there is a clear path between those two players (no other player or players appendages are within the confines of either players bases), then the pass is considered to be an automatic completion if the offensive coach elects to accept it.
Manual Completion: Explained under TTQB and Pass Simulation sections for each method.

TTQB PASSING METHOD
The Triple Threat Quarterback (TTQB) only is to be used to pass the ball for this method.

During the pass attempt and until after the ball is released, neither the offensive coach nor the TTQB can dislodge any player on the field from its current position from any action used to attempt the pass. Doing so will result in an incompletion.

The offensive coach has control of the switch during pass plays. The board is turned on.

Once the offensive coach wishes to attempt a pass the board is then turned off. The offensive coach then points to and states the player's number to which the pass will be attempted.

The offensive coach has 10 seconds to state the intended receiver.

The referee then places an on-field referee to mark the confines of the pass attempt area for the TTQB.

The normal quarterback player is to be replaced during the pass attempt with a legal TTQB; legal passing ball in place, and the TTQB's base must be within the confines of the on-field referee. The TTQB can be leaned and/or pivoted at its base within those confines.

If the referee determines that there is a lack of sufficient space to mark the area with an on-field referee the TTQB will be spotted manually with the guidance of an official.

The offensive coach has 10 seconds to get the pass off beginning from the moment the TTQB is placed or the referee says, "go." The offensive coach then attempts the pass.

If the pass is completed the TTQB is to be replaced on the same spot with the on-field quarterback player that began that play so it has assumed its original facing and position.

First touch method is used to determine who caught the ball. This means the first player that makes contact with the pass in the air and before hitting anything else is the only player that counts in determining the outcome of that pass play.

Eligible Receiver: TTQB - Any player other than an offensive lineman or the on-field quarterback. This player must be (at least) somewhat downfield from the on field QB, inbound, and did not run out of bounds during that play. This player must also be unengaged from any of his opponent's player(s) bases when the board is stopped for a pass attempt.

Pass Attempt: TTQB - The TTQB must release the ball from pressure applied by the offensive coach who is pulling back on the TTQB in order to constitute a pass attempt. If the ball falls off before an attempt it does not count as a pass attempt nor is it a fumble. In such a case the ball will be placed back on the TTQB and a pass will be attempted as normal. The 10-second pass rule still applies here. If a pass has not been attempted within 10 seconds, the pass is automatically incomplete. 

Completion: TTQB - A pass is complete if the ball hits any portion of the intended target in the air including the base before hitting the field, and if it did not hit any other player before doing so.

If the pass hits an eligible unengaged and unintended receiver in the same manner it is a completion but the play is over and the ball marked at that spot. Once a pass is completed no offensive players can be pivoted unless the receiver who caught the ball remains behind the LOS after the catch. In such a case only the receiver who caught the ball can be pivoted on offense. After any completion the defense is allowed to pivot any unengaged defensive players to attempt a tackle. Once a pass is completed and all pivots are made the switch is given to the referee or defensive coach to control, the board is turned on and the play is resolved.

Completing a pass to any unengaged lineman is a penalty for passing to an ineligible receiver.
Incompletion: TTQB - A pass is incomplete if it first hits the ground, hits an engaged player, strikes some other object beside a player, flies off the playing field without hitting any player, or if a pass hasn’t been attempted within 10 seconds. 

Interception: TTQB - A pass is intercepted if it first hits an unengaged defender in the air.

After an interception the intercepting coach may now pivot the ball carrier only, followed by the opposing coach pivoting any unengaged players to attempt a tackle. The switch control is given to the referee or coach who threw the interception and the board is turned on to resolve the play.

PASS SIMULATION METHOD
Once the offensive coach wishes to attempt a pass, the board is then turned off.
The offensive coach then points to and states the player's number to which the pass will be attempted.
The referee will then measure the distance (center of helmet to center of helmet) from the quarterback to the intended receiver.
· If the distance is 20 yards or less, a PURPLE passing stick will be used to spot the ball on the field.
· If the distance is 21 to 40 yards, a GOLD passing stick will be used.
· If the distance is more than 40 yards, a BLACK passing stick will be used.
Once the distance has been determined the offensive coach may pivot the intended receiver only.
The offensive coach now places the appropriate passing stick on the field with one end making base contact with the intended receiver's front portion of the base and between the front corners. The passing stick may be angled in any desired direction from that point so long as the passing stick remains in contact with intended receiver's base as previously described and does not cause the eventual placed ball to make contact with any player. If for some reason the sticks cannot be placed flat on the field a tourney official will handle the entire stick and ball placement procedures.
The referee or offensive coach will next place the PS ball on the field so it contacts the opposite end of the passing stick, the closest point of the ball is centered on the end of the stick, and closest point of the ball is facing the quarterback to simulate a spiral pass from his direction.
The defensive coach may now pivot any unengaged players to either make an interception attempt or to make a tackle on the receiver after the catch.
From this point on no players may be pivoted to resolve the play unless the pass is intercepted (see Interception). The referee or offensive coach takes control of the switch and turns the board on until the pass is determined to be caught or incomplete. *NOTE: See Pass Interference Section Below.
Eligible Receiver: Pass Simulation - Initially and at the first stop of the board on a PS attempt, an eligible receiver is any offensive player other than interior lineman and the quarterback that is at least somewhat downfield from the on-field QB, is inbounds, did not run out of bounds during that play, and is unengaged by any of the opponent's player(s).
Catch: After the ball has been placed and the board tuned back on, any player who makes (any) base contact with the ball before the play is over has caught the ball. This means engaged players, unengaged players, legal receivers, and illegal receivers all count except the quarterback.
Completion: Pass Simulation 
· ANY BASE CONTACT with the ball constitutes a catch for all players. Situations where it is not a clear completion will be treated the same as an unclear passes with the TTQB (incomplete) and treated the same as an unclear tackle with respect to base contact (not a tackle). Additionally, and just as a TTQB pass, the first player to make base contact with the ball has made the catch.
· Once a pass is completed to an intended receiver the referee will make the call and remove the placed ball. The ball can be advanced after the catch if that receiver is still unengaged. In such a case the referee will turn the board back on to resolve the play.
· A pass is complete if an unintended receiver makes contact with the ball as described above before any other player but the ball can not be advanced and is down at that spot. If this player previously stepped out of bounds or is an offensive lineman it is a penalty for an illegal receiver.
· Simultaneous touching of the ball between offensive and defensive players is awarded to the offense as a completion but the ball cannot be advanced even if no base contact between those 2 players is made (ball sometimes keeps bases from making contact on simultaneous contact).
· Simultaneous touching of the ball between offensive players will result in having the catch awarded to one of the involved offensive players chosen by the offensive coach, with priority in favor of the intended receiver over all others.
· Simultaneous touching of the ball between defensive players will be awarded to one of the involved defensive players chosen by the defensive coach.
· Simultaneous contact between players from the same team can be advanced so long as the player awarded the catch is an eligible ball carrier (not an OL player or QB).
Incompletion: Pass Simulation - A pass is incomplete once and if any offensive or defensive player's base (any portion) passes the entire placed ball within a radius of a base length around the placed ball. At that point the play is over and it is the next down. The play is still alive until that occurs, no other player has caught the ball, OR 4 seconds has passed since the board was turned back on to resolve the play. After 4 seconds the ball is considered to have hit the ground and is an incomplete pass. If for some reason the quarterback catches the ball it is an incomplete pass.
Interception: Pass Simulation - A pass is intercepted if any player on defense makes contact with the ball as described above before any other player on offense. After an interception the intercepting coach may now pivot the ball carrier only if still unengaged after the catch, followed by the opposing coach pivoting any unengaged players to attempt a tackle. The switch control is given to the referee or coach who threw the interception and the board is turned on to resolve the play.
Pass Interference: Pass Simulation 
· No unengaged player from either team may be pivoted to obstruct an unengaged opponent player's path to the ball without risking a penalty. 
· Obstructing an unengaged opponent player's path to the ball constitutes pass interference if contact is made during play resolution unless it happens within the base length radius (incidental/free contact area/halo) around the placed ball.
· Running into the back of an opponent player's base does not constitute interference under any circumstances.
· On offense, only the intended receiver can cause offensive pass interference.
· On defense, any unengaged defensive player (not including eventual engagement with intended receiver) can cause pass interference, even if that player was engaged when the ball was placed. 
· Any base contact within a base length or less is considered to be incidental contact and is not a penalty.
SPECIAL TEAMS
Kickoff: Normal - The receiving team must designate one player to return the kick. That player's number must be reported to the referee and to the opposing coach, it must be on its assigned base, and it must remain on that assigned base when and if the kick is returned. That player is also to be set out in plain view of the referee and the opposing coach by placing it in the return team's end zone.
The kicking team selects which portion of the end zone the kick will be returned from. This can be anywhere along the goal line that is between the left and right on-field numbers. The KR is to be set at that spot and then pivoted.
Kicking team and receiving team will now line up their players. KT lines up on the receiving team’s 40 yd line or deeper. At least one (1) player must be on the 40 yd line. RT lines up on their 30 yd line or deeper. At least one (1) player must be on the 30 yd line and no player can be on the goal line or in the end zone except the KR. Setup for both teams is simultaneous at this point. No players may be stacked or in the shade of another.
Kickoff Return: Once both teams are set, the switch is then turned on and the play is resolved.

*NOTE: All kickoffs that involve setting up a return team or running the board to achieve a result of any kind will count as a play for time keeping purposes. The receiving team can elect to accept a touchback by taking the ball at their own 20-yard line without setting up a return team. In such a case the return team must clearly state "touchback" BEFORE completing setup for their return team. A touchback will not count as a play for time keeping purposes. 
Onsides Kick: A team MUST BE TRAILING IN SCORE to attempt an Onsides Kick
Both teams line up their players on or behind their respective 40-yard lines. Normal Kickoff spacing rules for all players are in affect.
The kicking team must now designate a legal on-field player as their kicker. The kicking team will use a TTQB kicker to sub for the legal on-field player and place that TTQB somewhere on and along their own 40 yard line with a legal kicking ball ready to kick.
The kicking team then gets 1 attempt to kick the ball. The ball must be kicked with the TTQB's kicking leg. Any part of the kicked ball must travel at least 10 yards, no more than 30 yards, and not travel OB for the kick to be successful.
If the kicked ball goes out of bounds or fails to travel within the required distances it is the receiving team's ball at the 50-yard line.
If the kicked ball travels within the required distances and makes contact with a player (base or body) on the receiving team, the receiving team has recovered the ball at that spot and the play is over. Contact with a player out of bounds is not a recovered ball and is a kick that went OB.
If the kicked ball travels within the required distances, does not go out of bounds, and does not make contact with any player on the receiving team, it is a live ball. To resolve possession of a live ball after the kick the referee will replace the kicked ball with a PS ball in the same spot and in the same position on the field where the original ball was removed.
The kicking team must now remove the TTQB kicker from the field and may replace it with their previously designated on-field kicker player. The receiving team's coach may pivot any players towards the ball, followed by the kicking team. The referee then turns the board on to resolve the play. The board will remain on for up to 10 seconds or until a player from either team touches the ball with any portion of its base, designating a recovery and possession, and ending the play. If after the 10 second time limit expires and no player has recovered the ball, possession goes to the receiving team at the spot of the ball (closest part of the ball to their own end zone).

Extra Point: 1 Point Conversion - Kicked extra points are worth 1 point and do not cont as a play. Following a touchdown, if the scoring team decides to kick the extra point, they must do so by lining up their TTQB kicker with ball in place at the opponent's 10-yard line. The kick is attempted unopposed and no other players for either team may be in the way. The kick must go between the uprights and over the crossbar to be successful.
Extra Point: 2 Point Conversion - Two point conversions are worth 2 points and do not count as a play. Two point conversions may be attempted after any touchdown. Following a touchdown, if the scoring team decides to go for a two point conversion, they must line up at their opponents 2-yard line and must line up no differently than any other play from scrimmage. The offensive team must score just as they do for any other touchdown for the conversion to be successful.
Punts: Punts are automatically performed and all punts count as a play. All punts result in a net 40-yard play with the receiving team taking over at that spot. Any punt that lands on or beyond the goal line results in an automatic touchback.

4th Down Rule: On 4th down a team MUST punt the ball UNLESS they are at or past midfield AND have 3 or fewer yards to go for a 1st down (must meet both conditions). EXCEPTIONS: No one is forced to punt if they are in field goal range and elect to kick a field goal. No team who is behind in the fourth quarter will be forced to punt at any time. 

Field Goals: Field goals are worth 3 points and count as a play.
Field goals must be kicked with the TTQB kicker and the BOARD ON!
There are no fake field goals.
Field goals may be attempted on any down once the offensive team is within field goal range.
Once a field goal attempt has been tried it ends that possession for the offensive team unless a penalty is called or there was an equipment or similar problem during that attempt. The referee and/or event staff will handle those instances.
The maximum field goal attempt that can be attempted is 63 yards. The kicker must be lined up in the center of the field but may be angled. The front of the kicker's base must be 7 yards behind the line of scrimmage. This means that the line of scrimmage must be at the opponent's 46-yard line or closer to attempt a field goal. The Field Goal will now be attempted from the appropriate spot on the field unopposed.
The kick must clearly travel between the uprights and over the crossbar for the attempt to be successful. 
All missed kicks result in the defensive team obtaining possession the ball automatically at the spot of the kick (7 yards behind LOS) unless that spot is less than 20 yards away from the defending team's end zone. In those cases the defending team will start their possession at their own 20-yard line.
PENALTIES
Just because you do not see a specific penalty listed does not mean it will not be called. Below are the basics only. An official can make other calls not listed so long as they are not contradictory to the format.


· Delay Of Game - 5 yards from LOS and 1st Down.

· Illegal Formation - 5 yards from LOS and 1st Down.

· Illegal Pivot - All illegally pivoted players will be removed from the board until that play is resolved. All pivots are to be made using an approved on-field ref, spotting device, or with assistance of an official. Failure to do so without consent of an official will result in a penalty.
· Ineligible Receiver - 5 yards from LOS and Loss of Down.
· Offside - 5 yards from LOS and 1st Down.

· Pass Interference – Offensive is 10 yards and replay the Down; Defensive is Spot Foul and Automatic 1st Down.
· Unsportsmanlike Conduct - 15 yards from LOS + warning. Repeated acts will cause you to get tossed out on your keister! We are here for fun. Please behave accordingly.

· Pass Interference - Defensive: 1st down at spot of infraction. Offensive: 10 yards from LOS.

