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1. THE GAME

A. Seven (7) players shall constitute a team.  The playing roster maximum is 17-players. A team may start the game with a total of five (5) players.  However, teams must finish the game with five players.  If at any time during a game, a team is left with less than five players it will constitute a forfeit.  Should both teams fail to field five players to start a game, it will be scored as a forfeit loss for both teams. A player is restricted to play for only one team in the entire league during a season beginning at Week 1. Once a player signs a team roster, he is officially on that team and cannot transfer to another team. Un-rostered player that plays in a game will cause a forfeited game.

B. The field shall be 80 yards long and 40 yards wide with 10-yard end zones. Extra point markings will be at the 5 and 10-yard lines at each end of the field.  

C. Players must wear rubber cleats or tennis shoes only.  Players must wear matching color jerseys with number on front and/or back.  No T-shirts or tank tops allowed. The official winner of the games coin toss, will also choose their jersey color in which teams are wearing same colors for a contest.
D. All players will wear ONLY the triple flag belts that are supplied by the league. 

E. Jewelry, sunglasses, knee braces and/or elbow pads with hard unyielding material are illegal equipment. Caps with brims will be turned backwards during play.

F. The ball is advanced by the offensive team across the line of scrimmage (LOS) via a forward pass.  All runs across the line of scrimmage are illegal and will be penalized as illegal advancement of the ball. You may catch a forward pass over the LOS, retreat behind the line and advance again by running.

G. The game shall consist of 2 - 20 minute halves.  The clock will stop during the last 2 minutes of each half on incomplete passes, out of bounds, penalties and change of possession.  The clock will start on the snap or at the officials’ indication.  If a team is ahead by 20 or more points in the 2nd half, the clock will continue to run during the final 2 minutes of the game.  It can only be stopped by a time out or; if a score reduces the differential to than 20 points where the clock will revert back to a regulation status. 

H. A 2-minute warning will be announced by the officials towards end of each half and the game clock will subsequently start on the succeeding snap.

I. Each team is allowed 2-one minute time outs per half.  Half time will last 5 minutes.

J. ANY accepted live ball foul (except a loss of down penalty) will cause a period to extend and one un-timed down will be played.

K. Possession of the ball, or defense of a goal will be decided by a coin toss prior to the game.  The winner may choose either to receive, defend a goal or defer their choice to 2nd half.  The loser will choose of the remaining options.

L. There is no kick off.  To start the 1st, 2nd half and after a touchdown, the ball will be spotted at the offensive teams 20 yard line.

M. THERE ARE NO FUMBLES. A loose ball that touches the ground is automatically dead and will be marked at the spot for the next down.  PUNTS ARE AN EXCEPTION.

N. Teams that forfeit 2 games in a season will be disqualified from further participation in league play. All forfeited games are subject to additional forfeit fees.

O. Protests must be made before a game.  If a team is found to have played an un-rostered player, the game will be forfeited to the opponents.

P. There shall be no alcohol, tobacco or illegal drugs on any part of any school grounds or playing field areas. 

Q. The league reserves the right to refuse any player or team into the league for any reason. All team “names” need prior league approval.

2.  THE LINE OF SCRIMMAGE
A. The offense has 25 seconds to put the ball in play after the ball has been spotted and made ready by the officials.

B. Prior to the snap of the ball, the offensive team must have at least 3 players on and parallel to the line of scrimmage with a minimum of 1 yard between them.

C. ONLY the CENTER may put his hands or knees on the ground during a snap. 3 and 4 point stances are illegal and treated as dead ball foul.

D. No offensive player shall be more that 15 yards from the point of the centers snap when the ball is blown ready by the officials. Decoy or sneak plays are illegal and unsportsmanlike. Prior to the snap, no offensive player on the line of scrimmage, AND within 3 yards of the center, shall go in motion prior to the snap. False start.
E. All offensive players must remain stationary for at least 1 second prior to the snap.  A player in motion shall be parallel or away from the LOS.  

F. All snaps must be from BETWEEN the centers legs.  No offensive linemen may receive a centers snap.  

G. The offensive team earns a 1st down by advancing the ball to the “next 20 yard marker”. The next 20-yard marker is judged to be from the LOS at the time of initial 1st down possession, unless it has been extended by a penalty.

H. Should the defense enter the neutral zone prior and during the snap, it will be ruled offside and play shall continue. Live ball.
I. As in “H” above, the defense contacts the offense prior to the snap, it will be a dead ball foul for encroachment.
J. As in “I” above, the contact is intentional and repeated more than once on a single down, it will constitute an unsportsmanlike foul. 15 yards.
3.  PASSING AND RECEIVING
A. A “passer” is any player who passes the ball. A pass may be made from anywhere behind the LOS.  A pass completed behind the line can be followed by a forward pass crossing the line of scrimmage.  In other words, multiple passes behind the line are allowed but ONLY ONE forward pass to advance the ball is permitted.

B. A dropped lateral constitutes a dead ball.   The ball is spotted where it hit the ground or; at the spot of loss of possession IF loose ball traveled towards opponents goal.

C. All offensive players are eligible to receive a pass.  A receiver may advance the ball across the LOS IF he has first caught the ball beyond the LOS.

D. A receiver must have at least 1 foot inbounds with possession of the ball to be ruled complete.  If a foot lands out of bounds simultaneously with an inbound foot, it shall be rules out of bounds and incomplete.

E. A pass caught simultaneously between an offensive and defensive player always belongs to the offensive player.

F. A pass may be touched by 1 or more offensive players and still be considered a completed pass.
G. A player that goes out of bounds without being forced out may not come back onto the field of play and catch a pass or block.  However, a player that is bumped out of bounds may return and participate.

H. A passer who intentionally grounds the ball to avoid being sacked, or throws the ball to an area which there are no receivers within a 5 yard radius will be penalized for intentional grounding the ball.   See 3-M.

I. Contact by the defense on a receiver at the snap is legal within 1 yard of the LOS.  No bump and run tactics.

J. Players of either team have equal rights to a thrown pass.  If simultaneous contact is made between 2 opposing players making an effort to catch the ball, no pass interference will be called. However, a player may not “go through” another player to catch a pass.  Pass Interference.

K. A player shall not deliberately become airborne by jumping or diving to advance the ball towards the opponent’s goal line.  A player shall not leave his feet unless to block a pass or kick.

L. Whether the ball is touched or not by the defender, no defender shall make contact with a passer before, during or after a pass is thrown.  Incidental contact in a legitimate effort to grab the flags is legal.

M. Intentional grounding will be permitted during the LAST 2 MINUTES OF THE GAME, if it was done immediately to stop the clock.

N. If a pass is blocked behind the LOS and is recovered by an offensive player, he MUST complete a forward pass beyond the LOS in order to advance the ball.

4.  DOWNING A BALL CARRIER

A.    A ball carrier cannot advance the ball with a disengaged flagbelt caused by an opponent. "A ball carrier is down when: 1. A ball carriers flagbelt it intentionally disengaged                 by an opponent. 2. A flagbelt inadvertently disengages during a down and an opponent intentionally touches the ball carrier 3. In the officials' judgment, an opponent caused the flagbelt of a ball carrier to disengage during a down." 
In other words….if a flag is showing that is has disengaged during a down (one end is hanging) and the flagbelt is dangling on a ball carriers' hip or shorts etc., in theory, the flag should fall to the ground. Therefore, the flag has been disengaged by the opponent. The flagbelt does NOT have to be in the possession of an opponent OR be on the ground to down a ball carrier. Hence, by definition……disengaged = down.

B.  Play shall not start until all players are wearing flags/belts. When a player is not wearing a flagbelt at the snap or when a snap is imminent, it will be a 5-yard penalty for improper equipment. (The burden is not on the official to see that a player is properly equipped with flagsbelts)
C.  While in possession of the ball, the ball carrier shall not be ruled down if the ball touches the ground and the carrier is still on their feet.

D. Flag guarding is not allowed.  Slapping away the defenders hands or covering up the flags with the ball or arm constitutes flag guarding.  Stiff arming an opponent is not allowed.

E. The ball carrier may spin.  However, the ball carrier must avoid spinning into or hurdling an opponent who has a “set position” established to pull a flag.  Failure to avoid the defender constitutes charging.  A ball carrier must go out of bounds rather than charge into the defender.

F. No player shall hurdle another player.  No defender shall push a ball carrier out of bounds. The defender must go for the flags.

During a down, striping or striking the ball from a player in possession in not allowed under any circumstances.

G. It is illegal to tackle an opponent.  Incidental contact in a legitimate effort to grab the flags is legal.  Every attempt must be made to clearly grab the flags while not holding the ball carrier.  If a defender tackles a ball carrier and it is in the judgement of the official that it was done to prevent a touchdown or extra point, the appropriate scoring of points will be awarded to the scoring team.  Tackling an opponent may be punishable by a game dismissal.

5.  BLOCKING

A. Holding the opponent with the hands, arms or legs shall be ILLEGAL for both offense and defense.

B. Offensive blocking shall be limited to arm or shoulder blocking only.  Hands and elbows must be within the frame of the chest of the blocker or; arms extended straight out and within the frame of the chest.

C. No contact shall be made with the CENTER until after the snap has been completed AND the Center has positioned himself to participate in the play. In other words, no contact shall be made on the center until he snaps the ball and raises his head to participate.

D. There shall be no blocking below the waist.  There shall be no chop blocking. There shall be no blocking above the shoulders. No diving to block an opponent.

6.  PUNTING / FREE KICKS
A. At any time, the offense may declare a punt. On a “declared punt”, the defensive team shall not cross the line of scrimmage during a snap.  However, the defense may attempt to block the kick by jumping while on their side of the line. If the offense fails or elects not to declare a punt, the defense may advance over the line of scrimmage at the snap.

B. During a declared punt, the kicker has 5 seconds from the snap to kick the football.  THIS IS THE ONLY TIME A SNAP IS NOT CONSIDERED DEAD SHOULD THE BALL STRIKE THE GROUND.  

C. The offensive team must remain behind the LOS until the ball is kicked.   A minimum of 3 defensive players is required to be on the LOS at the snap.

D. During a “free kick”, the receivers must have at least 3 players on the 40-yard line. There are no onside kicks.

E. Once a ball is fumbled or muffed (loose ball) by a punt receiver, the ball is dead when the ball strikes the ground, or; where the ball is last touched by a receiver should the muffed ball proceed towards their opponents goal line and then becomes dead by contact with the ground.  However, if the punted ball strikes the ground first, the ball is live and playable.  

F. During a declared punt under regulation clock conditions, the clock will start on the kick.

G. During a free kick under regulation clock conditions, the clock will start when the receivers touch the ball.

7.  SCORING

A. A touchdown is worth 6 points.  It is scored when any part of the ball is touching or over the goal line.  If a players flag is pulled from behind the goal line but the ball is touching or over the goal line, it shall be ruled a touchdown. 

B     Extra points following a touchdown are worth 1, 2 OR 3 points.  Attempts from the 5-yard line are worth 1 point; the 10-yard line 2 points AND FROM THE 20 YARD LINE, 3 POINTS.
B. During an extra point, should the defense intercept a forward or backwards pass attempt, they may return it for a score equal to the amount declared by the offense.

C. A safety is worth 2 points.  It is scored while the offensive teams players flags are pulled when:  (a) the player in possession is in his own end zone (b) an accepted offensive foul occurs in their end zone (c) when there is intentional grounding from the offensive end zone and (d) when there is an illegal forward pass made by the defense in their own end zone following an intercepted pass thrown by the offense.  

D. Following a safety, the ball will be put in play via a free kick from the offenders 20-yard line. A minimum of 3 receivers must be on the 40-yard line during the free kick.  The rules governing punts are in effect for a free kick. There are no on-side kicks. Time starts when the Receivers touch the ball.

E. Tie games in league play stand as “one-half” point in the standings.  Playoff games that end in a tie will be continued until a winner is declared using league overtime procedures.  

PENALTIES



INFRACTION







PENALTY

Offside








5 yards from previous spot.



Encroachment, False Start, snap infraction, 3-4 point stance
 (dead ball fouls)

5 yards from previous spot



Delay of game







5 yards from previous spot



Illegal motion, illegal shift






5 yards from previous spot




Helping Runner







5 yards from spot of foul




Diving/Hurdling







5 yards from spot and loss of down



Intentional grounding ball






5 yards from spot and loss of down



Illegal advancement of ball






5 yards from spot and loss of down



Invalid fair catch signal






5 yard from previous sot




Flag Guarding 







10 yards from spot and loss of down




Offensive holding







10 yards from basic spot, or spot if behind LOS




Defensive holding







10 yards from previous spot or end of run.




Charging, Straight arming, Clipping





10 yards from spot of foul, or end of run




Illegal participation







10 yards from previous spot




Block below waist, diving to block





10 yards from basic spot or spot if behind LOS




Striping/striking ball






10 yards from previous basic spot or end of run




Offensive pass interference






10 yards from previous spot and loss of down



Defensive Pass Interference






Automatic First Down at spot of foul




Kick Catch Interference






Awarded fair catch at spot of foul,  













or 10 yard penalty + re-kick or result of play




Roughing Kicker (“running into” or “personal roughing”)



5 yard from previous spot or 10 yd + 1st down




Roughing the Passer






10 yd from prev spot & auto 1st dn or; end ofrun.













If completed pass (a “tack-on” penalty)                                                        




Unsportsmanlike conduct






15 yards and Automatic First Down



Unnecessary roughness






15 yards and Automatic First Down



Tackling








15 yards and Automatic First Down



Illegal contact with the Center





15 yards and Automatic First Down



Second unsportsmanlike in same game




Game Ejection




Entering field from sideline during altercation




Game Ejection




Second Ejection during season





League Dismissal




Fighting, striking, kicking, throwing a punch or acting in a manner




deemed detrimental to the conducting of the game 



League Dismissal




Fighting, striking, kicking, throwing a punch or acting in a manner 

League Dismissal  




deemed detrimental to the conducting of the game DURING WEEK 7 THRU 10                PLUS




OR ANY TIME IN THE PLAYOFFS/CHAMPIONSHIPS.


Ineligible for next season.

LEAGUE STANDINGS

In the event of a tie in final league standings, the following tie breaking procedures will be used to determine the final standing:

1. Head to head competition of opposing teams.

2. Divisional record if interdivisional play exists.

3. Lowest points allowed by defense per head to head competition.

4. Lowest average of points allowed per game.

(Forfeited games not included in average)

PLAYER CONDUCT

Team managers (team captain) are responsible for the conduct of all players on their team before, during and after the game.  The team manager is also responsible for all individuals and spectators on their teams’ sidelines.  Abusive or vulgar language directed towards other players, officials or spectators will not be tolerated.  These actions constitute unsportsmanlike conduct and will be penalized accordingly.

During a game, if a player is judged by an official to be playing or acting in an unsportsmanlike manner, the official has the option of dismissing the player from the game for a period of several plays, the remainder of a half or until the end of the game.

Any player seen THROWING A PUNCH MAKING CONTACT OR NOT, STRIKING AN OPPONENT OR TEAMMATE, SPECTATOR, LEAGUE OFFICIAL, OR ANY PERSON ON OR NEAR THE FIELD, FOR WHAT EVER REASON, BY ANY LEAGUE OFFICIAL, BEFORE, DURING OR AFTER A GAME, ANYWHERE ON THE FIELD OR IN THE PARKING LOT, WILL BE DISMISSED FROM THE LEAGUE. 

THE PLAYER(S) DISMISSED WILL FORFEIT ALL ELIGIBILITY TO RECEIVE ANY AND ALL LEAGUE AWARDS THAT HIS TEAM COULD RECEIVE DURING THE SEASON.

Please note that this rule has been in effect since 1982.  Experience has shown that it is usually the 2nd player throwing a punch in retaliation that is witnessed by the league official.

It will make NO DIFFERENCE whether you’re defending your self or not, IF A LEAGUE OFFICIAL SEES IT, DISMISSAL WILL OCCUR.  THERE ARE NO EXCEPTIONS.  
If during the game one or both teams are fighting, the officials will stop the game and one or both teams will receive forfeit losses.  The teams may also be suspended from further league play.
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